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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, but in 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 punch 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 28: MYTHIC MARTIAL ARTS V
Martial arts in a fantasy campaign come in many forms, including those that are 
unique to particular races and play upon their natural strengths and historical 
enmities, such as the Earth Child style developed by gnomes and dwarves to battle 
their giantish foes. Some styles are cerebral and cautious, the definition of a “soft” 
style of martial arts, and this is exemplified by the careful logic and anticipation of 
the Kirin Style, allowing a practitioner to run circles around an overmatched foe. 
At the opposite end of the spectrum are the brutal blocks and locks of the Snapping 
Turtle style, mixing it up in the closest of close combat to turn away blows and catch 
foes in a crushing grasp. 

Earth Child Binder (Combat, Mythic)
You channel the power of the earth into powerful strikes that bring low the mightiest giants.

Prerequisites: Earth Child Binder 
Benefit: While using Earth Child Style, you can use any combat maneuver 

against a creature with the giant subtype no matter its size. In addition, whenever 
you hit a creature with the giant subtype with an attack of opportunity you can use 
your Stunning Fist against it, and this does not count against your normal limit of 
one Stunning Fist attack per round. If you expend one use of your mythic power 
when using your Stunning Fist against a creature with the giant subtype, it applies to 
all unarmed strikes you make against giants until the end of your next turn.

Earth Child Style (Combat, Mythic, Style)
You are a difficult target for giants to pin down. 

Prerequisites: Earth Child Style
Benefit: While using Earth Child Style, you add one-third your mythic tier 

(minimum +1) to your dodge bonus to AC against creatures with the giant subtype, 
and you also add this bonus on Reflex saves against exceptional, supernatural, or 
spell-like abilities used by such creatures. In addition, you can expend one use of 
your mythic power to enter Earth Child Style as an immediate action even if you 
are flat-footed, gaining the benefits of uncanny dodge against all creatures with the 
giant subtype for a number of rounds equal to your mythic tier. During this time, 
non-mythic giants treat you as if you also had improved uncanny dodge. 

Earth Child Topple (Combat, Mythic)
You can tilt the battlefield and send giants toppling into other creatures like ninepins.

Prerequisites: Earth Child Topple
Benefit: While you successfully trip a creature with the giant subtype, you can 

cause it to crash into another creature within 10 feet when it falls prone. This deals 
damage equal to your unarmed strike damage to the second creature and also 
allows you to attempt a combat maneuver check to bull rush or trip (your choice) 
that creature as a free action that does not provoke attacks of opportunity, with a 
bonus equal to the size modifier of the giant you tripped. In addition, whenever you 
confirm a critical hit against a creature with the giant subtype, you can expend one 
use of your mythic power to attempt a combat maneuver check to trip that giant as 
a free action. 

Kirin Path (Combat, Mythic)
You walk a careful path around your enemies, knowing their every move before they make it.

Prerequisites: Kirin Path
Benefit: When making a Knowledge check to identify a creature, you can take 

20 on the check a number of times per day equal to one-half your mythic tier 
(minimum 1). In addition, when you use an attack of opportunity to move after 
a creature you have studied ends its turn in your threatened area, you can end 
your move in a square that is not threatened by the creature. Alternatively, you can 
remain within the creature’s threatened area but move an additional 5 feet per 2 
mythic tiers (minimum 5 feet).

Kirin Strike (Combat, Mythic)
You are a masterful student of all opponents, and your cunning blows always pierce 
your target’s defenses.

Prerequisites: Kirin Strike
Benefit: You add your mythic tier to your insight bonus on Knowledge checks 

made to identify creatures. If you use a swift action to deal additional damage to a 
creature you have studied, your attack also bypasses an amount of damage reduction 
(including DR/- or DR/epic) equal to your mythic tier, or one-half your mythic tier 
if your target is a mythic creature. 

Kirin Style (Combat, Mythic, Style)
Your awareness of enemies helps keep you safe from harm. 

Prerequisites: Kirin Style
Benefit: When using this style, you can make a Knowledge check to identify a 

single creature as an immediate action, even if you are flat-footed. In addition, once 
per round on your turn, you can make a check to identify a creature you threaten 
as a free action rather than a swift action. If you succeed on your check to identify a 
creature, you increase the bonus you gain on saving throws and to AC by one-third 
your mythic tier (minimum 1). 

Snapping Turtle Clutch (Combat, Mythic)
You can sacrifice two attacks to make a single devastating strike.

Prerequisites: Snapping Turtle Clutch
Benefit: You take no penalty on your combat maneuver check to grapple an 

opponent that attacks and misses you, and if your grapple maneuver succeeds 
against an attacker that missed with a manufactured weapon you may choose to 
disarm your opponent instead of grappling it. If you expend one use of your mythic 
power, you may both disarm and grapple your opponent on a successful combat 
maneuver check to grapple. Disarming your opponent in this way does not provoke 
attacks of opportunity.

If a creature attempts to grapple you using the grab ability, you can use an 
immediate action to roll a combat maneuver check to grapple with a bonus equal to 
your mythic tier against a DC equal to your attacker’s combat maneuver check. If 
your check succeeds, your opponent’s grapple attempt fails. If you expend one use 
of your mythic power, you may grapple your opponent instead. 

Snapping Turtle Shell (Combat, Mythic)
Your shielding hand turns away telling blows before they strike home. 

Prerequisites: Snapping Turtle Shell
Benefit: While you are using this style, the shield bonus the style grants to your 

AC also applies to Reflex saves against burst effects. In addition, you increase the 
penalty on your opponents’ critical confirmation rolls by an amount equal to one-
half your mythic tier (minimum 1). If a non-mythic creature or creature whose 
mythic rank or tier is less than yours confirms a critical hit against you in melee, 
you can expend one use of your mythic power to negate that critical hit. The attack 
is instead resolved as a normal hit. 

Snapping Turtle Style (Combat, Mythic, Style)
Your free hand wards off attacks with ease. 

Prerequisites: Snapping Turtle Style
Benefit: The shield bonus to AC provided by this style is increased by 1. In 

addition, as an immediate action you can expend one use of your mythic power to 
increase your shield bonus to AC by an amount equal to your mythic tier until the 
end of your next turn. 
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