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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 36: Archmage Path Abilities II
Mythic characters define themselves largely by their path abilities, and this product 
provides new and unique path abilities for the Guardian path, as described the 
Pathfinder Roleplaying Game Mythic Adventures rulebook. 

1st-Tier Archmage Path Abilities
Cackling Chorus (Su): If you expend one use of your mythic power when 

you use your cackle hex, you can cause your cackle to erupt simultaneously from 
yourself, your familiar, and (if you have the cauldron hex) your cauldron, plus one 
additional creature or object for every 3 mythic tiers. Objects you wish to affect 
(other than your cauldron) must depict a face or head (though it need not be 
humanoid) or must have a reflective surface in which your face appears when you 
cause the object to cackle. 

Creatures within 30 feet of you or any creatures or objects you designate are 
affected by your cackle hex and also take a penalty equal to one-third your mythic 
tier on saving throws against emotion, fear, or language-dependent effects you 
create until the beginning of your next turn.  

All creatures or objects you wish to be part of the cackling chorus must be within 
20 feet plus 10 feet per mythic tier of you. Unwilling creatures can attempt a Will 
save to resist; if they fail, they must spend a move action cackling on their next turn. 
Magical or attended objects are also entitled to a Will save to negate the effect. 

Purging Alchemy (Su): You can use Craft (alchemy) checks in place of Heal 
checks to treat diseases or poisons. You also can create alchemical remedies (as 
described in the Gear chapter of Pathfinder Roleplaying Game Ultimate Equipment) 
in 1/10 the normal amount of time, and you may manufacture a number of doses of 
the same alchemical remedy simultaneously equal to your mythic tier. Finally, you 
may select a number of conjuration (healing) spells or extracts equal to your mythic 
tier and can expend mythic power when using them to enhance the results. To select 
a mythic spell or extract, you must be able to cast the non-mythic version or have 
it on your list of spells or extracts known. Every time you gain a new tier, you can 
select an additional conjuration (healing) spell or extract. 

Repeating Arcana (Su): You can expend one use of mythic power or 1 point 
from your arcane pool when activating a magus arcana to repeat the arcana’s effect 
on your next turn. This extends the duration of any magus arcana by 1 round; effects 
that normally last until the end of your turn instead last until the end of your next 
turn. If the arcana allows you to modify a spell, such as Quickened Magic or Silent 
Magic, you can choose a different spell to modify when the arcana repeats; if you do 
not cast a spell on your next turn, the effect is wasted.

3rd-Tier Archmage Path Abilities
Battlemagic Sense (Su): As described in Mythic Minis 34: Guardian Path Abilities 

II from Legendary Games.  
Blighted Alchemy (Su): You learn a number of minor spellblights (as described 

in Chapter 2 of Pathfinder Roleplaying Game Ultimate Magic) equal to one-half 
your mythic tier. You gain a bonus equal to one-half your mythic tier on saving 
throws to avoid acquiring those spellblights or on caster level checks to remove 
those spellblights. You add remove curse to your list of extracts known, and you 
can expend mythic power to enhance the results as if you knew the mythic version 
of remove curse  as described in Mythic Magic: Core Spells from Legendary Games. 
Whenever you successfully confirm a critical hit with or a target rolls a natural 1 on 
their save against an alchemical weapon, alchemist bomb, or alchemist extract that 
you use, the target must succeed on a Will save (DC 10 + 1/2 your number of ranks 
in Craft (alchemy) + your Intelligence modifier + your mythic tier) or contract one 
of the minor spellblights you know. 

Bloodline Transfusion (Su): If you have a sorcerer bloodline, you can expend 
one use of mythic power to infuse your enchanted blood into another creature, and 
temporarily granting it the Eldritch Heritage feat for your bloodline. If you spend 
one round giving the transfusion, its effects last for a number of rounds equal to 
your mythic tier. If you increase the transfusion time to 1 minute, you likewise 
increase the duration to one minute per tier. You cannot grant the target a bloodline 
that it already possesses or that you do not possess. 

If you are at least 6th tier, you can expend two uses of mythic power to grant the 
target Improved Eldritch Heritage.

If you are at least 9th tier, you can expend three uses of mythic power to grant the 
target Greater Eldritch Heritage.
Eldritch Heritage feats are described in Pathfinder Roleplaying Game Ultimate 
Magic.

Multimorph (Su): You may select a number of transmutation (polymorph) 
spells or extracts equal to your mythic tier and can expend mythic power when 
using them to enhance the results. To select a mythic spell or extract, you must 
be able to cast the non-mythic version or have it on your list of spells or extracts 
known. Every time you gain a new tier, you can select an additional transmutation 
(polymorph) spell or extract.

If you are affected by a polymorph effect whose spell level is lower than your 
mythic tier (regardless of whether you originally cast the spell), you use a swift action 
or move action to shift into a different form allowed by the spell. If you expend one 
use of your mythic power, you can expend 1 minute of the spell’s duration as a full-
round action to alter the polymorph effect to a different polymorph spell or extract 
that you know (though you need not have it prepared) of the same or lower level, 
taking on a new form allowed by that spell. 

If you are using a mythic polymorph spell and shift into a form that requires a 
spell for which you also know the mythic version, you exchange the mythic version 
of the original spell for the mythic version of the new spell. If you do not know 
the mythic version of the spell required for the new form you wish to assume, the 
mythic benefit of your original polymorph spell is forfeited. 

