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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 43: MYTHIC RINGS
Mythic magical items are items that create unique mythic effects. Some can be used 
only by mythic wielders, while others are useful for all characters but have effects 
enhanced or new abilities unlocked in the hands of mythic wielders. 

Gauss Ring  Price 60,000 gp 
Slot ring; CL 7th; Weight ─
Aura moderate evocation
This ring of braided copper and crystal wire is typically unadorned with any stones. 
The wearer gains electricity resistance 20, and electricity damage prevented by this 
resistance is absorbed by the gauss ring, up to a maximum of 60 points per day. Each 
round as a swift action, the wearer can charge her melee attacks with stored electrical 
damage. While her melee attacks are charged in this way, she gains a +3 bonus on 
melee attack rolls against targets made of metal or that are wearing metal armor. 
If a charged melee attack hits, it deals an extra 1d6 points of electricity damage to 
the target, dissipating that charge. This electricity is dissipated without effect if she 
does not hit with a melee attack before the beginning of her next turn. If the wearer 
does not use this swift action while she has electricity stored in her gauss ring, she 
can discharge 1d6 points of electricity damage as an immediate action when she 
is struck with a natural weapon, unarmed strike, touch attack, or a melee attack 
with a metal weapon, dealing that damage to her attacker. If a creature attempts 
a grapple combat maneuver against the wearer, she can discharge 2d6 points of 
electricity damage as an immediate action; the grappler takes this damage and also 
takes a ─2 penalty on combat maneuver checks to grapple until the end of its next 
turn. Unused electricity stored in a gauss ring fades 24 hours after being absorbed. 
Electricity discharged by a gauss ring cannot be absorbed by it. 

A mythic wearer gains electricity resistance 30, and can expend one use of her 
mythic power as an immediate action to increase this resistance to 60 until the 
beginning of her next turn. The maximum amount of electricity damage she can 
absorb is increased by 5 times her mythic tier. Unlike a non-mythic wielder, this is 
not a daily limit, but rather how much electricity can be stored at one time by the 
gauss ring. If some of its absorbed energy is discharged, it can absorb more electricity 
damage up to this maximum. If the wearer confirms a critical hit with a melee attack 
which she has charged with electricity, she can discharge an additional 1d10 points 
of electricity damage into the attack, plus an additional 1d10 for each of the weapon’s 
critical multiplier points greater than x2. If the wearer discharges electricity into an 
attacker as an immediate action when an enemy confirms a critical hit against her 
in melee, she can discharge an equivalent amount of additional electricity damage 
based on the attacker’s critical multiplier. 

In addition, as a standard action, a mythic wearer can choose to discharge 
electricity damage in the form of a ray (range 60 feet) or a bolt of lightning that fills 
a 60-foot line-shaped burst (DC 14 Reflex half). The wearer can discharge up to 
6d6 points of stored electricity, plus 1d6 times her mythic tier. The ray or line deals 
one-half this amount of damage to the target or creatures within its area, or the same 
amount of damage if the wearer expends one use of her mythic power. 

Construction Requirements Cost 30,000 gp
Forge Ring, draconic reservoir, lightning bolt, shocking grasp 

Ring of Returning Price 25,000 gp 
Slot ring; CL 13th; Weight ─
Aura strong conjuration
This ring is crafted from overlapping bands of several different precious metals. Once per 
day when the wearer uses a teleportation effect, he can attune the ring of returning to his 
point of origin. At any point within one minute of leaving that location by teleportation, 
the wearer can return to his point of origin as if he had cast the same teleportation effect 
he used to leave it, with no chance of error or arriving in a different location. The ring 
of returning only returns the wearer to his point of origin; other creatures that traveled 
there by teleportation do not return with him. A familiar, animal companion, or similar 
creature with the share spells ability may accompany the wearer when he returns, as long 
as it is touching the wearer. If 1 minute passes without activating the ring of returning, the 
attunement fades and its power cannot be used. 

A mythic wearer can stay up to one hour at his destination before activating 
his ring of returning, and he may choose to bring some or all of the companions 
that accompanied him with the original teleportation effect back to their point of 
origin. All creatures returning with the wearer must be touching him. The wearer 
can extend the time spent at the destination by a number of hours equal to his 
mythic tier by expending one use of his mythic power. If the wearer is affected by 
a non-mythic effect that blocks teleportation, he can expend one use of his mythic 
power as part of activating the ring of returning to attempt a caster level check to 
overcome that effect. This check uses the ring’s caster level plus the wearer’s mythic 
tier against a DC of 11 plus the caster level of the effect. 
A ring of returning must be worn for 24 hours before its power can be used.  

Construction Requirements Cost 12,500 gp
Forge Ring, plane shift, greater teleport or word of recall

Ring of Truth  Price 50,000 gp 
Slot ring; CL 7th; Weight ─
Aura moderate divination
This ring of pure silver is usually unadorned or else set with small white stones. The wearer 
gains a +5 competence bonus on Sense Motive checks,  Diplomacy checks to gather 
information, Linguistics checks to spot forgeries, and Perception checks made to oppose 
Disguise or Sleight of Hand checks. The wearer can discern lies at will, but the wearer 
himself is also constrained to never knowingly lie, as if bound by a mark of justice. The 
effect of this mark of justice lasts for 24 hours after the wearer removes the ring of truth. 

A mythic wearer can expend one use of his mythic power to gain the benefits of 
mythic discern lies for as long as he continues concentrating (maximum 1 minute). 
He can also command the ring to radiate a zone of truth (DC 13) for a number of 
minutes per day equal to his mythic tier. These minutes need not be consecutive 
and can be allocated in 1-minute increments. Non-mythic creatures take a penalty 
on their saving throws equal to the wearer’s mythic tier against this zone of truth. If 
the wearer expends one use of his mythic power, this functions as a mythic zone of 
truth. Mythic discern lies and mythic zone of truth are described in Mythic Magic: 
Core Spells from Legendary Games.  

Construction Requirements Cost 25,000 gp
Forge Ring, discern lies, zone of truth

Ring of Warmth  Price 40,000 gp 
Slot ring; CL 7th; Weight ─
Aura moderate abjuration
The ring’s warmth flows through the wielder, granting her cold resistance 10, and 
whenever the wearer takes cold damage she begins healing 1 point of lethal and 1 point 
of nonlethal cold damage per round. This effect only heals cold damage taken while 
the ring of warmth was worn. Creatures adjacent to the wearer gain cold resistance 5 
and gain the benefits of endure elements against cold environments only. Once per 
day, the wearer can dispel (as dispel magic) a spell with the cold descriptor by touch. 

If the wearer is a mythic creature, the ring provides cold resistance 20, and all 
creatures within 10 feet gain cold resistance 10 and the benefits of endure elements 
against cold environments. The wearer can increase this radius by 10 feet per use of 
mythic power she expends, up to a maximum of 60 feet, and she can also expend 
one use of mythic power to grant the benefits of mythic endure elements to all 
creatures within this radius. The wearer can also use the dispelling power of the ring 
of warmth multiple times per day by expending one use of mythic power for each 
use after the first. If the target spell is a non-mythic spell, the wearer adds her mythic 
tier as a bonus on the caster level check to dispel it. 

Construction Requirements Cost 20,000 gp
Forge Ring, endure elements, resist elements
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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 43: Mythic Rings, 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 
sufficient rights to grant the rights conveyed by this License.
6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this 
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You 
are copying, modifying or distributing, and You must add the title, the copyright date, and the 
copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game Content you 
Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as 
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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