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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 riles, 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 39: CONSTRUCT FEATS
One of the challenges in creating mythic constructs is that most constructs are
mindless, and hence they have no feats. The kinds of tricks that a typical monster
takes for granted are inaccessible to them, and this creates a problem when making
them mythic because mindless mythic creatures do gain mythic feats based
on their mythic rank. Since most mythic feats require the non-mythic version
“of the same feat as a prerequisite, however, there are precious few choices for
mindless mythic constructs. The feats presented here are ideal for enhancing and

. diversifying the abilities of mythic constructs.

+ ANTIMAGIC AURA (COMBAT, MYTHIC)

1 All manner of magic slides off you. ¥

Prerequisite: Construct type, immunity to magic.

- Benefit: As long as you have at least 1 use of mythic péwer left, you are immune
to magical effects created by any creature other than your creator. This immunity
functions like antimagic field but affects only your body and does not extend
beyond it. Your antimagic field does not impede the use of magic by others or cause
summoned creatures to wink out, but it does allow you to walk unimpeded and
unharmed through magical barriers that are subject to antimagic field and to ignore
magical effects even if they do not allow spell resistance. Your antimagic field does
not interfere with your own supernatural abilities.

If your immunity to magic contains specific exceptions (such as stone to flesh
used against a stone golem), or if you are targeted with an effect that specifically
affects constructs and ignores spell resistance, mythic effects of those types bypass
your antimagic field but non-mythic effects of those types are ignored.

HARDENED CONSTRUCT (MYTHIC)

Your substance remains unmarred by most attacks.

Prerequisite: Construct type, damage reduction of any kind.

Benefit: Your damage' reduction is increased by 5. In additions when you take
damage that is not affected by damage reduction; you are treated as an object with

hardness equal to your damage reduction. Damage from energy attacks is halved -

hefore applying this hardness, unless it is damage of a type to which you are
‘Vulnerable (such as a wood golem’s vulnerability to fire) or if you are composed of
a material that is susceptible to the type of energy in question (GM’s discretion). If
- you are reduced below one-half your maximum hit points, your hardness is halved.

“ PROGRAMMABLE CONSTRUCT (MYTHIC)

* You are programmed with tricks most mindless minions cannot inaster.

Prerequisite: Construct type, mindless.

Benefit: Your master programmed you with a bonus non- mythlc feat, plus one
additional non-mythic feat per 10 Hit Dice you possess. The construct must meet
prerequisites for the chosen feats, though the bonus feats gained from this feat can
be used to supply a feat.and its prerequisite simultaneously. The chosen feat(s) must
functien automatically, without requiring decisions to be made in how to apply the
feat. A feat that you simply choose to use or not use (such as Power Attack) is always
used. A combat feat that requires a standard action to use (such as Cleave or =
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Vital Strike) is always and only used when the construct can only use a standard
action to attack. A construct with multiple attacks will use the full-attack action
instead if it is able to do so. \

A creature with the Craft Construct feat can alter a programmed feat with one
day of work and 1,000 gp of materials, with a Spellcraft DC equal to 10 plus-the
construct’s Hit Dice plus its mythic rank. The construct must be under the creature’s
control or helpless during this time. If the creature has the Mythic-Craft Construct
feat (as described in Mythic Minis 5: Feats of Monstrous Magic from Legendary

Games), it may add its mythic rank or tier on this Spellcraft check. If the creature-

using Craft Construct to program a different feat does not have that feat, or have an
assistant present with that feat during programming, the Spellcraft DC is increased
by 5 for each missing feat. You cannot reprogram a feat that serves as a prerequisite
for another feat.

RESILIENT CONSTRUCT (MYTHIC)

You are exceptionally durable.

Prerequisite: Construct type, Str 13.

Benefit: You add your Strength modifier in place of your Constitution modifier
on Fortitude saves. In addition, if you are a Small or larger construct you gain
double the normal number of bonus hit points based on your size.

SELE-REPAIRING CONSTRUCT (MYTHIC)

Your substance is almost impossible to destroy.
Prerequisite: Construct type, mindless.

_ Benefit: You gain fast healing equal to your mythic rank. In addition, if a critical,

hit is confirmed against you, you can spend one use of your mythic power as a free
action to double your rate of fast healing for a number of rounds equal to your
mythic rank after a confirmed critical hit. If another critical hit is confirmed against
you while your fast healing is doubled, you can spend an additional-use of your
mythic power after each critical hit to increase the rate of your fast healing by an
additional multiple.

If you have the fortification ability described in Pathfinder Roleplaymg Game
Mythic Adventures, you can instead expend one use of your mythic ‘power to
automatically negate the critical hit.

If an attack would reduce you to 0 hit points while you have uses of your mythlc :
‘power remaining, you can expend one or more uses of your mythic power as an~

immediate action. Each use of mythic power you spend repairs a number of points
of damage equal to twice your mythic tier. If this repairs enough damage to bring
you back above 0 hit points, you are not destroyed.

SMASHING STOMP (COMBAT, MYTHIC)

Your powerful limbs and great mass grind foes underfoot.

Prerequisite: Construct type, Large or larger size.

Benefit: If you strike a creature smaller than you with two or more attacks, it is
knocked prone unless it succeeds at a Fortitude save (DC 10 + 1/2 your Hit Dice
+ your Strength modifier). In addition, whenever a creature threatened by you
falls prone, you can attempt a combat maneuver check against that target as an
immediate action. If successful, the target is pinned under you as long as you do not

move away, though you must make a combat maneuver check as a swift action each ~

round to maintain the pin. If the pinned creature does not escape the pin, it takes
bludgeoning damage equal to your slam damage each round at the end of its turn.
Your combat maneuver checks made while using this feat do not provoke attacks
of opportunity.

VIGILANT CONSTRUCT (MYTHIC)

You were created to keep a careful watch.

Prerequisite: Construct type, mindless.

Benefit: You gain a racial bonus on Perception checks equal to your Hit Dice. In
addition, you gain blindsense with a range of 5 feet times your mythic tier.
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