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Mythic Pathfinder: You have received the blessing of the Ruby Sage, who granted you some of her power
so that you might retrieve the stolen sage fewels and find the Diamond Sage. When vou begin Pathfinder
Society Scenario #5-16: Destiny of the Sands, Part 3: Sactum of the Sages, you gain the following abilities for the
duration of the scenario. Alternatively, as long as you have a copy of Pathfinder RPG Mythic Adventurss, you
may apply 3 mythic tiers to your character when playing that scenario; all character options in Chapters
1,2, and 3 are legal for play, as are the character options in Pathfinder Player Companion: Mythic Origins.

Mythic: You are considered o myythic creature, which may affect how some spells and abilities affect you.

Ability Score: Increase an ability score of your choice by 2.

Exceptional Deeds: You pain twn special abilities from the Mythic Power 2 Chronicle sheet.

Hit Points: You gain 12 hit points.

Hard to Kill (Ex}: Whenever you're below o hit points, you automatically stabilize witheut needing to
attempt a Constitution check. If you have an ability that allows you to act while below o hit points, you
still lose hit points for taking actions, as specified by that ability. Bleed damage still causes you to lose
hit points when you fall below o hit points. In addition, you don't die until your total number of negative
hit points is equal to or greater than double your Constitution score.

Mythic Power (Su): You can draw upon a wellspring of power o accomplish amazing deeds and cheat
fate. This power is used by 3 mumber of different abilities. Each day, you have nine uses of mythic power.
Ifan ability allows you to regain uses of your mythic power, you can never have more than this amount.

Swrge (Sul: You can call upom your mythic power to overcome difficalf challenges. You can expend one
use of mythic power to increase any dzo roll you just made by rolling 1d6+1 twice and adding the higher
toll to the resull. Using this ability is an immediate aclion taken after the vesult of the original toll is
revealed. This can change the outcome of the roll.

Amazing Initiative (Ex): You gain 3 +3 bonus on initiative checks. Tn addifion, as a free action on your
turn, you can expend one use of mythic power to take an additional standard action during that turn.
This additional standard action can't be used to cast a spell, and you can't gain an extra action in this
way more than once per round.

Recuperation (Ex): You are restored fo full hit points after 8 hours of rest as long as you aren’t dead.
In addition, by expending one use of mythic power and resting for 1 hour, you regain a number of hit
points equal to half your full hit peints (up to a maximum of your full hit points) and regain the use of
any class features that are limited to a certain number of uses per day {such as barbarian rage, bardic
performance, spells per day, and so on). This rest is treated as 8 hours of sleep for such abilities. This rest
doesn’t refresh uses of mythic power or any mythic abilities that are limited to a number of times per day.
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