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W hy can’t the dead ever 
stay dead around us?”  

Valeros swung his longsword, 
decapitating the foremost 
skeleton, yet that only served 
to make room for the next 
two in line.
Three more skeletons clawed 

their way onto the ledge, and 
Seoni put them down with 
spears of burning light. “Must 
be your charming personality,” 
she scoffed. “Even the dead 
can’t resist you.” 
Valeros growled as he 

brought both swords 
down on a gleaming skull, 
smashing it into eggshell 
fragments. “Look, I know I 
should have kept my mouth 
shut. But how could anyone 
have known the queen was 
actually a necromancer?”
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M
ythic heroes are set apart from their contemporaries, 
capable of amazing feats of courage in the face of 
overwhelming odds. In spite of this, they’re still 

similar in many ways to other adventurers. They have hit 
points, an Armor Class, and saving throws—in fact, most 
of their statistics are comparable to non-mythic characters 
of an equal level. Where mythic characters differ is in the 
special abilities they gain from mythic paths—collections 
of similar abilities that they can choose to represent their 
mythic power. These abilities enhance mythic characters 
both in and out of battle, allowing them to take part in 
extraordinary, larger-than-life adventures.

CREATING A MYTHIC CHARACTER
Unlike normal characters, those with mythic power have 
greater ties to the world around them and a greater place 
in legend. A skilled fighter might impact the history of a 
region, but a mythic champion can change its fate, and 
his every move is chronicled and recorded. Because of this 
greater impact on the campaign world, creating a mythic 
character requires you to work with the GM to find your 
place in the story and determine the source of your power.

To create a mythic character, start by creating a normal 
character using the standard rules found in the Pathfinder 
RPG Core Rulebook. Despite their incredible abilities, 
mythic characters start with the same class features and 
abilities as normal ones.

The process by which your character becomes mythic 
is determined by the shape of the overall campaign. 
Generally, characters become mythic in one of two 
ways—either the GM decides to make the characters 
mythic as one part of the campaign, or their ascension 
and subsequent deeds are the central focus of the story 
from nearly the very beginning. Whichever path is 
chosen inf luences how you create your mythic character.

If mythic power is added to your character as part of a 
larger campaign (possibly only for a short period of time), 
that story defines the source of your newfound power, 
which is likely the same for all of the PCs. While you 
might not make all of the decisions about that power’s 
origins and nature, you will still be able to customize your 
character by selecting your mythic path and abilities. 

If mythic power will instead be a central theme of 
the entire campaign, each PC might have a different, 
individual source of power. In such a campaign, you 
should work with your GM to determine the source of 
your mythic power. This could be anything from contact 
with an ancient artifact to gaining the sponsorship of a 
deity. The GM might ask for all of the PCs to share some 
aspects of their power—such as its source—to give them 
a common bond, or you might come together as part of a 
larger destiny, a gathering of great heroes to accomplish 
truly legendary deeds.

In either case, there will be a moment in the campaign 
when you gain mythic power (or when it manifests, in the 
case of mythic power that has been latent in you since 
birth). This critical part of the story is called the moment 
of ascension. Depending on the style of the campaign, this 
could occur very early in the story or much later in your 
character’s career, as part of larger plotline. From this 
moment onward, your character is mythic, and gains a 
mythic path and a variety of mythic abilities.

Mythic Ascension
The moment a character gains her f irst mythic tier is 
called the moment of ascension (or simply ascension) 
and is usually concurrent with an extraordinary 
event. Generally speaking, the GM determines this  
event, which has many implications on the story of the 
character. Ascension determines the source of a mythic 
character’s power, and though this doesn’t affect the 
types of abilities she gains, it can inf luence future choices 
and roleplaying decisions.

The GM is free to invent any sort of event to serve as 
the moment of ascension, as required by the needs of the 
campaign. Chapter 4 includes more information for GMs 
to consider when designing the moment of ascension. 
The following ideas represent some of the most common 
means of ascension.

Artifact: The character comes into contact with an 
unstable artifact that unleashes some of its power into 
her, granting her mythic power. The mythic character 
might need to protect the artifact, as it is the source of 
her power.

Fated: The character was born under an auspicious sign, 
such as a planetary conjunction or lunar eclipse, and as 
such was destined to greatness. The moment of ascension 
comes when those circumstances repeat themselves and 
the character gains mythic power.

Godling: The mythic character is the child of a god, 
typically born from the union of that deity and a mortal. 
The moment of ascension is when the character learns of 
her true heritage or is visited by her divine parent (or an 
agent of that deity).

Granted: A divine agent or other incredibly powerful 
being calls upon the character to act as its representative. 
This role gives the character mythic power, but possibly 
only while serving the interests of this benefactor and 
while holding to that patron’s tenets.

Passed On: The character is present at the death of a 
powerful—perhaps even mythic—creature. In its final 
moments, it passes on its power to the character, granting 
mythic abilities. Alternatively, its power might not be 
given voluntarily, but rather taken by the PCs when they 
slaying a mythic creature. These methods could even be 
the way that all mythic power is gained in a campaign.
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Selecting a Path
Once you gain mythic power, you select a mythic path, 
which is much like an additional class. It determines the 
majority of your mythic abilities. But instead of gaining 
levels in a mythic path, you gain tiers that grant additional 
abilities and bonuses. Gaining a tier in a path doesn’t 
replace gaining experience and character levels. You still 
receive experience points for defeating challenges, but 
these apply only to your class levels. You gain additional 
mythic tiers by completing a number of trials; see Gaining 
Tiers on page 13.

Each path grants a number of specific abilities. In 
addition, all mythic characters have certain mythic abilities 
in common (see Table 1–1: Base Mythic Abilities on page 12). 
As soon as your mythic character achieves a new tier, you 
must select all of the new powers that come with that tier.

MYTHIC PATHS
Every mythic character belongs to a mythic path. Each 
path represents a journey into legend, and each tier in that 

path grants abilities and features related to that pursuit. 
Upon achieving his 1st mythic tier, a character must 
choose one mythic path to follow. Characters can choose 
from the following mythic paths.

Archmage: A master of arcane magic, the archmage 
casts powerful spells with great skill and ease, and shapes 
reality at whim. The powers of the archmage allow her 
to alter her spells, penetrate foes’ defenses, and master 
nearly any subject. While many of the archmage’s abilities 
are most valuable to a character with a high Intelligence 
score, those with high Charisma scores will also f ind 
a wide variety of powerful options. The path of the 
archmage is suitable for arcane spellcasters.

Champion: Unparalleled in combat, the champion 
stands triumphant on the battlef ield, surrounded by 
bruised and broken foes. The abilities of the champion 
allow him to deliver strikes more accurately, perform 
astounding combat maneuvers, and move effortlessly 
around the battlef ield. Characters with a high Strength 
score will find this path extremely useful, as will those 
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with a high Constitution score. The path of the champion 
is suitable for characters who rely on martial arms and 
combat maneuvers.

Guardian: None can get past the impervious 
guardian—those who threaten this devout hero’s charges 
are doomed to fail. The powers of the guardian allow her to 
hold her ground, protect her allies, prevent enemies from 
moving past her, and survive hits that would defeat lesser 
heroes. Characters that have a high Constitution score 
and frequently f ind themselves in the middle of combat 
gain valuable powers by becoming a guardian. The path 
of the guardian is suitable for those who routinely sustain 
massive amounts of damage.

Hierophant: Drawing on power that goes beyond the 
gods, the hierophant is an inviolate vessel for the divine. 
The abilities of the hierophant allow him to enhance the 
power of his spells, heal others with greater potency, and 
commune with the gods. Most characters that become 
hierophants have a high Wisdom score, although many 
also have an above-average Charisma score. The path of 
the hierophant is suitable for divine spellcasters.

Marshal: Inspiration and courage make the marshal 
the greatest leader, capable of leading troops to victory 
over any challenge. The powers of the marshal allow her 
to inspire others, which grants bonuses and additional 
opportunities to all of her comrades. Characters with a 
high Charisma score and an above-average Intelligence 
score will gain a variety of useful abilities by becoming 
marshals. The path of the marshal is suitable for those 
who continually aid others.

Trickster: Skill, training, and savvy make the trickster 
the master of the impossible—defying unbeatable 
obstacles and traps, tricking the wise, and hitting 
otherwise unattainable targets. The trickster’s abilities 
allow him to change his appearance, manipulate others, 
and strike with deadly accuracy. Characters with high 
Dexterity and Charisma scores have a lot to gain from 
becoming tricksters. The path of the trickster is suitable 
for those who rely on subterfuge and cunning.

Table 1–1: Base Mythic Abilities
Mythic	 Ability	 Mythic	 Base	Mythic	

Tier	 Score	 Feat	 Abilities

1st	 —	 1st	 Hard	to	kill,	mythic	power,	surge	+1d6

2nd	 1st	 —	 Amazing	initiative

3rd	 —	 2nd	 Recuperation

4th	 2nd	 —	 Surge	+1d8

5th	 —	 3rd	 Mythic	saves

6th	 3rd	 —	 Force	of	will

7th	 —	 4th	 Surge	+1d10

8th	 4th	 —	 Unstoppable

9th	 —	 5th	 Immortal

10th	 5th	 —	 Legendary	hero,	surge	+1d12

BASE MYTHIC ABILITIES
Every mythic PC gains a number of base abilities common 
to all mythic characters, in addition to the special abilities 
granted by each mythic path. These abilities are gained 
based on the character’s mythic tier.

Ability Score: Upon reaching the 2nd mythic tier, an 
ability score of your choice permanently increases by 2. At 
4th, 6th, 8th, and 10th tiers, another ability score of your 
choice permanently increases by 2; this can be an ability 
score you’ve already increased or a different ability score.

Mythic Feat: Select one mythic feat or non-mythic feat 
as a bonus feat. You must qualify for this feat normally. 
You gain another mythic feat at 3rd tier, and again every 
2 tiers thereafter.

Hard to Kill (Ex): Whenever you’re below 0 hit points, 
you automatically stabilize without needing to attempt a 
Constitution check. If you have an ability that allows you 
to act while below 0 hit points, you still lose hit points for 
taking actions, as specif ied by that ability. Bleed damage 
still causes you to lose hit points when below 0 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): Mythic characters can draw upon 
a wellspring of power to accomplish amazing deeds and 
cheat fate. This power is used by a number of different 
abilities. Each day, you can expend an amount of mythic 
power equal to 3 plus double your mythic tier (5/day at 1st 
tier, 7/day at 2nd, etc.). This amount is your maximum 
amount of mythic power. If an ability allows you to regain 
uses of your mythic power, you can never have more than 
this amount.

Surge (Su): You can call upon your mythic power to 
overcome diff icult challenges. You can expend one use 
of mythic power to increase any d20 roll you just made by 
rolling 1d6 and adding it to the result. Using this ability is 
an immediate action taken after the result of the original 
roll is revealed. This can change the outcome of the roll. 
The bonus die gained by using this ability increases to 
1d8 at 4th tier, 1d10 at 7th tier, and 1d12 at 10th tier.

Amazing Initiative (Ex): At 2nd tier, you gain a bonus 
on initiative checks equal to your mythic tier. In addition, 
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. You can’t gain an extra action in 
this way more than once per round.

Recuperation (Ex): At 3rd tier, you are restored to full 
hit points after 8 hours of rest so 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 points (up to a maximum of your full 
hit points) and regain the use of any class features that 
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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.

Mythic Saving Throws (Ex): At 5th tier, whenever you 
succeed at a saving throw against a spell or special ability, 
you suffer no effects as long as that ability didn’t come 
from a mythic source (such as a creature with a mythic 
tier or mythic ranks). If you fail a saving throw that results 
from a mythic source, you take the full effects as normal.

Force of Will (Ex): At 7th tier, you can exert your will to 
force events to unfold as you would like. As an immediate 
action, you can expend one use of mythic power to reroll a 
d20 roll you just made, or force any non-mythic creature 
to reroll a d20 roll it just made. You can use this ability 
after the results are revealed. Whoever rerolls a roll must 
take the result of the second roll, even if it is lower.

Unstoppable (Ex): At 8th tier, you can expend one use 
of mythic power as a free action to immediately end 
any one of the following conditions currently affecting 
you: bleed, blind, confused, cowering, dazed, dazzled, 
deafened, entangled, exhausted, fascinated, fatigued, 
frightened, nauseated, panicked, paralyzed, shaken, 
sickened, staggered, or stunned. All other conditions and 
effects remain, even those resulting from the same spell 
or effect that caused the selected condition. You can use 
this ability at the start of your turn even if a condition 
would prevent you from acting.

Immortal (Su): At 9th tier, if you are killed, you return 
to life 24 hours later, regardless of the condition of your 
body or the means by which you were killed. When you 
return to life, you aren’t treated as if you had rested, and 
don’t regain the use of abilities that recharge with rest 
until you next rest. This ability doesn’t apply if you’re 
killed by a coup de grace or critical hit performed by 
either a mythic creature (or creature of even greater 
power) or a non-mythic creature wielding a weapon 
capable of bypassing epic damage reduction. At 10th tier, 
you can be killed only by a coup de grace or critical hit 
made with an artifact.

Legendary Hero (Su): At 10th tier, you have reached the 
height of mortal power. You regain uses of your mythic 
power at the rate of one use per hour, in addition to 
completely refreshing your uses each day.

GAINING TIERS
A character’s mythic power is classif ied by tier, with a 
1st-tier mythic character already being signif icantly 
more powerful than a non-mythic character of the same 
level and a 10th-tier mythic character possessing nearly 
godlike puissance. Mythic tiers are similar to levels in a 

class or prestige class in that the powers gained at each 
tier are added to all those that came before, but tiers are 
gained in a different manner from levels. A character 
gains a new mythic tier by completing a number of trials 
that occur during play. A trial is a diff icult task that adds 
to the legend and story of your character. Achieving a new 
mythic tier occurs independently of experience point 
progression (though you will also gain experience points 
for the various encounters you complete as you progress 
through your trials).

Trials are moments in the story when you must rise 
above the deeds of lesser heroes. These moments become 
critical junctures in your legend. The GM decides what 
qualifies as a trial, and it’s up to you to complete it as you 
would other adventures. You might not even know you 
are attempting a trial until it is completed and the GM 
informs you to note it on your mythic character sheet 
(see page 248), though you’ll likely get an inkling when 
you find yourself facing a particularly challenging foe or 
attempting something that most would find impossible.

The number of trials required to attain each new 
tier appears on Table 1–2: Mythic Trials per Tier. For 
example, suppose a 5th-level f ighter discovers her mythic 
heritage and becomes a 1st-tier champion. Over a number 
of sessions, she earns enough experience points to gain 
her 6th level of f ighter. During this time, she doesn’t 
complete a trial, so she doesn’t advance to the next tier 
of the champion path. During the next session, however, 
she engages in a climactic battle against a mythic troll 
that has plagued the town for years; by defeating the troll, 
she completes her trial, allowing her to become a 2nd-tier 
champion. To reach 3rd tier, she will need to accomplish 
two more trials. A mythic character can’t gain more than 
10 tiers.

Note that the number of trials needed to achieve the 
next tier might vary from the number listed on Table 1–2. 
The GM can reduce or increase this number as needed to 
suit the campaign—refer to the Mythic Trials section in 
Chapter 4 for more guidance (see page 129).

Table 1–2: Mythic Trials per Tier
Tier	 Trials

1st*	 —

2nd	 1

3rd	 2

4th	 2

5th	 3

6th	 3

7th	 4

8th	 4

9th	 5

10th	 5

*	The	first	tier	is	gained	at	the	moment	of	ascension.
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ARCHMAGE
For most practitioners of the arcane arts, learning magic 
requires a great deal of study and practice. Even for those 
who draw magic from their blood, the effort can be taxing. 
Not so for the archmage. This master of the arcane draws 
power from the very fabric of reality itself, learning to 
weave magic easily and naturally.

The archmage is the master of arcane magic, and many 
of the abilities of this path enhance your ability to cast 
arcane spells or greatly increase their potency. In addition, 
may of the options in this path increase your knowledge of 
magic and of those who wield it. At the highest tiers, you 
can begin to break down the walls between the different 
types of magic and alter the very fabric of reality itself.

Role: As an archmage, you use your abilities to add a 
great deal of power to your arcane spells, enabling them 
to blast through defenses and cripple foes. Your mastery 
over the arcane arts and your vast knowledge are of great 
benefit to the rest of your group, and your talent at getting 
the most out of magic items can prove invaluable. Although 
you gain little in the way of defenses, your overwhelming 
offensive capabilities more than make up for it—though 
you should still avoid being engaged in melee.

Classes: The archmage is the most common path 
selection for characters capable of casting arcane spells, 
particularly sorcerers and wizards. Bards, summoners, and 
witches will find that this path has a great deal to offer, 
though some other paths might also prove useful to them. 

Bonus Hit Points: Whenever you gain an archmage 
tier, you gain 3 bonus hit points. These hit points stack 
with themselves, and don’t affect your overall Hit Dice or 
other statistics.

Table 1–3: Archmage
Tier	 Path	Features

1st	 Archmage	arcana,	path	ability

2nd	 Path	ability

3rd	 Path	ability

4th	 Path	ability

5th	 Path	ability

6th	 Path	ability

7th	 Path	ability

8th	 Path	ability

9th	 Path	ability

10th	 Path	ability,	true	archmage

Archmage Features
As you gain new tiers, you gain the following abilities.

Archmage Arcana: Select one of the following abilities. 
Once chosen, it can’t be changed.

Arcane Surge (Su): As a swift action, you can expend 
one use of mythic power to cast any one arcane spell 
without expending a prepared spell or spell slot. If you 

prepare spells, this spell must be one you prepared today 
(even if you have already cast it); if you’re a spontaneous 
caster, this spell must be one of your spells known. If the 
spell requires a saving throw, any non-mythic creatures 
affected by the spell roll twice and take the lower result. 
If you must attempt a caster level check for the spell to 
overcome a creature’s spell resistance, you can roll your 
caster level check twice (adding your tier to each) and take 
the higher result. You can’t add a metamagic feat to a 
spell you cast using this ability.

Mage Strike (Su): As a swift action, you can expend one 
use of mythic power to make one melee attack. This is in 
addition to any other attacks you make this round. If you 
expend one arcane spell that you’ve prepared or arcane 
spell slot that you have available, you gain a bonus on the 
attack roll equal to double the spell’s or slot’s level, and 
the attack deals an additional 2d6 points of energy damage 
(your choice of acid, cold, electricity, or fire) per level of 
the spell or slot expended. The normal damage from 
this attack bypasses all damage reduction, but the energy 
damage is still affected by resistances and immunities.

