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By Jason Nelson

o WELCOME TO MYTHIC MINIS!

The mythic rules system introduced in the Pathfinder Roleplaying Game Mythic
Adventures hardback contains a wealth of new riles, 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,
creatute, 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 38: CHAMPION PATH ABILITIES IT
o Mythic characters define themselves largely by their path abilities, and this product
1 ~ provides new and unique path abilities for the Guardian path, as described the
Pathfinder Roleplaying Game Mythic Adventures rulebook.

1ST-TIER CHAMPION PATH ABILITIES

Ancestral Arms (Su): You receive a masterwork weapon, shield, or suit of armor
as an inheritance. You may: discover this disused relic among a collection of junk
or-be gifted it by someone who knows its history, but you immediately feel a deep

* connection with it. As long as you are wearing or wielding it, add your mythic tier
! to the item’s hardness and saving throws. If you expend one: use of your mythic
power, the item gains temporary hit-points equal to twice your mythic tier that last
for 24 hours.
[ You can enchant the weapon, armor, or shield as if you are a spellcaster with the
Craft Magic Arms and Armor feat whose level is equal to your character level plus
your mythic tier. You can use Craft in place of Spellcraft when enchanting the item,
and you add your mythic tier to all skill checks involved in crafting the item. If the
item is damaged or destroyed, you can expend one use of your mythic power as a
full-round action to repair a number of hit points equal to twice your mythic tier.

If you are at least 3rd mythic tier, you can alter the material of which your item is
made, paying the difference in cost and taking time as if it were a magical enhancement.
You may also enchant your ancestral arms as if you had the Mythic Crafter feat. You
can select this ability more than once, gaining a different item each time.

Mythic Challenge (Ex): As a free action, you can-expend one use of mythic
power to regain one use of your challenge ability. Until the beginning of your next
turn, attacks you make against a challenged- creature bypdss all damage reduction
and any creatures you threaten take a —2 penalty to their Armor Class. You must
have the challenge class feature to select this ability.

Mythic Flair (Su): As a free action, you can expend one use of mythic power to
regain 2 points of grit or panache (up to your maximum). For the rest of your turn,

- anyattacks you make with one-handed or light piercing weapons or firearms bypass all
damage reduction. You must have the grit or panache class feature to select this ability.

_Mythic Pool (Su): As a free action, you can expend one use of mythic power

“to regain 2 points in your arcane pool (up to your maximum). For the rest of your

~ turn, you add your mythic tier on concentration checks and caster level checks with

“. _ ._magus spells-you cast. If you make a spellstrike attack before the end of your turn,

| the weapon damage from that attack bypasses all damage reduction. You must have
the arcane pool class feature to select this ability.

Mythic Resolve (Ex): As a free action, you can expend one use of mythic
power to regain one use of your resolve ability. Until the beginning of your next
" turn; activating your resolve is a free action, allowing you to spend multiple uses

of resolve if you wish. You must have the resolve class feature to select this ability.
Swift Swap (Ex): You can sheathe a weapon as a free action. If you expend one use
of your mythic power, you can also draw a weapon as a free action.

Take a Knee (Ex): Whenever you would be knocked. prone, you fall to your knees
instead. Melee attacks against you gain a +2 bonus while ranged attacks take a -2
penalty. You can stand.up from kneeling as a move or swift action that does not
provoke attacks of opportunity.
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3RD-TIER CHAMPION PATH ABILITIES

