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WELCOME TO MYTHIC MINIS!

The mythic rules $ystem 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 67: GOBLIN FEATS
Just as races have their. own unique specialties and innovations in realms both
magical and mundane, so too do the mythicheroes of each race have the ability to
learn mythic versions of their unique facial feats. This product focuses on the racial
feats of the delightfully deranged yet hilariously horrifying goblins and their far
more deadly serious hobgoblin kin.

BURN! BURN! BURN! (MYTHIC)

Your fervent love of fire allows you to burn even that which doesn’t burn.

Prerequisite: Burn! Burn! Burn!**¢.

“Benefit: You deal additional fire damage equal to 1d4 + one-half your mythic tier
“ when you attack with fire from a non-magical or alchemical source, and gain a +8
competence bonus on Reflex saves made to avoid catching on fire or-to put yourself
out when you are on fire. If you expend one use of your mythjc power as a free
action, any fire damage from your attacks bypasses an amount of fire resistance or
hardness equal to your mythic tier until the beginning of your next turn.

DEAFENING EXPLOSION (MYTHIC)

FLAME HEART (MYTHIC)

The fire recognizes you as its own and burns you not.

Prerequisite: Flame Heart*"C.

Benefit: Your fire resistance increases to 10, and when you are affected by a fire
effect you can expend one use of mythic power to gain fire resistance of 5 timies your
mythic tier until the end of your next turn. When casting fire spells with. the fire

descriptor or throwing alchemist bombs that deal fire damage, treat your caster level

or alchemist level as though it was. - %

FocusiNG BLow (MYTHIC; TEAMWORK)

You know just where to strike to bring your allies back to their senses.

Prerequisite: Focusing Blow**.

Benefit: You can use this ability to help allies who do not have this feat to shake
off mind-affecting effects. If your allies are not hobgoblins, you must deal them at
least 10 points of damage to use this feat, and-the bonus you grant is equal to +1
for every 10 points of damage you deal. When you hit an ally with a Focusing Blow,
you may expend one use of mythic power (two uses if your ally is a mythic creature)
to treat the result of your attack as a critical threat. When you confirm a critical hit
with a Focusing Blow, one-half of the damage is nonlethal, but you treat it as lethal
damage for the purpose of this feat.

GOBLIN GUNSLINGER (COMBAT, MYTHIC)

Your big frakking gun knocks your targets for a loop.
- Prerequisite: Goblin Gunslinger**.

Benefit: When you hit with a Medium-sized firearm, you can expend one use of
your-mythic power to attempt a bull rush or trip combat maneuver as a free action
against the target, with a -5 penalty on the combat maneuver check but using your
Dexterity modifier in place of your Strength modifier to calculate your CMB. On
a critical hit, this functions instead as an awesome blow combat maneuver. If your
target is a non-mythic Medium humanoid, you reduce the penalty on the combat
maneuver check by an amount equal to one-half your mythic tier (minjmum 1).

HoBGOBLIN DISCIPLINE (MYTHIC)

The deafening effect of your bombs is persistent.

Prerequisite: Deafening Explosion”*¢

Benefit: A creature that takes a direct hit from your bomb is deafened for 1
minute plus 1 minute per mythic tier you possess. Any creatures caught taking
splash damage is also deafened for 1 round per mythic tier you possess if it fails its
save against the bomb’s splash.

DEMORALIZING LAsH (COMBAT, MYTHIC). -

The touch of your whip can send an enemy fleeing, and cow those that witness it.
Prerequisite: Demoralizing Lash**¢ :
Benefit: If your attack hits a creature shaken-by yourIntimidate check, it becomes

frightened for the next round, and is shaken for the following round. Any creatures

within 30 feet that witness the attack and already are demoralized by your Intimidate
check, have the duration of their shaken condition increased by one round.

FIRE HAND (CoMBAT, MYTHIC)

", _You delight in setting your foes alight.

Prerequisite: Fire Hand**¢.

