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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 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 34: GUARDIAN PATH ABILITIES II
Mythic characters define themselves largely by their path abilities, and this product
provides new and unique path abilities for the Guardian path, as described the
Pathfinder Roleplaying Game Mythic Adventures rulebook. ,"

1ST-TIER GUARDIAN PATH ABILITIES

*. CHARGEBREAKER (EX): Whenever you hit with a melee attack against a creature
that has charged since the beginning of your last turn, you deal additional damage
equal to your mythic tier. You deal an additional 1d6 points of damage if you hit a
charging creature with a readied action or attack of opportunity while the creature
is charging. This damage is not multiplied on a critical hit, but it is doubled if you
/ are using a weapon with the brace quality to ready an attack. Alternatively, you may
forgo dealing this additional damage and make a combat maneuver check to stop
the'-movement of a charging creature, as if you lad the Stand Still feat, or you may
expend one use of your mythic power to make a combat maneuver check to bull
rush or trlp a charging creature, with a bonus equal to one- half your mythic tier.
This doesnot provoke attacks of opportunity.

Eves ON THE SKIES (EX AND SP): You immediately become aware of any
Medium or larger flying creature within 100 feet times your mythic tier as long
as you have line of effect; you do not need line of sight. If you expend one use of
your mythic power as a swift action or move action, you can locate flying creatures
as if using locate creature as a spell-like ability, treating your mythic tier as your
caster level. You do not need to specify the type of creature you are locating (though
you may specify the size of creature you wish to detect, or even a minimum size,
detecting all creatures that size or larger); as long as creatures are flying they can be
detected. You can pinpoint the location of flying creatures within 20 feet plus 10 feet
times your mythic tier as if you had blindsense, and you gain the uncanny dodge
ability against attacks made by flying creatures‘whose location you know.

INSTANTANEOUS ARMAMENTARIUM (EX AND Su): You are never at a loss for
protection. You can draw or ready a shield or pick up a shield or weapon from the
ground as a free or immediate action that does not provoke attacks of opportunity,
and you can put on or take off a suit of armor of any kind as a move action that does
not provoke attacks of opportunity.

- If your armor or shield are not adjacent to you, you can expend one use of
your mythic power as a standard action to summon them onto your person from
a distance of up to 30 feet times your mythic tier, .or as an immediate action by
*~ expending two uses of your mythic power. Alternatively, you can expend two uses

of your mythic power as a standard action to summon your armor and shield from

any distance as long as you are on the same plane.
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3RD-TIER GUARDIAN PATH ABILITIES

* BATTLEMAGIC SENSE (Su): You have an intuitive sense for friendly and hostile
magics being thrown around a battlefield. You gain a bonus equal to your mythic tier
on Spellcraft checks to identify spells, including both ongoing spell effects and spells
as they are being cast, and you may make such checks untrained. If you'expend one
use of your mythic power as a swift or immediate action, you can treat your base
attack bonus as the number of ranks you have in the Spellcraft skill for 1 minute.

“You are-automatically aware when a spell with a range greater than personal or-

touch is cast within 20 feet plus 10 feet times your mythic tier, and you can make a
Spellcraft to identify such spells, though you take a -4 penalty on your check if you -
have no line of sight to the caster or are otherwise unaware of the caster’s presence.
If you successfully identify a spell while forcing the caster to make a concentration
check, whether to cast defensively because you threaten the target or by harming
or distracting the caster in any way, you add your mythic tier to the DC of the
concentration check for that spell.

If you successfully identify a spell being cast and you have the ability to cast an
appropriate counterspell (including dispel magic), you can expend one use of your
mythic power to perform that counterspell as an immediate action, even if you do
not have line of sight to the caster. If you have readied an action to counterspell, you
gain a bonus equal to your mythic tier on any caster level check required.

