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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 68: Feats of Toughness 
Many martial characters pride themselves on their ability to absorb punishment even as 
they deal it out. They cling to life though bloodied, battered, and bruised, their weapons 
shattered and their bones broken, and yet they fight on with punishing tenacity. 

Bludgeoner (Combat, Mythic)
You know that anything can be a bludgeon if you hold it just right.

Prerequisite: BludgeonerUC.
Benefit: You take no penalty on attack rolls when you use any melee weapon 

(including improvised weapons) to deal nonlethal damage. When dealing nonlethal 
damage with a bludgeoning weapon, add one-half your mythic tier to your damage 
roll (minimum 1), and if you confirm a critical hit you can expend one use of mythic 
power to apply the effects of the Staggering Critical feat. If you are at least 6th tier, 
you can expend two uses of mythic power to apply the effects of Stunning Critical.

Bolstered Resilience (Mythic)
Your increased damage reduction can take a pounding and resists all but the most 
rarified attacks.

Prerequisite: Bolstered ResilienceUC.
Benefit: The increased damage reduction granted by Bolstered Resilience applies 

against a number of successful attacks equal to your mythic tier. While your damage 
reduction is increased, it is also treated as DR/epic in addition to the normally 
qualities required to overcome it. When you are struck by a weapon against which 
your damage reduction applies, you can expend one use of mythic power as a free 
action to deal damage equal to the amount of your damage reduction to the weapon 
that hit you (or a creature if using a natural weapon or unarmed strike). This damage 
ignores an amount of hardness or damage reduction equal to your mythic tier.

Deathless Initiate (Combat, Mythic)
For you, death is a means to an end.

Prerequisites: Deathless InitiateUC

Benefit: When in combat while at -1 hit points or below, you do not take 1 point of damage 
for taking a move and standard action or a full-round action, and your bonus on attack and 
damage rolls is increased by 1, plus 1 more for every 10 negative hit points you possess. 

Deathless Master (Combat, Mythic)
Death’s approach only makes you harder to kill.

Prerequisites: Deathless MasterUC

Benefit: When at negative hit points, you gain immunity to ability damage, ability 
drain, bleed, and death effects, and you also gain a +1 enhancement bonus to natural 
armor, increasing by 1 for every 5 negative hit points you possess. This natural armor 
bonus stacks with itself, but not with other enhancement bonuses to natural armor.

Deathless Zealot (Combat, Mythic)
Non-mythic foes have greater difficulty killing you.

Prerequisites: Deathless ZealotUC

Benefit: Attackers take a penalty equal to one-half your mythic tier (minimum 1) 
on attack rolls to confirm critical hits against you. If a non-mythic creature confirms 
a critical hit against you, you can expend one use of mythic power to negate that 
critical hit and resolve the attack as a normal hit. If the creature’s mythic rank 
or tier exceeds yours, or if its CR exceeds twice your mythic tier, you must 
spend one additional use of mythic power to negate a critical hit.

Disposable Weapon (Mythic)
You can level attacks so powerful that your weapon is destroyed along with your 
opponent.

Prerequisite: Disposable WeaponUC.
Benefit: The benefits of Disposable Weapon apply to all melee weapons, not just 

those with the fragile weapon special quality. When you use Disposable Weapon 
to confirm a critical hit you may expend one use of mythic power to destroy the 
weapon entirely (dropping it to 0 hp) to increase the critical multiplier by 1.

Fortified Armor Training (Combat, Mythic)
Your enemies weapons break against your resolve.

Prerequisites: Fortified Armor TrainingUC

Benefit: If an opponent confirms a critical hit against you and you turn it into 
a normal hit with Fortified Armor Training, your opponent’s weapon suffers an 
equal amount of damage as you do. If your opponent is using a natural weapon or 
unarmed strike they suffer the damage themselves. Damage dealt in this fashion 
ignores hardness and damage reduction on non-mythic foes.

Improved Stalwart (Mythic)
You adopt a defensive stance that absorbs mighty blows.

Prerequisites: Improved StalwartUC

Benefit: You may spend 1 point of mythic power as an immediate action to grant 
the damage reduction you gain from Stalwart to one ally within reach.

Nightmare Fist (Combat, Mythic)
You are a terror in the dark.

Prerequisites: Nightmare FistUC

Benefit: When you successfully damage an opponent with an unarmed strike 
in an area of magical darkness you may make an Intimidate check to demoralize 
them as a free action. If the target of your unarmed strike is already shaken, your 
Intimidate check instead makes them frightened, and so on. Creatures you attack in 
magical darkness that are panicked are always considered flat-footed to you, even if 
they are able to see in darkness.

Nightmare Striker (Combat, Mythic)
You exploit critical weaknesses in foes illuminated by your faerie fire.

Prerequisites: Nightmare StrikerUC

Benefit: An opponent who fails to resist your Stunning Fist while outlined in a 
faerie fire you have cast (not one cast from a spell completion or spell trigger item) is 
paralyzed for 1 round, plus one round for every 4 mythic tiers you possess.

Rebuffing Reduction (Combat, Mythic)
Your damage reduction can turn your enemies’ attacks back on them.

Prerequisites: Rebuffing ReductionUC

Benefit: When you successfully bull rush an opponent as a result of your 
Rebuffing Reduction feat, they take damage equal to the amount of damage they 
inflicted that failed to penetrate your DR, plus twice your mythic tier.

Splintering Weapon (Combat, Mythic)
Fragments from your broken weapon are lodged deeper in your enemies.

Prerequisites: Splintering WeaponUC

Benefit: Add your mythic tier to the total bleed damage provided by Splintering 
Weapon. Additionally, you add your mythic tier to the DC of any made to staunch 
the bleeding.

Stalwart (Mythic)
You adopt a defensive stance that absorbs mighty blows.

Prerequisites: StalwartUC

Benefit: You may spend 1 point of mythic power as an immediate action to add 
your mythic tier to the total damage reduction granted by the Stalwart feat.
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