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By Jason Nelson
WELCOME TO MYTHIC MINIS!

" The mythic rules system introduced in the Pathﬁnder Rolepluymg Game Mythic

Adventures hardback contains a wealth of hew rules, but in one book there cannot
be room for everything. Sometimes there are large areas to cover with extensive
rules adaptations, biit 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
magicitems, 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 52: MYTHIC WEAPONS
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 newabilities unlocked in the hands of mythic wielders.

BLADE-EATING BATTLEAXE PRICE 21,010 GP

Slot none; CL 18th; Weight 6 Ibs.
Aura strong abjuration

Fhis +1 adamantine battleaxe allows its wielder to make combat maneuver checks

to sunder the weapons (or similar-wielded objects) of two adjacent creatures as a
standard action, making a separate combat maneuver check against each target. A

" mythic wielder can expend one use of mythic power to use a mythic surge, applying

the result of the surge die to both sunder checks. A mythic wielder of 3rd tier or above
can expend two uses of mythic power as a full-round action to attempt a sunder

* combat maneuver against the weapon of every creature he threatens. If he expends
- an additional use of mythic power, he can take a 5-foot step in the middle of his turn,

making some of these sunder maneuvers before and some after the 5-foot step.

" When an opponent atterhpts a combat maneuver check to disarm or sunder
a blade-edting battleaxe, or uses a parrying ability (such-as a duelist’s parry) to
deflect an attack or sunder maneuver made with the axe, the blade-eating battleaxe
wielder can use an attack of opportunity or an immediate action to attempt a
sunder.combat maneuver against the weapon used to perform the disarm, parry,
or sunder. This attack of opportunity sunder maneuver is resolved before the
opponent’s disarm, parry, or sunder. If the attacking weapon is broken, penalties
for the broken condition apply immediately. If the attacking weapon is destroyed,
the disarm, parry, or sunder automatically fails. If the disarm, parry, or sunder was
performed with a natural weapon or unarmed strike, resolve this as a normal attack
of opportunity (even if your attacker has Improved Disarm, Improved Sunder, or
a similar ability), or a single melee attack if you used this ability as an immediate
action, rather than a sunder maneuver.

CONSTRUCTION REQUIREMENTS COST 12,010 GP

Craft Magic Arms and Armor, haste, shatter

KINSLAYER’S KNIFE PRICE 46,308 GP

Slot none; CL 10th; Weight 2 Ibs.

“Aura moderate conjuration and transmutation

This +2 keen kinslayer®© kukri shows the name of its current (or most recent)
wielder written in blood on its black blade. Once per day, the wielder can use blood

- biography**C to learn information about the creature most recently wounded with the

kinslayer’s knife. Once this ability is used, that creature’s name also appears written
in-blood on the knife’s blade. As long as that creature’s name is on the blade of the

# kinslayer’s knife, its kinslayer property also applies to blood relatives of that creature.

When a mythic wielder wounds a creature with a kinslayer’s knife, as a swift action
she can discern which creatures (if any) within 30 feet are telated to that creature by
blood. If she expends one use of-her mythic power when doing so,-she can find the
nearest creature related by blood to the target, as locate creature. A mythic wielder
can use blood biography on a creature damaged by a kinslayer’s knife within the past
24 hours as a standard action by expending one use of mythic power, though only
one name other than the wielder’s own can be inscribed on the knife’s blade.

CONSTRU N REQUIREMENTS
Craft Magic Arms and Armor, blood biography, detect relations, keen'edge,

locate creature
e
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REDFLAME TROLLBLADE PRICE 56,335 GP

Slot none; CL 12th; Weight 6 lbs.

Aura strong conjuration and evocation

This +1 flaming burst humanoid (giant) bane bastard sword is inlaid with red copper
like licking flames down its blade. Its bane property is especially effective against
trolls, increasing its enhancement bonus by +3 and adding 3d6 points of damage
on each hit rather than the normal bane bonuses. A redflame trollblade glows yellow
when orcs are within 120 feet, orange when giants are within 120 feet, and bright red
when trolls are within 120 feet.