Wild Arcana (Su): As a swift action, you can expend one 
use of mythic power to cast any one arcane spell without 
expending a prepared spell or spell slot. The spell must 
be on one of your arcane class spell lists and must be of a 
level that you can cast with that arcane spellcasting class. 
You don’t need to have the spell prepared, nor does it need 
to be on your list of spells known. When casting a spell in 
this way, you treat your caster level as 2 levels higher for 
the purpose of any effect dependent on level. You can apply 
any metamagic feats you know to this spell, but its total 
adjusted level can’t be greater than that of the highest-level 
arcane spell you can cast from that spellcasting class.

Path Ability: At 1st tier and every tier thereafter, select 
one new path ability from the archmage path abilities 
lists or from the universal path abilities lists (see page 
50). Once you select an ability, it can’t be changed. Unless 
otherwise noted, each ability can be selected only once. 
Some abilities have requirements, such as a class ability 
or minimum mythic tier, that you must meet before you 
select those abilities.

True Archmage (Ex): At 10th tier, whenever you cast 
an arcane spell that targets one or more non-mythic 
creatures, each of those creatures must roll any saving 
throws against the spell twice and take the lower result. 
You gain spell resistance equal to 15 + your highest 
arcane caster level, but only against arcane spells. Once 
per round when your spell resistance protects you from 
a spell cast by an enemy mythic creature, you regain one 
use of mythic power.

1st-Tier Archmage Path Abilities
You can select these path abilities at any tier.

1414

paizo.com #2696554, Kevin Athey <drizzt@acm.org>, Aug 19, 2013

paizo.com #2696554, Kevin Athey <drizzt@acm.org>, Aug 19, 2013

3473677

3473677

3473677

435547

435547

435547



paizo.com #2696554, Kevin Athey <drizzt@acm.org>, Aug 19, 2013

paizo.com #2696554, Kevin Athey <drizzt@acm.org>, Aug 19, 2013

3473678

3473678

3473678

435548

435548

435548

Abundant Casting (Ex): Whenever you cast a spell that 
specifically targets a limited number of targets (such 
as “one creature/level” or “one or more creatures”), add 
your tier to the number of targets the spell can affect. For 
example, a 5th-level wizard/1st-tier archmage can target 
up to six creatures when casting haste (f ive from caster 
level 5th and one from 1st tier). Alternatively, you can 
expend one use of mythic power when casting a spell that 
affects only one target (such as “one creature”) to have the 
spell affect an additional target. If the spell requires you to 
succeed at a melee touch attack, you must hold the charge 
(Core Rulebook 185) in order to make a second touch attack.

Arcane Endurance (Ex): Treat your caster level as 4 
higher when determining the duration of spells you cast. 
This doesn’t alter any other variable effects of the spell. 

Bloodline Intensity (Su): Your mythic power intensifies 
your sorcerer bloodline. Select an additional bloodline 
feat from your bloodline’s list of feats. You must meet the 
prerequisites for that feat. You can also cast each of your 
bloodline spells once per day without them counting 
toward the number of spells you can cast per day. You 
must have the bloodline class feature to select this ability.

Competent Caster (Ex): You automatically succeed at 
concentration checks to cast arcane spells. This ability 
doesn’t apply to spells of the highest spell level you can cast.

Coupled Arcana (Ex): Whenever you spend a standard 
action, move action, or swift action to activate an arcane 
school power, bardic performance, bloodline power, hex, 
or magus arcana, you can also activate an ability that uses 
mythic power as a free action. The mythic ability you activate 
must require the same action type as the other ability  
you activated or faster (a swift action is faster than a move 
action, and a move action is faster than a standard action).

Crafting Mastery (Ex): You can craft any magic item 
as if you had the necessary item creation feats. If you 
actually have the item creation feat needed for a magic 
item you’re crafting, whenever you attempt a skill check 
to create that item, roll twice and use the higher result, 
and you make twice as much progress on the item for any 
time spent. This ability does not reduce the item’s cost or 
any other requirements. 

Deep Understanding (Ex): You automatically identify 
any arcane spell cast within 60 feet of you if it’s on your 
class’s spell list and you’re of a high enough level to 
cast it. Whenever you attempt to identify a non-artifact 
magic item using detect magic, you automatically learn 
its properties and command words in the f irst round 
of the spell (no Spellcraft roll needed), but you can’t 
automatically determine whether it’s cursed.

Eldritch Breach (Su): You are adept at breaching 
magical defenses and overcoming resistance to your 
magic. When attempting a caster level check to dispel an 
effect, overcome spell resistance, or otherwise determine 

whether your magic affects a target (such as with knock 
or neutralize poison), roll twice and take the higher result.

Elemental Bond (Su): You are connected to one of the 
elemental planes. Select one elemental plane: air, earth, 
f ire, or water. Whenever you cast a spell with a descriptor 
matching that plane, add your tier to your caster level for 
that spell. You gain resistance 10 against an energy type 
associated with your chosen plane—electricity for air, 
acid for earth, f ire for f ire, and cold for water. At 6th tier, 
this resistance increases to 20. At 9th tier, this resistance 
increases to 30.

Enduring Armor (Su): You are protected by armor 
made of force. This armor grants you an armor bonus 
to AC equal to 3 + your tier. This ability is an abjuration 
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effect with a spell level equal to your tier. If this armor 
is dispelled or otherwise ended, you can reactivate it as 
a swift action.

Energy Conversion (Su): Whenever you cast a spell 
with the acid, cold, electricity, or f ire descriptor, you can 
expend one use of mythic power to switch the energy type 
to a different one of those energy types. If the spell normally 
has its original energy type as a descriptor, it loses that 
descriptor and gains the new type as a descriptor. All 
other effects of the spell remain unchanged. 

Enhance Magic Items (Ex): Your mythic presence 
enhances the power of certain magic items. Add half 
your tier to the caster level of potions, scrolls, staves, 
and wands you use. When using a staff or wand, you may 

activate the item by expending one use of mythic power 
instead of one of the item’s charges.

Flash of Omniscience (Ex): Your ability to recall 
information is astounding. When you take 10 on any 
Intelligence-based skill check, add your tier to the 
result. As a free action, you can expend one use of mythic 
power to ask one question as if using divination. The 
base chance for a correct answer is 70% + your highest 
arcane caster level + your tier (maximum 100%). The 
answer doesn’t come from a divine agent, but from your 
own native understanding; therefore, the answer is never 
cryptic. If you don’t get a correct answer, it’s like failing 
a Knowledge check, and you can’t use this ability on this 
question again.

Flexible Counterspell (Su): Your mythic power enhances 
your ability to counter others’ spells. As an immediate 
action, you can expend one use of mythic power to 
attempt to counter a spell. This ability otherwise works 
like readying an action to counter a spell, except instead 
of using the exact spell or dispel magic, you can instead 
expend a spell or spell slot of a level equal to or higher 
than the target spell.

Flexible School (Ex): Select one wizard arcane school 
that is not your arcane school. You gain powers from that 
arcane school, treating your tier as your wizard level for 
the purposes of these powers. Once you have chosen the 
arcane school, it cannot be changed. You cannot select 
an arcane school that is one of your opposition schools. 
You must have the arcane school class feature to select 

this ability. You can choose this ability up to three 
times, each time selecting another arcane school 
other than your own.

Greater Familiar Link (Su): You have bound 
yourself so deeply to your familiar that your life forces 

are intertwined. Anytime you or your familiar takes 
damage, you may split the damage evenly between you 
and your familiar as if using shield other. Using this 
ability doesn’t require an action, but it works only if 
you’re conscious and both you and your familiar are alive. 
You must have a familiar to select this ability.

Harmonious Mage (Ex): Your wizardly studies have 
moved beyond the concept of opposition schools. Select 
two opposition schools. These are no longer opposition  
schools for you, preparing spells from one of these schools 

now only requires one spell slot of the appropriate level 
instead of two, and you no longer take the –4 Spellcraft 
penalty for crafting items from an opposition school. 

You must have the arcane school class ability to 
select this ability, and your arcane school can’t 
be universal.

Mythic Bloodline (Su): When determining the 
effects of your bloodline powers, you’re considered  

4 levels higher. This increases the effects of powers you 
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have access to, but doesn’t grant you powers at a lower 
level than normal. If you have a sorcerer bloodline 
power that can be used multiple times per day, such as 
metamagic adept, you gain a number of extra uses of that 
power equal to half your tier (minimum 1). You must have 
the bloodline class feature to select this ability.

Mythic Hexes (Su): Your hexes are more effective 
against non-mythic targets. When you use a hex that 
requires a saving throw against a non-mythic target, that 
target is automatically affected for 1 round (which doesn’t 
count toward the hex’s duration) and can’t attempt a 
saving throw to resist the hex. On your turn the next 
round, the creature attempts its saving throw as normal. 
If it succeeds at this saving throw, it breaks free of the 
hex; otherwise, it’s affected as normal. You must have the 
hex class feature to select this ability. You can select this 
ability twice. If you select it a second time, it also affects 
your major hexes.

Mythic School (Su): When determining the effects of 
your arcane school powers, you’re considered 4 levels 
higher. This increases the effects of powers you have 
access to, but doesn’t grant you powers at a lower level 
than normal. If you have an arcane school power that can 
be used multiple times per day, such as blinding ray, you 
gain a number of extra uses of that power equal half your 
tier (minimum 1). You must have the arcane school class 
feature to select this ability.

Perfect Preparation (Ex): You have discovered the secret 
to preparing spells without having to refer to outside 
sources. You no longer need to prepare spells from a 
spellbook (if you’re a magus or wizard) or a familiar (if 
you’re a witch). You still must spend the normal amount 
of time preparing spells. You may keep or discard your 
spellbook or familiar.

Rapid Preparation (Su): You can prepare a spell in an 
open spell slot in only 1 minute instead of the normal 15 
minutes. You can prepare spells in all of your available 
spell slots in only 15 minutes instead of the normal 1 
hour. As a swift action, you can expend one use of 
mythic power to instantly prepare one spell in an open 
spell slot.

Resilient Arcana (Su): Your spells and effects become 
more diff icult to identify and dispel. Add your tier to the 
DC of any checks to identify your spells, recognize them 
as they are being cast, or dispel them using dispel magic 
or similar effects.

Sensory Link (Su): As a standard action, you can see 
and hear through your familiar’s eyes and ears. While 
using this ability, you can’t see or hear using your normal 
senses. You can speak through your familiar using any 
language you know, even if the familiar can’t normally 
speak. You may end the link and restore your own senses 
as a standard action. While linked, you can expend one 

use of mythic power to cast a spell and have it originate 
from your familiar instead of you. You must have a 
familiar to select this ability.

Shifting Mastery (Su): Whenever you cast or use an 
arcane polymorph spell, you can grant the target the 
ability to expend 1 minute of the spell’s duration to 
assume another form allowed by the spell. Changing 
form in this way is a standard action. The target can 
assume another form as often as it likes for the duration 
of the spell. If you’re the target, you can change forms 
as a swift action rather than a standard action. If you 
expend one use of mythic power when you cast the spell, 
you can also grant the target the ability to assume the 
shape of one specif ic individual that the spell could 
duplicate (for example, the target could use polymorph 
to assume the form of a specif ic animal, humanoid, or 
elemental, but not a dragon because dragon forms aren’t 
allowed by polymorph). This specif ic creature must be 
known to you, but it doesn’t have to be known by the 
target. The target gains a +10 bonus on Disguise checks 
to pass as that individual, but Bluff checks or knowledge 
of the individual might be required to make the disguise 
truly convincing.

Speedy Summons (Su): When you cast a summon monster 
spell, the casting time is 1 standard action instead of 1 
round. If you expend one use of mythic power, the casting 
time becomes 1 swift action. If you’re a summoner, as a 
full-round action you can expend one use of mythic 
power to summon your eidolon. You must be at least 3rd 
tier to select this ability.

Spellbane Counterstrike (Su): With a quick sprint, you 
retaliate against the caster of a spell you countered. When 
you successfully counter a spell, you can move up to your 
speed as part of the counterspell action, as long as you 
end your movement with the target of the counterspell 
within melee reach. Your movement from this ability 
doesn’t count toward your total movement for the round. 
If the target’s casting would have provoked an attack 
of opportunity, you can immediately take an attack of 
opportunity against the target.

Telekinetic Master (Su): You can use mage hand or 
open/close at will as a standard action, and you can affect 
unattended magical objects with mage hand. The weight 
limit for these abilities increases by 5 pounds per tier. 
Treat your caster level as 2 levels higher when casting 
levitate, telekinesis, and similar spells.

Throw Spell (Su): When casting a melee touch spell, 
you can expend one use of mythic power to throw that 
spell as a ranged touch attack. The range of this thrown 
spell is 10 feet per tier. If the spell allows you to make 
multiple melee touch attacks, you may make any number 
of the attacks as melee touch attacks and throw the rest 
as you see f it.
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3rd-Tier Archmage Path Abilities
You must be at least 3rd tier to select these path abilities.

Arcane Metamastery (Su): As a swift action, you 
can expend one use of mythic power and pick any one 
metamagic feat you know that increases the slot level of 
the spell by 0 or 1 levels. For the next 10 rounds, you can 
apply this metamagic feat to any arcane spell you cast 
without increasing the spell slot used or casting time. 
You can also use this ability on an arcane spell you cast 
from a scroll, staff, or wand. You can’t have more than 
one use of this ability active at a time. If you use this 
ability again, any previous use immediately ends (though 
this doesn’t affect spells already cast). You can select this 
ability more than once. Each time you select this ability, 
the maximum spell slot level increase of the metamagic 
feat you can choose goes up by 1, to a maximum of 4.

Arcane Potency (Su): Choose one of your arcane 
spellcasting classes. You gain four bonus 1st-level 
arcane spell slots for that class (like the bonus spells 
gained from a high ability score). This ability doesn’t 
change your number of spells known. You can select this 
ability more than once. If you choose the same arcane 
spellcasting class a second time, you gain four bonus 
2nd-level spell slots; if you choose it again, you gain 3rd-
level slots for choosing it a third time, and so on. This 
ability can’t grant you bonus spells for a spell level that 
you don’t have the ability to cast. 

Bloodline Immunity (Su): The intense power of your 
sorcerer blood makes you immune to the weapons you 
rely on. You don’t take damage or suffer harmful effects 
from spells on your bloodline spell list, even ones you 
aren’t of a high enough level to cast. If you’re targeted 
by any of these spells, as an immediate action you 
can expend one use of mythic power to turn the spell 
back upon the original caster as if using spell turning. 
Beneficial effects of spells on your bloodline spell list 
affect you normally. You must have the bloodline class 
feature to select this ability.

Component Freedom (Ex): When you cast an arcane 
spell, you can ignore one component of the spell: focus, 
material, somatic, or verbal. You can ignore a focus or 
material component only if its total value is equal to or 
less than 100 gp × your tier. You can select this ability 
more than once; each time you take this ability, the 
number of components you may ignore for each spell you 
cast increases by 1.

Eldritch Flight (Sp, Su): You gain a bonus on Fly 
checks equal to your tier. As a standard action, you can 
expend one use of mythic power to f ly (as the f ly spell) 
for a number of minutes equal to your tier. At 6th tier, 
you instead gain a supernatural f ly speed of 60 feet (40 
feet if you wear medium or heavy armor, or are carrying a 
medium or heavy load).

Many Forms (Su): You can alter your appearance at will 
as if using alter self. You can expend one use of mythic 
power to change shape as if using polymorph, with a 
duration of 1 minute per tier. Your caster level for this 
ability is a number equal to 10 + your tier. At 6th tier, the 
duration of the polymorph ability increases to 10 minutes 
per tier.

Mirror Dodge (Su): When hit by a melee or ranged 
attack, you can expend one use of mythic power as an 
immediate action to replace yourself with an illusory 
duplicate and teleport to any open square within 30 feet 
of your current position. You take no damage from this 
attack, which instead destroys your illusory duplicate 
(similar to mirror image). Using this ability requires a line 
of effect to the square into which you teleport.

Mythic Spellpower (Sp): You have a pool of magical 
power you can draw upon for casting mythic spells (see 
Chapter 3). Up to twice per day, you can use this power to 
cast a mythic spell without expending any uses of mythic 
power. You can select this ability up to three times; each 
time you do, you gain two additional uses of this ability 
per day.

Reverse Scrying (Su): When you notice a scrying sensor 
created by a scrying magical effect, you can expend one 
use of mythic power as a standard action to use that 
sensor to observe its creator. If the initial scrying effect 
allows the target a saving throw, the sensor’s creator can 
attempt a saving throw with a DC equal to 10 plus double 
your tier to realize you are attempting to observe it and 
block this attempt. If you act strangely once you notice 
the sensor, its creator might realize you’re aware of it; 
at the GM’s discretion, you may need to attempt a Bluff 
check against the creator’s Sense Motive. If your reverse 
scrying goes unnoticed, you can expend an additional use 
of mythic power to control what the caster perceives, as if 
you had cast false vision with a duration of concentration 
and a caster level equal to double your tier.

Spell Sieve (Sp): If you successfully counterspell an 
arcane spell that is on your spell list and of a level you 
can cast, you can absorb the countered spell’s power and 
use it for your own purposes. On your next turn, you can 
cast that spell as a spell-like ability using your arcane 
spellcaster level as the caster level.

Tangible Illusion (Su): You can temporarily transform 
an illusory object into a real one. As a full-round action, 
you can expend one use of mythic power to temporarily 
transform a single object created by an illusion spell 
that you cast into a physical, nonmagical version of that 
object. The object lasts for 10 minutes per tier, after 
which it reverts to being an illusion (or vanishes, if the 
duration of the original illusion has expired). During 
that time, the illusion gains all the physical properties of 
the depicted illusory object. You must touch the illusion 
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to use this ability, and the object can be no larger than 5 
cubic feet per tier. For example, if you create an illusory 
stone door, you transform it into an actual nonmagical 
stone door.

6th-Tier Archmage Path Abilities
You must be at least 6th tier to select these path abilities.

Channel Power (Su): You gain the ability to channel raw 
arcane power into a spell. You can also expend one use of 
mythic power when casting an arcane spell to increase its 
damage by 50%. If the spell has a duration greater than 
1 round, the duration doubles. Any saves required by the 
spell take a –4 penalty, although for mythic creatures, 
this penalty is reduced to –2. This spell ignores any spell 
resistance the targets have, although targets immune to 
the spell or to magic still retain that protection.

Divine Knowledge (Ex): You can use arcane power to 
cast a small number of divine spells. Choose three 1st-
level spells from the cleric spell list or three 1st-level 
spells from the druid spell list. You can add those spells 
to your spellbook (if you’re a magus or wizard) or familiar 
(if you’re a witch) for free and can cast those spells as if 
they were arcane spells on your class list. You can select 
this ability up to three times. Each time you select it, 
you choose three more spells from the same class’s spell 
list (cleric or druid), and the highest spell level you can 
select from increases by 1 (up to 2nd level the second time 
and up to 3rd level the third time). You must be a magus, 
witch, or wizard to select this ability.

