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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 33: FEATS OF THE HUNTER
Swift and stealthy snipers, tireless trackers and trappers, and wardens of the
¢ . wilderness. These are the iconic roles of the ranger in a fantasy campaign, though
: with specialized training other classes can copy some of their tricks, and in truth
rangers often borrow from other classes as well. Whether the enemies they pursue
run on two legs or four, the_following feats will make their job easier to run down

and finish the hunt with the triumph (and the trophies) they seek.

ADVANCED RANGER TRAP (MYTHIC)

You can produce traps that are both long-lasting and devastatmgly deadly.
Prerequisites: Advanced Ranger Trap
“Benefit: You add your mythic tier to the Perception, Disable Devige, and savmg
# throw DCs for your ranger traps. In addition, you may spend one use of.your mythic
. power when setting a ranger trap to have that trap deal additional damage equal to
twice your mythic tier in the first round it is activated. This damage is of the same
type as the trap normally deals. If the trap deals no damage, spending one use of
your mythic power allows it to affect one additional creature adjacent to the creature
that triggered the trap. =
In addition to the above, you can expend multiple uses of your trap ability when
creating a trap in order to increase the traps duration. Multiply the number of
uses you expend times your ranger level to determine the number of days (for an
extraordinary trap) or hours (for a supernatural trap) your trap lasts. The traps DC
decreases more slowly as well, being reduced by 1 every time a number of days
(or hours) pass that is equal to the number of uses of your trap ability that you
expended when crafting the trap.

CROSSBOW MASTERY (COMBAT, MYTHIC)

Your crossbow shots are swift and deadly like a rain of sharpened steel.
Prerequisites: Crossbow Mastery 3
Benefit: Any bonuses you gain from class abilities or feats that affect crossbow
4 attack rolls or damage rolls (such as Weapon Focus, Weapon Specialization, or a
- fighter’s weapon training) are doubled, up to a maximum increase equal to-your
= ~ ‘mythic tier.

DisrRUPTING SHOT (COMBAT, MYTHIC)

Spellcasters fear your devastating missiles.
Prerequisites: Disrupting Shot
Benefit: The DC of the concentration check requlred when youstrike a spellcasting
target with your readied shot increases by an amount equal to your mythic tier. This
stacks with the penalty from Disrupting Shot. In addition, if you expend one use of
# your mythic-power the target must continue to make concentration checks (DC 20
.+ spell level) to cast spells for a number of rounds equal to one-half your mythic tier.

EXTRA RANGER TRAP (Mi{THIC)

You mass produce traps with skill and ease.
Prerequisites: Extra Ranger Trap
Benefit: You may use your trap ability an addltlonal number of times per day

equal to your mythic tiér.
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rounds equal to your mythic tier.

Fast HEALER (MYTHIC)

Your body heals itself at a rapid rate.

Prerequisites: Fast Healer

Benefit: The bonus hit points you gain from the Fast Healer feat are equal to
your Constitution modifier. In addition, you may spend a use of mythi¢ power as a
swift action to gain fast healing equal to your Constitution modifier for a number of

IRONGUTS (MYTHIC)

Your digestion can take any amount of punishment.

Prerequisites: Ironguts

Benefit: You become immune to the sickened condition. In addition, you may
select a single ingested poison for every mythic tier you possess. You are immune
to this poison. Each time you gain a new mythic tier you may select an additional
poison. You may choose one inhaled, injury, or contact poison.in-place of two
ingested poisons.

KEEN SceNT (MYTHIC) R

Your sense of smell is highly acute.
Prerequisites: Keen Scent .
Benefit: The range of your scent ability increases by 30 feet. In addition you may -
select a single creature type (and subtype) from the ranger’s favored enemy list per
mythic tier. You can use scent to detect creatures of that type from an additional'30
feet and can note the direction of their scent as a free action. Each time you gain an

additional mythic tier choose an additional creature type (and subtype). o gEaTS
e

LEARN RANGER TrAP (MYTHIC) Y 1

You are a quick study in the art of trapmaking. i
Prerequisites: Learn Ranger Trap
Benefit: You learn an additional number of ranger traps equal to one-half your 3

mythic tier (minimum 1). In addition, if you expend one use of your mythic power . -

when creating an extraordinary trap, the DC is not reduced by 2. ;

POINT BLANK MASTER (COMBAT, MYTHIC) ; L

You are deadly with your ranged attacks even when enemies are close at hand. -
Prerequisites: Point Blank Master
Benefit: When attacking an adjacent enemy with the weapon you selected for

the Point Blank Master feat, you may spend a swift action to take careful aim with

your next shot, allowing you to bypass the target’s armor and shield bonus to AC or

to deny that target its Dexterity bonus against your next shot. In addition, you may

spend one use of your mythic power as a swift or immediate action to automatically

confirm a critical threat on an attack made on an adjacent foe with your chosen o

weapon. 174

SUPERIOR RANGER TRAP (MYTHIC)

. Your mastery of improvised traps bypasses enemy defenses and creates perilous pits.

Prerequisites: Advanced Ranger Trap E

Benefit: Exceptional ranger traps you create that deal damage are considered
magical for the purpose of overcoming damage reduction, and they can bypass
other forms of damage reduction as if they were weapons with an enhancement, s
bonus equal to one-half your mythic tier. If they deal energy damage, they can T
ignore 5 points of energy resistance plus 5 points per 2 mythic tiers you possess. "

In addition, when using your trap ability you can expend one use of your mythic
power to create a supernatural pit trap that functions as create pit with-a caster level
equal to one-half your ranger level; the save DC for the spell is Wisdom-based. This
pit is a supernatural effect and is not subject to spell resistance. If you are at least ¥
3rd mythic tier, you can spend two uses of your trap ability to create a spiked pit. If .
you are at least 5th mythic tier, you can spend two uses of your trap ability to create =
a hungry pit. If you are at least 7th mythic tier, you can spend four uses.of your
trap ability to create an acid pit. If you are at least 9th mythic tier, you can.spend
additional uses of your mythic power to create the supernatural equivalent.of the™
mythic version of any of these spells. i



_.7 .. " SwIFT TRAPPER
L “ You ean set traps swiftly.
_ Prerequisites: Trap class feature or Learn Ranger Trap
Benefit: When you use a full-round action to set a trap, you do not provoke
attacks ef'opportunity. You can set a trap more quickly, though this provokes attacks
of opportunity. In addition, if you set a trap as a standard action the DC for Disable
Device and Perception checks and for saving throws against the trap is‘reduced by
"= 2.If you set the trap as a move action they are reduced by 5, and if youset the trap
- as a swift action they are reduced by 10.

SWIFT TRAPPER (MYTHIC)

Your deft fingers and deadly expertise allow you to set traps with incredible speed.
Prerequisites: Learn Ranger Trap or trap class feature
Benefit: You never provoke an attack of opportunity when setting a trap,
regardless of which action type you use. The penalties associated with setting a trap
using a standard, move, or swift action are halved, and if you expend one use of your
mythic power when setting the trap they are eliminated entirely.
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