If you use a mutagen or cognatogen, as a swift action you can change the ability 
scores it modifies to a different set of valid ability scores for your mutagen or 
cognatogen. Hence, an alchemist could switch from gaining a bonus on Strength 
and a penalty on Intelligence to a bonus on Dexterity and a penalty on Wisdom but 
could not choose to switch to a bonus on Dexterity and a penalty on Charisma, as 
that is not a valid option for the alchemist’s mutagen. 

You must have the shifting mastery path ability, as described in Chapter 1 of 
Pathfinder Roleplaying Game Mythic Adventures, to select this ability. 

6th-Tier Archmage Path Abilities
Greater Blighted Alchemy (Su): You learn a number of minor or major 

spellblights (as described in Chapter 2 of Pathfinder Roleplaying Game Ultimate 
Magic) equal to one-half your mythic tier, with which you gain the benefits listed 
for blighted alchemy. Whenever you successfully confirm a critical hit with, or a 
target rolls a natural 1 on their save against, an alchemical weapon, alchemist bomb, 
or alchemist extract that you use, the target must succeed on a Will save (DC 10 + 
1/2 your number of ranks in Craft (alchemy) + your Intelligence modifier + your 
mythic tier) or contract one major or two minor spellblights you know. You must 
have the blighted alchemy path ability to select this ability. 

Mythic Minis 36: ArchMAge PAth Abilities ii



Credits
Author: Jason Nelson

Artist: Hugo Solis
Editor: Alistair Rigg

Design and Layout: Richard Kunz
Legendary Games Team Members: Clinton J. Boomer, Benjamin Bruck, 

Matthew Goodall, Jim Groves, Tim Hitchcock, Jonathan H. Keith, Nicolas Logue, 
Jason Nelson, Richard Pett, Tom Phillips, Alistair Rigg, Tork Shaw, Mike Shel, Mike 

Welham, Neil Spicer, Todd Stewart, Russ Taylor, Greg A. Vaughan, and Clark Peterson
Publisher: Jason Nelson

Executive Partner: Neil Spicer
Business Director: Rachel Ventura

Special Thanks: Erik Mona, Lisa Stevens, Jason Bulmahn, and the Paizo staff for 
their excellent Pathfinder Roleplaying Game Mythic Adventures hardback. 

 
Open Content: Subject to designation as Product Identity (see below), the only 
portion of this Legendary Games product designated as Open Game Content is 
the rules content (creature stat blocks and names of skills, etc., taken from the 
Pathfinder Reference Document) as defined in the Open Game License version 
1.0a Section 1(d). The front and back cover, back matter, introduction and Credits 
page, as well all other parts of this product including all text not specifically 
designated as Open Game Content is not Open Game Content. No portion of 
this work other than the material designated as Open Game Content may be 

reproduced in any form without written permission.

Product Identity: The following items are hereby identified as Product Identity, 
as defined in the Open Game License 1.0a, Section 1(e), and are not Open 
Content: Legendary Games, the Legendary Games Logo, Adventure Path Plug-In, 
Mythic Minis 36: Archmage Path Abilities II, as well as all trademarks, registered 
trademarks, proper names (including the names of each character, location, 
item or monster unique to this product), dialogue, plots, storylines, locations, 
characters, artworks, and trade dress, but excluding any content that is Product 
Identity of Paizo Publishing, Inc. (Elements that have previously been designated 

as Open Game Content are not included in this declaration.)

Reference in non-Open Game Content (thus not covered by the Open Game 
License) in this work to content owned by others is not a challenge to their 
ownership and is used under Fair Use. 

OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of 
the Coast, Inc (“Wizards”). All Rights Reserved.
1. Definitions: (a) “Contributors” means the copyright and/or trademark owners who have 
contributed Open Game Content; (b) “Derivative Material” means copyrighted material 
including derivative works and translations (including into other computer languages), potation, 
modification, correction, addition, extension, upgrade, improvement, compilation, abridgment 
or other form in which an existing work may be recast, transformed or adapted; (c) “Distribute” 
means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise 
distribute; (d) “Open Game Content” means the game mechanic and includes the methods, 
procedures, processes and routines to the extent **such content does not embody the Product 
Identity and is an enhancement over the prior art and any additional content clearly identified as 
Open Game Content by the Contributor, and means any work covered by this License, including 
translations and derivative works under copyright law, but specifically excludes Product Identity. 
(e) “Product Identity” means product and product line names, logos and identifying marks 
including trade dress; artifacts, creatures, characters, stories, storylines, plots, thematic elements, 
dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, 
concepts, themes and graphic, photographic and other visual or audio representations; names and 
descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and 
special abilities; places, locations, environments, creatures, equipment, magical or supernatural 
abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered 
trademark clearly identified as Product identity by the owner of the Product Identity, and 
which specifically excludes the Open Game Content; (f) “Trademark” means the logos, names, 
mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the 
associated products contributed to the Open Game License by the Contributor (g) “Use”, “Used” 
or “Using” means to use, Distribute, copy, edit, format, modify, translate and otherwise create 
Derivative Material of Open Game Content. (h) “You” or “Your” means the licensee in terms of this 
agreement.
2. The License: This License applies to any Open Game Content that contains a notice indicating 
that the Open Game Content may only be Used under and in terms of this License. You must affix 
such a notice to any Open Game Content that you Use. No terms may be added to or 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.
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors 
grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this 
License to Use, the Open Game Content.
5. Representation of Authority to Contribute: If You are contributing original material as Open 
Game Content, You represent that Your Contributions are Your original creation and/or You have 
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6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this 
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are copying, modifying or distributing, and You must add the title, the copyright date, and the 
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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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