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RAZOR COUTERS

" WELCOME TO MYTHIC MINIS!

The mythic rules system introduced in the Pathfinder Roleplaying Game Mythic
Adventures hardback contains a wealth of new rtles, 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,
creatute, 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 48: MYTHIC GLOVES AND BRACERS
Mythic wondrous items'come in all shapes and sizes. The following represent a set
of items designed for the arms and hands of your mythic heroes.

ARCANAMACH’S VAMBRACE

‘Aura faint transmutation; CL 5th
Slot wrists; Price 16,000 gp; Weight 1 Ib.

DESCRIPTION

This bracer of leather is embossed with mithral plates and links of mithral wire. The
/ wearer can cast magic vestment once per day, and if the wearer targets a suit of armor
or shield she is wearing or wielding, it is treated as mithral for the purpose-of arcane
" spell failure and its armor check penalty for as long as the magic vestment effect lasts.
In addition, an arcanamach’s vambrace grants.a spellcaster with"the Arcane Strike
feat a number of benefits. When activating her Arcane Strike feat, she may choose
to add the feat’s bonus to combat maneuver checks or to her. CMD instead of as a
bonus to damage In addition, if she uses the aid another action to improve an ally’s
Armor Class while using Arcane Strike, her ally adds the wearer’s Arcane Strike
bonus-as a deflection bonus to its AC until the beginning of the wearer’s next turn.
When the wearer attacks using the Arcane Strike feat, her weapon is considered
magic and silver for the purpose of overcoming damage reduction. When she
damages an enemy using her Arcane Strike feat, she may designate one adjacent
ally; until the beginning of the wearer’s next turn, that ally also adds her Arcane
Strike bonus on successful melee attacks against the same creature.
A mythic wearer can activate the Arcane Strike feat once per round as a free
action rather than a swift action, and adds her mythic tier to her caster level to
determine the bonus granted by her Arcane Strike feat.

CONSTRUCTION

Requirements Craft Wondrous Item, Arcane Strike, magic weapon, shield; Cost
8,000 gp
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Aura faint transmutation; CL 5th ' ' 2
Slot wrists; Price 36,000 gp; Weight 1 1b. .

DESCRIPTION

These steel bracers are studded with jagged flanges of metal that sweep backwards,
guarding her elbows and serving as a deadly adjunct to her attacks. When the.wearer
hits with an unarmed strike or shield bash attack, or when she succeeds on a combat .
maneuver check, she can spend a swift action to slash the same target with the razor
couters, dealing 1d4 points of slashing damage plus 1 point of bleed damage. If the
wearer is fighting defensively or using Combat Expertise, she increases the dodge
bonus to AC she gains by 1, and if she is struck by an attack from a creature she
threatens she can use a immediate action to deal 1d4 points of slashing damage and
1 point of bleed damage to her attacker.

In addition to their use in melee, the wearer can mentally command the razor
couters to launch one or more flanges from the razor couters as if they were +1
wounding shuriken, using her. highest attack bonus. The wearer can launch one

i

flange as a swift action, two as a move action, three as a standard action, or all e
six as a full-round action. Attacking with the flanges does not provoke attacks of X
opportunity, and the wearer takes no nonproficiency penalty on attack rolls with . * .
them.

If the wearer is a mythic creature, the wearer adds her mythic tier to the Heal _
check DC to halt bleed damage dealt by the razor couters (including flanges used
as wounding shuriken), and magical healing halts the bleed damage only with a
successful caster level check (using the Hit Dice of the creator as its caster level if the
effect is supernatural) against the same DC.

CONSTRUCTION b

Requirements Craft Wondrous Item, bleed, keen edge; Cost 18,000 gp

B

ERRANT’S GAGE b

Aura moderate enchantment; CL 7th =
Slot hands; Price 12,000 gp; Weight 2 Ibs.

DESCRIPTION e

This leather gauntlet is sewn with a light steel mesh, but when worn with armor it
adapts to match the appearance of the wearer’s armor and any other glove worn.
When the wearer activates an ability that designates a specific creature that she
threatens as the target of the wearer’s wrath, such as a cavalier’s challenge, paladin’s
smite evil, or ranger’s quarry, she can make an unarmed strike with the errant’s gage
against that creature as part of the action used to activate that ability. The hand
wearing the errant’s gage must be free to make this attack, which is made using the
wielder’s highest attack bonus and without penalties for two-weapon fighting. A
blow with the errants gage is considered magical for the purpose of overcoming
damage reduction. If the attack hits, the wielder’s challenge, smite, or similar ability
functions as though the wearer were 2 levels higher than her actual level, and the
wielder gains a +2 bonus on Intimidate checks made to demoralize that creature.

