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WELCOME TO MYTHIC MINIS! *
The mythic rules system introduced in the Pathfinder Roleplaying Game Mythic
Adventures hardback contains a wealth of new rules, butin one book there cannot
be room for everything. Sometimes there are large areas to cover with extensive
rules adaptations, but sometimes what you need is a power-packed puneh of tightly
focused rules content ‘that contains exactly what you need for your character,
~ creature, or whatever it may be. A half-dozen feats, a set of linked spells, a'group of
magic items, five mythic path abilities, and so on; that’s where Mythic Minis come in.
Mythic Minis are not about exposition, philosophy, and campaign-building; they are
just flat-out fantastic ideas and great mechanics for GMs and players alike, written
by the same designers that helped create the official mythic rules.

Follow Legendary Games on Facebook, follow us on Twitter, and check out our
website at www. makeyourgamelegendary com.

MYTHIC MINIS 2 5: FEATS OF NATURFE’S WRATH
The natural world courses with endless-mythic power. These feats tap into that
power, drawing on ancient and primal forces to enhance your abilities and aid in
. _ your fight for balance. Wield brutal tooth and claw, boost your furred and feathered
‘allies, and shrug off natural hazards with these feats of nature’s wrath.

‘ELDRITCH CLAWS (COMBAT, MYTHIC)

' Your natural weapons tear through your enemies with ease.
+.  Prerequisite: Eldritch Claws

Benefit: Your natural weapons bypass an amount of damage reduction equal to
: your mythic rank or tier. This applies to all types of damage reduction, including
. - /DR/- and DR/epic. In addition you may expend one use of your mythic power as
. swift action to select any one type of damage reduction; your natural weapons
" bypass damage reduction (of any amount) of that type for 1 minute. You may use
-+ -~ this ability multiple times, expending one use of mythic power and selecting a
dlfferent f,orm of damage reduction each tinte.

:

- FERAL COMBAT TRAINING (COMBAT, MYTHIC)

MOONLIGHT SUMMONS (MYTHIC)

Your summons are charged with lunar power.

Prerequisite: Moonlight Summons 5

Benefit: Creatures you summon gain DR/silver equal to your mythic tier. In
addition, when a summoned creature confirms a critical hit, the target is confused
(as the confusion spell) for 1 round unless it succeeds on a Will save (DC 10+ 1/2
summoned creature’s HD + your mythic tier); mythic creatures may add their”
mythic tier on the saving throw against this effect. Multiple failed saves extend the
duration. If you expend one use of your mythic power when summoning a creature,
it gains DR/silver equal to twice your mythic tier.

MysTic STRIDE (MYTHIC)

You may shrug off even the most grasping and tangled briars.
Prerequisite: Mystic Stride, 4th mythic tier
Benefit: Attempts by plants or plant creatures to grapple or entangle you
automatically fail, as if under you were using freedom of movement. In addition,
you may spend one use of mythic power as a move action to travel through plants
(as if by transport via plants) up to 100 feet. You may use this ability to enter or .
exit a single plant creature of at least your size as if it were a natural tree. If there is
another creature of the same type within 100 feet, you may enter the body of one
plant creature and exit the body of another. Entering the creature’s square or movmg 1 -\
through its threatened area provokes an attack of opportunity as usual.

Quick WiLD SHAPE (MYTHIC)

You may change forms in the blink of an eye.

Prerequisite: Quick Wild Shape

Benefit: You can wild shape into any form available to you as a move acnon, and
into a form available to a druid two levels lower when using wildshape as a swift action.
In addition, you may use expend one use of your mythic power to use wild shape as an
immediate action, though you are limited to forms available to a druid fourlevels lower.

SHAPING Focus (MYTHIC)

_.r"f j You[r‘ ascetic discipline allows you to fight with martial precision even with beast weapons.  You are at your most powerful when clothed in the forms of beasts. { L
al Prerequisite: Feral Combat Training ; Prerequisite: Shaping Focus
= Benefit: You can apply the effects of feats that have Improved Unarmed Strike Benefit: Your effective druid level is increased by your mythic tier for all purposes

as a prerequisite, as well as other effects that augment an unarmed strike, to any of
your natural attacks. In addition, if you are a monk and use your natural weapon(s)

. to perform a flurry of blows, you add one-half your mythic tier to your monk level
to defermine the number of additional attdcks you may-perform.