Eldritch Reciprocation (Su): You can choose to take 
extra damage from an arcane spell to replenish mythic 
power. When you are hit by or fail a saving throw 
against an arcane spell that deals hit point damage, as 
an immediate action you can choose to take damage as if 
that spell were affected by the Maximize Spell feat. If the 
spell’s damage can’t be increased by the Maximize Spell 
feat or is already under the effect of the Maximize Spell 
feat, you instead take double damage from it. The spell’s 
damage ignores your spell resistance, energy resistance, 
energy immunities, and other protections against damage. 
If you take at least 25 points of damage from the spell, you 
regain one use of mythic power.

Sanctum (Su): You gain access to your own personal 
extradimensional sanctum. By concentrating for 1 minute 
without interruption, you conjure the door to your own 
personal sanctum, similar to mage’s magnificent mansion, 
but with the following differences. The sanctum takes up 
a space equal to six 20-foot cubes per tier, shapeable when 
you f irst create it as if it were a spell whose area or effect 
is shapeable. The sanctum is permanent and persistent, 
so you can store objects within the sanctum and retrieve 
them on future visits. The sanctum includes one unseen 
servant per tier. When you conjure the sanctum’s door, 

you decide which creatures can see and use it (to all 
other creatures it’s invisible and impermeable). The 
door remains until you dismiss it—a standard action 
with unlimited range as long as you are on the same 
plane as the door. If you dismiss the door while you 
are outside the sanctum, all creatures other than your 
familiar are immediately shunted outside. Conjuring the 
door automatically dismisses any other active door. As 
a full-round action, your familiar can enter or leave the 
sanctum from any square adjacent to you, without using 
the conjured door.

Archmage Builds
When	 selecting	 your	 archmage’s	 path	 abilities,	 you	 may	

wish	 to	 consider	 the	 following	 themes.	 Each	 suggests	

complementary	path	abilities,	with	different	interpretations	

of	what	it	means	to	be	mythic	master	of	the	arcane.

Archmages	may	wish	 to	 take	the	mythic	spellcasting	

universal	path	ability	(see	page	50).

Arcane	Power:	This	theme	focuses	entirely	on	being	an	

arcane	powerhouse,	thereby	getting	the	most	out	of	your	

spells.	 1st-Tier Path Abilities—abundant	 casting,	 arcane	

endurance,	 eldritch	 breach,	 energy	 conversion,	 resilient	

arcana;	 3rd-Tier Abilities—arcane	 metamastery,	 arcane	

potency,	 mythic	 spellpower;	 6th-Tier Abilities—channel	

power,	eldritch	reciprocation.

Defensive	 Caster:	 Spellcasters	 who	 take	 this	 route	

focus	on	abilities	that	protect	them	and	those	that	counter	

the	 spells	 of	 others.	 1st-Tier Path Abilities—competent	

caster,	 enduring	 armor,	 flexible	 counterspell,	 spellbane	

counterstrike;	 3rd-Tier Abilities—eldritch	 flight,	 mirror	

dodge,	spell	sieve;	6th-Tier Abilities—eldritch	reciprocation.

Knowledge	 Master:	 Characters	 seeking	 to	 master	

nearly	any	subject	(and	some	unknown)	should	consider	

the	abilities	of	 this	 theme.	1st-Tier Path Abilities—deep	

understanding,	 flash	 of	 omniscience,	 sensory	 link;	 3rd-

Tier Abilities—reverse	 scrying;	 6th-Tier Abilities—divine	

knowledge,	sanctum.

Prepared	Archmage:	Arcane	spellcasters	who	prepare	

their	spells	should	consider	the	abilities	of	this	theme.	1st-

Tier Path Abilities—flexible	 school,	 greater	 familiar	 link,	

harmonious	 mage,	 mythic	 school,	 perfect	 preparation,	

rapid	preparation;	3rd-Tier Abilities—arcane	metamastery,	

arcane	potency;	6th-Tier Abilities—divine	knowledge.

Spontaneous	 Archmage:	 This	 theme	 empowers	

spontaneous	 spellcasters.	 1st-Tier Path Abilities—

bloodline	 intensity,	 elemental	 bond,	 energy	 conversion,	

mythic	 bloodline;	 3rd-Tier Abilities—bloodline	 immunity,	

component	freedom;	6th-Tier Abilities—channel	power.
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CHAMPION
The champion is the pinnacle of skill at arms and armor. 
No ordinary f ighter could hope to match the skill with 
a blade, a bow, or an axe that surges within a mythic 
champion. The champion turns aside blows and shatters 
shields with every movement, all while racing gracefully 
across the chaotic battlef ield. When the screams of fallen 
foes die down, the champion stands strong and defiant in 
blood-spattered armor, hefting a weapon and shouting a 
terrifying war cry.

Role: As a champion, your role is to take the f ight to 
your enemies. Using devastating melee powers, you can 
crush your enemies before they even have a chance to 
harm you and your allies. Few can match your skill at 
arms or your ability to perform amazing feats of strength. 
The champion abilities allow you to control your foes, 
move easily around the battlef ield, and challenge a large 
number of foes all at once. The rest of the party can count 
on you to dominate any melee you charge into. 

Classes: While members or nearly any class could 
be champions, those who focus on melee attacks— 
barbarians, cavaliers, f ighters, monks, paladins, and 
rangers—will f ind the abilities in this path most 
attractive and useful. However, even magi or rogues 
could f ind that the path of the champion is an excellent 
way to augment their abilities.

Bonus Hit Points: Whenever you gain a champion 
tier, you gain 5 bonus hit points. These hit points stack 
with themselves, and don’t affect your overall Hit Dice or 
other statistics.

Table 1–4: Champion
Tier	 Path	Features

1st	 Champion’s	strike,	path	ability

2nd	 Path	ability

3rd	 Path	ability

4th	 Path	ability

5th	 Path	ability

6th	 Path	ability

7th	 Path	ability

8th	 Path	ability

9th	 Path	ability

10th	 Legendary	champion,	path	ability

Champion Features
As you increase in tier, you gain the following abilities.

Champion’s Strike: Select one of the following abilities. 
Once chosen, it can’t be changed.

Distant Barrage (Ex): As a swift action, you can expend 
one use of mythic power to make a ranged attack at your 
highest attack bonus. This is in addition to any other 
attacks you make this round. When making this attack, 
ignore the target’s cover and concealment other than 

total cover, and add your tier to the attack roll. Damage 
from this attack bypasses all damage reduction.

Fleet Charge (Ex): As a swift action, you can expend 
one use of mythic power to move up to your speed. At 
any point during this movement, you can make a single 
melee or ranged attack at your highest attack bonus, 
adding your tier to the attack roll. This is in addition to 
any other attacks you make this round. Damage from this 
attack bypasses all damage reduction.

Sudden Attack (Ex): As a swift action, you can expend 
one use of mythic power to make a melee attack at your 
highest attack bonus. This is in addition to any other 
attacks you make this round. When making a sudden 
attack, you roll twice and take the better result, adding 
your tier to the attack roll. Damage from this attack 
bypasses all damage reduction.

Path Ability: At 1st tier and every tier thereafter, select 
one new path ability from the champion path abilities lists 
or from the universal path abilities lists (see page 50). Once 
you select an ability, it can’t be changed. Unless otherwise 
noted, each ability can be selected only once. Some abilities 
have requirements, such as a class ability or minimum 
mythic tier, that you must meet before you select them.

Legendary Champion (Ex): At 10th tier, whenever you 
make an attack roll against a non-mythic foe and miss, 
you may immediately roll again. You must take the 
second roll, even if it’s lower. Once per round when you 
roll a natural 20 on an attack roll, you regain one use of 
mythic power.

1st-Tier Champion Path Abilities
You can select these path abilities at any tier.

Aerial Assault (Su): You can charge at creatures in the 
air, or leap across obstacles as part of a charge. When 
making a charge attack, you can expend one use of 
mythic power to include a single Acrobatics check made to 
jump, adding 10 feet per tier to the height or distance you 
jump. You take no falling damage from the height gained 
as part of this leap. If your attack hits, you may deal an 
amount of additional damage equal to the falling damage 
appropriate for the height you reached. Alternatively, you 
may replace your melee attack from this charge with a 
grapple check. If you successfully grapple a creature, you 
bring it to the ground with you at the end of your jump, 
and it takes an appropriate amount of falling damage for 
the height it was at when you grappled it.

Always a Chance (Ex): You don’t automatically miss 
when you roll a 1 on an attack roll.

Always Armed (Ex): You don’t take any penalties from 
using an improvised weapon. In addition, whenever you 
confirm a critical hit with an improvised weapon, you 
can treat its critical multiplier as ×3 instead of ×2, but the 
weapon is destroyed.
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Armor Master (Ex): You don’t take an armor check 
penalty or incur a arcane spell failure chance when 
wearing light armor or using a shield (including a tower 
shield). In addition, the maximum Dexterity bonus of light 
armor doesn’t apply to you. You can select this ability up 
to three times. The second time, it also applies to medium 
armor. The third time, it also applies to heavy armor.

Backlash (Ex): You strike back at those who penetrate 
your defenses. Whenever an adjacent enemy confirms 
a critical hit against you, that enemy also provokes an 
attack of opportunity from you. If you have used all of 
your attacks of opportunity for the round, you may 
expend one use of mythic power to make this attack of 
opportunity anyway.

Blowback (Ex): As a standard action, you can expend 
one use of mythic power to make one melee or ranged 
attack at your full base attack bonus. If the attack 
hits, your foe is also knocked directly away from you a 
distance equal to 10 feet per tier. If the foe strikes a solid 
object before reaching this distance, it takes 1d6 points 
of bludgeoning damage for every 10 feet it couldn’t travel. 
If it strikes another creature, both it and the creature it 
strikes take half this damage.

Burst Through (Ex): When you charge, you can move 
through allies and opponents almost as if they were 
not there to obstruct your path. You can move through 
squares containing allies freely, but you must succeed at 
an overrun combat maneuver check for each opponent 
that obstructs your path to the target of your charge. 
If the result of the check exceeds the opponent’s CMD, 
you may move through the opponent’s square and 
continue toward the target without provoking an attack 
of opportunity from that opponent. If you fail any of 
these combat maneuver checks, your movement ends in 
the square before that opponent, but you may resolve the 
charge attack against the foe that stopped you. 

Clean Blade (Ex): Whenever you score a critical 
hit, as a free action you can make a ranged 
touch attack to f ling the blood and gore at 
another opponent within 30 feet. If the touch 
attack hits, the foe is sickened for a number of 
rounds equal to your tier. If the touch attack is 
a critical hit, the foe is also blinded for the same 
duration. A blinded foe can spend a full-round 
action to remove the gore and end the blindness. 
At the GM’s discretion, creatures that are 
immune to disease, those that live in f ilth (such 
as otyughs), or those that revel in bloodshed 
(such as demons) might be immune to the 
sickened effect of this ability.

Climbing Master (Ex): You gain a climb 
speed equal to your base land speed and 
a +8 racial bonus on Climb checks. If you already have 

a climb speed, your base climb speed increases by 30 
feet. In addition, you retain your Dexterity bonus to AC 
while climbing. You can climb perfectly f lat or smooth 
surfaces, treating them as if they had a Climb DC of 40.

Crusader (Ex): Your prowess and ability draw countless 
followers to your banner. You gain followers as if you 
had the Leadership feat. In addition, you add your tier 
to your leadership score when determining the number 
of followers you gain. Whenever you are within 100 feet 
of such followers, each follower can use the surge ability 
once per day without needing to expend mythic power. 
The followers use the same die type as your surge ability. 
If you have or gain the Leadership feat, you gain followers 
from both this ability and the Leadership feat (in effect 
doubling the number of followers gained).
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Devastating Smash (Su): Whenever you attack a 
construct or object, treat its hardness (or damage 
reduction in the case of constructs) as 10 less than 
normal. Add your tier to damage rolls against constructs 
and objects. If you expend one use of mythic power as 
part of an attack against a construct or object, you treat 
its hardness (or damage reduction) as 0 and add double 
your tier to damage instead.

Endless Hatred (Ex): You can expend one use of mythic 
power as a free action to increase all of your favored enemy 
bonuses by 2 for 1 minute. When you use this ability, for 
the rest of your turn any attacks you make against a favored 
enemy bypass all damage reduction. You must have the 
favored enemy class feature to select this ability.

Ever Ready (Ex): Whenever you make an attack of 
opportunity, you gain a bonus on the attack roll and 
damage roll equal to your mythic tier. You can make 
attacks of opportunity while f lat-footed, even if you don’t 
have the Combat Ref lexes feat. At 3rd, 6th, and 9th tier, 
the number of attacks of opportunity you can make each 
round increases by one.

Flash of Rage (Ex): Whenever you or an ally within 30 
feet is struck by a critical hit, you can enter a rage as a 
free action on your next turn. This rage functions as the 
barbarian class feature, and lasts a number of rounds 
equal to your tier. You aren’t fatigued after this rage. If 
you have the rage class feature, these rounds don’t count 
toward your daily uses of that ability, you can use abilities 
that require patience and concentration while in this rage 
(although you are still restricted when using your rage 
class feature normally), and these rounds of rage don’t 
count toward the total number of rounds of rage used 
when determining how long you are fatigued. Rounds of 
rage granted by this ability don’t stack, but the duration 
is reset if another critical hit occurs.

Impossible Speed (Ex): Your base land speed increases 
by 30 feet. In addition, if you expend one use of mythic 
power, for 1 hour your base land speed increases by 10 feet 
per mythic tier.

Imprinting Hand (Su): By touching a foe, you can gain 
knowledge about it, including its weaknesses. To use 
this ability, you must f irst successfully hit a foe with an 
unarmed strike, natural weapon, or melee touch attack to 
make contact, then use this ability is a free action. As long 
as the target remains within 1 mile of you, you always 
know the direction and approximate distance to it. If 
the foe has any weaknesses or vulnerabilities (including 
a mythic f law), you immediately know this information. 
You can maintain this connection with only one creature 
at a time; if you use this ability on another creature, your 
connection with the previous creature is lost.

Lesson Learned (Ex): Whenever you fail a saving throw 
against a supernatural or spell-like ability, you gain a +5 

bonus on all further saving throws against that ability, 
including subsequent saves against an ongoing effect, or 
against the same effect produced by a different source 
or creature. This bonus lasts for a number of minutes 
equal to your tier. For example, if you fail a save against 
a demon’s f ireball spell-like ability, you gain this bonus 
against a f ireball spell-like ability from any creature; if 
you fail a save against a blue dragon’s electricity breath 
weapon, you gain this bonus against all blue dragon 
electricity breath weapons, but not against a black 
dragon’s acid breath weapon or a gorgon’s petrif ication 
breath weapon. If you fail another saving throw against 
the same ability, the duration of lesson learned resets but 
the bonus doesn’t stack with itself.

Limitless Range (Ex): Multiply the range increment 
on all of your ranged and thrown weapons by 5 feet, 
and these weapons no longer have a maximum range 
increment for you. You can throw any melee weapon as if 
it had a range increment of 20 feet—this increment isn’t 
multiplied by 5, but the weapon doesn’t have a maximum 
range increment.

Meat Shield (Ex): You can use a creature you’re 
grappling to protect you from harm. If you’re grappling a 
creature and are attacked with a melee or ranged attack, 
as an immediate action you can attempt a grapple combat 
maneuver check against your grappled opponent. If 
you succeed, the incoming attack targets your grappled 
opponent instead of you. If you fail, the grappled 
opponent breaks free from the grapple and the incoming 
attack targets you as normal.

Mounted Maniac (Ex): Your unstoppable momentum 
while mounted is terrifying. Whenever you charge a 
creature while mounted, you can attempt an Intimidate 
check to demoralize all enemies within 30 feet of your 
target, adding your tier to the result of the check. If 
you expend one use of mythic power, any creature 
demoralized by this ability is frightened instead of 
shaken. The duration of this condition is dependent 
upon your check, as noted in the Intimidate skill.

Mythic Ki (Su): As a free action, you can expend one use 
of mythic power to regain 2 points in your ki pool (up to 
your maximum). For the rest of your turn, your successful 
attacks with unarmed strikes or monk weapons bypass 
all damage reduction. You must have the ki pool class 
feature to select this ability.

Mythic Rage (Su): As a free action, you can expend one 
use of mythic power to regain 1/4 your maximum number 
of rage rounds (minimum 4 rounds). For the rest of your 
turn, your successful attacks while raging bypass all 
damage reduction. You must have the rage class feature 
to select this ability.

Mythic Smite (Su): As a free action, you can expend one 
use of mythic power to regain one use of your smite evil 
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ability. For the rest of your turn, your successful attacks 
against evil creatures bypass all damage reduction. You 
must have the smite evil class feature to select this ability.

Mythic Weapon Training (Ex): Select one group of 
weapons from the list of fighter weapon groups. You gain 
proficiency with all weapons in this group. If you possess 
a feat such as Weapon Focus that requires you to choose 
a kind of weapon, you can instead apply the effects of 
that feat to all weapons from that weapon group. When 
wielding a weapon from that group, add a number equal 
to your tier to your CMD against disarm and sunder 
attempts made against that weapon. You can select this 
ability more than once. Each time you select this ability, 
it applies to a different weapon group.

Punishing Blow (Ex): Any opponent you hit with a 
melee or ranged attack loses the benefits of regeneration 
and fast healing for 1 round. In addition, if you score 
a critical hit against the target, it loses the benefit of 
its damage reduction for 1 round. A creature whose 
regeneration can’t be suppressed or ignored (such as the 
tarrasque) is immune to this effect.

Sunder Storm (Ex): As a full-round action, you can 
expend one use of mythic power to attempt a sunder combat 
maneuver against each opponent within reach, selecting 
one item on each opponent to sunder. The damage from 
these sunder attempts ignores item hardness. If you 
destroy an item in this way, you drive the shattered pieces 
of the item into the f lesh of its wearer or wielder, dealing 
1d6 + a number of points equal to your tier of piercing 
damage. This damage bypasses all damage reduction.

Swimming Master (Ex): You gain a swim speed equal 
to your base land speed and a +8 racial bonus on Swim 
checks. If you already have a swim speed, your base swim 
speed increases by 30 feet. You can hold your breath for a 
number of minutes equal to 10 × your Constitution score, 
but afterward you must succeed at checks as normal to avoid 
drowning. If you expend one use of mythic power, for 1 hour 
your base swim speed increases by 10 feet per mythic tier.

Tear Apart (Ex): You can attempt to rend the armor 
of your opponent, reducing its effectiveness. Using this 
ability is a standard action that requires you to attempt 
a sunder combat maneuver check against your foe. If 
the check is successful, reduce the target’s armor bonus, 
natural armor bonus, or shield bonus (your choice) 
by half your tier (minimum 1). If the creature has an 
enhancement bonus to the bonus you chose, reduce the 
normal bonus f irst, then apply any leftover reduction 
to the enhancement bonus. You can’t reduce the bonus 
below 0. Armor and shields damaged in this way can be 
repaired as if they had the broken condition. Natural 
armor regains the lost bonus at the rate of 1 point per 
day. Lesser restoration restores 1d4 points of natural armor 
bonus, and restoration restores all of it.

