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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 74: Half-Orc Feats 
Half-orcs are sometimes the forgotten humanoids, written out 2nd edition entirely 
before making a triumphant comeback in 3rd edition and beyond as the blood-
spattered rage machines we all know and love. Iconic as barbarians and warriors, 
half-orcs are survivors in any role they adopt. Their indomitable will and willingness 
to do whatever it takes earn them the respect (and sometimes fear) of allies and 
enemies alike. 

Beast Rider (Mythic)
A mythic hero deserves a mythic mount.

Prerequisite: Beast RiderARG.
Benefit: Your monstrous animal companion or mount gains 1 mythic rank. 

Choose either the invincible or savage simple mythic template and apply this 
template to your mount. If you have 10 mythic tiers, add a second mythic rank to 
your mount.

Blood Vengeance (Mythic)
Those that fell your friends face your bloody rampage of revenge.

Prerequisite: Blood VengeanceARG.
Benefit: When attacking the creature whose attack reduced your ally below 0 hit 

points and triggered your blood vengeance, you deal 1 point of bleed damage and 
your critical threat range is increased by 1. If you confirm a critical hit, you deal 
1d4 points of bleed damage. This bleed damage stacks. While raging with this feat, 
you can make an Intimidate check as a move action against the target of your blood 
vengeance. If you have previously struck the target this round, you add your mythic 
tier as a bonus on this Intimidate check.

Destroyer’s Blessing (Combat, Mythic)
Your furious destructive rage brings you vigor. 

Prerequisite: Destroyer’s BlessingARG.
Benefit: You can regain only one round of rage per round, but you can heal 

damage every time you cause an object to gain the broken condition. If you destroy 
an object with a sunder maneuver, you heal 1d4+1 hit points, or you may forfeit this 
healing to end the fatigued condition, reduce exhaustion to fatigue, or heal 1 point 
of ability damage.

Ferocious Resolve (Mythic)
When you go down, you go down fighting to the last.

Prerequisite: Ferocious ResolveARG.
Benefit: You add your mythic tier to the number of negative hit points you can 

endure before dying. When fighting on at negative hit points, you can expend one 
use of mythic power to negate the staggered condition for as long as you remain at 
negative hit points. You add one-half your mythic tier (minimum 1) on the bonus 
this feat grants on Intimidate checks.

Ferocious Summons (Mythic)
Your summoned creatures are vicious and bloodthirsty.

Prerequisite: Ferocious SummonsARG.
Benefit: Creatures you summon gain the blood rage universal monster 

ability.

Ferocious Tenacity (Combat, Mythic, Rage)
Your furious rage keeps you alive in spite of horrible wounds.

Prerequisite: Ferocious TenacityARG.
Benefit: You can use this feat more than once per day, as long as you have rounds 

of rage remaining. Each round of rage you spend reduces the attack’s damage by 
2 points. If the damage from the attack is still enough to render you unconscious 
and you have rounds of rage remaining, you continue expending one round of rage 
each round rather than your rage ending immediately. Your rage-based bonus to 
Constitution does not disappear, along with any bonus hit points it grants, until you 
run out of rounds of rage.

Gore Fiend (Combat, Mythic)
Your exultant fury surges when the blood flows freely.

Prerequisite: Gore FiendARG.
Benefit: When you are raging and confirm a critical hit with a melee weapon or 

when a critical hit is confirmed against you , all morale bonuses granted by your 
rage are increased by 2 until the end of your next turn. This stacks if you confirm 
multiple critical hits or multiple critical hits are confirmed against you, up to a 
maximum of double your normal morale bonuses.

Horde Charge (Mythic, Teamwork)
You and your allies are savage in your onslaught.

Prerequisite: Horde ChargeARG.
Benefit: The bonus granted by this feat is increased to +3 on attack and damage 

rolls, and if you charge a creature that has already been charged by an ally with this 
feat you gain the bonus of the Charge ThroughAPG feat during your charge. You also 
gain a +1 dodge bonus against attacks of opportunity during your charge for each 
ally with this feat within 30 feet that has charged since the end of your last turn. 
If you can make multiple attacks on a charge, the attack and damage roll bonus 
provided by this feat applies to all of your attacks.

Improved Surprise Follow-Through (Combat, Mythic)
Your follow-up strikes leave your foes reeling.

Prerequisite: Improved Surprise Follow-ThroughARG.
Benefit: When using Great Cleave, all opponents you hit are treated as flat-

footed until the beginning of your next turn or until they are struck by an attack 
that requires an attack roll.

Resilient Brute (Mythic)
You can survive terrifying wounds that would kill others. 

Prerequisite: Resilient BruteARG.
Benefit: You can use this feat whenever you take damage, not only when a critical 

hit is confirmed against you. You can also use it more than once per day by expending 
two uses of mythic power for each additional use. If the attack against you was made 
by a non-mythic creature, you may treat 75% of the damage as nonlethal.

Surprise Follow-Through (Combat, Mythic)
When sweeping through enemies, you can disrupt their defensive stance.

Prerequisite: Surprise Follow-ThroughARG.
Benefit: When using Cleave or Great Cleave, if you hit more than one creature you 

may choose any of the creatures you hit to become flat-footed until the beginning of 
your next turn or until it is struck by an attack that requires an attack roll.

Sympathetic Rage (Combat, Mythic)
The fury of your allies is contagious. 

Prerequisite: Sympathetic RageARG.
Benefit: You can continue raging as long as you are within 5 feet per mythic 

tier of an ally who is raging. If more than one ally is raging, you can maintain your 
rage as long as you end your turn within this distance of a raging ally; you need not 
remain near the ally who was raging when you first used this feat. If you move away 
from your raging ally or if your ally dies or its rage ends, you can expend one use of 
mythic power to continue your sympathetic rage for a number of rounds equal to 
one-half your mythic tier (minimum 1). If you come within range of a raging ally 

before this duration expires, you can continue raging.
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Tenacious Survivor (Mythic)
Your soul clings tightly to life even after your body breathes its last. 

Prerequisite: Tenacious SurvivorARG.
Benefit: You don’t die until your total number of negative hit points is equal to 

or greater than three times your Constitution score, and you add your mythic tier 
to the number of rounds you remain savable after you have been killed. If you are 
healed enough hit points that you would no longer be dead, you can expend three 
uses of mythic power to avoid gaining a permanent negative level.

Thrill of the Kill (Mythic)
Bringing your foes down brings you exultant joy.

Prerequisite: Thrill of the KillARG.
Benefit: When you are raging and reduce an enemy below 0 hit points, you 

regain a round of rage and also gain a bonus mythic surge, which you must use 
before the end of your next turn and which does not require you to expend mythic 
power. If the creature you kill is a mythic creature whose mythic rank or tier is equal 
to or greater than yours, you also gain an additional use of mythic power, which you 
must use within 1 minute.
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