In the hands of a mythic wielder, a redflame trollblade gains the mighty cleaving

property, and when the wielder uses Cleave or Great Cleave against giants or trolls
it can expend one use of mythic power to use Mythic Cleave, and can take a 5-foot
step in between making Cleave attacks. Creatures the wielder threatens after making
this 5-foot step are valid targets for additional Cleave or Great Cleave attacks even if
the wielder did not threaten them before taking the 5-foot step.
A redflame trollblade sends out an empathic call to trolls within 1 mile. They can
sense the direction of the blade, and its presence fills them with hatred. Their
attitude becomes hostile and each troll is compelled as suggestion (DC 14) to seek
out the sword and destroy its wielder. A troll that successfully saves is immune to
this effect for 24 hours unless it comes within 120 feet of the sword, in which case it
must save again with a -3 penalty.

CONSTRUCTION REQUIREMENTS CosT 28,335 GP |

Craft Magic Arms and Armor, divine power, flame strike, summon monster I, utter

contempt’™

SILVERSPARK LONGBOW PRICE 71,500 GP

Slot none; CL 10th; Weight 3 lbs.
Aura moderate evocation
Int 10, Wis 10, Cha 10, Ego 10, AL: NG. A silverspark longbow possesses bhndsense
in a 30-foot radius and communicates by empathy. Each was crafted with the special
purpose to slay evil arcane spellcasters (including evil creatures that possess spell-
like abilities) and can sense the presence of such creatures within 60 feet, alertmg its
wielder to their presence.

Created to serve an ancient inquisition against evil witches and wizards, these +1
adaptive'* seeking shock composite longbows are crafted of magically flexible mithral.

Arrows shot from a silverspark longbow are considered silver weapons-for the”

purpose of overcoming damage reduction, and the bow itself gains spell resistance
25 (plus the wielder’s mythic tier, if any) against arcane spells and spell-like abilities
that duplicate arcane spells.

Once per day, the wielder of a silverspark longbow can fire a silvery lightning
bolt (DC 14) from the bow as a standard action. This lightning bolt affects arcane
spellcasters and creatures that possess spell-like abilities as the Disruptive Spell*”¢
metamagic feat. Electrical damage dealt by a silverspark longbow is one-half
electricity and one-half divine energy that is not subject to electricity resistance or
immunity.

Arrows shot from a silverspark bow by a mythic character gain the limning"* and
shocking burst properties when they strike an evil arcane spellcaster or evil creature
that possesses spell-like abilities. A mythic wielder can use the bow’s lightning bolt
more than once per day by expending one use of mythic power per additional use.

CONSTRUCTION REQUIREMENTS CoST 36,000 GP S

Craft Magic Arms and Armor, dispel magic, faerie fire, lightning bolt, true seeing,.

warp wood




ey CREDITS =~ =

AUTHOR: Jason Nelson
- ARTIST: Dio Mahesa
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 52:
Mythic Weapons, as well as all trademarks, registered trademarks, proper names
# (including the names of each character, location, item or monster umque to this
_ product), dialogue, plots, storylines, locations, characters, artworks, and trade
" dress, but excluding any content that is Product Tdentity of Paizo Publishing, Inc.
(Elements that have previously been demgnated as Open Game Content are not
1r1c1uded 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
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3. Offerand Acceptance: By Using the Open Game Content You indicate Your acceptance of the
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q

5. Representation of Authority to Contribute: If You are contributing original material as Opert
Game Content, You represent that Your Contributions are Your original creation and/or You have b
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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
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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.
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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. i
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.
15. COPYRIGHT NOTICE

Open Game License v 1.0a © 2000, Wizards of the Coast, Inc.
Mythic Minis 52: Mythic Weapons © 2015, Legendary Games; Author Jason Nelson. .
System Reference Document. © 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte
Cook, Skip Williams, based on material by E. Gary Gygax and Dave Arneson.

The Hypertext d20 SRD. © 2004, Jans W Carton.

Pathfinder Campaign Setting: Inner Sea Combat © 2014, Paizo Inc.; Authors: Dennis Baker, Jesse
Benner, John Compton, and Thurston Hillman. ;
Pathfinder Player Companion: Quests & Campaigns © 2013, Paizo Publishing, LLC; Authors:
Amanda Hamon and David N. Ross.