Titan’s Bane (Ex): You can move through the space 
of any creature two or more size categories larger than 
you without provoking attacks of opportunity, and you 
can share such a creature’s space. When sharing a larger 
opponent’s space, you gain cover against all melee and 
ranged attacks made by the creature, and it is considered 
f lat-footed for the purposes of any melee or ranged 
attacks you make against it.

Uncanny Grapple (Ex): Upon making a successful 
grapple combat maneuver check against a creature you 
are grappling, you can perform one of the following 
actions: throw, crush, or swing. For a throw, you can 
throw the target of your grapple up to 10 feet per tier; if 
the creature strikes a solid object before reaching this 
distance, it takes 1d6 points of damage per 10 feet of the 
remaining throwing distance and lands prone. For a 
crush, you deal 1d6 points of nonlethal damage per tier. 
For a swing, you can use the target as a weapon against 
another creature, treating the grappled creature as a two-
handed weapon. If you succeed at a melee attack against 
an opponent adjacent to the target, both that opponent 
and the grappled creature take 1d8 points of bludgeoning 
damage from this attack + 1-1/2 × your Strength modifier.

Wall Smasher (Ex): Whenever you succeed at a ki throw 
or a bull rush or reposition combat maneuver, you can 
smash your opponent against a wall (or suitable large 
obstacle) within the range you could move the target 
into as a result of the maneuver, dealing unarmed strike 
damage to your opponent and the wall. If you expend 
one use of mythic power when you use this ability, this 
damage ignores the hardness of the wall. If the damage 
destroys the wall, you move the opponent into the space 
beyond the wall and it immediately falls prone.

3rd-Tier Champion Path Abilities
You must be at least 3rd tier to select these path abilities.

Destroyer (Ex): Whenever you attack an object, 
including a held or worn item, you ignore any Hardness 
the object might possess. This includes spell effects such 
as wall of force, but not objects that are also creatures, 
such as animated objects.

Elemental Fury (Su): You can cause your body to erupt 
with elemental power. As a move action, you can expend 
one use of mythic power and pick one of the following 
energy types: acid, cold, electricity, or f ire. For a number 
of rounds equal to your tier, you are immune to this 
energy type and all of your melee and ranged attacks deal 
an extra 1d6 points of damage of this energy type. On a 
critical hit, this extra energy damage increases to 3d6.

Fleet Warrior (Ex): When making a full attack, you 
can move up to your speed either before or after your 
attacks. This movement provokes attacks of opportunity 
as normal.
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Incredible Parry (Ex): You gain the duelist’s parry ability 
(Core Rulebook 383), and may expend one use of mythic 
power to add your tier to the parry roll. If you already have 
the duelist’s parry ability, you can use incredible parry 
and duelist’s parry in the same round, electing to not 
make two attacks and instead parrying up to two attacks.

Maneuver Expert (Ex): You do not provoke any attacks of 
opportunity when you attempt a combat maneuver check. 
As a free action, you can expend one use of your mythic 
power whenever you attempt a combat maneuver check to 
gain the benefits of the Improved and Greater feats tied to 
that maneuver. You must decide to use this ability before 
making the roll.

Maximized Critical (Ex): Whenever you score a critical 
hit, the weapon’s damage result is always the maximum 
possible amount you could roll. This doesn’t affect other 
dice added to the damage, such as from sneak attack or 
the f laming weapon special ability. For example, if you 
score a critical hit with a longsword (1d8/×2), treat the 
sword’s damage dice as if you had rolled 8 both times, then 
add any other damage bonuses that you would normally 
apply to a critical hit.

Penetrating Damage (Su): Whenever you deal damage 
to a creature with damage reduction, you can overcome 
one of the following types of damage reduction: chaotic, 
cold iron, evil, good, lawful, magic, or silver. You can 
change this type with each attack. This ability only aids 
in overcoming one type of damage reduction; if the 
creature’s damage reduction requires a combination of 
different types of damage, you must be able to overcome 
the other types using other means.

Precision (Ex): Your deadly attacks are far more likely 
to hit their target than those of others. Whenever you 
make a full attack, your attack bonus on the additional 
attacks you gain by having a high base attack bonus is 
5 higher. This ability can’t give any of these attacks a 
higher attack bonus than your base attack bonus. For 
example, a 12th-level f ighter normally has a base attack 
bonus of +12/+7/+2; with this ability, his base attack bonus 
is +12/+12/+7. This ability doesn’t reduce the penalties 
from two-weapon f ighting or other situational penalties 
on attack rolls (such as Combat Expertise, Power Attack, 
f ighting defensively, or harmful conditions). You can 
select this ability more than once. Each time you select 
it, the attack bonus on additional attacks increases by 
another 5.

Titan’s Rage (Su): You can cause yourself to grow in 
size, becoming a terrifying sight to behold. As a standard 
action (or a free action if you have the rage class feature), 
you can expend one use of mythic power to increase 
your size to one size category larger. This grants you a 
+4 size bonus to Strength and Constitution, imposes a –2 
penalty to Dexterity, grants you a +2 natural armor bonus, 
increases your natural reach by 5 feet, and increases your 
weapon damage based on the new size of your weapons. 
This size increase lasts a number of rounds equal to your 
tier, and doesn’t stack with any other spell or ability that 
alters your size.

To the Death (Ex): You can shrug off wounds that 
others would f ind devastating. When below 0 hit points, 
you don’t fall unconscious, but are instead staggered. You 
lose 1 hit point at the end of each turn when you take a 
standard action while staggered in this way.

Unstoppable Shot (Ex): You can use a ranged or thrown 
weapon to make a single powerful shot that shoots through 
all creatures in a line. As a standard action, make a single 
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ranged attack roll and resolve the attack against all targets 
in a straight line up to the maximum range of your weapon, 
stopping at any barrier the attack couldn’t penetrate. Roll 
damage once and apply that damage to each creature hit by 
the attack. Before making the attack roll, you can expend 
one use of mythic power to bend the path of the attack up 
to two times as it strikes targets or objects. Each def lection 
can alter the line of the attack up to 90 degrees, allowing 
you to shoot around corners or cover.

6th-Tier Champion Path Abilities
You must be at least 6th tier to select these path abilities.

Critical Master (Ex): Whenever you roll a critical 
threat against a non-mythic creature, you automatically 
confirm the critical hit and deal the maximum amount 
of damage to that creature. This ability can be selected 
twice. The second time it is selected, it also applies to 
mythic creatures.

Fistful of Daggers (Ex): When you could make a full 
attack with thrown weapons, you can instead make a 
single attack roll at your highest attack bonus and apply 
the result to any number of creatures in a 30-foot cone. 
Roll damage once and deal it to all creatures hit by the 
attack. This attack can’t deal precision damage. You must 
throw one weapon at each target. Use the bonuses to attack 
and damage from the least powerful weapon thrown (for 
example, if you have one +2 dagger and 20 masterwork 
daggers, the attacks are treated as masterwork daggers). 
Apply any effects of concealment for individual targets as 
normal. If the attack roll is a critical threat, choose one 
target you hit and attempt to confirm the critical against 
that target.

Perfect Strike (Ex): You can expend one use of mythic 
power as a standard action to deliver a perfect strike. A 
perfect strike attack is made using your full base attack 
bonus. If the attack hits, it deals double the normal 
amount of damage, and this damage bypasses all damage 
reduction and hardness. If the perfect strike is a critical 
hit, increase the critical multiplier for the attack by 1 
(so a ×2 weapon deals ×3 damage). Damage that isn’t 
multiplied on a critical hit isn’t multiplied on a perfect 
strike. Perfect strike can be used in conjunction with any 
champion’s strike if you expend uses of mythic power for 
each ability separately.

Shatter Spells (Su): You can destroy a magical effect 
(whether it’s on a creature or an independent effect such 
as a wall of f ire) by attacking it with an unarmed strike or 
natural weapon. You must succeed at a melee touch attack 
against the creature or effect and expend one use of 
mythic power. If this attack hits, the creature or effect is 
subject to targeted greater dispel magic, using double your 
tier as your caster level. If you dispel an effect, you suffer 
no harmful effects from touching it. If the effect is on a 

creature, the creature takes 1 point of damage per spell 
level of each effect dispelled.

Sweeping Strike (Su): Even when you’re swarmed, 
your foes are not safe from danger. Whenever you could 
make a full attack, you may instead make a single attack 
at your highest attack bonus and apply the results to all 
opponents within your reach. Roll damage once and 
apply it to all opponents hit by the attack. This attack 
can’t deal precision damage. If the attack roll is a critical 
threat, choose one target you hit and attempt to confirm 
the critical against that target.

Champion Builds
When	 selecting	 your	 champion’s	 path	 abilities,	 you	 may	

wish	to	consider	the	following	themes.	Each	one	suggests	

a	 variety	 of	 complementary	 path	 abilities,	with	 different	

interpretations	 of	 what	 it	 means	 to	 be	 mythic	 force	 to	

behold	on	the	field	of	battle.

Armored	Warrior:	 You	 are	 skilled	 at	 getting	 the	most	

out	 of	 your	 armor	 and	 punishing	 those	 that	 manage	 to	

harm	you.	1st-Tier Path Abilities—armor	master,	backlash,	

lesson	 learned,	 meat	 shield;	 3rd-Tier Abilities—incredible	

parry,	to	the	death.

Death	Dealer:	You	specialize	in	dealing	a	great	deal	of	

damage	to	a	single	target.	1st-Tier Path Abilities—flash	of	

rage,	imprinting	hand,	mythic	weapon	training,	punishing	

blow;	3rd-Tier Abilities—elemental	fury,	maximized	critical,	

penetrating	 damage,	 precision;	 6th-Tier Abilities—critical	

master,	perfect	strike.

Furious	Fighter:	Your	mythic	power	is	tied	to	the	rage	

that	 consumes	 you,	 leading	 you	 to	 rush	 headlong	 into	

battle.	1st-Tier Path Abilities—burst	through,	flash	of	rage,	

mythic	rage;	3rd-Tier Abilities—titan’s	rage,	to	the	death;	

6th-Tier Abilities—sweeping	strike.

Maneuver	 Champion:	 When	 it	 comes	 to	 combat	

maneuvers,	you	skill	is	unparalleled.	1st-Tier Path Abilities—

aerial	assault,	blowback,	meat	 shield,	 sunder	 storm,	 tear	

apart,	uncanny	grapple;	3rd-Tier Path Abilities—incredible	

parry,	maneuver	expert.

Nimble	 Warrior:	 You	 move	 gracefully	 around	 the	

battlefield,	striking	at	any	foe	that	threatens	you.	1st-Tier 

Path Abilities—burst	through,	climbing	master,	impossible	

speed,	swimming	master;	3rd-Tier Abilities—fleet	warrior;	

6th-Tier Abilities—perfect	strike.

Smasher:	 Your	 skills	 allow	 you	 to	 destroy	 the	

environment	to	hinder	your	foes.	1st-Tier Path Abilities—

devastating	 smash,	 tear	 apart,	 wall	 smasher;	 3rd-Tier 

Abilities—destroyer,	 titan’s	 rage;	 6th-Tier Abilities—

shatter	spells.
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GUARDIAN
Not all mythic characters seek glory and fame for 
themselves. Some take a more humble route, watching 
over those dear to them or the lands they call home. 
Guardians seek connections with those around them, 
even the beasts, and draw their power from the trust of 
such bonds. This doesn’t mean that all guardians are 
peaceful—indeed many use violent means to further 
their goals and safeguard those they watch over. But 
they f ind worth in those who travel with them. In battle, 
none can take the sort of punishment and wounds that a 
guardian can sustain.

Role: When others would retreat, you stand your 
ground. Your place is at the front of the battle, taking 
every hit your enemies can give while daring them to 
dish out more. Your job is to stop your enemies’ advance, 
interposing yourself in the path of peril. You’ll gladly 
take all that brutal punishment and return the beating 
with zeal. The wounds you suffer might kill a lesser hero, 
but you relish the thrill of combat, confident that your 
physical and mental perfection will lead to victory.

Classes: Any class that is frequently in the middle of 
a chaotic melee will f ind many valuable abilities within 
the guardian path. Barbarians, cavaliers, f ighters, 
inquisitors, monks, and paladins all make excellent 
guardians. Some of the guardian’s powers also lend 
themselves to the druid, ranger, or even the summoner, 
granting bonuses to companions and allies.

Bonus Hit Points: Whenever you gain a guardian tier, 
you gain 5 bonus hit points. These hit points stack with 
themselves, and don’t affect your overall Hit Dice or 
other statistics.

Table 1–5: Guardian
Tier	 Path	Features

1st	 Guardian’s	call,	path	ability

2nd	 Path	ability

3rd	 Path	ability

4th	 Path	ability

5th	 Path	ability

6th	 Path	ability

7th	 Path	ability

8th	 Path	ability

9th	 Path	ability

10th	 Path	ability,	true	defender

Guardian Features
As you increase in tier, you gain the following abilities.

Guardian’s Call: Select one of the following abilities. 
Once chosen, it can’t be changed.

Absorb Blow (Su): As an immediate action, whenever 
you take hit point damage from a single source (such as a 
dragon’s breath, a spell, or a weapon), you can expend one 

use of mythic power to reduce the damage you take from 
that source by 5 per tier (to a minimum of 0 points of 
damage taken). If you have another ability or effect that 
reduces damage (such as protection from energy), reduce 
the damage with the absorb blow ability before applying 
any other damage-reducing effects. For every 10 points 
of damage that this ability prevents, for 1 minute you 
gain DR 1/epic and 5 points of resistance against acid, 
cold, electricity, f ire, and sonic damage. The DR and 
resistances stack with any other DR and resistances that 
you have. 

Beast’s Fury (Su): As a swift action, you can expend one 
use of mythic power to imbue your animal companion, 
cohort, eidolon, familiar, or bonded mount with some of 
your mythic power. As an immediate action, that creature 
can move up to its speed and make an attack with one of its 
natural weapons. When making this attack, the creature 
rolls twice and takes the higher result. Any damage dealt 
by this attack bypasses all damage reduction. A creature 
affected by this ability can take these actions in addition 
to any others that it takes during its turn. 

Sudden Block (Su): As an immediate action, you can 
expend one use of mythic power to hinder a melee attack 
made against you or an adjacent ally. Add your tier to 
your AC or the ally’s AC against this attack. The creature 
making the attack must make two attack rolls and take 
the lower result. Once the attack is resolved, you or your 
ally (your choice) can make one melee attack against 
the creature. The damage from this attack bypasses all 
damage reduction.

Path Ability: At 1st tier and every tier thereafter, select 
one new path ability from the guardian path abilities 
lists or from the universal path abilities lists (see page 
50). Once you select an ability, it can’t be changed. Unless 
otherwise noted, each ability can be selected only once. 
Some abilities have requirements, such as a class ability 
or minimum mythic tier, that you must meet before you 
select them.

True Defender (Su): At 10th tier, whenever you take 
damage from a melee or ranged attack scored by a non-
mythic creature, the damage is halved. This reduction 
is applied after all other reductions in damage, such as 
energy resistance or damage reduction. Once per round, 
when an enemy scores a critical hit against you, you 
regain one use of mythic power.

1st-Tier Guardian Path Abilities
You can select these path abilities at any tier.

Adamantine Mind (Ex): Your mind is as hard as any 
armor, and is dangerous to engage. You gain a bonus 
equal to your tier on saving throws against mind-
affecting effects. Whenever you succeed at a save against 
a mind-affecting effect, the creature attacking you with 
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that effect must succeed at a Will save (at the same DC) or 
be stunned for 1 round.

Additional Call (Ex): You learn an additional 
guardian’s call ability. You can select this ability twice.

Armor Master (Ex): You don’t take an armor check 
penalty or incur an arcane spell failure chance when 
wearing light armor or using a shield (including a tower 
shield). In addition, the maximum Dexterity bonus of light 
armor doesn’t apply to you. You can select this ability up 
to three times. The second time, it also applies to medium 
armor. The third time, it also applies to heavy armor.

Armored Might (Ex): You treat the armor bonus from 
your armor as 50% higher than normal, to maximum 
increase of half your tier (minimum 1). For example, if 
you are 4th tier and wearing +2 breastplate, you treat the 
armor’s +6 armor bonus as +8 (50% of +6 is +3, limited to 
+2 by half your tier).

Avenging Maneuver (Ex): Taking grievous wounds 
only empowers you. Any creature that confirms a critical 
hit with a melee attack against you provokes an attack 
of opportunity from you. You can use this attack of 
opportunity only to attempt a bull rush, disarm, sunder, or 
trip combat maneuver check. You don’t provoke attacks of 
opportunity for attempting this combat maneuver check.

Borrow Elements (Su): When you take acid, cold, 
electricity, f ire, or sonic damage, you store some of this 
energy within yourself and can direct it outward through 
your attacks. Whenever you take energy damage, you gain 
an amount of energy of that type equal to 1/2 the damage 
taken (after any resistances or immunities are applied). 
Whenever you hit with a melee attack, you may 
expend 5 points from the pool of one energy type 
to have the attack deal an additional 1d6 points 
of energy damage of that type. As a standard 
action, you can expend one use of mythic 
power to release all stored energy of one type as 
a ray with a 60-foot range. The ray deals 1d6 
points of energy damage for every 5 points 
of energy stored. If unused, the stored 
energy harmlessly dissipates 1 minute after the 
last time you took energy damage of any type.

Burst Through (Ex): Whenever you charge, 
you can move through squares containing 
allies and opponents almost as if they were not 
obstructing your charge. You can move through 
squares containing allies freely, but you must 
succeed at an overrun combat maneuver check for 
each opponent that obstructs your path to the target 
of your charge. If the result of the check exceeds the 
opponent’s CMD, you may move through the opponent’s 
square and continue toward the target without provoking 
an attack of opportunity from that opponent. If you fail 
any of these combat maneuver checks, your movement 

ends in the square before that opponent, but you may 
resolve the charge attack against the foe that stopped you. 

Draw Fire (Su): As an immediate action, when an ally 
within 30 feet is targeted with a ranged weapon attack, 
you can have that attack target you instead. If you would 
normally be out of range for that attack, the attack is 
able to hit you as if you were at maximum range. You can 
use this ability without using an immediate action by 
expending one use of mythic power. 

Empathic Healing (Su): You can expend one use of 
mythic power to transfer up to 10 points of damage per 
tier from a touched ally to yourself, healing the target 
and damaging you. This transferred damage bypasses 
all effects that reduce or negate hit point damage (such 
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as damage reduction). Alternatively, you can expend two 
uses of mythic power to transfer an ongoing disease 
or poison from a touched ally to yourself, which halts 
ongoing effects on the target from that aff liction and 
requires you to attempt any remaining saves against it. If 
you’re immune to the disease or poison, transferring it to 
yourself destroys the aff liction.

