. §

17

sl
LEE

BY JASON/NELSON AND JEFF

MyTHiIC MINIS 72
ELF FTS

: a.pATH'FIn DER



By Jason Nelson and Jeff Lee -

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 ldrge areas to cover with extensive
rules adaptations, buit 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
magicitems, 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 72: ELF FEATS

Elves are generally the most beautiful or graceful of fantasy races, with cultures
ancient and unchanging as their long lifespans give them a very different perspective
on history and the sweep and flow of the ages than other races. Elves may be
conceived as the favored firstborn of the gods, spirits of nature bound into nearly
immortal flesh, or simply long-lived sojourners from other worlds. Whatever their
origin, their half-elven kin are uncomfortable reminders of the dissonance between
elves and other races, as they encompass many of the best traits of their elven and
human parents and learn to navigate a wide variety of cultures and situations but
truly belong to neither world.

ATTUNED TO THE WILD (MYTHIC)

You have a powerful connection with the land, drawing on its strength for additional
healing.
*  Prerequisite: Attuned to the WildA®C.

Benefit: While you are in your selected terrain type,your natural healing rate
(the amount of hit points and ability damage you heal from a full night’s rest) triples.
Add 4 bonus equal to your mythic tier to any Survival checks made in your selected
terrain. You can spend one use of your mythic power to gain fast heal equal to 1/2
your mythic tier (minimum 1) for 1 minute.

Di1SCERNING EYE (MYTHIC)

ExILE’s PATH (MYTHIC) o Y

Your bifurcated mind is difficult for others to penetrate. ! 1
Prerequisite: Exile’s PathARC.
Benefit: You think simultaneously in Common and Elven, so attempts to read
your mind automatically fail unless the creature reading your mind is able to
understand both Common and Elven. You can use this feat to reroll any Will save,
not only against enchantment effects, and you can use this feat more than once per
day by expending one use of mythic power for each use after the first. =

GUARDIAN OF THE WILD (MYTHIC)

You are one with the land, and it is your shield as you are its guardian.

Prerequisite: Guardian of the Wild**¢.

Benefit: Your dodge bonus to AC in your chosen terrain increases to +4, and you
also gain a +2 bonus on Reflex saves in your attuned terrain type. You can expend
one use of mythic tier to ignore that cover or concealment (other than total cover or
total concealment) granted by natural terrain or vegetation for a number of rounds 1
equal to your mythic tier. This does not affect cover or concealment from other il
sources, such as an enemy using a tower shield or blur spell.

HALE-DROW PARAGON (MYTHIC)

The traditional darkling magic of the drow comes naturally to you.
Prerequisite: Half-Drow ParagonARG. :
Benefit: You can expend mythic power to use the mythic versions of any of your
drow spell-like abilities. If you are able to cast any of those abilities as spells, you are_
considered to know those as mythic spells as well, as if you had taken the Mythic
Spell Lore feat.
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HUMAN SpIrIT (MYTHIC)

Your human side is raw and strong.
Prerequisite: Human SpiritA*C. e B
Benefit: Each time you gain a level, you can choose to gain a-bonus skill
rank or the favored class bonus for whatever class level you select;all classes are
considered your favored classes for this purpose. You are not limited to gaining
only 4 skill ranks.

MAGE OF THE WILD (MYTHIC)

Your keen eye for detail helps you spot subtle inconsistencies.

Prerequisite: Discerning Eye**¢.

Benefit: Your racial bonus increases to +3, and it also applies on Perception
checks to oppose a creature’s Disguise or Sleight of Hand checks. if you fail a save
or check on which this feat provides a bonus, you can expend one use of mythic
power to reroll.

ELVEN BATTLE TRAINING (COMBAT, MYTHIC)

You and your magic are in communion with the land.

Prerequisite: Mage of the WildA*¢.

Benefit: Your bonus on concentration, Knowledge (arcana), and Spellcraft
checks in your attuned terrain is increased to +4. In addition, if you can
expend one use of mythic power when casting an area spell, that spell
does not harm animals, plants, or the natural terrain and environment.

MULTITALENTED MASTERY (MYTHIC)

The traditional weapons of the elves are ever your faithful friends in battle.

Prerequisite: Elven Battle Training**¢.

Benefit: Your bonus to CMD against disarm and sunder maneuvers increases to
+4, and this bonus also applies to your CMD against steal combat maneuvers against
any of the listed weapons you are wearing or carrying, and to any saving throws that
those weapons must make against attacks or effects that specifically affect them. You
may also choose one of the listed weapons in which you are proficient; you gain a
+2 circumstance bonus to your AC against attacks made with that weapon. If you
expend one use of mythic power, this circumstance bonus to AC applies to attacks
made with all of the listed weapons for a numbér of rounds equal to tier.

ELVEN SPIRIT (MYTHIC)

The spirit.of your elven ancestry lies deep within you, body and soul.

Prerequisite: Elven SpiritA*C.

Benefit: You gain two elven racial traits. These traits may include elven magic
and/or traits which can be exchanged for elven magic. Alternatively, you may select
a single trait which normally can be exchanged for elven magic and another trait,
such as lightbringer (normally exchanged for elven immunities and elven -
magic) or spirit of the waters (elven magic and weapon familiarity).

You are a polymath who achieves excellence in every field to which you devote
yourself.
Prerequisite: Multitalented Mastery**©.
Benefit: In addition to gaining either 1 hit point or 1 skill point per level, you
also gain the favored class bonus for whichever class level you select. If you have the -
Elven Spirit or Human Spirit feat, you may select the favored class bonus for that
race rather than for half-elves.

wil

NEITHER ELF NOR HUMAN (MYTHIC)

Your depersonalization is eerie indeed.
Prerequisite: Neither Elf nor Human#?©. |
Benefit: If you expend one use of mythic power as a swift action, you are not
considered a humanoid for a number of rounds equal to one-half your mythic tier o
(minimum 1) for the purpose of harmful spells or effects based on your, type, like
a bane weapon or ranger’s favored enemy class feature, or effects that affect only
humanoids, such as charm person or hold person.




SEEN AND UNSEEN (MYTHIC)

* You excel at staying out of sight and are especially good at evading the kin that shun you.

Prerequisite: Seen and Unseen®tC.

Benefit: You add one-half your mythic tier (minimum 1) to the bonus this feat
provides on saves vs. divinations and on Stealth checks. If you expend one use of
mythic power; elves, half-elves, and humans must roll twice and select-the worse
result on any Survival check made to track you for a number of hours equal to your
mythie-tier. If you expend multiple uses of mythic power, the duration stacks.

SHARED MANIPULATION (MYTHIC)

Your powers of persuasion assist your allies in fooling or frightening foes.

Prerequisite: Shared Manipulation**¢.

Benefit: You can use this feat as a swift action. If you expend one use of mythic
power as'a move action, the bonus is increased to +3 and applies to both Bluff
and Intimidate checks made by your allies for a number of rounds equal to your
Charisma modifier plus your mythic tier. <+ -

SPIRIT OF THE WILD (MYTHIC)

Your bond with the land is a sacred thing.
Prerequisite: Spirit of the Wild**.
Benefit: You gain a +4 bonus on all Perception checks made in your chosen

terrain, not only in surprise rounds, and you can always act in any surprise round

while in that terrain. If you expend one use of mythic power at the beginning of a

battle, whether or not there is a surprise round, you gain blindsense 30 feet for a

- number of rounds equal to your mythic tier.
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