GREATER WILD EMPATHY (COMBAT, MYTHIC)

- You possess a harmonic empathy with all creatures of nature

: Prerequisite: Greater Wild Empathy 7

" . Benefit: Your insight bonus on wild empathy checks is mcreased by an amount
7/~ ‘equal to your mythic tier, and you can use wild empathy in place of Intimidate or

_ it is an animal, magicakbeasts, or one of the creature types you have selected when
" “taking the non-mythic Greater Wild Empathy feat. If you expend one use of your

mythic power when using a mind-affecting effect against creatures of one of these

-+ types, you increase the save DC by an amount eqal to one-half your mythic tier,
and non-mythic creatures must save twice and use the lower result. 3

7. . /IMPROVED SHARE SPELLS (MYTHIC)
"+ Your-connection to your bonded ally runs stronger than most. = 7 i
_ Prerequisite: Improved Share Spells -
~ Benefit: The range of your share spells is increased by 5 feet’per mythic tier
before yotir bonded créature loses the benefit of spells it shares with you. In addition
you may ‘target your bonded creature with touch spells (including shared spells) at
a range of 5 feet per mythic tier. When you use a Spéll -trigger or spell-completion
, - itemtoproduceaspell effect, you can expend one use of your mythlc power to share
< thatspell effect with your bonded creature.

VATHFINDER!

ROLEPLAYING GAME COMPATIBLE

. - Diplomacy to influence a creature’s reaction regardless of its Intelligence, as long as -

for 1 round per mythic tier (or-until it returns to its place of origin, if summoned). ,

related to your wild shape ability. In addition you may spend a number of uses of
mythic power up to half your tier to further increase your effective druid level by
that amount for the purpose of wild shape. _ A

VERMIN HEART (MYTHIC) :

As a monarch among vermin you can exert mastery over all drones.

Prerequisite: Vermin Heart

Benefit: Natural vermin you encounter have a starting attitude of frlendly "
towards you. Against a controlled or summoned vermin, you may make a wild X,

_ empathy check as a move action opposed by its controller’s Charisma check. If this _

check is successful, this creature will refuse to harm you unless you attack it first. It
may still share your space as normal. In addition, you may spend one use of mythic
power as a standard action to make an additional wild empathy check, opposed-by
its controller’s Charisma check. If you are successful, you gain control of the vermin

WiLD SPEECH (MYTHIC) -

You have mastered the language of beasts. . \
. Prerequisite: Wild Speec R .
Benefit: You may use speak with animals to communicate with animals of - :

any form you assume at will, with no limit on the number of minutes per day.Tn =~ * = |

addition, the DC of any language-dependent spells you cast on a creature the same =~ -

as your current form is increased by +2, and any wild empathy or Handle Animal .

check on such animals gains a +4 bonus. Finally you may spend one use of mythic 2

_power to ignore any somatic or material component (up to a maximum value of 100_ -

gp) when casting a spell while using wild shape. 3 Ret t
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‘Open Content: Subject to designation as Product Identity (see below), the only
portion of this Legendary Gdmes product designated as Open Game Content is
the rules content (creature stat blocks and names of skills, etc., taken from the
Pathfinder Reference Document) as defined in the Open Game License version
1.0a Section 1(d). The front and back cover, back matter, introduction and Credits
-page, as well all other parts of this product including all text'not specifically

"~ designated as Open Game Content is not Open Game Content. No portion of

this work other than the material designated as Open Game Content may be -
-reproduced in any form without written permission.