Ever Ready (Ex): Whenever you make an attack of 
opportunity, you gain a bonus on the attack and damage 
rolls equal to your mythic tier. You can make attacks of 
opportunity while f lat-footed, even if you don’t have the 
Combat Ref lexes feat. At 3rd, 6th, and 9th tier, the number 
of attacks of opportunity you can make 
each round increases by one.

Fast Healing (Ex): As a swift action, you can expend 
one use of mythic power to gain fast healing 5 for 1 
minute. This ability can be taken a second time at 3rd 
tier or higher and a third time at 6th tier or higher. Each 
additional time you take this ability, the fast healing 
increases by 5.

Guardian’s Shout (Ex): Your warning shouts keep 
allies from danger. Whenever you attempt a Ref lex save 
to avoid an effect that affects multiple creatures, you 
can expend one use of your mythic power to call out a 
warning to your allies. Any allies within 100 feet who can 
hear you gain a bonus equal to your tier on their saving 
throws against that effect. 

Immovable (Su): Add your tier to your CMD 
whenever an enemy attempts a bull rush, 

drag, reposition, or trip combat maneuver 
check against you. If the check is successful, 

you can expend one use of mythic power as an 
immediate action to cause it to fail instead.

Imprinting Hand (Su): By touching a foe, you can 
gain knowledge about it, including its weaknesses. To use 
this ability, you must f irst successfully hit a foe with an 
unarmed strike, natural weapon, or melee touch attack to 
make contact, then use this ability is a free action. As long 
as the target remains within 1 mile of you, you always 
know the direction and approximate distance to it. If the 
foe has any weaknesses or vulnerabilities (including a 
mythic f law), you immediately know this information. 
You can maintain this connection with only one creature 
at a time; if you use this ability on another creature, your 
connection with the previous creature is lost.

Knowledgeable Guardian (Su): Add double your 
tier as a bonus on Knowledge checks you attempt to 
identify monsters, including checks made to learn any 
special powers and vulnerabilities. As a free action, you 
can expend one use of mythic power to telepathically 
communicate the knowledge you obtain from this check 
to all allies within 100 feet. 

Lesson Learned (Ex): You adapt quickly to the perils 
presented in battle. Whenever you fail a saving throw 
against a supernatural or spell-like ability, you gain a +5 
bonus on all further saving throws against that ability, 
including subsequent saves against an ongoing effect, or 
against the same effect produced by a different source 
or creature. This bonus lasts for a number of minutes 
equal to your tier. For example, if you fail a save against 
a demon’s f ireball spell-like ability, you gain this bonus 
against a f ireball spell-like ability from any creature; if 
you fail a save against a blue dragon’s electricity breath 
weapon, you gain this bonus against all blue dragon 
electricity breath weapons, but not against a black 
dragon’s acid breath weapon or a gorgon’s petrif ication 
breath weapon. If you fail another saving throw against 
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the same ability, the duration of lesson learned resets but 
the bonus doesn’t stack with itself.

Mythic Companion (Su): Select one animal companion, 
cohort, eidolon, familiar, or bonded mount. That creature 
can use the surge ability a number of times per day equal 
to your tier. Its surge ability uses the same bonus die type 
as you do when you use your surge ability.

Mythic Mercy (Su): When you use the mercy paladin 
class feature, your caster level check to remove curses, 
diseases, and poisons automatically succeeds unless the 
aff liction is from a mythic source. If you expend one 
use of mythic power when using a mercy, you add break 
enchantment to its effect, using your paladin level as your 
caster level. You must have the mercy class feature to 
select this ability.

Pack Wild Shape (Su): When you use the wild shape class 
feature, you can also transform allies when you change 
shape. When you use wild shape, you can expend one use 
of mythic power to select a number of willing allies equal 
to your tier. These allies take the same animal form as you 
do, with the same abilities as yours. Divide the duration 
of that use of wild shape evenly (rounded down) among 
yourself and the affected allies. The transformation ends 
for everyone when you return to your normal form or use 
wild shape again. An ally can end its own transformation 
early as a standard action without affecting the duration 
for you or other allies. You must have the wild shape class 
feature to select this ability. 

Partial Transformation (Su): You have refined control 
over your transformation ability. When using wild shape, 
you can expend one use of mythic power to only partially 
transform into or out of animal form. For example, you 
could transform your hands into tiger claws and your 
head into a tiger’s head (giving you low-light vision and 
scent, and allowing you to make claw and bite attacks but 
still wear armor and use worn magic items normally), 
transform into a deinonychus with human hands 
(allowing you to still manipulate objects and wear rings), 
or transform into a constrictor snake with a humanoid 
head (allowing you to speak and cast spells with verbal 
components). You may make one such change per round 
as a free action for the duration of that use of wild shape. 
For example, if you change into a tiger, this ability allows 
you to partially transform yourself from tiger form to 
your normal form and back as needed until the duration 
ends or you fully return to your normal form. You must 
have the wild shape class feature to select this ability.

Quick Recovery (Ex): Whenever you are dazed, dazzled, 
deafened, sickened, or stunned, reduce the duration of 
that condition by half (minimum 1 round). Any other 
effects relating to the source of that condition are 
unaffected; for example, if you are panicked and sickened 
from an eyebite spell, the panicked effect has the normal 

duration even though you are sickened for only half as 
long. You can select this ability twice. The second time 
you select it, you also reduce the duration of the blinded, 
nauseated, and paralyzed conditions by half. 

Raise Animal (Su): By burying the corpse of a dead 
animal (at least its bones) and expending one use of 
mythic power, you raise it from the dead overnight. You 
can use this ability on an animal companion, familiar, or 
bonded mount even if it is not a creature of the animal 
type. At 1st tier, this functions like raise dead. At 3rd tier, 
this functions like resurrection. At 6th tier, this functions 
like true resurrection. 

Ranged Disarm (Ex): You can use a ranged attack to 
disarm an opponent. Attempt a disarm combat maneuver 
check using your Dexterity modifier instead of your 
Strength modifier, and add your tier to the roll. Using 
this ability doesn’t provoke attacks of opportunity. If your 
attack is successful, your target drops one item of your 
choice that it is carrying, even if the item is wielded with 
two hands. If your attack exceeds the CMD of the target 
by 10 or more, the target drops the items it is carrying in 
both hands (maximum two items if the target has more 
than two hands). Unlike with a melee disarm, failing the 
attack by 10 or more doesn’t make you drop your weapon, 
and you can’t automatically pick up the item dropped.

Relentless Healing (Su): You can restore life to the 
recently dead. If a creature has died within 1 round, as 
a free action you can expend one use of mythic power 
when casting a healing spell or using a class feature that 
heals damage to apply that healing to the dead creature. 
If this healing brings the creature’s hit points above the 
threshold for death, it comes back to life and stabilizes 
at its new hit point total (similar to the way breath of life 
functions); otherwise, it remains dead. Alternatively, you 
can expend two uses of mythic power on a dead creature 
that would have the ability to magically heal itself if it were 
alive (such as a dead cleric with a prepared cure light wounds 
spell) in order to trigger the most powerful healing magic 
it knows or has prepared. If this brings the creature’s hit 
points above its death threshold, it returns to life.

Retributive Reach (Ex): Treat your reach as 5 feet 
greater than normal for the purpose of determining 
whether or not you can make an attack of opportunity. If 
a creature provokes an attack of opportunity within this 
area of increased reach, you can expend one use of mythic 
power to gain a bonus equal to your tier on the attack roll 
and damage roll of the attack of opportunity.

Sacrificial Shield (Ex): Once per round when you would 
normally be hit by a weapon attack, you can use your 
shield to block the attack. You must be using a shield in 
order to use this ability. Subtract your shield’s hardness 
and hit points (see Table 7–12 on page 175 of the Core 
Rulebook) from the damage of the attack and apply the 
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remaining damage to your hit points. If the shield takes 
enough damage to destroy it, it’s destroyed. Otherwise, 
it gains the broken condition, even if the damage was 
not enough to give it the broken condition under other 
circumstances. You can expend one use of mythic power 
when using this ability to negate any damage dealt to the 
shield, though you still take any damage that exceeds its 
hardness and hit points. You can choose to negate the 
damage after the damage is rolled.

Supreme Tracker (Su): If you have something that 
carries a creature’s scent (such as a personal item or piece 
of f lesh), you can expend one use of mythic power to create 
a supernatural bond that allows you track that individual. 
As a free action, you can sense the creature’s general 
direction and distance, as well as know whether it is alive, 
dead, destroyed, dying, or undead. The creature must be 
on the same plane as you for this ability to function. For 
the purpose of spells and effects that block scrying and 
divination, your caster level for this effect is a number 
equal to double your tier. At 6th tier, you can track the 
creature if it’s on a different plane than you.

3rd-Tier Guardian Path Abilities
You must be at least 3rd tier to select these path abilities.

Cage Enemy (Ex): You can pin enemies foolish enough 
to face you. As an immediate action, you can expend one 
use of mythic power to hinder opponents until the end of 
your next turn. When this ability is active, any creature 
moving out of one of your threatened squares, even when 
making a 5-foot step or using a form of movement that 
doesn’t usually provoke attacks of opportunity, provokes 
an attack of opportunity from you. If your attack of 
opportunity hits and deals damage, the creature remains 
in its current space and its movement ends. Alternatively, 
you can expend one use of mythic power as part of a 
charge. If the charge attack hits, the target can’t move 
itself from its space until the beginning of your next turn 
(though others can move the creature).

Dimensional Grappler (Su): When you have an opponent 
grappled or pinned and it attempts to use a teleportation 
effect, you can attempt a Will save against the effect, even 
if it would not normally allow a save. If you succeed, you 
learn the type of teleportation effect (such as dimension 
door) and the creature’s intended destination, and then 
may prevent the effect (as if using a quickened dimensional 
anchor, using your character level as your caster level) or 
accompany the opponent as if you were part of its gear 
with negligible weight.

Drive Back (Ex): As a full-round action, you can 
attempt one bull rush combat maneuver check and 
apply it to all opponents within reach. If you have the 
Whirlwind Attack feat, you can use this ability at the 
same time that you make an attack against each foe 

within reach, allowing you to attempt a free bull rush 
combat maneuver check against each foe that you hit. 
After you’ve pushed opponents backward, you may move 
with any one of your bull rush targets.

Earth Protection (Su): As long as you’re in contact 
with earth or unworked stone, you can expend one use of 
mythic power as a standard action to draw energy from 
the earth and radiate it outward, granting yourself and 
allies within 30 feet DR 10/adamantine for 1 minute.

Impervious Body (Su): You gain DR 5/epic. This ability 
can be taken a second time at 6th tier or higher and a 
third time at 9th tier or higher. Each additional time it’s 
taken, the DR increases by 5.

Impervious Companion (Su): You can make your bonded 
creature more resistant to damage. Select one animal 
companion, eidolon, familiar, or bonded mount. This 
creature gains any epic damage reduction that you gain 
from the impervious body path ability. You must have the 
impervious body path ability to select this ability.

Incredible Parry (Ex): You gain the duelist’s parry 
ability (Core Rulebook 383), and you may expend one use of 
mythic power to add a number equal to your tier to the 
parry roll. If you already have the duelist’s parry ability, 
you can use incredible parry and the duelist’s parry 
class ability in the same round, electing to not make two 
attacks and instead parrying up to two attacks.

Parry Spell (Su): As an immediate action, you can 
expend one use of mythic power to block a spell targeting 
you or an ally adjacent to you. The spell must be a ray, 
a single-target spell, or a spell that creates an effect 
targeting one creature (such as acid arrow), and the level 
of the spell’s spell slot must be equal to or lower than 
your tier. Make an attack roll as if making an attack of 
opportunity. If the result of the attack roll is greater than 
the spell’s attack roll or save DC, the spell has no effect on 
the intended target (though other targets from the same 
spell, such as multiple targets of scorching ray, are affected 
normally). A spell that has neither a DC nor an attack 
roll (such as magic missile) can’t be affected by this ability. 
You must declare using spell parry after the spellcaster’s 
target is announced, but before the target’s saving throw 
or attack roll is made.

Possess Companion (Su): You can expend one use of 
mythic power to project your soul from your body and 
into your animal companion, cohort, eidolon, familiar, 
or bonded mount as if possessing that creature with the 
magic jar spell. Unlike with magic jar, the companion 
creature’s soul remains within its body, allowing you to 
know what it knows and share its memories. This effect 
lasts until you end it as a standard action.

Shrug It Off (Ex): Whenever an enemy confirms a 
critical hit against you or your animal companion, 
eidolon, familiar, or bonded mount, you can expend 
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one use of your mythic power as an immediate action 
to convert the critical hit into a normal hit. Effects that 
trigger only on a critical hit don’t trigger when you use 
this ability to negate the critical hit.

To the Death (Ex): You can shrug off wounds that 
others would f ind devastating. When below 0 hit points, 
you don’t fall unconscious, but are instead staggered. You 
lose 1 hit point at the end of each turn when you take a 
standard action while staggered in this way.

Turn the Tables (Ex): If a creature fails a combat 
maneuver check made against you, as an immediate 
action you can expend one use of mythic power to attempt 
that same maneuver against that creature. You receive a 
+10 bonus on this combat maneuver check.

6th-Tier Guardian Path Abilities
You must be at least 6th tier to select these path abilities.

Cling to Life (Su): When you die, as long as your body 
remains, you can be healed by any spell or effect that 
heals damage, though you regain only half the normal 
number of hit points. If you’re healed to full hit points, 
you come back to life and gain 1 permanent negative 
level for each minute you were dead (these negative 
levels can be removed as normal). Until you’re healed 
to full hit points, you don’t regain consciousness and 
are still dead no matter what other abilities you might 
have. If you aren’t brought back to life within a number 
of minutes equal to your total character level, your death 
is permanent (although you can still be brought back by 
spells such as raise dead).

Companion Power (Su): You can imbue your bonded 
creature with your own mythic nature. Select one animal 
companion, eidolon, familiar, or bonded mount. This 
creature gains any one guardian path ability as if it were 
a 1st-tier guardian. If that ability can be used only by 
expending mythic power, your companion can instead 
use the ability three times per day.

Indomitable (Su): Select one of the following 
conditions: bleed, blinded, confused, dazed, deafened, 
entangled, fatigued, frightened, shaken, sickened, or 
staggered. You are immune to that condition. Greater 
and lesser versions of the selected condition (such as 
panicked, a more powerful version of frightened) still 
affect you.

Invincible Stand (Su): You can expend one use of 
mythic power as a swift action to make yourself nearly 
invincible for a short period of time. You gain DR 20/— 
for a number of rounds equal to your tier. If you choose to 
move or are moved by another creature during this time, 
this protection immediately ends.

Mythic Resolve (Su): You’re imbued with power and 
grace that protects you. Whenever you attempt a saving 
throw, you can expend one use of mythic power to roll 

again. You can use this ability more than once and take 
the highest result of all the rolls. You can use this ability 
only after the initial roll is made, but before the results 
are revealed. Using this ability doesn’t require an action, 
and it can be used as long as you are conscious.

Take the Hit (Ex): You are a living shield for your allies. 
Whenever an adjacent ally takes damage from a melee or 
ranged attack, as an immediate action you can split the 
damage. You take half of the damage (rounded down), 
and your ally takes the remaining amount. This damage 
is not subject to any resistances or damage reduction you 
might have, but any such defenses the target of the attack 
possesses apply before the damage is split. You don’t 
suffer any other effects from the attack (such as disease, 
grab, or poison).

Guardian Builds
When	 selecting	 your	 guardian’s	 path	 abilities,	 you	 may	

wish	to	consider	the	following	themes.	Each	one	suggests	

a	 variety	 of	 complementary	 path	 abilities,	with	 different	

interpretations	of	what	it	means	to	be	mythic	defender.

Dangerous	 Duo:	 Many	 of	 your	 powers	 give	 your	

companion,	such	as	an	animal	or	bonded	mount,	additional	

abilities.	 1st-Tier Path Abilities—empathic	 healing,	 pack	

wildshape,	raise	animal;	3rd-Tier Abilities—impervious	body,	

impervious	 companion,	 possess	 companion,	 shrug	 it	 off;	

6th-Tier Abilities—companion	power,	take	the	hit.

Defender:	Your	abilities	empower	you	to	protect	those	

around	you	from	harm.	1st-Tier Path Abilities—draw	fire,	

empathic	 healing,	 guardian’s	 shout,	 relentless	 healing;	

3rd-Tier Abilities—cage	 enemy,	 earth	 protection,	 parry	

spell;	6th-Tier Abilities—take	the	hit.

Immovable	Warrior:	Your	guardian	path	abilities	make	

you	 impossible	 to	 move,	 and	 prevent	 enemies	 from	

escaping	 your	 reach.	 1st-Tier Path Abilities—avenging	

maneuver,	immovable,	retributive	reach;	3rd-Tier Abilities—

cage	enemy,	dimensional	grappler,	turn	the	tables;	6th-Tier 

Abilities—invincible	stand.

Invincible	Guardian:	Your	path	abilities	make	you	nearly	

impossible	 to	 kill.	 1st-Tier Path Abilities—armor	 master,	

fast	healing,	quick	recovery;	3rd-Tier Abilities—impervious	

body,	shrug	it	off,	to	the	death;	6th-Tier Abilities—cling	to	

life,	invincible	stand,	mythic	resolve.

Nature	 Guardian:	 You	 rely	 on	 nature’s	 resiliency	 to	

strengthen	 you.	 1st-Tier Path Abilities—adamantine	 mind,	

empathic	 healing,	 knowledgeable	 guardian,	 partial	

transformation,	 raise	 animal,	 supreme	 tracker;	 3rd-Tier 

Abilities—earth	 protection,	 possess	 companion;	 6th-Tier 

Abilities—companion	power,	indomitable.
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HIEROPHANT
Those who draw upon a god’s power find themselves 
becoming closer to the divine. Some aspire to become 
immortal servants of their gods, and others reach for 
apotheosis itself. A hierophant could be either of these, 
channeling divine power directly or indirectly—whether 
from a deity, the spirit of nature, or the power of life 
itself—and eventually becoming more like a patron of 
divine power than a mere devotee.

Role: As a hierophant, your role in the group is to 
act as a conduit to the divine, healing and helping your 
allies through the miracles that you bestow. This focus 
is just as strong if you are instead a servant of nature, 
using the powers granted to you by this path to protect 
the wilderness and bring its fury to those who would dare 
to defile it.

Classes: Members of any class that draws upon divine 
magic will f ind the path of the hierophant useful—
particularly clerics, druids, and oracles. Even classes with 
limited divine spellcasting, such as the inquisitor and 
paladin, have a number of useful options in this path.

Bonus Hit Points: Whenever you gain a hierophant 
tier, you gain 4 bonus hit points. These hit points stack 
with themselves, and don’t affect your overall Hit Dice or 
other statistics. 