“ Stand and Fight (Ex): You do not provoke attacks of opportunity when standing &
up from prone and can stand up as a swift action. As a move action, you can stand
up from prone and immediately attempt a combat maneuver to bull rush, dirty
trick, disarm, reposition, overrun, or trip an adjacent creature. This maneuver does
not provoke attacks of opportunity, and your target is denied its Dexterity bonus to
its CMD against it.
To the Victor (Su): When you confirm a critical hit in melee against-a- mythic~
foe, you drain one use of the target’s mythic power. You may add this use of mythic
power to your own, up to your maximum, or you may infuse your weapon with
mythic power until the end of your next turn, increasing its enhancement bonus by
an amount equal to one-half your mythic tier (maximum enhancement bonus +6)
and allowing it to bypass damage reduction.
Unarmed Critical (Ex): You gain the benefit of Critical Focus with unarmed
strike attacks. In addition, you can select feats for which Critical Focus is a
prerequisite as bonus monk feats, treating your base attack bonus as if it were
equal to your monk level plus your mythic tier for the purpose of meeting feat Y
prerequisites. These critical feats apply only to unarmed strike attacks. 174
Violent Vigor (Ex): At the end of any round in which you make a melee attack, s
you regain hit points equal to one-half your mythic tier. If you use the charge action
or full attack action to make melee attacks, you regain hit points equal to your
mythic tier. In addition, after attacking in melee you may expend one use of your ~
mythic power as a swift action to remove the fatigued condition, reduce exhaustion
to fatigue, or remove 1d4 points of ability damage or temporary penalties from ene o
ability score.

6TH-TIER CHAMPION PATH ABILITIES

Blood Oath (Su): Once per day as a free action, you may declare an oath of
bloody vengeance against a creature that has harmed you in the past.-Against that
enemy, any weapon you wield becomes a potent wounding weapon and you add
your mythic tier on damage rolls and your critical multiplier is increased by 1. In
addition, any weapon you wield gains the heartseeker (melee) or seekmg (ranged) : g
quality against your sworn foe, and you can detect your enemy’s presence as if you =
had the scent special quality, adding your mythic tier on Perception or Survival
checks made to locate or track the target. If your enemy is within 60 feet and is
taking bleed damage, you can automatically pinpoint its location. You take a —1~
penalty on attack rolls against all creatures other than your sworn enemy. These
effects last for 7 days or until your sworn enemy is destroyed.

Stunning Shockwave (Su): When you use Stunning Fist, you can affect all
creatures adjacent to you or all creatures in a 15-foot cone-shaped burst or a 30-foot
line-shaped burst. You may instead affect a single target up to 60 feet away. Creating
a stunning shockwave requires you to expend two uses of Stunning Fist, 2 points
from your ki pool, or 2 uses of your mythic power (or any combination of these
that equals 2).

Violent Vitality (Ex): At the end of any round in which you make a melee attack, :
you gain a bonus equal to one-half your level on saving throws against death effects 174
and necromantic effects until the beginning of your next turn. If you use the charge “
action or full attack action to make melee attacks, you gain immunity to energy
drain until the beginning of your next turn, and you can remove 1 temporary
negative level. If you.expend two uses of mythic power, you can remove 1 permanent ~
negative level, 1d4 temporary negative levels, or 1d4 points of ability drain from one
ability score. You must have the violent vigor path ability to select this ability. - . - =
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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 matter, introdyction and Credits page,
¢~ as well all other parts of this product including all text not specifically designated
i 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 38: Champion Path Abilities II, as well as all trademarks, registered

£ trademarks, proper names (including the names of each character, location, item or
. " monster unique to this product), dialogue, plots, storylines, locations, characters,
-2 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.) P

Reference in non-Open Game Content (thus not covered by the Open Game
J 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 into other computer languages), potation,
~es modification, correction, addition, extension, upgrade, improvement, compilation, abridgment
I 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
3 L 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.
“(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,
4 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 tradeiark or registered
trademark clearly identified as Product identity by the owner of the Product Identity, and
1 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 jtself or its products or the
associated products contributed to the‘Open Game License by the Contributor (g) “Use’, “Used”
v 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 affix
T sucha 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 Licenseitself. 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 acceptance of the iy

térms of this License. R
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 .
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 creation 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 Produict Identity. The owner of any Product

Identity used in Open Game Content shall retain all rights, title and interest in and to that Product
Identity. 1T 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 MR
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 using the Y
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 -t .
License with respect to some or all of the Open Game Content due to statute, judicial order, or ] II-
governmental regulation then You may not Use any Open Game Material so affected. 4 ) hag
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 shall be

reformed only to the extent necessary to make it enforceable. =%
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