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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 70: Human Feats 
Humans are the dominant race in most roleplaying games, in part because of the appeal 
of familiarity for human players but also in part because they are typically described as 
the race that best embodies adaptability, boldness, innovation, and the constant driving 
urge to try and keep trying, no matter the challenge. These mythic feats embody those 
qualities, dialed up to epic proportions. 

Bestow Luck (Mythic)
You share your good fortune with allies.

Prerequisite: Bestow LuckARG.
Benefit: You gain an extra daily use of either your Defiant Luck or Inexplicable 

Luck feat, which you must share with an ally. In addition, you can grant additional 
uses your Inexplicable Luck to allies by expending one use of mythic power each 
time you wish to use an immediate action to Bestow Luck.

Critical Versatility (Combat, Mythic)
You can master new deadly techniques with incredible speed.

Prerequisite: Critical VersatilityARG.
Benefit: You can gain or replace a critical feat by spending 1 minute practicing. 

If you expend one use of mythic power, you may gain a critical feat as a full-round 
action, or you may spend 1 hour practicing in order to gain both a critical feat and 
the mythic version of that feat. You may gain only one critical feat (and, potentially, 
its mythic version) at a time with this feat. You can practice and learn a new critical 
feat as often as desired, but the new replaces the previous bonus critical feat you 
gained. You still cannot apply the effects of more than one critical feat to a critical 
hit unless you have the Critical Mastery feat.
If you are at least 5th tier, you can practice and learn a second critical feat by 
spending one additional use of mythic power. One critical feat you learn in this 
fashion can serve as a prerequisite for another critical feat you learn with Critical 
Versatility, but not as a prerequisite for anything else.
If you are 10th tier, you can practice and learn a third critical feat, as described 
above, by expending two additional uses of mythic power.

Dauntless Destiny (Mythic)
You embrace the bold possibility of your existence. 

Prerequisite: Dauntless DestinyARG.
Benefit: You increase your save bonus against emotion effects by 1. When using 

this feat, you can expend one use of mythic power to add a mythic surge to your 
reroll. If this results in a successful attack or save, you also add the result of the 
mythic surge on your Intimidate check to demoralize your attacker or the target 
of your attack. You can use this feat more than once per day by expending a use of 
mythic power for each additional use.

Defiant Luck (Mythic)
You shrug off spells that lay others low. 

Prerequisite: Defiant LuckARG.
Benefit: You can use this feat to force an enemy to reroll an ability check, skill 

check, caster level check, or combat maneuver check made against you. In 
addition, you can use this feat more than once per day by expending a use of 
mythic power for each additional use.

Fast Learner (Mythic)
You study a variety of racial traditions to broaden your skill set.

Prerequisite: Fast LearnerARG.
Benefit: When you gain a level in a favored class, you gain +1 hit point, +1 skill 

point, and the alternate class reward for your favored class.

Fearless Curiosity (Mythic)
Your courage leads you into and through dire situations.

Prerequisite: Fearless CuriosityARG.
Benefit: You increase your save bonus against emotion effects by 1. In addition, 

when rolling a new save to reduce an existing fear effect, you can roll twice and 
select the better result if the effect is a non-mythic fear effect. If the fear effect did 
not allow a saving throw or has an effect even on a successful save, you can still 
reduce the severity of the fear effect with a successful Will save against the standard 
default DC for an ability used by the creature that created the fear. When creature 
you threaten makes an Intimidate check or uses a fear effect, it provokes an attack 
of opportunity from you, regardless of the type of ability or actions such as casting 
defensively. Fear auras, frightful presence, and similar constant fear effects (GM’s 
discretion) do not provoke attacks of opportunity from you.

Heroic Will (Mythic)
You can quickly shrug off effects sapping your will. 

Prerequisite: Heroic WillARG.
Benefit: You can choose to use this feat as a swift or move action. If you use it 

as a standard action, you can expend a mythic surge as part of the same action and 
add the result to your second save. You can use this feat more than once per day by 
expending one use of mythic power for each additional use. 

Huntmaster (Mythic)
Your favored hunting beasts are relentless.

Prerequisite: HuntmasterARG.
Benefit: You are considered two levels higher for all purposes related to animal 

companions or mounts of your chosen type, and your bonus on Handle Animal and 
Knowledge (nature) checks with creatures of that type increases to +4. If you are 
adjacent to your animal companion, it can always take 10 on Survival checks and 
on Constitution checks, and you can expend one use of mythic power to allow your 
companion to treat the result of such a check as a 20. 
Special: If you have the favored terrain, quarry, swift tracker, or woodland stride 
class feature, you can expend one use of mythic power for each ability (or each 
terrain type, for favored terrain) to share that ability with your companion or mount 
for a number of hours equal to your mythic tier. It gains the benefits of this ability 
only while within 30 feet of you. If it moves farther than 30 feet from you, this ability 
is suppressed and until it comes back within range.

