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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 51: METAMAGIC FEATS 
Spellcasters of every sort use metamagic feats to tailor the effects of their spells 
to fit their tactical needs and personal style. The following feats help your mythic 
spellcasters achieve even more spectacular specialization of their spell supremacy!

Burning Spell (Metamagic, Mythic)
Your spells cling with burning intensity to your targets.

Prerequisite: Burning Spell.
Benefit: A creature taking acid or fire damage from the affected spell takes 

damage equal to twice the spell’s actual level at the start of its next turn, and then 
damage equal to the spell’s actual level for one additional round per 2 mythic tiers 
you possess (minimum 1 round). In addition, you can use this feat an additional 
number of times per day equal to one-half your mythic tier (minimum 1). 
Alternatively, you may expend one use of mythic power to cast a spell as a burning 
spell (gaining only the normal benefits of a burning spell, rather than the increased 
benefits outlined above) without preparing it as burning in advance, taking extra 
casting time, or increasing the level of spell slot it uses.

Coaxing Spell (Metamagic, Mythic)
Your mental magic appeals to mindless and sentient creatures alike. 

Prerequisite: Coaxing Spell.
Benefit: Your coaxing spell can affect mindless oozes and vermin as well as 

sentient creatures simultaneously. If you choose for it to affect only oozes or only 
vermin, creatures of that type affected by your coaxing spell take a ─1 penalty on 
Will saves for a number of rounds equal to the original level of the spell. This penalty 
stacks for oozes or vermin that are affected by multiple coaxing spells. Alternatively, 
you may expend one use of mythic power to cast a spell as a coaxing spell (gaining 
only the normal benefits of a coaxing spell, rather than the increased benefits 
outlined above) without preparing it as coaxing in advance, taking extra casting 
time, or increasing the level of spell slot it uses.

Concussive Spell (Metamagic, Mythic)
Your sonic spells pack a thunderous wallop that leaves enemies reeling.

Prerequisite: Concussive Spell.
Benefit: Creatures disoriented by your concussive spell also take a ─2 penalty to 

their AC, and if they attempt to move while disoriented by your concussive spell 
must succeed on a Reflex save against the spell’s save DC (even if the spell does 
not normally allow a saving throw) or fall prone. They must likewise save when 
attempting to stand up from prone; failure indicates they remain prone. Creatures 
unable to fall prone, including flying and swimming creatures, must succeed on 
a Reflex save or have their speed halved for as long as they remain disoriented. 
Alternatively, you may expend one use of mythic power to cast a spell as a concussive 
spell (gaining only the normal benefits of a concussive spell, rather than the 
increased benefits outlined above) without preparing it as concussive in advance, 
taking extra casting time, or increasing the level of spell slot it uses.

Consecrate Spell (Metamagic, Mythic)
Your spells leave behind a residue of righteous purity. 

Prerequisite: Consecrate Spell.
Benefit: The area affected by your consecrated spell is affected as consecrate for 

a number of rounds equal to the spell’s actual level. If the spell targets one or more 
creatures rather than an area, those creatures are affected as if they were in the area 
of a consecrate spell for the same duration. Alternatively, you may expend one use of 
mythic power to cast a spell as a consecrated spell (gaining only the normal benefits 
of a consecrated spell, rather than the increased benefits outlined above) without 
preparing it as consecrated in advance, taking extra casting time, or increasing the 
level of spell slot it uses.

Echoing Spell (Metamagic, Mythic)
Your mystic power echoes through your mind, ready for reuse with but a thought. 

Prerequisite: Echoing Spell.
Benefit: When you cast an echoing spell, you can use the same spell once during 

that day as a spell-like ability, using your normal caster level, requiring no verbal, 
somatic, or material components. If the spell requires an expensive focus component, 
you must have that focus available to use the spell-like ability. Alternatively, you may 
expend one use of mythic power to cast a spell as an echoing spell (gaining only 
the normal benefits of an echoing spell, rather than the increased benefits outlined 
above) without preparing it as echoing in advance, taking extra casting time, or 
increasing the level of spell slot it uses.

Flaring Spell (Metamagic, Mythic)
Your spells are accompanied by a blinding flash. 

