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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 31: FEATS OF ACROBATICS

Some of the most spectacular feats achieved by mythic characters are not through 
awe-inspiring power or miracles of magic, but by impossible feats of agility and 
nimbleness. These feats can include balletic pirouettes in the midst of the surging 
clash of arms, soaring leaps, rolling dodges, and uncanny gymnastics of every 
kind. Whatever their form, such acrobatics help a mythic character to navigate the 
battlefield with contemptuous ease, outmaneuvering their slow-footed foes and 
keeping maddeningly out of reach. 

Cartwheel Dodge (Mythic)
You flip and turn away from damage, cartwheeling across the battlefield and away 
from danger.

Prerequisites: Cartwheel Dodge
Benefit: When you use this feat, your movement does not provoke attacks of 

opportunity. You may choose to continue moving up to your speed, but any movement 
that you take that exceeds the distance you can travel at half speed provokes attacks 
of opportunity. If a willing ally of your size or smaller is adjacent to you when you use 
this feat, you can expend one use of your mythic power to bring your ally with you 
when you move, though your speed is halved when doing so. Your ally is considered to 
occupy your space while you are moving together, and your ally’s movement provokes 
attacks of opportunity only when your movement does. 
  

Disorienting Maneuver (Mythic)
Your acrobatic lunges and quick turns allow you to get inside your opponent’s guard.

Prerequisites: Disorienting Maneuver
Benefit: You add one-half your mythic tier on Acrobatics checks to tumble 

through a mythic opponent’s space; if the opponent is not a mythic creature, you add 
your mythic tier on such checks. In addition, the bonus this feat provides on attack 
rolls and combat maneuver checks to trip is increased to +3 and +6 respectively 
against mythic opponents and to +4 and +8 against non-mythic opponents. 

Duck and Cover (Teamwork, Mythic)
You and your allies dive out of the way of danger. 

Prerequisites: Duck and Cover
Benefit: You gain a +1 bonus on Reflex saves for each adjacent ally with the Duck 

and Cover feat (either the mythic or non-mythic version) and they gain a +1 bonus 
on Reflex saves when adjacent to you. You gain a +2 bonus to your AC against 
ranged attacks even if your ally is not wielding a shield, and this bonus increases to 
+3 if your ally is wielding a buckler or light shield, +2 if using a heavy shield, and 
+4 if wielding a tower shield. In addition, whenever you are attacked with a ranged 
attack, you can drop prone as an immediate action, even if you are not adjacent to 
any ally. If an ally with the non-mythic Duck and Cover feat is adjacent to you, they 
can use this ability as well.  

Improved Sidestep (Combat, Mythic)
You can sidle away from harm at the last moment.

Prerequisites: Improved Sidestep
Benefit: Whenever an opponent misses you with an attack, you can use 

the withdraw action as an immediate action, though you can move only up to your 
speed. You gain a dodge bonus to AC equal to one-half your mythic tier (minimum 
+1) against attacks of opportunity provoked by your movement that are made by 
the attacker that missed you. If you expend one use of your mythic power, you can 
move up to twice your speed when using this feat. Movement you take during this 
immediate action does not affect your movement on your next turn.

Landing Roll (Combat, Mythic)
You are as nimble flat on the ground as most are standing up. 

Prerequisites: Landing Roll
Benefit: When you use this feat, you can stand up after falling prone as part 

of the same immediate action. Standing up provokes attacks of opportunity from 
creatures that threaten your new location. If you expend one use of your mythic 
power, you do not provoke attacks of opportunity when standing up. Alternatively, 
when you use this feat you can move up to half your speed as an immediate action 
before falling prone at the end of your movement. This movement does not provoke 
attacks of opportunity. 

Passing Trick (Combat, Mythic)
You slither through your enemies and leave them guessing where you’ve gone. 

Prerequisites: Passing Trick
Benefit: When you make a successful Acrobatics check to move through an 

opponent’s space, you can make a Bluff check to feint against that opponent as a 
free action rather than a swift action. If you move through the spaces of multiple 
creatures, you can make a Bluff check to feint against each of them. If you fail on 
an Acrobatics check to move through an opponent’s space, you can expend one us 
of your mythic power as a swift action to make a Bluff check to feint against that 
opponent.

Sidestep (Combat, Mythic)
You follow an opponent’s missed blow with a swift step out of the way. 

Prerequisites: Sidestep
Benefit: When you take a 5-foot step after an attack misses you in melee, you 

do not need to remain within your attacker’s threatened area. Alternatively, when 
attacked in melee you can use this feat to take a 5-foot step as an immediate action 
before the attack is resolved. You must remain within the target’s threatened area, 
but your sudden movement at the last moment grants you a dodge bonus to your AC 
against that attack equal to one-half your mythic tier (minimum +1). You can use 
this ability more than once per round by expending one use of your mythic power 
per use after the first. Any movement you take while using this feat is deducted from 
your total movement on your next turn. 

Swap Places (Teamwork, Mythic)
You and your allies weave a shifting tapestry on the battlefield.

Prerequisites: Swap Places
Benefit: When you move through the space of an ally with the Swap Places feat 

(either the mythic or non-mythic version), they can move into your previous space 
as a free action. In addition, when you move through the space of any ally your size 
or smaller that does not have the Swap Places feat, you can use a swift action to 
enable them to move into your previous space as an immediate action as if they had 
the Swap Places feat. If you expend one use of your mythic power, you and one ally 
can do this using free actions instead.

Underfoot (Combat, Mythic)
Your slip easily around larger foes. 

Prerequisites: Underfoot
Benefit: You gain an additional +4 bonus on Acrobatics checks made to move 

through the space or threatened area of opponents. You also gain an additional 
dodge bonus to Armor Class against attacks of opportunity provoked by moving 
through the threatened area of larger creatures, with a +2 bonus per size category 
larger than you. In addition, creatures two or more size categories larger than you do 
not increase the Acrobatics DC to move without provoking attacks of opportunity 
when you are threatened by multiple opponents. If you fail an Acrobatics check to 
move through a threatened square, you may spend a use of mythic power to be able 
to complete your move action after resolving the attack of opportunity. This does 
not allow you to move through an opponent’s space on a failed Acrobatics check. 
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