Table 1–6: Hierophant
Tier	 Path	Features

1st	 Divine	surge,	path	ability

2nd	 Path	ability

3rd	 Path	ability

4th	 Path	ability

5th	 Path	ability

6th	 Path	ability

7th	 Path	ability

8th	 Path	ability

9th	 Path	ability

10th	 Divine	vessel,	path	ability

Hierophant Features
As you gain tiers, you gain the following abilities.

Divine Surge: Select one of the following abilities. Once 
chosen, it can’t be changed.

Beast’s Fury (Su): As a swift action, you can expend one 
use of mythic power to imbue your animal companion, 
cohort, eidolon, familiar, or bonded mount with some of 
your mythic power. As an immediate action, that creature 
can move up to its speed and make an attack with one of its 
natural weapons. When making this attack, the creature 
rolls twice and takes the higher result. Any damage dealt 
by this attack bypasses all damage reduction. A creature 
affected by this ability can take these actions in addition 
to any other actions it takes during its turn. 

Inspired Spell (Su): You can expend one use of mythic 
power to cast any one divine spell, treating your caster 
level as 2 levels higher. This spell must be on your divine 
spell list (or your domain or mystery spell list) and must 
be of a spell level that you can cast using that divine 
spellcasting class. If you are a spontaneous spellcaster, 
you don’t need to have the spell prepared, nor does it need 
to be on your list of spells known. Using this ability does 
not expend a prepared spell or available spell slot. You 
can apply any metamagic feats you know to this spell, 
but its total spell slot level must be a slot level you can 
normally cast.

Recalled Blessing (Su): You can expend one use of mythic 
power to cast any one divine spell without expending 
a prepared spell or spell slot. If you prepare spells, 
this spell must be one you prepared today; if you’re a 
spontaneous caster, this spell must be one of your spells 
known. You can’t apply metamagic feats to this spell. If 
the spell requires a saving throw, non-mythic creatures 
roll twice and take the lower result. If the spell heals 
damage or requires you to attempt a caster level check to 
cure an aff liction or remove a condition, roll twice and 
take the higher result.

Path Ability: At 1st tier and every tier thereafter, select 
one new path ability from the hierophant path abilities 
lists or from the universal path abilities lists (see page 
50). Once you select an ability, it can’t be changed. Unless 
otherwise noted, each ability can be selected only once. 
Some abilities have requirements, such as a class ability 
or minimum mythic tier, that you must meet before you 
select them.

Divine Vessel (Ex): At 10th tier, whenever you cast a 
spell that targets one or more non-mythic creatures, those 
creatures must roll twice for any saving throws associated 
with the spell and take the lower result. Whenever you 
are healed of hit point damage by a spell or effect, you are 
healed for the maximum possible amount. You also gain 
DR 10/epic. Once per round when you take more than 20 
points of damage (after damage reduction is applied), you 
regain one use of mythic power.

1st-Tier Hierophant Path Abilities
You can select these path abilities at any tier.

Alter Channel (Su): If you’re in the area of an opponent’s 
channel energy ability and the energy type is the opposite 
of yours, as an immediate action you can expend one use 
of mythic power to transform the opponent’s channeled 
energy to the opposite type. You can cause the altered 
energy to either affect the opposite kind of targets (undead 
or living), or change whether it heals or harms, but not 
both. Channeled energy that has been changed in this 
way heals or deals half the normal amount of damage. 
For example, if an evil cleric attempts to channel negative 
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energy to heal undead, you can expend one use of mythic 
power to convert that to channeled positive energy that 
either heals the living or harms undead. You must have 
the channel energy ability to select this ability.

Bleed Holy Power (Su): If you channel positive energy, 
when an undead creature damages you with a melee 
attack, you can expend one use of channeled energy as an 
immediate action to channel energy to deal damage to 
undead creatures around you (as detailed in the channel 
energy ability). Alternatively, you may focus this channeled 
energy so it affects only the undead creature that hit you. 
If you focus solely on that creature, you are considered 
4 levels higher in the class that grants you the channel 
energy feature when determining its effects.

Channel Shockwave (Su): You can expend one use of 
channel energy whenever you score a critical hit against 
a creature that has an element of alignment opposite 
to your own (chaotic and lawful are opposite, as are evil 
and good, so if you were lawful good, you could use this 
ability against a chaotic creature or evil creature). If you 
do, add your channel energy damage to the damage from 
the critical hit. This damage is the same type as your 
channeled energy (positive or negative) but damages the 
target regardless of whether it’s living or undead. The 
target can attempt a Will save against your channel energy 
DC to halve this bonus damage. All other effects of your 
critical hit still apply.

Contingent Channel Energy (Su): You can simultaneously 
expend one use of mythic power and one use of your 
channel energy ability to delay your channel energy so 
that it comes into effect under some condition you dictate. 
The conditions needed to bring the channel energy into 
effect must be clear, although they can be general. In all 
cases, the channel effect occurs instantaneously when the 
prescribed circumstances occur. For example, you could 
create a trigger that uses your channel positive energy if 
you are reduced to 0 or fewer hit points. If you prescribe 
complicated or convoluted conditions, your contingent 
channel energy ability could fail to trigger. The ability 
triggers based solely on the stated conditions, regardless 
of whether you want it to. You make all decisions about 
the ability when you expend the use of mythic power, 
according to what you can normally do with your channel 
energy ability; if you wish to exclude targets, you must 
name them at that time. You can have only one use of this 
ability waiting to be triggered at a time; if you use this 
ability again, the previous use expires. This use also 
expires after 1 day per tier if it hasn’t been triggered. 
This use of channel energy can’t be regained until 
after the contingent channel energy ability is 
triggered or expires.

Divine Countenance (Su): Whenever you 
encounter a creature whose alignment is within one 

step of yours, treat its attitude as one step better. If 
the creature’s starting attitude is helpful, you can 
make requests of the creature with a +5 bonus on your 
Diplomacy or Intimidate skill check.

Divine Guardian (Sp): As a full-round action, you 
can expend one use of mythic power to summon one 
extraplanar creature as if using a summon monster or 
summon nature’s ally spell, with the level of the summoning 
spell equal to half your tier. Your caster level for this 
ability is equal to your character level. You can have only 
one creature that has been summoned using this ability 
at a time; summoning another causes the previous one to 
disappear. If you expend two uses of mythic power, the level 
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of the summoning spell is equal to your tier instead. For 
example, if you are a 10th-level druid, 5th-tier hierophant, 
you can use this ability to summon one creature from the 
summon monster II or summon nature’s ally II list (or a lower-
level list) for 10 rounds; if you expend two uses, you can 
instead summon one creature from the summon monster V 
or summon nature’s ally V list (or a lower-level list).

Eldritch Breach (Su): You are adept at breaching magical 
defenses and resistance to your magic. When attempting 
a caster level check to dispel an effect, overcome spell 
resistance, or otherwise determine whether or not your 
magic affects a target (such as with knock or neutralize 
poison), roll twice and take the higher result.

Empathic Healing (Su): You can expend one use of mythic 
power to transfer up to 10 points of damage per tier from a 
touched ally to yourself, healing the target and damaging 
you. This transferred damage bypasses all effects that reduce 
or negate hit point damage (such as damage reduction). 
Alternatively, you can expend two uses of mythic power to 
transfer an ongoing disease or poison from a touched ally 
to yourself, which halts ongoing effects on the target from 
that aff liction and requires you to attempt any remaining 
saves against it. If you’re immune to the disease or poison, 
transferring it to yourself destroys the aff liction.

Enhance Magic Items (Ex): Your mythic presence 
enhances the power of certain magic items. Add half your 
tier to the caster level of potions, scrolls, staves, and wands 
you use. When using a staff or wand, you may activate the 
item by expending one use of mythic power instead of one 
of the item’s charges.

Faith’s Reach (Su): Whenever you cast a divine spell with  
a range of touch, you can instead cast the spell with a range 
of 30 feet. If the spell normally requires a melee touch 
attack, it instead requires a ranged touch attack.

Flexible Counterspell (Su): Your mythic power enhances 
your ability to counter spells. As an immediate action, you 
can expend one use of mythic power to attempt to counter 
a spell. Upon using this ability, you must identify the spell 
with a Spellcraft check (DC 15 + the spell’s level). If you 
correctly identify the spell, you can expend a spell or spell 
slot of a level equal to or higher than the spell being cast to 
counter the spell.

Heathen Slayer (Ex): Pick one deity (or similar entity 
able to grant divine spells to followers) as your religious 
rival. You gain a +2 bonus on weapon attack and damage 
rolls against this deity’s followers, as well as a +2 bonus 
on Bluff, Knowledge, Perception, Sense Motive, and 
Survival checks attempted against this deity’s followers. 
At 6th tier, these bonuses increase to +4. You can select 
this ability multiple times. Each time you do, choose an 
additional deity to be a religious rival.

Instrument of Faith (Su): You gain DR 15/— against 
attacks made with your deity’s favored weapon. You can 

expend one use of mythic power as a standard action to 
attempt a disarm or sunder combat maneuver check 
against each opponent within 60 feet that is wielding your 
deity’s favored weapon. You decide individually whether to 
disarm or sunder each opponent’s weapon. Attempt one 
combat maneuver check, using your caster level in place 
of your base attack bonus and adding your tier to the total, 
and use that result against all opponents.

Inverted Spontaneous Casting (Su): If you can 
spontaneously cast cure or inf lict spells, you gain the 
ability to spontaneously cast the opposite type of spell 
(i.e., you can spontaneously cast inf lict spells if you 
can normally cast cure spells, or cures spell if you can 
normally cast inf lict spells). When spontaneously casting 
the opposite type of spell, you must use a spell slot that 
is at least 1 level higher than that of the spell you want 
to cast. For example, if you can spontaneously cast cure 
spells and want to spontaneously cast inf lict light wounds, 
you must expend a 2nd-level spell slot.

Mighty Summons (Su): Each creature you conjure with 
any summon spell gains DR 5/epic for the duration of the 
summoning. If you cast a summon spell to summon more 
than one creature, you summon one additional creature of 
the same type. If you cast a summon spell to summon just 
one creature, you can expend one use of mythic power to 
give it the agile or savage mythic simple template (see page 
224) for the duration of the summoning.

Mythic Companion (Su): Select one animal companion, 
cohort, eidolon, familiar, or bonded mount. That creature 
can use the surge ability a number of times per day equal 
to your tier. Its surge ability uses the same bonus die type 
as you do when you use your surge ability.

Mythic Domain (Su): When determining the effects of 
your domain’s granted powers, you’re considered 4 levels 
higher. This increases the effects of powers you have 
access to, but doesn’t grant you powers at a lower level than 
normal. Once per day, you can expend one use of mythic 
power as a standard action to regain the use of all your 
domain granted powers as if you had rested for 8 hours. 
If you’re an oracle, all aspects of this ability apply to your 
revelations instead of to domain granted powers. You must 
have the domain class feature or mystery class feature to 
select this ability.

Mythic Wild Shape (Su): Choose one form you can take 
using wild shape. Using wild shape to take this form 
doesn’t count against your daily uses of wild shape. You 
can select this ability multiple times. Each time you select 
it, choose another form to not count against your daily 
uses of wild shape. You must have the wild shape class 
feature to select this ability.

Overf lowing Grace (Su): When you heal a creature with 
positive energy (such as by channeling positive energy to 
heal the living, using cure spells, or using lay on hands), 
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any affected creature at full hit points (whether already at 
full hit points or healed to full hit points by your channeled 
energy) gains a +1 sacred bonus on attack rolls, skill checks, 
ability checks, and saving throws for 1 minute. If you 
channel negative energy to heal undead, this is a profane 
bonus rather than a sacred bonus.

Pack Wild Shape (Su): Whenever you use the wild 
shape class feature, you can also transform allies when 
you change shape. When you use wild shape, you can 
expend one use of mythic power to select a number of 
willing allies equal to your tier. These allies take the 
same animal form as you do, with the same abilities as 
yours. Divide the duration of that use of wild shape evenly 
(rounded down) among yourself and the affected allies. 
The transformation ends for everyone when you return to 
your normal form or use wild shape again. An ally can end 
its own transformation early as a standard action without 
affecting the duration for you or other allies. You must 
have the wild shape class feature to select this ability. 

Plantbringer (Su): All plants within a 1-mile radius of 
you grow at double their normal rate and don’t suffer 
from any diseases or maladies. Furthermore, allied plant 
creatures within 30 feet of you gain fast healing equal to 
your tier. If you use plant shape or wild shape to take the 
form of a plant, you gain this fast healing in plant form.

Relentless Healing (Su): You can restore life to the 
recently dead. If a creature has died within 1 round, as 
a free action you can expend one use of mythic power 
to apply healing magic to that creature. This healing 
can be from a spell or effect you cause or from a magic 
item you wield. If this healing brings the creature’s hit 
points above the threshold for death, it comes back to 
life and stabilizes at its new hit point total (similar to 
the way breath of life functions); otherwise, it remains 
dead. Alternatively, you can expend two uses of mythic 
power on a dead creature that would have the ability 
to magically heal itself if it were alive (such as a dead 
cleric with a prepared cure light wounds spell) in order to 
trigger the most powerful healing magic it knows or has 
prepared. If this brings the creature’s hit points above its 
death threshold, it returns to life.

Sustained by Faith (Su): You require no food, water, or 
sleep. If you have abilities or class features that require 
rest before they can be regained, you can choose to regain 
them once per day by spending 1 hour in uninterrupted 
meditation. If you are 3rd tier or higher, you can expend 
one use of mythic power in order to also not need to 
breathe for 24 hours.

Symbol of the Holy (Su): As a standard action, you can 
create a wooden holy symbol dedicated to your deity. If 
it ever leaves your possession, it fades away after 1 hour. 
Whenever you use this holy symbol as a divine focus when 
casting a spell, you don’t need to have any other material 

component, unless that component costs more than 50 gp 
per tier you possess.

Tongue of the Land (Su): Animals, elementals, fey, and 
plants are magically able to understand you when you 
speak Druidic, as if you were using speak with animals or 
tongues. If speaking to creatures of different types at the 
same time, you can allow all of them to understand you 
or speak understandably to just one type at a time. For 
example, if speaking to a group of animals and fey, you 
can make yourself understandable to all of them, just to 
the animals, or just to the fey.

Water of Life (Su): Any potions you consume have 
the maximum effect, as if they were created using the 
Maximize Spell feat. You can quickly create a temporary 
potion by casting a spell into a pint of water. The spell 
must be a valid choice for the Brew Potion feat and have 
a spell level no higher than your tier. The targeted liquid 
becomes a potion of that spell. If not consumed, the 
temporary potion reverts to normal water after 1 hour 
per tier. 

3rd-Tier Hierophant Path Abilities
You must be at least 3rd tier to select these path abilities.

Abundant Healing (Su): When you use a spell or class 
ability to heal a creature’s hit point damage, you can apply 
excess healing (over the target’s full hit points) to one ally 
adjacent to you. You can continue to apply excess healing 
to other adjacent allies until no injured allies are adjacent 
or you run out of excess healing. For example, if you could 
cure 40 points of damage with your cure critical wounds 
spell and the target has taken only 20 points of damage, 
you can apply the remaining 20 points of healing to an 
adjacent ally; if that second ally has taken only 15 points of 
damage, you can apply the remaining 5 points of healing 
to another adjacent ally. 

Alignment Insight (Ex): You can automatically detect 
the alignment of any outsider you can see. This ability 
doesn’t function if the creature is magically disguised 
or has been polymorphed into a different shape. You can 
automatically detect the alignment of any creature you see 
casting a divine spell; if that creature worships a deity, you 
also learn its deity. Spells and effects that mask a creature’s 
alignment prevent the use of this ability. Whenever you 
cast a spell that affects creatures differently based on their 
alignment (such as holy smite), you may have the spell treat 
creatures of one particular alignment as an alignment one 
step away from that alignment. For example, when casting 
holy smite, you could treat all lawful neutral creatures as 
lawful good or lawful evil, all chaotic neutral creature as 
chaotic good or chaotic evil, or all neutral creatures as 
neutral good or neutral evil.

Animal Friend (Ex): If you have the wild empathy ability, 
you can use it as a free action once per round. If you don’t 
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have that ability, you can instead attempt Diplomacy checks 
(with a –8 penalty) to improve the attitude of animals as 
if they were intelligent creatures. Add your tier to wild 
empathy or Diplomacy checks to inf luence animals.

Blessed Companion (Su): Select one animal companion, 
eidolon, familiar, or bonded mount. It gains DR 5/epic. 
This ability can be taken a second time at 6th tier or higher 
and a third time at 9th tier or higher. Each additional time 
it’s taken, the DR increases by 5.

Divine Metamastery (Su): As a swift action, you can 
expend one use of mythic power and pick any one 
metamagic feat you know that increases the slot level of 
the spell by 0 levels or 1 level. For the next 10 rounds, you 
can apply this metamagic feat to any divine spell you cast 
without increasing the spell slot used or casting time. You 
can also use this ability on a divine spell cast from a scroll, 
staff, or wand. You can’t have more than one use of this 
ability active at a time. If you use this ability again, any 

previous use immediately ends (though any metamagic 
effects on spells already cast remain). You can select 
this ability more than once. Each time you select it, the 
maximum spell slot level increase of the metamagic feat 
goes up by 1 to a maximum of 4. 

Divine Potency (Su): Choose one of your divine 
spellcasting classes. You gain four bonus 1st-level divine 
spell slots for that class (like the bonus spells gained 
from a high ability score). This doesn’t change your 
number of spells known. You can select this ability more 
than once. If you choose the same divine spellcasting 
class a second time, you gain four bonus 2nd-level spell 
slots; if you choose it again, you gain 3rd-level slots for 
choosing it a third time, and so on. This ability can’t 
grant you bonus spells for a spell level that you don’t 
have the ability to cast. 

Domain Immunity (Su): You don’t take damage or 
suffer harmful effects from spells on your domain spell 
list, even ones you aren’t of a high enough level to cast. 
If you’re targeted by any of these spells, as an immediate 
action you can expend one use of mythic power to turn 
the spell back upon the original caster as if using spell 
turning. Beneficial effects of spells on your domain spell 
list affect you normally. If you’re an oracle, this ability 
applies to your mystery’s bonus spells. You must have the 
domain class feature or mystery class feature.

Enduring Blessing (Su): Whenever you cast a spell 
with a duration of 10 minutes per level or longer upon 
one willing target, you can change that spell’s duration 
to 24 hours. If the spell has other duration conditions, 
those still apply (for example, the duration of stoneskin 
changes to 24 hours or until discharged). A creature can’t 
be subject to more than one spell affected by this ability 
at a time; if another is cast upon the creature, the f irst 
one ends. You can select this ability a second time at 6th 

tier or higher. The second time you select it, you 
can use it on spells with a duration of  
1 minute per level or longer.