Prerequisite: Flaring Spell.
Benefit: Creatures damaged by your flaring spell must succeed on a Fortitude 

save against the spell’s save DC (even if the spell does not normally allow a saving 
throw) or be blinded for 1 round and dazzled for a number of rounds equal to the 
spell’s actual level plus your mythic tier. Creatures succeeding on this saving throw 
are dazzled for a number of rounds equal to the spell’s actual level. Alternatively, you 
may expend one use of mythic power to cast a spell as a flaring spell (gaining only 
the normal benefits of a flaring spell, rather than the increased benefits outlined 
above) without preparing it as flaring in advance, taking extra casting time, or 
increasing the level of spell slot it uses.

Jinxed Spell (Metamagic, Mythic)
Your spells carry bad luck to your enemies. 

Prerequisite: Jinxed Spell.
Benefit: You may choose a number of creatures equal to one-half your mythic 

tier (minimum 1) to be affected by your jinx when they fail their saving throw 
against your jinxed spell. In addition, you can select one creature that succeeds on 
its saving throw against your spell and target that creature with your halfling jinx; 
it is allowed the normal saving throw to avoid your jinx. Alternatively, you may 
expend one use of mythic power to cast a spell as a jinxed spell (gaining only the 
normal benefits of a jinxed spell, rather than the increased benefits outlined above) 
without preparing it as jinxed in advance, taking extra casting time, or increasing 
the level of spell slot it uses.

Piercing Spell (Metamagic, Mythic)
Your spells readily pierce the magical defenses of your enemies. 

Prerequisite: Piercing Spell.
Benefit: When you cast a piercing spell at an opponent with spell resistance, you 

treat its spell resistance as though it were reduced by 5 plus your mythic tier (for 
non-mythic creatures) or 5 plus one-half your mythic tier (for mythic opponents). 
Alternatively, you may expend one use of mythic power to cast a spell as a piercing 
spell (gaining only the normal benefits of a piercing spell, rather than the increased 
benefits outlined above) without preparing it as piercing in advance, taking extra 
casting time, or increasing the level of spell slot it uses.
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Rime Spell (Metamagic, Mythic)
Your chilling spells induce hypothermia in your targets. 

Prerequisite: Rime Spell.
Benefit: Creatures damaged by your rime spell become fatigued for a number 

of rounds equal to the original level of the spell, in addition to being entangled by 
clinging ice and frost. Alternatively, you may expend one use of mythic power to 
cast a spell as a rime spell (gaining only the normal benefits of a rime spell, rather 
than the increased benefits outlined above) without preparing it as rime in advance, 
taking extra casting time, or increasing the level of spell slot it uses.

Seeking Spell (Metamagic, Mythic)
Your targeted spells evade efforts to hide or take cover. 

Prerequisite: Seeking Spell.
Benefit: You can use this spell in conjunction with spells requiring a ranged 

attack or ranged touch attack. In addition, if you apply this feat to a spell that affects 
an area and allows a Reflex save, those Reflex saves gain no bonus from cover. 
Alternatively, you may expend one use of mythic power to cast a spell as a seeking 
spell (gaining only the normal benefits of a seeking spell, rather than the increased 
benefits outlined above) without preparing it as seeking in advance, taking extra 
casting time, or increasing the level of spell slot it uses.

Shadow Grasp (Metamagic, Mythic)
Your darkness spells cling to your enemies and fog their vision. 

Prerequisite: Shadow Grasp.
Benefit: Creatures entangled by your shadow grasp spells also become dazzled 

for as long as they remain entangled. In addition, the darkness shrouding creatures 
affected by your shadow grasp grants concealment to opponents more than 5 
feet away (10 feet away if the affected creature has low-light vision). Creatures 
with darkvision ignore this concealment. Alternatively, you may expend one use 
of mythic power to cast a spell as a shadow grasp spell (gaining only the normal 
benefits of shadow grasp, rather than the increased benefits outlined above) without 
preparing it as a shadow grasp spell in advance, taking extra casting time, or 
increasing the level of spell slot it uses.

Tenebrous Spell (Metamagic, Mythic)
You artfully blend the power of shadow into your spells.

Prerequisite: Tenebrous Spell.
Benefit: You add your mythic tier to the concentration check required to cast a 

tenebrous spell in bright light, and attempts to dispel a tenebrous spell in bright light 
gain only a +2 bonus. In darkness or dim light, your caster level and the save DC 
(if any) of your tenebrous spell are increased by 2, and caster level checks made to 
dispel a tenebrous spell take a -4 penalty. Alternatively, you may expend one use of 
mythic power to cast a spell as an tenebrous spell (gaining only the normal benefits 
of an umbral spell, rather than the increased benefits outlined above) without 
preparing it as tenebrous in advance, taking extra casting time, or increasing the 
level of spell slot it uses.

