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By Jason Nelson

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 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 cautiots, 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.

i EARTH CHILD BINDER (COMBAT, MYTHIC)

You channel the power of the earth into powerful strikes that bring low the mightiest giants.
g 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.

EARrRTH 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 ttipped. 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.
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KiriN PatrH (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 identifya
creature, you increase the bonus you gain on saving throws and to AC by one- thlrd
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 h1t 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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Open Content: Subject to designation as Product Identity (see below), the only
portion of this Legendary Games product designated as Open Game Content is
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- Pathfinder Reference Document) as defined in the Open Game License version 1.0a
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defined in the Open Game License 1.0a, Section 1(e), and are not Open Content:
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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
r 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,
r abridgment or other form in which an existing work may be recast, transformed or adapted; (c)
4 “Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display; transmit
3 ; 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 Identity. (¢) “Product Identity” means product and product line names,
d logos and identifying marks including trade dress; artifacts, creatures, characters, stories,
storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs,
J ~ depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other
ke visual or audio representations; names 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
1 “ identity by the owner of the Product Identity, and which specifically excludes the Open Game
Content; (f) “Trademark” means the logos, names, mark, sign, matto, designs that are used by a
Contributor to identify itself or its products or the associated products contributed to the Open
e Game License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy,
edit, format, modify, translate and otherwise create Derivative Material 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
T 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 deseribed by the License itself. No other terms or
conditions may be applied to any Open Game Content distributed using this License.

License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You_ - 3

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptarice of iy

the terms of this License. v R

4! Grant and Consideration: In consideration for agreeing to use this License, thé Contributor§ ¥
grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this o
License to Use, the Open Game Content. -

5. Representation of Authority to Contribute: If You are contributing original material as Open
Game Content, You represent that Your Contributions are Your original creatioh and/or You
have sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this T

are copying, modifying or distributing, and You must add the title, the copyright date, and the
copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game Content
you Distribute. -
7. Use of Product Identity: You agree not to Use any Product Identity, including as an 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 Content shall retain all rights, title and i
interest in and to that Product Identity. YT 4
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.

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.

10. Copy of this License: You MUST include a copy of this License with every copy of the Open

Game Content You distribute. &

11. Use of Contributor Credits: You may not market or-advertise the Open Game Content usmg Y

the name of any Contributor unless You have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this* e "

License with respect to some or all of the Open Game Content due to statute, judicial order, or e ¥ II:
=Y

governmental regulation then You may not Use any Open Game Material so affected. ) -
13. Termination: This License will terminate automatically if You fail to comply with all |
terms herein and fail to cure such breach within 30 days of becoming aware of the breach. All -+ “- -
sublicenses shall survive the termination of this License. " .

14. Reformation: If any provision of this License is held to be unenforceable, such provision o
shall be reformed only to the extent necessary to make it enforceable. — a
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