Hand of Mercy (Su): If you have the 
channel energy ability, you can touch 
a creature and expend one use of 
channel energy to remove a condition 
aff licting that creature. Each time you 

use this ability, you can choose one of 
the following conditions: dazed, fatigued, 

shaken, sickened, or staggered. At 6th tier, 
you can also choose from among the cursed, 

exhausted, frightened, and nauseated conditions. 
At 9th tier, you can also choose from among the blinded, 

deafened, paralyzed, and stunned conditions.
Hurling Vengeance (Su): Whenever you 
are wielding your deity’s favored weapon 
or your paladin bonded weapon, you can 
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throw it as if it had the returning and throwing weapon 
special abilities. If using a paladin bonded weapon, it 
retains its bonded abilities when thrown this way. By 
expending one use of mythic power as part of a full 
attack, the weapon returns to you immediately after 
each time you throw it (instead of just before your next 
turn) allowing you to make your full number of attacks 
that round.

Life Current (Su): You are more attuned to the source 
of life or unlife and better able to access its power. When 
casting a cure or inf lict spell or use a class feature that 
uses positive or negative energy (such as channel energy 
or lay on hands), treat any natural 1s on the dice rolled to 
heal or deal damage as 2s. You can select this ability up 
to four times. The second time you select it, treat natural 
1s and 2s as 3s. The third time you select it, treat natural 
1s, 2s, and 3s as 4s. The fourth time, treat natural 1s, 2s, 
3s, and 4s as 5s.

6th-Tier Hierophant Path Abilities
You must be at least 6th tier to select these path abilities.

Arcane Knowledge (Ex): You can use divine power to 
cast a small number of arcane spells. Choose three 1st-
level spells from the sorcerer/wizard spell list or three 
1st-level spells from the bard spell list. You can add those 
spells to your list of spells that you can prepare each day. 
You can select this ability up to three times. Each time 
you select it, you choose three more spells from the same 
class’s spell list (sorcerer/wizard or bard), and the highest 
spell level you can select from increases by 1 (up to 2nd 
level the second time and up to 3rd level the third time). 
You must be a cleric or druid to select this ability.

Conduit of Divine Will (Su): Your mythic nature is 
directly connected to the divine. As a standard action, 
you can expend one use of mythic power to use channel 
energy, use lay on hands, or cast any one spell from your 
domain spell lists (as long as you can normally prepare 
a spell of that level). Whenever you use this ability, you 
also gain spell resistance equal to 10 + your tier and a +4 
sacred bonus (or profane bonus if you’re evil) to your AC 
for a number of rounds equal to your tier.

Overcome Curse (Su): You are immune to curse effects. 
For example, bestow curse has no effect on you, and you 
can handle, carry, or discard a cursed magic item without 
harm. If a cursed item has useful functions and a cursed 
effect (such as armor of arrow attraction) or drawback (such 
as a mace of blood), you are immune to the cursed effect 
and drawback, and can still use its other abilities. If a 
cursed item works normally for a period of time before 
its curse triggers (such as gauntlets of fumbling), the item 
stops working for you when the curse would normally 
trigger. If you’re an oracle, you can ignore the negative 
effects of your oracle’s curse.

Servant of Balance (Su): Whenever a critical hit is 
confirmed against you, the attack deals normal damage 
instead of critical damage. Other effects that trigger on 
a successful critical hit (such as the Blinding Critical 
feat, the f ire damage from a critical hit with a f laming 
burst weapon, or the effects of a vorpal weapon) all affect 
you normally.

Undying Healer (Su): Whenever you fall unconscious, 
a ghostly image of you manifests from out of your body. 
Even though you’re unconscious, you control this image. 
On your turn each round, this image can f ly up to 30 
feet and use your ability to lay on hands to heal, channel 
energy to heal, or cast any conjuration (healing) spell 
that you could cast. This consumes these abilities as 
normal. Abilities used by the image can’t benef it you. 
This image lasts a number of rounds equal to your tier. 
This ability can be dispelled, using double your tier as 
the caster level. If you die or regain consciousness, the 
image immediately ends. 

Hierophant Builds
When	 selecting	 your	 hierophant’s	 path	 abilities,	 consider	

the	 following	 themes.	 Each	 one	 suggests	 a	 variety	 of	

complementary	path	abilities,	with	different	interpretations	

of	what	it	means	to	be	mythic	champion	of	the	divine.

Healer:	You	are	the	master	of	the	healing	arts,	using	your	

abilities	to	cure	nearly	any	affliction	and	even	raise	the	dead.	

1st-Tier Path Abilities—empathic	 healer,	 overflowing	 grace,	

relentless	healing;	3rd-Tier Abilities—abundant	healing,	hand	

of	mercy,	life	current;	6th-Tier Abilities—undying	healer.

Holy	 Warrior:	 Your	 hierophant	 abilities	 allow	 you	 to	

deliver	 the	 wrath	 of	 your	 patron.	 1st-Tier Path Abilities—

channel	shockwave,	heathen	slayer,	instrument	of	faith;	3rd-

Tier Abilities—alignment	insight,	hurling	vengeance;	6th-Tier 

Abilities—conduit	of	divine	will.

Nature	Servant:	Your	powers	are	drawn	from	nature,	and	

you	are	nature’s	sacred	implement.	1st-Tier Path Abilities—

divine	 guardian,	 mighty	 summons,	 mythic	 companion,	

mythic	wild	shape,	pack	wild	shape,	plantbringer,	tongue	

of	 the	 land;	 3rd-Tier Abilities—animal	 friend,	 blessed	

companion;	6th-Tier Abilities—servant	of	balance.

Sacred	Conduit:	You	use	your	powers	to	call	on	divine	

power,	enhancing	your	magic	and	ability	to	channel	energy.	

1st-Tier Path Abilities—alter	 channel,	 bleed	 holy	 power,	

eldritch	breach;	3rd-Tier Abilities—abundant	healing,	divine	

metamastery,	 divine	potency,	 enduring	blessing;	6th-Tier 

Abilities—conduit	of	divine	will.

Spellcasting	hierophants	may	also	wish	to	take	the	mythic	

spellcasting	universal	path	ability	(see	page	50).
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MARSHAL
Some are destined not only to achieve personal greatness, 
but also to inspire armies, rally the fallen, and bring the 
most out of those who follow them. The marshal is such 
a leader, renowned for his vision, courage, and strategic 
acumen. Soldiers f lock to a marshal’s banner for a chance 
to serve under such a commander, confident that his skill 
will see them through even the most difficult challenges.

Role: As a marshal, your abilities allow you to inspire 
mythic and non-mythic allies alike to greatness. In a 
group, you protect and push your allies to even greater acts 
of heroism. All the while, the powers of the marshal allow 
you to take the lead, help your companions, and take the 
fight to your enemies.

Classes: Bards, cavaliers, clerics, inquisitors, and 
paladins will all f ind a host of useful abilities in the 
marshal path. In fact, almost any character who assists 
others, both during combat and afterward, will likewise 
f ind that the path of the marshal includes a number of 
valuable abilities that will help in her noble endeavors.

Bonus Hit Points: Whenever you gain a marshal tier, 
you gain 4 bonus hit points. These hit points stack with 
themselves, and don’t affect your overall Hit Dice or 
other statistics.

Table 1–7: Marshal
Tier	 Path	Features

1st	 Marshal’s	order,	path	ability

2nd	 Path	ability

3rd	 Path	ability

4th	 Path	ability

5th	 Path	ability

6th	 Path	ability

7th	 Path	ability

8th	 Path	ability

9th	 Path	ability

10th	 Path	ability,	visionary	commander

Marshal Features
As you gain tiers, you gain the following abilities.

Marshal’s Order: Select one of the following abilities. 
Once chosen, it can’t be changed.

Advance (Ex): As a swift action, you can expend one use 
of mythic power to inspire a tactical advance on the field 
of battle. This allows you and each of your allies within 30 
feet to take either a single move action of the character’s 
choice or a 5-foot step, as long as you or your ally has the 
ability to take such an action (for example, an unconscious 
character still can’t take an action). The action granted by 
this ability doesn’t count toward the number or type of 
actions a creature is allowed to take on its turn.

Decisive Strike (Su): As a swift action, you can expend 
one use of mythic power to give one ally within 30 feet the 

ability to immediately make a single melee or ranged 
attack on your turn. Add your tier as a bonus on the attack 
roll. The damage dealt by this attack bypasses all damage 
reduction. This attack doesn’t count toward the ally’s 
actions on its turn. 

Rally (Su): As a swift action, you can expend one use 
of mythic power to rally your allies. This gives you and 
each of your allies within 30 feet the option to reroll any 
one d20 roll after the roll is made. The granted reroll 
must be used before the beginning of your next turn, 
and the creature must take the result of the reroll, even 
if it is lower.

Path Ability: At 1st tier and every tier thereafter, select 
one new path ability from the marshal path abilities 
lists or from the universal path abilities lists (see page 
50). Once you select an ability, it can’t be changed. Unless 
otherwise noted, each ability can be selected only once. 
Some abilities have requirements, such as a class ability 
or minimum mythic tier, that you must meet before you 
select them.

Visionary Commander (Su): At 10th tier, whenever 
you or an ally within 30 feet rolls an initiative check, roll 
twice and take either result. If the first round of combat 
is a surprise round, you and all allies within 30 feet at 
the start of the combat can take a full round’s worth of 
actions instead of just a move or standard action. Once 
per round, when you or an ally within 30 feet scores a 
critical hit against a mythic creature, you regain one use 
of mythic power.

1st-Tier Marshal Path Abilities
You can select these path abilities at any tier.

Additional Order (Ex): You learn an additional 
marshal’s order ability. You can select this ability twice.

Assured Skill (Ex): In times of need, you’re virtually 
assured success when using skills. As a free action 
before you attempt a skill check, you can expend one use 
of mythic power to roll that skill check twice, take the 
higher result, and add your tier to the total.

Clarion Call (Ex): You bestow your wrath on your 
allies. As a swift action, you can expend one use of mythic 
power to grant all allies within 30 feet the benefits of 
your active smite or challenge ability, directed at the 
same opponent you’re targeting with that ability. Only 
the constant effects from the smite or challenge are 
conferred with this ability, not the ones you can use only 
once. This ability lasts a number of rounds equal to your 
tier or until either the combat ends or the subject of the 
smite or challenge is dead or unconscious.

Deadly Guidance (Ex): You are able to point out the 
weak points in an enemy’s defenses, and your allies 
benefit from your tactical insight. As a swift action, 
you can expend one use of mythic power to designate a 
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single opponent within 30 feet of you. All allies within 30 
feet of that opponent gain the sneak attack ability when 
attacking it, and can thus deal +1d6 points of damage 
when f lanking that opponent or when the opponent is 
otherwise denied its Dexterity bonus to AC. This sneak 
attack damage stacks with sneak attack damage from 
other sources. This ability lasts a number of rounds 
equal to half your tier (minimum 1). You can take this 
ability up to four times. Each time you take it, the sneak 
attack damage from this ability increases by 1d6.

Directed Assault (Ex): By finding a gap in your enemy’s 
defenses, you allow your allies to take advantage of your 
discovery. When you confirm a critical hit with a melee 
or ranged weapon against an opponent, allies within 
30 feet of that opponent add your tier to their critical 
confirmation rolls against that opponent. This bonus 
lasts for a number of rounds equal to your tier. During 
this duration, you can expend one use of mythic power 
to convert an ally’s successful attack into a critical threat. 
The ally must be within 30 feet, and can also gain the 
bonus to its confirmation roll. Only one opponent can be 
the focus of your directed assault at a time. If you confirm 
a critical hit against another creature, you may make it 
the new focus (immediately ending the previous focus) or 
maintain the current focus.

Distracting Assailant (Ex): You make a barrage of attacks 
and quick feints that are so distracting your opponent 
loses focus against all other assailants. Whenever you 
successfully strike a foe with a melee weapon or natural 
attack, you can expend one use of mythic power as a swift 
action. For 1 round, that opponent loses its Dexterity 
bonus to AC on all attacks against it other than yours. 
While this ability is in effect, any allies who f lank that 
foe gain a +4 bonus on attack rolls against it, instead of 
the normal +2. While the opponent is affected by this 
ability, each time you hit it, the duration increases by 1 
round. This effect automatically ends if your turn ends 
and the target is not within your melee reach. 

Focus (Su): Your mighty and inspiring presence 
enhances the power of your companions’ heroic surges. 
Whenever a mythic ally that is within 30 feet uses the 
surge ability, it rolls its bonus die twice and takes the 
higher result.

Granted Stride (Ex): Your mythic grace means that 
you and your allies easily pass through undergrowth at 
full speed. Allies within 30 feet of you gain the benefits 
of woodland stride (as the ranger class feature), as long 
as they can see and hear you. As a swift action, you can 
expend one use of mythic power to allow allies within 30 
feet to ignore naturally occurring difficult terrain in any 
of your favored terrains for 1 minute per tier. You must 
have the woodland stride and favored terrain class features 
to select this ability.

Greater Surge (Su): Your surge is more powerful than 
most. Treat your tier as if it were 3 higher for the purpose 
of determining your mythic surge die (maximum 10th 
tier). When you gain your 10th tier, your surge die 
becomes 2d8.

Helpful Rebuke (Ex): You are quick with stern yet 
helpful words of advice. Whenever an ally within line of 
sight fails a skill check with a skill you’re trained in, you 
can expend one use of mythic power as an immediate 
action to allow that ally to reroll that skill check with a 
bonus equal to your tier. If the new roll is successful, your 
ally succeeds at that check instead of failing it. The ally 
who failed the skill check must be able to see and hear 
you to gain this reroll. You can use this ability with a skill 
you aren’t trained in, but you must expend two uses of 
mythic power to do so, and the ally doesn’t gain your tier 
as a bonus on the reroll. 

Heroic Block (Ex): With surprising speed, you can 
leap to an ally’s defense. When a opponent makes a melee 
attack against one of your allies, you can expend one 
use of mythic power as an immediate action to move up 
to double your speed or take a 5-foot step. You must end 
this movement adjacent to the attacking opponent. When 
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you end this movement, you can immediately use the aid 
another action to grant a bonus to your ally’s AC (Core 
Rulebook 197). This bonus is applied before the opponent’s 
triggering attack. These actions don’t count against your 
actions this turn.

Inspire Minions (Ex): When you use a spell, a bardic 
performance, or another class feature to grant a morale or 
competence bonus, the bonus increases by 2 for creatures 
with at least 4 Hit Dice fewer than you. For example, if 
you’re a 6th-level bard using inspire courage, creatures 
with 2 Hit Dice or fewer receive a +4 morale bonus on fear 
saves and a +4 competence bonus on attack and weapon 
damage rolls instead of +2.

Inspired Defense (Ex): Whenever you use bardic 
performance to inspire courage, the competence bonus 
against charm and fear effects instead applies to all saving 
throws. If you expend one use of mythic power when you 
start a bardic performance to inspire courage, you add 
your tier to this bonus.

Inspiring Surge (Ex): Your surge inspires non-mythic 
allies to greater acts of martial daring. Each time you use 
your surge ability, each non-mythic ally within 30 feet 
gains a +1 bonus on attack rolls and damage rolls for the 
next weapon attack it makes before the start of your next 
turn. An ally must be able to see and hear you to gain the 
bonus. You can take this ability up to three times. When 
you take it the second time, the bonus on attack and 
damage rolls increases to a number equal to half your 
tier. When you take it a third time, the bonus on attack 
and damage rolls increases to a number equal to your tier 
instead of half your tier. 

Lend Power (Su): You are an invaluable asset to your 
comrades. As an immediate action, you can expend one 
use of mythic power or your confidence ability (see page 
42) to grant the benefit of your surge ability to a mythic 
ally within 30 feet. The ally uses your surge die.

Lightning Performance (Ex): Your tongue is as quick as 
any blade. You can start a bardic performance as a swift 
action instead of a standard action. If you expend one use of 
mythic power, you can instead start a bardic performance 
as a free action.

Loyalty (Ex): You gain Leadership as a bonus feat. If you 
already have the Leadership feat (or if you take it at a later 
level), add your tier to your Leadership score. Whenever 
you use your marshal’s order ability and your cohort 

is within 100 feet, you can include your cohort as an 
additional ally affected by your order.

Menacing Presence (Su): Something about you puts 
others on edge. You can attempt an Intimidate check 

to inf luence a creature’s attitude as full-round action 
instead of it taking 1 minute. In combat, you can attempt an 

Intimidate check to demoralize an opponent as a move 
action. If you expend one use of mythic power, you can 
attempt to use Intimidate to demoralize all enemies 
within 30 feet as a standard action, or as a move action 

if using the Dazzling Display feat (Core Rulebook 120). 
Mythic Fascination (Su): When you use the fascinate 

or suggestion bardic performance ability, non-mythic 
creatures take a penalty on their saving throws against it 
equal to half your tier. If you expend one use of mythic 
power when you activate the performance, the penalty 
also applies to mythic creatures.

Painful Gambit (Ex): Facing off against you is never a 
safe option when your allies stand beside you. When you 
are hit by an attack of opportunity, you can expend one 
use of mythic power as an immediate action to allow all 
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of your allies to make an attack of opportunity against the 
creature that attacked you if it’s within their melee reach.

Perfect Aid (Ex): Whenever you successfully use the aid 
another action, your ally also adds your tier to the aid another 
bonus. If you use your surge ability on the aid another roll, 
add the result of the surge die to this bonus as well.

Persuasive Countenance (Su): Whenever you encounter 
a creature whose attitude is at least indifferent to you, treat 
its attitude as one step better. If the creature’s starting 
attitude is helpful, you can make requests of the creature 
with a +5 bonus on your Diplomacy or Intimidate check.

Press the Advantage (Ex): When an ally seriously harms 
a foe, you seize the moment. When an ally within 30 feet 
confirms a critical hit against a creature you threaten, the 
target of the critical hit provokes an attack of opportunity 
from you. If you hit with your attack of opportunity, all 
of your allies gain a +2 bonus on attack rolls against that 
creature for 1 round.

Resurging Words (Su): Using the power of your mythic 
presence, you spur on allies even when all seems lost. 
Using this ability takes 10 uninterrupted minutes, during 
which time you give a stirring speech to all allies within 
30 feet of you. If you expend one use of mythic power at the 
end of the speech, your allies gain a number of temporary 
hit points equal to your tier plus your Charisma modifier, 
and a bonus on saving throws against fear equal to half 
your tier (minimum 1). Any ally who currently has 1/4 of 
its full hit points or fewer gains twice as many temporary 
hit points from this ability. The temporary hit points and 
saving throw bonus last for 24 hours. Allies can benefit 
from this ability only once every 24 hours. 

Rise Up (Su): Your allies draw strength from your 
courage and leadership. As a standard action, you can 
expend one use of mythic power to grant all of your non-
mythic allies within 30 feet one use of the surge ability, 
using your surge die. This surge must be used within a 
number of rounds equal to your tier. An ally can benefit 
from this ability only once every 24 hours.