Thanatopic Spell (Metamagic, Mythic)
Your mastery of the power of death extends even to the undead. 

Prerequisite: Thanatopic Spell.
Benefit: If a living creature affected by your thanatopic spell is protected by 

an effect that grants resistance or immunity against death effects, negative levels, 
negative energy, or energy drain, you can attempt a caster level check as if using 
dispel magic against that effect; if the effect is a mythic effect, it is suppressed for 
a number of rounds equal to the original level of the thanatopic spell rather than 
being dispelled. If more than one such effect is present within the area or among the 
targets of your thanatopic spell, you may attempt the dispel for only one creature 
unless you expend one use of your mythic power as a swift action, in which case 
you may target a number of creatures equal to your mythic tier, applying one dispel 
check against all of them. Alternatively, you may expend one use of mythic power 
to cast a spell as a thanatopic spell (gaining only the normal benefits of a thanatopic 
spell, rather than the increased benefits outlined above) without preparing it as 
thanatopic in advance, taking extra casting time, or increasing the level of spell slot 
it uses.

Threatening Illusion (Metamagic, Mythic)
Your figments are frightening to your foes. 

Prerequisite: Threatening Illusion.
Benefit: You may select a number of 5-foot squares within a figment you create, 

which your enemies treat as though they were hostile creatures for the purpose of 
flanking. Those squares must be occupied by illusory figments of creatures. Enemies 
that believe the illusion avoid moving through those spaces, though they may use 
Acrobatics, overrun combat maneuvers, or similar abilities to move through spaces 
they believe to be occupied. Such checks or maneuvers are automatically successful 
and entitle a creature to a Will save to disbelieve the illusion. Alternatively, you may 
expend one use of mythic power to cast a spell as a threatening illusion (gaining 
only the normal benefits of a threatening illusion, rather than the increased benefits 
outlined above) without preparing it as a threatening illusion in advance, taking 
extra casting time, or increasing the level of spell slot it uses.

Threnodic Spell (Metamagic, Mythic)
Your mastery of the mind appeals to hearts both living and undead. 

Prerequisite: Threnodic Spell.
Benefit: Your threnodic spell can affect living and undead creatures 

simultaneously. If you choose for it to affect only undead creatures, undead affected 
by your threnodic spell take a ─1 penalty on Will saves for a number of rounds 
equal to the original level of the spell. This penalty stacks if undead creatures are 
affected by multiple threnodic spells. Alternatively, you may expend one use of 
mythic power to cast a spell as a threnodic spell (gaining only the normal benefits 
of a threnodic spell, rather than the increased benefits outlined above) without 
preparing it as threnodic in advance, taking extra casting time, or increasing the 
level of spell slot it uses.

Toppling Spell (Metamagic, Mythic)
Your force spells knock down foes like dominoes.

Prerequisite: Toppling Spell.
Benefit: You add one-half your mythic tier (minimum 1) as a bonus on the 

combat maneuver check you make to trip creatures with your toppling spell. If you 
successfully trip a target with your toppling spell that affects multiple targets or an 
area, you gain a +2 circumstance bonus to combat maneuver checks made to trip any 
adjacent targets with the same toppling spell. This bonus stacks if you successfully 
trip multiple targets that are adjacent to a subsequent target. Alternatively, you may 
expend one use of mythic power to cast a spell as a toppling spell (gaining only 
the normal benefits of a toppling spell, rather than the increased benefits outlined 
above) without preparing it as toppling in advance, taking extra casting time, or 
increasing the level of spell slot it uses.

Umbral Spell (Metamagic, Mythic)
Your spells carry with them a shroud of clinging darkness. 

Prerequisite: Umbral Spell.
Benefit: The target creature or object radiates deeper darkness in a 20-foot radius 

(5-foot radius if the companion spell is a 0-level spell). Alternatively, you may 
expend one use of mythic power to cast a spell as an umbral spell (gaining only 
the normal benefits of an umbral spell, rather than the increased benefits outlined 
above) without preparing it as umbral in advance, taking extra casting time, or 
increasing the level of spell slot it uses.
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