Improved Improvisation (Mythic)
You can pull off astonishing feats with little preparation or study.

Prerequisite: Improved ImprovisationARG.
Benefit: Your skill bonus on skill checks for skills in which you have no ranks 

increases by 1 (this bonus stacks with the bonus from Mythic Improvisation), and 
once per day per two mythic tiers (minimum 1) you can add a mythic surge to 
such a skill check without expending mythic power. You may also use these mythic 
surges when making an attack roll with an improvised weapon or broken weapon or 
a weapon in which you are not proficient.
Once per day, you can expend one use of mythic power to gain a mythic feat for 
which you qualify as a bonus feat; you gain the benefits of this feat for a number 
of rounds equal to your mythic tier. This feat cannot serve as a prerequisite for any 
purpose or to perform an action that takes longer than the amount of time you 
retain the bonus feat, such as creating a magic item or preparing a spell using a feat 
to which you have only temporary access.
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Improvisation (Mythic)
You are a consummate dilettante, able to do a bit of almost everything and do it well.

Prerequisite: ImprovisationARG.
Benefit: Your skill bonus on skill checks for skills in which you have no ranks 

increases by 1, and once per day per two mythic tiers (minimum 1) you can add a 
mythic surge to such a skill check without expending mythic power.
Once per day, you can expend one use of mythic power to gain a feat for which you 
qualify as a bonus feat; you gain the benefits of this feat for a number of rounds 
equal to your mythic tier. This feat cannot serve as a prerequisite for any purpose 
or to perform an action that takes longer than the amount of time you retain the 
bonus feat, such as creating a magic item or preparing a spell using a feat to which 
you have only temporary access.

Inexplicable Luck (Mythic)
Your luck bails you out of any situation. 

Prerequisite: Inexplicable LuckARG.
Benefit: The bonus you gain on the d20 roll is increased to +10 if you apply the 

bonus before the roll, +5 if you apply the bonus after the roll. You can use this ability 
more than once per day if you expend one use of mythic power for each additional 
use. If you are affected by a curse, an effect that requires you to roll multiple times 
and select the worse result, or an effect that explicitly states it causes you to have 
bad luck (GM’s discretion), you can trigger this feat to negate that effect on you. If 
an effect granting you a luck bonus is dispelled, you can expend one use of mythic 
power to negate that dispelling.

Intimidating Confidence (Mythic)
Your single-minded focus cows and dismays your enemies.  

Prerequisite: Intimidating ConfidenceARG.
Benefit: You can make an Intimidate check as a free action against a non-

mythic creature whenever you threaten a critical hit, even if you do not confirm 
the critical hit. If you confirm the critical hit and succeed on this Intimidate check, 
you can replace the shaken condition with the effects of crushing despair for the 
same duration. This is an extraordinary ability and a mind-affecting emotion 
effect. You can expend a mythic surge as part of your critical hit confirmation roll. 
If the critical hit is confirmed, you apply the bonus from the mythic surge to the 
Intimidate check as well.

Martial Mastery (Combat, Mythic)
All weapons are one in your hands, and each functions in your hands with masterful skill.

Prerequisite: Martial MasteryARG.
Benefit: You can use all combat feats that apply to a specific weapon (such as 

Weapon Focus) with any weapon in any weapon group in which you have weapon 
training. 
Special: If you are a gunslinger with the gun training class feature (or equivalent 
substitute feature), you can use all combat feats that apply to a specific firearm (such 
as Improved Critical) with any firearm. 

Martial Versatility (Combat, Mythic)
You practice your specialized tricks  with many weapons.

Prerequisite: Martial VersatilityARG.
Benefit: You can use the chosen feat with any weapon in any weapon group in 

which you have weapon training.
Special: If you are a gunslinger with the gun training class feature (or equivalent 
substitute feature), you can use the chosen feat with any firearm.

Surge of Success (Mythic)
You are buoyed by your success to even greater heights.

Prerequisite: Surge of SuccessARG.
Benefit: You can use this feat whenever you roll a natural 20 on a die roll. This 

does not apply when taking 20, using an ability that automatically grants you a 
natural 20, or on meaningless die rolls (GM’s discretion). When you confirm a 
critical hit or roll a natural 20 on a saving throw, the circumstance bonus you gain 
applies to one of the following until the beginning of your next turn: attack rolls, 
saving throws, or ability checks and skill checks.
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Material” means copyrighted material including derivative works 
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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 acceptance of the terms of this License.
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License, the Contributors grant You a perpetual, worldwide, royalty-free, 
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original material as Open Game Content, You represent that Your 
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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.
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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 License 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 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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