; ’p&TH‘FIl’IDG'R S N



.

By Jason Nelson, Jonathan H. Keith, and Robert Brookes

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 66: SORCERER FEATS
Characters with magic in their blood already have a tinge of legendary status, and
those able to harness those arcane energies in the path of heroism or villainy have
an array of feats that help them unleash their power. Not all of the feats herein are
limited to sorcerers—many-can be used by any spellcasting class-but they are most

~commonly associated with the power of blood magic.

CREATE SANGUINE ELIXIR (MYTHIC)

Magic is in your blood, and you can share it powerfully with those who dare to drink.

Prerequlsnte Create Sanguine Elixir"

Benefit: When you create a sanguine ehx1r ofa bloodline power whose minimum
level-is equal to or less than your mythic tier {or twice yout mythic tier, if you
expend one use of mythic power when creating'the elixir), you de not lose access to
that bloodline power. A creature that drinks the elixir can choose to delay the onset
of the'elixir’s power for a number of rounds equal to your mythic tier. The drinker’s
effective sofcerer level for determining the effect of the bloodline power is equal
to your sorcerer level or its own Hit Dice, whichever is lower, plus one-half your
mythic-tier (minimum 1).

DEesSTRUCTIVE DIsPEL (MYTHIC)

ExTRA CANTRIPS OR ORISONS (MYTHIC)

You have mastered a miscellany of minor magic.

Prerequisite: Extra Cantrips or Orisons"™

Benefit: At each mythic tier, you may add a new cantrip or orison to your list of
spells known, or you may add the mythic version of a 0-level'spell Wthh you know
to your list of spells known.

GREATER ELDRITCH HERITAGE (MYTHIC)

The magical power that runs through your veins is beyond compare.

Prerequisite: Greater Eldritch Heritage"™.

Benefit: You gain sorcerer bloodline powers of the bloodline tied to Eldritch
Heritage as if your sorcerer level were equal to your character level, and you use
your full character level to determine the effects of your bloodline powers.

GREATER SPELL SPECIALIZATION (MYTHIC)

You are the consummate master of one spell.

Prerequisite: Greater Spell Specialization"™

Benefit: When you specialize in a spell, you may spontaneously cast any
communal, greater, lesser, or mass versions of the same spell, or any alternate versions
of that spell designated by a Roman numeral (such as beast shape I, I, III, or IV)

by sacrificing a prepared spell of the same level or higher. Adding metamagic feats

to your spontaneously cast specialized spell(s) does not increase their casting time.
If you have the Mythic Spell Focus feat, you can change your specialized spell to

a different spell of the same school by expending one use of your mythic power per

level of the spell and concentrating for 1 hour. You add any variants of your new

specialized spell (as described above) to your list of spells known, and any variants™

of your former specialized spell that were previously added your list of spells known
by this feat are lost.

IMPROVED ELDRITCH HERITAGE (MYTHIC)

The magical power in your veins grows in strength.

Prerequisite: Improved Eldritch Heritage"™™

Benefit: You add gain a bonus feat from your list of bloodline feats, or you gain
the mythic version of a bloodline feat you already possess. In addition, you treat
your character level as your sorcerer level for any 3rd or 9th-level bloodline powers=
you gain from the Improved Eldritch Heritage feat.

SORCEROUS BLOODSTRIKE (MYTHIC)

You dispel your enemy’s even more ferociously, breaking their will to fight back.

Prerequisite: Destructive DispelVC.

Benefit: You add one-half your mythic tier to the DC of the Fortitude to avoid
being stunned. If the target is a non-mythic creature; it is stunned (or sickened,
on a successful save) for a number of rounds equal to ohe-half your mythic tier
(minimum 1). If you expend one use of mythic power when using an area dispel, all
creatures on whom you successfully dispel a spell are staggered and sickened until
the start of your next turn. A successful Fortitude save (as for the targeted dispel)
negates this effect for mythic creatures, or eliminates the sickened condition for
non-mythic creatures.

DisPEL SYNERGY (MYTHIC)

", _Your opponent’s magical defenses in shreds, you.create openings that your allies

can exploit.
Prerequisite: Dispel Synergy“©.
Beriefit: The penalty your opponent takes from Dispel Synergy apphes to saving

" throws the opponent makes against all spells, not just yours, until the end of your
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* next-turn, and to your spells for a number of rounds equal to 6ne-half your mythic

tier (minimum 1).

EvoLveEDp FAMILIAR (MYTHIC)

The power of your magic causes your familiar to blossoni and change in unexpected ways.
Prerequisite: Evolved Familiar"™
Benefit: You may select two 1-point evolutions or a single 2-point evolution
when you select this spell. If you replace your familiar, the new famlhar gains _w
these evolutions within one week of entering your service. -
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You leach sorcerous power from the spirits of vanquished enemies.

Prerequisite: Sorcerous Bloodstrike™

Benefit: You can use this feat an additional number of times per day equal to
one-half your-mythic tier (minimum 1), and you may activate the feat whenever you
reduce a creature to 0 or fewer hit points with any spell or spell-like or supernatural
ability. In addition, once per day when you reduce a mythic creature to 0 or fewer hit
points with a mythic sorcerer spell, you also regain one use of your mythic power.
The creature’s mythic tier must be at least one-half yours.

. SORCEROUS STRIKE (MYTHIC)

You can channel mythic power in addition to your sorcerous power on an attack
Prerequisites: Sorcerous StrikeU®
Benefit: When you deliver a bloodline power through an unarmed strike you
can also activate an ability that uses mythic power as a free action. This ablhty must*
normally require a swift action or less to activate.

SPELL SPECIALIZATION (MYTHIC)

You are a studied master of a single spell.

Prerequisite: Spell Specialization”™

Benefit: When you specialize in a spell, you add any communal, greater, lesser,
or mass versions of the same spell to your list of spells known, as well“as dlternate
versions of that spell designated by a Roman numeral (such as beast shape I, 11, III,
or IV), and all of these spells are considered your specialized spells for the purpose
of this feat. You may also expend mythic power to cast the mythic or augmented-
mythic versions of your specialized spell(s), and you treat your mythic tier as 2
higher for the purpose of qualifying to castaugmented mythic specialized spells.
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Open Content: Subject to designation as Product Identity (see betow), 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,
& : 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 Gontent. 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 66: Sorcerer Feats, 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, artworks, and trade dress, but excluding any content that is Product Identity of Paizo
7 Publishing, Inc. (Elements that have previously been desngnated as Open Game Content are not
_/included in this declaration.)

OPEN GAME LICENSE Version 1.0a
The followmg text is the property of Wizards of the Coast, Inc. and is Copyrlght 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, 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 artand 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, 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
t 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 use, Distribute,
copy; edit, format, modify, translate and otherwise create Derivative Material of Open Game
7. ./ 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 Uséd 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 s may be applied to any Open Game Content distributed using this License.
3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of
the terms of this License.
| = 4. Grantand Consideration: In consideration for agreeing to use this License, the Contributors
7 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

“or co-adaptability with any Trademark or Registered Trademark in conjunction with-a

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 *
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 eriginal Open Game
Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity; mcludmg as ani 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

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 Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate whlch

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
Game Content You distribute.

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.

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

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

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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