BLADE OF REASON (Ex): When you successfully identify a creature with a -
Knowledge check, attacks you make against that creature are treated as if you were
wielding a weapon with the bane property against that opponent for a numbet of
rounds equal to one-half your mythic tier. If you expend one use of your mythic

power when using this ability, this bane property applies against all creatures of ..

the same type (and subtype, if applicable) as the creature you identified. You must*
have the knowledgeable guardian path ability as described in Pathfinder Roleplaymg
Game Mythic Adventures in order to select this ability.

REFLEXIVE RETALIATION (EX): You strike back unerringly and without thought
against foes that land a telling blow against you. Whenever you take 10 or more
points of damage from a single melee attack made by a foe within your reach, asan
immediate action you can strike your attacker a glancing blow dealing 1d6 points
of damage; you automatically hit your attacker without requiring an attack roll.
Damage reduction applies against the damage you deal with this ability, but if you
are wielding a weapon you can apply that weapon’s characteristics for the purpose of _
overcoming damage reduction. If you expend one use of your mythic power when
making this attack, you add your mythic tier to the damage dealt and you ignore the
target’s damage reduction for the purpose of this ability until the beginning of your
next turn. You must have the retributive reach path ability as described in Pathfinder
Roleplaying Game Mythic Adventures in order to select this ability.

6TH-TIER GUARDIAN PATH ABILITIES

SKYSHIELD (Ex AND Su): You always keep your shield readied against attacks
from above. When wielding a heavy shield or tower shield, you gain cover (+4
bonus to AC, +2 bonus to Reflex saves) against attacks made from above. This
includes attacks made by flying creatures or creatures on higher ground, dropped
objects, and indirect fire from siege weapons. You gain half the above cover bonuses

. if wielding a light shield and one-fourth the above cover bonus when wielding a

buckler. You must be aware of a creature to gain this bonus but it does not require
an-action. .

In addition, when wielding any kind of shield you can expend one use of your
mythic power as a standard action to create a horizontal wall of force (treating your,
mythic tier as your caster level for all purposes other than its area) that hovers 5 feet
over your head and moves with you. The wall of force is circular, covering the space
you occupy; though if you wish you can extend its radius up to 5 feet beyond your
space per 2 mythic tiers. Reducing or expanding its radius after it is created is a move
action., The wall cannot be forced into a space too small for it, nor forced through an
opponent’s space (though it moves with you if you pass through a creature’s space
using Acrobatics, an overrun combat maneuver, or a similar action and does not
harm creatures or objects in your path). This wall of force lasts a number ‘of rounds
equal to your mythic tier, and you must hold your shield arm overhead to maintain
it, forfeiting your shield bonus to AC against opponents that are not overhead. You
can end the wall of force at any time by voluntarily dropping your shield-arm, but~
if you are incapacitated or killed the wall of force remains hovering over your.body
until its duration expires. This is a supernatural effect.
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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
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 mattet, 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 Product 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 34: Guardian Path Abilities II, as well as all trademarks, registered
* tradémarks, proper names (including the names of each character, location,

item or monster unique to this product), 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 designated
as Open Game Content are not included in this declaration.)

Refererice 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
ownership 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 iiito other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement, compilation, abridgment
or other form in which an existing work may be recast, transformed or adapted; (c) “Distribute”
means to reproduce, license, rent, 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 ahy 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.

{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; 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 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 Contributor (g) “Use’, “Used”
or “Using” means to usé, 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 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

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

applie'd to.any Open Game Content distributed using this License. iy

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance ofthe .M e E
terms of this License. v ¥
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors o
grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this - 3

License to Use, the Open Game Content.

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

License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You

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 interest in and to that Product 17 %
Identity.

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* . i

Game Content You distribute. N

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 to do so. — e

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this v II:
=Y

License with respect to some or all of the Open Game Content due to statute, judicial order, or. ; -
governmental regulation then You may not Use any Open Game Material so affected. L o

13. Termination: This License will terminate automatically if You fail to comply with all terms R
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 shallbe =~ *
reformed only to the extent necessary to make it enforceable. Al oy .
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