Pathfinder Roleplaying Game Advanced Player’s Guide. © 2010, Paizo Publishing, LLC; Author
Jason Bulmahn, James Jacobs, Steve Kenson, Hal Maclean, Rob McCreary, Erik Mona, Jason
Nelson, Stephen Radney-MacFarland, Sean K Reynolds, E. Wesley Schneider, James L. Sutter, Owen
Stephens, and Russ Taylor.

Pathfinder Roleplaying Game Bestiary. © 2009, Paizo Publishing, LLC; Author: Jason Bulmahn,
Brian Cortijo, Adam Daigle, Mike Ferguson, Joshua J. Frost, James Jacobs, Rob McCreary, Erik
Mona, Sean K Reynolds, E Wesley Schneider, Lisa Stevens, James L. Sutter, and Greg A. Vaughan.
Pathfinder Roleplaying Game Bestiary 2. © 2010, Paizo Publishing, LLC; Author: Wolfgang Baur,
Jason Bulmahn, Adam Daigle, Graeme Davis, Crystal Frasier, Joshua J. Frost, Tim Hitchcock,
Brandon Hodge, James Jacobs, Steve Kenson, Hal Maclean, Martin Mason, Rob McCreary, Erik
Mona, Jason Nelson, Patrick Renie, Sean K Reynolds, E Wesley Schneider, Owen K.C. Stephens,
James L. Sutter, Russ Taylor, and Greg A. Vaughan.

Pathfinder Roleplaying Game Bestiary 3. © 2011, Paizo Publishing, LLC; Author: Jason Bulmahn,
Jesse Benner, Adam Daigle, James Jacobs, Michael Kenway, Rob McCreary, Patrick Renie, Chris
Sims, E Wesley Schneider, James L. Sutter, and Russ Taylor.

Pathfinder Roleplaying Game Bestiary 4. © 2013, Paizo Publishing, LLC; Authors: Dennis Baker,
Jesse Benner, Savannah Broadway, Ross Byers, Adam Daigle, Tim Hitchcock, Tracy Hurley, James
Jacobs, Matt James, Rob McCreary, Jason Nelson, Tom Phillips, Stephen Radney-MacFarland,

Sean K Reynolds, E. Wesley Schneider, Tork Shaw, and Russ Taylor. MR

Pathfinder Roleplaying Game Core Rulebook. © 2009, Paizo Publishing, LLC; Author: Jason
Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Mythic Adventures. © 2013, Paizo Publishing, LLC; Lead Designer: -
Jason Bulmahn; Design Team: Stephen Radney-MacFarland and Sean K Reynolds; Authors:
Dennis Baker, Jesse Benner, Ben Bruck, Jim Groves, Tim Hitchcock, Tracy Hurley, Jonathan Keith,
Jason Nelson, Tom Phillips, Ryan Macklin, E Wesley Schneider, Amber Scott, Tork Shaw, Russ =~ *
Taylor, and Ray Vallese. b

Pathfinder Roleplaying Game Ultimate Combat © 2011, Paizo Publishing, LLC; Lead Designer:
Jason Bulmahn; Designers: Dennis Baker, Jesse Benner, Benjamin Bruck, Brian J. Cortijo, Jim
Groves, Tim Hitchcock, Richard A. Hunt, Colin McComb; Jason Nelson, Tom Phillips, Patrick
Renie, Sean K-Reynolds, and Russ Taylor. .

Pathfinder Roleplaying Game: Ultimate Equipment (OGL) © 2012, Paizo Publishing, LLC
Authors: Dennis Baker, Jesse Benner, Benjamin Bruck, Ross Byers, Brian J. Cortijo, Ryan Costello,
Mike Ferguson, Matt Goetz, Jim Groves, Tracy Hurley, Matt James, Jonathan H. Keith, Michael
Kenway, Hal MacLean, Jason Nelson, Tork Shaw, Owen KC Stephens, Russ Taylor, and ntimerous
RPG Superstar contributors

Pathfinder Roleplaying Game Ultimate Magic © 2011, Paizo Publishing, LLC; Lead Deslgner

Jason Bulmahn; Designers: Tim Hitchcock, Colin McComb, Rob McCreary, Jason Nelson, Stephen
Radney MacFarland, Sean K Reynolds, Owen K.C. Stephens, and Russ Taylor.

& —




