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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 75: Orc Feats 
Born in blood and bred for war, orcs are in many ways the archetypal low-level 
enemies for your PCs. Crude, cruel, and warlike, some consider them passé, a relic 
of a simpler Tolkienesque time of one-note bad guys and faceless minions, but their 
raw savagery and bloodthirsty brutality is ideally suited for a major power-up with 
the mythic rules, helping your orcish adversaries truly live up to their lethal legacy. 

Born Alone (Mythic)
The benefits you gain from felling your opponents stay with you as you wreak 
carnage on the battlefield.

Prerequisite: Born AloneARG.
Benefit: Whenever you use a melee attack to kill your opponent or knock them 

unconscious, you gain temporary hit points equal to twice your Constitution bonus 
(minimum 2) for a number of rounds equal to your mythic tier. These temporary 
hit points do not stack. You do not gain this bonus if your opponent is helpless or 
has less than half your Hit Dice.

Bullying Blow (Combat, Mythic)
A single blow from your weapon can send an opponent fleeing.

Prerequisite: Bullying BlowARG.
Benefit: You gain a bonus on your Intimidate check equal to your mythic tier. 

Additionally, if you expend one use of your mythic power, your target is frightened 
for 1 round and then shaken for the remaining duration that it is demoralized (or 
frightened for the entire duration, if a non-mythic creature). If your Intimidate 
check succeeds, you may make additional Intimidate checks to demoralize other 
opponents adjacent to you. These Intimidate checks are free actions, with a 
cumulative -5 penalty for each check after the original Intimidate check against your 
target. You can continue making Intimidate checks until you fail a check or until 
you run out of adjacent opponents.

Ferocious Action (Mythic)
As long as you can keep damaging your foes you can claw your way back even from 
the brink of death.

Prerequisite: Ferocious ActionARG.
Benefit: As long as you have 0 hit points or fewer, every time you deal damage 

with a melee attack you may roll to stabilize. Once you have stabilized, you gain a 
number of hit points equal to one-half your mythic tier (minimum 1) every time 
you deal damage with a melee attack until you reach 1 hit point.

Foment the Blood (Mythic)
As you channel, orcs around you rise to the occasion with renewed vigor.

Prerequisite: Foment the BloodARG.
Benefit: When using Foment the Blood, add one-half your mythic tier (minimum 

1) to the bonuses granted by the feat. You may expend one use of mythic power to 
heal all orcs within range a number of hit points equal to your mythic tier plus the 
number of dice of healing you normally provide when channeling energy.

Grudge Fighter (Combat, Mythic)
You never forgive and never forget.

Prerequisite: Grudge FighterARG.
Benefit: Add one-half your mythic tier (minimum 1) to the morale bonuses 

granted by Grudge Fighter. You gain those bonuses against any creature that has 
ever attacked you as long as you remember their attack.

Orc Weapon Expertise (Combat, Mythic)
Your mastery of orcish weapons is legendary.

Prerequisite: Orc Combat ExpertiseARG.
Benefit: The benefits you gain when wielding a weapon with “orc” in its name 

increase as follows.
Bully: Gain a +2 bonus on damage rolls against creatures at least one size smaller 

than you. You can expend one use of mythic power as a free action to make an 
Intimidate check to demoralize a creature you hit.

Defender: Gain a +2 shield bonus to your AC (or +3 if wielding a two-handed 
weapon). You can expend one use of mythic power to increase the shield bonus to 
+3 (+4 when fighting defensively), or +4 (+5 when using the total defense action).

Disrupter: Add +5 to the DC of concentration checks for opponents you threaten. If 
a creature you threaten provokes an attack of opportunity and you have already 
expended your attacks of opportunity for the round, you may expend one use of 
mythic power as a free action to take an attack of opportunity, with a bonus on 
your attack roll equal to one-half your mythic tier (minimum 1) if the attack of 
opportunity was provoked by casting a spell or using a spell-like ability.

Killer: Gain a +4 competence bonus on attack rolls made to confirm critical hits. You 
can expend one use of mythic power when you confirm a critical hit to increase 
the critical multiplier of your weapon by 1 for that hit.

Thug: Deal +2 points of nonlethal damage with the weapon. If you expend one use 
of mythic power after a successful hit that deals damage, the target must succeed 
at a Fortitude save (DC 10 + one-half your level + your Strength modifier) or be 
dazed for 1 round. A mythic target whose rank or tier equals or exceeds yours is 
staggered for 1 round on a failed save rather than being dazed. 

Trickster: Gain a +4 bonus on a single type of combat maneuver check you can 
perform with that weapon. You also gain a bonus to your CMD equal to one-half 
your mythic tier (minimum 1) against that same combat maneuver. Furthermore, 
you can make an attack of opportunity against any creature that attempts that 
combat maneuver against you, unless it has the mythic version of the Improved 
feat associated with that combat maneuver.

Resolute Rager (Mythic)
Your emotions rarely get in the way when you are raging, and never for long.

Prerequisite: Resolute RagerARG.
Benefit: You can use this feat to any emotion-affecting effect, not just fear; however, 

you gain a bonus equal to one-half your mythic tier (minimum 1) on your new saves 
to end fear effects affecting you. By spending one use of your mythic power, you can 
gain the effects of resist fear for a number of rounds equal to your mythic tier.

Reverse-Feint (Combat, Mythic)
You can quickly goad your opponent into attacking, allowing you to retaliate with 
a powerful counter.

Prerequisite: Reverse-FeintARG.
Benefit: You can use this feat as a swift action, and if your opponent’s attack hits 

you can make your counterattack as a free action rather than an immediate action. 
If you spend a move action to use this feat and an immediate action to make your 
counterattack, you gain an additional bonus on attack and damage rolls on that 
attack equal to one-half your mythic tier (minimum 1).

Trap Wrecker (Mythic)
Your brutal assault demolishes booby traps.

Prerequisite: Trap WreckerARG.
Benefit: You can use this feat in place of a melee attack. If you use a standard 

action to use this feat, you add one-half your mythic tier (minimum 1) on your 
attack roll against a trap and add your mythic tier to the damage you deal to that 
trap. If you expend one use of mythic power, you can use this feat to disarm a 
magical trap.
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