Benefit: Any non-mythic creature you hit w1th a torch or ﬂammg weapon. catches
on fire(DC 15 Reflex negates). You can expend a mythic surge to add the result of your
" surge die to'this DC, though this increase applies only against non-mythic creatures.

FIRE TAMER (MYTHIC)

You are-marked by the flame, and it lives within you.

Prerequisite: Fire Tamer**C,

Benefit: Your saving throw bonus against fire spells'increases to +4, and it applies
against all fire effects, not just spells. Your bonus on Diplomacy and Intimidate
checks against other goblins is increased to +4. You can use spark**C at will as a
spell-like ability, and you can expend one use of mythic power to use quench as a
spell-like ability. These spell-like abilities have a caster level equal to yout tier.
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The presence of your fellow hobgoblins steels your will.

Prerequisite: Hobgoblin Discipline**©.,

Benefit: Add one-third your mythic tier (minimum 1) to the morale bonus
granted by Hobgoblin Discipline, and this bonus is doubled against emotion-based
effects, including fear. You may expend one use of mythic power to share that bonus
with all other hobgoblins within 30 feet, and the bonus is increased by 1 if there are
10 or more hobgoblins within 30 feet of you.

TANGLE FEET (COMBAT, MYTHIC)

Your scrambling acrobatics cause larger foes to stumble.
Prerequisite: Tangle Feet**¢.
Benefit: You can use this feat against an additional number of larger creatures

each round equal to one-half your mythic tier (minimum 1). If you use this feat =
- against only one creature, add your mythic tier to the DC of its Acrobatics check -

to avoid falling prone if it moves. If you use this feat against multiple creatures,.
add one-half your mythic tier (minimum 1) to the DC of each creature’s Acrobatics
check to avoid falling.

TASKMASTER (COMBAT, MYTHIC)

Your fearsome leadership drives your underlings to push harder for success.
Prerequisite: Taskmaster*®C. 5
Benefit: You can use this feat as a swift or move action, and you can affect an

ally whose Hit Dice (and mythic rank or tier, if-any) do not exceed your Hit Dice

plus your mythic tier. If you use this ability as a standard action, your ally gains

a +2 morale bonus on attack rolls, weapon damage rolls, and Will-saves against

mind-affecting effects. You can expend one use of mythic power to negaté the -2

penalty to AC and on skill checks caused by this feat. Alternatively, you may retain. -

the penalty but extend the duration of the effect by a number of minutes equal to
your mythic tier.




.l. ]
TERRORIZING D1sPLAY (COMBAT, MYTHIC) - . &

Your marvelous martial puissance inspires yout allies even-as it intimidates your
enemies. ’

Prerequisite: Terrorizing Display?*C.

Benefit: You can perform a Dazzling Dlsplay as a standard action. You can
perform it as @ move action with a -5 penalty on your Intimidate check or as a swift
action with a -10 penalty on your Intimidate check. Allies within 30 feet gain a +2
morale-bonus on attack rolls, weapon damage rolls, and Will saves against mind-
affecting effects on a successful check, while allies between 30 and 60 feet away gain
a +1 bonus; all affected allies take a -2 penalty to AC and on skill checks. You can
expend one use of mythic power to negate the -2 penalty to AC and on skill checks
caused by this feat. Alternatively, you may retain the penalty but extend the duration
of the effect by a number of minutes equal to your mythic tier. Either choice applies
to all allies affected by this feat.
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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 Referencé 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 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 67: Goblin 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
Publishing, Inc. (Elements that have previously been designated as Open Game Content are not

included in this declaration.)
OPEN GAME LICENSE Version 1.0a I

The following text is the propetty 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, modification, correction,

addition, extension, upgrade, improvement, compilation, abridgment or other form in which an
existing work may be recast, transformed or adapted; (c) “]?i§tribute” 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 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 produict line names, logos and
identifying marks including trade dress; artifacts, creatures, charagters, 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 itsproducts 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 Qpen‘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 applied to any
Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your accepta.nte of'the terms
of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors 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 Opent 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 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 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 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 Licénse
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.

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 subhcenses 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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