Product Identity: The following items are hereby identified as Produet Identity, as
=~ defined in the Open Game License 1.0a, Section 1(e), and are not Open Content:
Legendary Games, the Legendary Games Logo, Adventure Path Plug-In, Mythic
- Minis 25: Feats of Nature, as well as all trademarks, registered trademarks, proper

~/ names (including the names of each character, location, item or monster unique to

; thisnpro'du'c't), dialogue, plots, storylines, locations, characters, artworks, and trade
dress, but excluding any content that is Product Identity of Paizo Publishing, Inc.
(Elements that have previously been des1gnated as Openr Game Content are not
1nclu<jed in this declaration.)

Referénce in non- Open Game Content (thus not covered by the Open Game
License) in this work to content owned by others is not a challenge to their
0wnersh1p and is used under Fair Use.

OPEN GAME LICENSE Version 1.0a -
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards
of the'Coast, Inc (“Wizards”). All Rights Reserved.
1. Definitions: (a) “Contributors” means the copyright and/or trademark owners who have
contributed Open Game Content; (b) “Derivative Material” means copyrighted material
including derivative works and translations (including into other computer languages),
‘potation, modification, correction, addition, extension, upgrade, improvement, compilation,
abridgment or other form in which an éxisting work Tnay be recast, transformed or adapted;
(c) “Distribute” means to reproduce, license, rerit, lease, sell, broadcast, publicly display,
transmit or otherwise distribute; (d) “Open Game Content” means the game mechanic
and includes the methods, procedures, processes and routines'to the extent **such content
does not embody the Product Identity and is an enhancement over the prior art and any "
‘additional content clearly identified as Open Game Content by the Contributor, and means
any work covered by this License, including translations and derivative works under copyright
law, but specifically excludes Product Idertity. (e) “Product Identity” means product and

- product line names, logos and identifying marks including trade dress; artifacts, creatures,
characters, stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork,
symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic,

-+ photographic and other visual or audio representations; rfames and descriptions of characters,

spells, enchantments, personalities, teams, personas, likenesses and special abilities; places,

locations, environments, creatures, equipment, magical or supernatural abilities or effects,
'-'logos, symbols, or graphic designs; and any other trademark or registered trademark clearly

identified as Product identity by the owner of the Product Identity, and which specifically

_/ excludes the Open Game Content; (f) “Trademark” means the logos, names, mark, sign,

motto, designs that are used by a Contributor to identify itself or its products or the associated

products contributed to the Open Game License by the Contribufor (g) “Use’, “Used” or
Usmg means to use; Distribute, copy, edit, format, modlfy, translate and otherwise create

Denvatnfe Matenal of Open Game Content. (h) “You” or.“Your” means the licensee in terms

of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice

" - indicating that the Open Game Content may only be Used'under and in terms of this License.

You must affix such a notice to any Open Game Content that you Use. No terms may be added
to or subtracted from this License except as described by the License itself. No other terms or
conditions may be applied to any Open Game Content distributed using,this License.

‘te do so. ~be . Bw
-
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and the copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game

Content you Distribute. e
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indication as to compatibility, except as expressly licensed in another, independent

Agreement with the owner of each element of that Product Identity. You agree not to indicate
compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction

with a' work containing Open Game Content except as expressly licensed in another, *
independent Agreement with the owner of such Trademark or Registered Trademark. The

use of any Product Identity in Open Game Content does not constitute a challenge to the .
ownership of that Product Identity. The owner of any Product Identity used in Open Game R .
Content shall retain all rights, title and interest in and to that Product Identity. 154
8. Identification: If you distribute Open Game Content You must clearly indicate which _
portions of the work that you are distributing are Open Game Content. o ]
9. Updating the License: Wizards or its designated Agents may publish updated versions of £

this License. You may use any authorized version of this License to copy, modify and distribute __ - %
any Open Game Content originally distributed under any version of this License. 3
10. Copy of this License: You MUST include a copy of this License with every copy of the
Open Game Content You distribute. Ak
11. Use of Contributor Credits: You may not market or advertise the Open Game Content ; \
using the name of any Contributor unless You have written permission from the Contributor
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License with respect to some or all of the Open Game Content due to statute, judicial order,or , = %
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