If the wearer is a mythic creature, attacks made with the errants gage are
considered epic and magic for the purpose of overcoming damage reduction, and -
the wearer adds one-half her mythic tier (minimum 1) to her effective level for .
determining the effect of her challenge, smite, or similar ability and on Intlmldate_
checks made against the same creature. -

CONSTRUCTION

Requirements Craft Wondrous Item, heroism, magic weapon; Cost 6,000 gp
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il “ Aura faint transmutation; CL 3rd
Slot hands; Price 20,000 gp; Weight 2 Ibs. -

DESCRIPTION

These fingerless gloves of grayish silk disappear entirely when worn; or can be
commanded as a swift-action to change their appearance to look like any kind of
handwear similar to glamered armor. The wearer gains a +5 bonus on Disable Device
and: Sleight of Hand checks, and she also treats her rogue level as 4 levels higher
for. the purpose of trap sense, trapfinding, and any rogue talent that scales directly
with level, including her caster level for spell-like abilities gained through the minor
or major magic rogue talents. Felonious fingerless gloves do not affect sneak attack
damage per se; however, rogue talents whose effects are based on sneak attack, such
as bleeding attack, do function as though the wearer were 4 levels higher in terms
of sneak attack damage. :

A mythic creature wearing felonious fingerless gloves can spend a use of mythic
power when making a Disable Device or Sleight of Hand check to roll that check
twice, selecting the higher result and adding her mythic tier to the result. In
. addition, if the wearer has the trickster path (including from the Dual Path feat),
: " she can use the crime spree trickster path ability. ¢

Requirements Craft W_ondf‘ous Item, cat’s grace, disguise self; Cost 10,000 gp
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SERPENTIGINOUS GLOVES S E

Aura faint necromancy; CL 5th : . s
Slot hands; Price 18,000 gp; Weight 1 Ib.

DESCRIPTION B

These supple snakeskin gloves are decorated in fang-like patterns of multicolored
jade scales. The wearer gains immunity to contact poison and poisonous traps

“that would affect his hands, such as poisoned needle traps in the lock of a-door or~

chest. The wearer is not otherwise protected from poison. The gloves can be:worn
individually or as a set. One glove allows the wearer to use pernicious poison

by touch once per day. The other glove allows the use of accelerate poison (DC
13 Fortitude negates) by touch. The wearer can make a melee touch attack with
either glove to deliver one of these effects as an attack action or as part of a full
attack action in place of one of her normal attacks, or can deliver the.sanie effect
through a light or one-handed melee weapon held in the same hand as the glove as
part of a melee attack with that weapon. The wearer also can activate one or both
gloves as a standard action without attacking. The wearer can hold the charge on
either or both effects for up to 1 minute or until a successful attack is made. If a
weapon used in conjunction with the serpentiginous gloves is poisoned, the effects
of pernicious poison occur just before the target saves against the poison, while the
effects of accelerate poison occur afterward the save. -
A mythic creature wearing serpentiginous gloves can expend one use of its mythic
power as a move action to cause the fingers of both gloves to extend and animate
like a nest of tiny vipers for a number of rounds equal to the wearer’s mythic
tier, during which each glove can be used to deliver a single poison spell (DC 14"
Fortitude negates). This can be used in conjunction with the normal power of each..
glove, treating it as a poisoned weapon, but the abilities can also be used separately. ok L
On a hit the wearer can expend one use of mythic power as a swift action to add the -
result of her mythic surge to the save DC of the poison spell. Once a successful touch - .
attack has been made, the gloves and the wearer’s hands return to normal. T

CONSTRUCTION o

Requirements Craft Wondrous Item, accelerate poison, pernicious poison, ppisbn; .. -
Cost 9,000 gp :
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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 48: Mythic Gloves and Bracers, as well as all trademarks, registered
“ tradémarks, 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 Pul;hshmg, Inc. (Elements that have previously been_designated as Open
Game Content are not included in this declaration.)

Refererice 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 c6mputer 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 doés 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
Ceontributor 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
i =

terms of this License. b
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 ahd/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 usmg
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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