Shout of Defiance (Su): You can channel holy energy 
into a righteous shout of defiance. As a standard action, 
you can expend one use of mythic power and one use of 
either channel energy or lay on hands to create a 100-foot 
spread of healing energy. All allies within this spread heal 
a number of hit points equal to 1d6 plus double your tier. If 
this brings an ally from negative hit points to 0 hit points 
or more, the ally can immediately stand up from prone 
without provoking an attack of opportunity.

Smiting Aura (Su): Whenever you use your smite evil 
ability, you can expend one use of your mythic power to 
create a 20-foot-radius aura centered on you that lasts for 
a number of rounds equal to your tier. Any evil creature 
that starts its turn in or moves into this area takes 
a number of points of damage equal to your tier. This 

damage comes from holy power, and is not affected by 
damage reduction or energy resistance. You must have the 
smite evil class ability to select this ability.

Stand Tall (Su): Before you attempt a saving throw 
against a spell or effect that also targets one or more allies 
within 30 feet, you can expend one use of mythic power as 
an immediate action to allow your allies to use your saving 
throw result or their own, whichever is higher.

Tactical Genius (Su): You gain a bonus teamwork feat. 
You must meet all prerequisites for the feat. Any ally 
within 30 feet of you counts as having that teamwork feat 
for the purposes of you gaining bonuses from the feat 
(the ally doesn’t gain the bonus unless it actually has the 
feat). At the start of each day, you can spend 10 minutes 
and expend one use of mythic power to replace this 
teamwork feat with any other teamwork feat you qualify 
for. You can select this ability up to three times. Each 
time, you gain an additional bonus teamwork feat. If you 
have selected this ability more than once, at the start of 
each day you can replace any number of teamwork feats 
this ability grants you, spending time and uses of mythic 
power for each feat you replace.

Unwavering Skill (Ex): You can always take 10 or 20 
on checks using class skills, even if threatened or in a 
hazardous situation. You can’t use this ability with skill 
checks that don’t normally allow you to take 10 or take 20.

3rd-Tier Marshal Path Abilities
You must be at least 3rd tier to select these path abilities.

Aura of Perseverance (Ex): Your leadership keeps your 
allies going even when they’re at death’s door. Allies within 
30 feet of you don’t become unconscious or disabled when 
reduced to 0 hit points or fewer. As soon as you and an ally 
at 0 hit points or fewer are more than 30 feet apart, that 
ally becomes unconscious or disabled. You can expend one 
use of mythic power to stabilize all dying allies within 30 
feet and let all allies within this range ignore the staggered 
condition for a number of rounds equal to your tier.

Caster’s Friend (Ex): You bolster the concentration of 
spellcasting allies standing next to you. A spellcaster 
who is adjacent to you gains a bonus on concentration 
checks equal to your tier. Furthermore, if a spellcaster 
fails a concentration check while adjacent to you, as an 
immediate action you can expend one use of mythic 
power to allow that spellcaster to instead automatically 
succeed at that concentration check. 

Commanding Presence (Ex): Your force of presence is 
so overwhelming that others know what you want and 
can comprehend what you are saying even if they don’t 
understand the words you speak. You can use your body 
language and tone of voice alone to ask questions and make 
statements to those who don’t know your language. When 
they answer or respond to your communications, you must 

4141

Mythic HeroesMythic Heroes 1

paizo.com #2696554, Kevin Athey <drizzt@acm.org>, Aug 19, 2013

paizo.com #2696554, Kevin Athey <drizzt@acm.org>, Aug 19, 2013

3473704

3473704

3473704

435574

435574

435574



paizo.com #2696554, Kevin Athey <drizzt@acm.org>, Aug 19, 2013

paizo.com #2696554, Kevin Athey <drizzt@acm.org>, Aug 19, 2013

3473705

3473705

3473705

435575

435575

435575

succeed at a DC 20 Sense Motive check to get the general 
idea of what they are saying in return. Furthermore, when 
you use a spell or ability with the language-dependent 
descriptor, you can still affect creatures that cannot 
understand the language you are using, but they must be 
able to hear you and must have an Intelligence score of 1 
or higher. 

Confidence (Su): You can draw upon a deep reserve of 
confidence in times of need. You can call on confidence 
three times per day to use the surge mythic ability without 
expending one use of mythic power. You can select this 
ability up to three times. Each additional time you select 
it, you gain three additional uses of confidence per day.

Demagogue (Su): You have an unnatural ability to 
call and sway crowds with your commanding presence 
and f lawless rhetoric. When in a small town or larger 
settlement, you can expend one use of mythic power 
to gather a crowd (Core Rulebook 436). Doing so takes 
4d10 minutes. Add your tier to your Charisma bonus 
and then multiply the sum by 5 to determine how many 
creatures are in the crowd (as long as the settlement has 
a sufficient population to provide a crowd of that size, as 
determined by the GM). For example, a 4th-tier marshal 
with a +6 bonus to Charisma could gather as many as 50 
creatures. The crowd remains for 1 hour, and you gain 
a +10 competence bonus on Diplomacy and Intimidate 
checks to direct the crowd. You can expend another use of 
mythic power to extend the effect for another hour. This 
is a language-dependent effect.

Dispel Fear (Su): You can rally your allies and relieve 
their fear. As a swift action, you can expend one use of 
mythic power to either end all fear effects affecting allies 
within 30 feet of you, or end all fear effects on one ally 
within line of sight who can clearly see you and hear you.

Flexible Confidence (Ex): Your resolve is more useful 
that others’. You can expend the uses of your confidence 
ability as uses of mythic power for the purposes of your 
marshal path abilities.

Glorious Charge (Ex): You call your allies to make a 
coordinated charge at the same time. As an immediate 
action when you start a charge, you can expend one use 
of mythic power and allow an ally to charge immediately 
after your charge is complete. You can expend additional 
uses, allowing one more ally to charge per use spent. An 
ally’s charge doesn’t count toward the number of actions it 
can take on its next turn.

Master of Mercy (Su): Your touch provides great 
relief. If you have the mercy class feature, when you lay 
on hands, you can expend one use of mythic power to 
apply all the mercies of your level or lower instead of just 
the mercies you’ve selected. If you don’t have the mercy 
class feature, you can expend one use of mythic power 
as a standard action to remove a single condition from a 

creature you touch, using your tier as your paladin level 
to determine what mercies are available to you. You can 
select a different mercy each time you use this ability.

Master of Shadows (Ex): You are a master of moving 
unseen and unheard, and adept at guiding others in quiet 
and undetected movement. When you or any ally within 
30 feet attempts Stealth checks, each of you rolls twice 
and takes the higher result. As a swift action, you can 
expend one use of mythic power to add your tier to one 
ally’s next Stealth check. The ally must be within 30 feet 
and the check must occur within the next minute.

Mythic Bond (Ex): Your hunter’s bond ability is more 
powerful than most. If your bond is with an animal, that 
animal gains half your favored enemy bonuses. If your 
hunter’s bond is with your companions, you can activate 
the bond as a swift action, granting your allies your full 
favored enemy bonus instead of just half.

Shared Alertness (Ex): Your presence and guidance allow 
others to avoid traps and other dangers. Allies within 30 
feet of you that can clearly see and hear you gain your trap 
sense ability. If you have evasion or improved evasion, you 
can expend one use of your mythic power as an immediate 
action to grant that ability to one ally within 30 feet until 
the beginning of your next turn.

Shatter Resilience (Ex): You can channel your mythic 
power through your strike to lower your target’s damage 
reduction. When you hit a creature that has DR, you can 
expend one use of mythic power as part of the attack to 
lower the target’s DR by an amount equal to your tier (to a 
minimum of 0) for 1 minute. Multiple uses of this ability 
on the same creature don’t stack.

Words of Hope (Su): As a standard action, you can expend 
one use of mythic power to inspire allies within a 30-foot 
radius, granting each of them the ability to roll twice and 
take the higher result on one attack roll, saving throw, skill 
check, or ability check. An ally can use this ability once per 
round for a number of rounds equal to half your tier, and 
must choose whether to roll twice before rolling the die. 
This is a language-dependent emotion effect.

6th-Tier Marshal Path Abilities
You must be at least 6th tier to select these path abilities.

Beacon of Hope (Su): You radiate a supernatural aura 
that fills your allies with hope and resolve. All allies 
within 30 feet gain a +2 morale bonus against fear and 
emotion effects, and a +4 bonus on stabilization checks. 
Furthermore, each time one of these allies is subject to a 
healing spell or effect, it heals a number of additional hit 
points equal to your tier. Once per day as a standard action, 
you can expend one use of mythic power and end this aura 
to heal all allies within 30 feet of an amount of damage 
equal to 1d6 hit points per tier you possess. If dismissed, 
the aura automatically reactivates 24 hours later. 
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Castigate (Su): While your words can soothe and 
aid your friends, they are equally adept at assaulting 
your foes. As a swift action, you can expend one use of 
mythic power to unleash a scathing verbal assault that 
demoralizes all opponents within 30 feet for 1 minute, as 
if you had successfully used the Intimidate skill. These 
opponents must be able to clearly see and hear you, but 
this ability is not language dependent.

Fight On (Su): With an order or a determined look, you 
spur a wounded ally to keep f ighting. As an immediate 
action, you can expend one use of mythic power to allow a 
creature other than yourself that is reduced to fewer than 
0 hit points to remain conscious and alive. The creature 
can’t die from hit point damage until after the start of 
your next turn. You can extend this effect for 1 round at 
the start of your next turn by expending another use of 
mythic power as a free action. Though the creature can’t 
be killed by hit point damage, any damage it takes still 
applies to its current hit points. When this ability’s effect 
ends, the creature falls unconscious or dies if its current 
hit points or other circumstances would otherwise cause 
it to do so. The creature must be within 30 feet for you to 
start or extend this effect.

Inspiring Assault (Su): As a swift action, you can 
expend one use of mythic power to inspire your allies to 
greatness in combat. Once per turn as a free action, each 
of your allies can either move up to its speed or make one 
melee or ranged attack at its full base attack bonus. These 
actions don’t count against its actions for the turn. Once 
activated, this ability lasts a number of rounds equal 
to your tier, but immediately ends if you don’t damage 
an opponent with an attack or spell on your turn. This 
ability doesn’t stack with haste or similar effects. An ally 
must be within 30 feet of you at the start of its turn to 
benefit from this ability.

Surge of Inspiration (Su): Your very presence pushes 
those around you to be their very best. As an immediate 
action, when an ally within line of sight misses with an 
attack or fails a saving throw, you can expend one use of 
mythic power or your confidence ability to grant the ally 
the benefits of your surge ability on that attack roll or 
saving throw. The ally uses your surge die, and can apply 
the bonus after the result is revealed, possibly turning a 
failure into a success.

Unswerving Loyalty (Su): You are a bastion of strength 
and resolve, and you possess the ability to protect 
your mind from even the most powerful charms and 
compulsions. You gain immunity to non-mythic mind-
affecting effects, though you can choose to be affected 
by them if you wish. When subject to a mind-affecting 
effect from a mythic source, you can expend one use of 
mythic power as an immediate action to gain immunity 
to that effect.

Words of Valor (Su): With a mere speech, you empower 
your allies to take on any foe. As a standard action, you 
can expend two uses of mythic power to inspire all of 
your allies within a 30-foot radius, granting them the 
effects of the spell heroism and making them immune 
to fear for 1 round per tier. Each mythic creature that 
is affected by this ability can use its surge ability once 
during this duration without having to expend one use 
of mythic power.

Marshal Builds
When	 selecting	 your	 marshal’s	 path	 abilities,	 you	 may	

wish	to	consider	the	following	themes.	Each	one	suggests	

a	 variety	 of	 complementary	 path	 abilities,	with	 different	

interpretations	 of	 what	 it	 means	 to	 be	 mythic	 leader	

controlling	 the	 field	 of	 battle.	 Alternatively,	 you	 can	pick	

a	few	abilities	from	a	couple	of	themes	to	create	a	more	

well-rounded	marshal.

Leader:	Your	marshal	abilities	inspire	lesser	warriors	to	

greatness,	focusing	specifically	on	non-mythic	characters.	

1st-Tier Path Abilities—clarion	 call,	 inspire	 minions,	

inspired	 defense,	 inspiring	 surge,	 loyalty,	 resurging	

words;	 3rd-Tier Abilities—aura	 of	 perseverance,	 dispel	

fear,	 words	 of	 hope;	 6th-Tier Abilities—beacon	 of	 hope,	

fight	on.

Supporter:	You	quietly	take	all	necessary	steps	toward	

victory	by	assisting	your	allies	and	hindering	foes.	1st-Tier 

Path Abilities—directed	assault,	heroic	block,	 lend	power,	

perfect	aid,	press	the	advantage;	3rd-Tier Abilities—caster’s	

friend,	mythic	 bond,	 shared	alertness;	6th-Tier Abilities—

surge	of	inspiration,	unswerving	loyalty.

Tactician:	With	your	abilities,	you	can	help	your	allies	

freely	 move	 about	 the	 battlefield	 and	 coordinate	 their	

attacks.	1st-Tier Path Abilities—directed	assault,	granted	

stride,	 press	 the	 advantage,	 tactical	 genius;	 3rd-Tier 

Abilities—glorious	 charge,	 master	 of	 shadows,	 words	 of	

hope;	6th-Tier Abilities—inspiring	assault.

Tyrant:	 Your	 verbal	 assaults	 and	 tirades	 demand	

greatness	 from	 your	 allies	 and	 inspire	 fear	 in	 your	

enemies.	1st-Tier Path Abilities—deadly	guidance,	helpful	

rebuke,	 menacing	 presence,	 mythic	 fascination,	 shout	

of	 defiance;	 3rd-Tier Abilities—demagogue;	 6th-Tier 

Abilities—castigate.

Warmaster:	 Using	 the	 abilities	 granted	 to	 you	 by	 the	

marshal	 path,	 you	 are	 a	 master	 of	 combat.	 1st-Tier Path 

Abilities—directed	 assault,	 press	 the	 advantage,	 smiting	

aura;	3rd-Tier Abilities—aura	of	perseverance,	confidence,	

glorious	charge,	shatter	resilience,	words	of	hope;	6th-Tier 

Abilities—beacon	of	hope,	words	of	valor.
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TRICKSTER
Seen only when they choose to be seen, tricksters 
manipulate kings and peasants alike, usually without 
anyone sensing their inf luence. Characters who rely 
upon their skills and wit f ind themselves drawn to 
the trickster’s path. The mythic power of these heroes 
allows them to perform tasks that most would consider 
impossible. They can climb any wall, swim any current, 
and move without being seen by even the most observant 
guard. When they strike at their foes, they do so with 
unmatched accuracy.

Role: As a trickster, your role in the party is one of 
deception and manipulation. You have access to a number 
of abilities that empower you to confound your foes, both 
physically and mentally. With a subtle jest or twist of 
phrase, you can steer entire cities and even nations to do 
your bidding—but should that fail, you can always rely on 
a dagger from the shadows.

Classes: Members of any class that relies on skills would 
make good tricksters, as would those who heavily utilize 
ranged combat or magical methods of subterfuge. The 
alchemist, bard, and rogue all have a number of abilities 
that fit well with the trickster. Gunslingers, monks, and 
rangers will also find that the trickster has more than a 
few interesting options.

Bonus Hit Points: Whenever you gain a trickster tier, 
you gain 4 bonus hit points. These hit points stack with 
themselves, and don’t affect your overall Hit Dice or 
other statistics.

Table 1–8: Trickster
Tier	 Path	Features

1st	 Path	ability,	trickster	attack

2nd	 Path	ability

3rd	 Path	ability

4th	 Path	ability

5th	 Path	ability

6th	 Path	ability

7th	 Path	ability

8th	 Path	ability

9th	 Path	ability

10th	 Path	ability,	supreme	trickster

Trickster Features
As you gain tiers, you gain the following abilities.

Trickster Attack: Select one of the following abilities. 
Once chosen, it can’t be changed.

Deadly Throw (Ex): As a swift action, you can expend one 
use of mythic power to draw a thrown weapon or alchemical 
item and make a ranged attack with it. This attack doesn’t 
provoke attacks of opportunity. When making a deadly 
throw, roll twice for the attack, take the higher result, and 
add your tier to the roll. If the attack misses, the weapon 

or alchemical item lands adjacent to the target, regardless 
of the range.

Fleet Charge (Ex): As a swift action, you can expend one 
use of mythic power to move up to your speed. At any point 
during this movement, you can make a single melee or 
ranged attack at your highest attack bonus, adding your 
tier to the attack roll. This is in addition to any other 
attacks you make this round. Damage from this attack 
bypasses all damage reduction.

Surprise Strike (Ex): As a swift action, you can expend 
one use of mythic power to make a melee attack or ranged 
attack against a target within 30 feet, in addition to any 
other attacks you make this round. When you make 
a surprise strike, the target is considered f lat-footed 
regardless of any class features or abilities it might have, 
and you add your tier to the attack roll. Damage from this 
attack bypasses damage reduction.

Path Ability: At 1st tier and every tier thereafter, select 
one new path ability from the trickster path abilities lists 
or from the universal path abilities lists (see page 50). Once 
you select an ability, it can’t be changed. Unless otherwise 
noted, each ability can be selected only once. Some abilities 
have requirements, such as a class ability or minimum 
mythic tier, that you must meet before you select them.

Supreme Trickster (Su): At 10th tier, whenever you make 
an attack roll against a non-mythic foe, that foe is treated 
as f lat-footed, even if it has abilities that prevent it from 
being f lat-footed. Once per round when you roll a natural 
20 on an opposed skill check against a mythic foe, you 
regain one use of mythic power. 

1st-Tier Trickster Path Abilities
You can select these path abilities at any tier.

Additional Trick (Ex): You learn an additional trickster 
attack ability. You can select this ability twice.

Assured Drinker (Ex): No one can stop you from 
imbibing, even in combat. You don’t provoke attacks of 
opportunity when drinking an elixir, extract, or potion. 
As a swift action, you can expend one use of mythic power 
to retrieve and drink an elixir, extract, or potion.

Assured Skill (Ex): In times of need, you’re virtually 
assured success when using skills. As a free action before 
you roll a skill check, you can expend one use of mythic 
power to roll that skill check twice, take the higher result, 
and add your tier to the total.

Astounding Disable (Ex): Whenever you use Disable 
Device to disarm a trap or open a lock, doing so is only a 
move action and doesn’t provoke attacks of opportunity.

Clown (Su): As a standard action, you can expend 
one use of mythic power to make one creature laugh 
uncontrollably, as the hideous laughter spell. The saving 
throw against this effect is equal to 10 + your tier + your 
Charisma modifier. If you aren’t in combat when you use 
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this ability, it can affect any number of creatures in a 
burst with a radius of 10 feet per tier.

Combat Trickery (Ex): Through buffoonery and deceit, 
you can trick opponents into moving where you want 
them. You can make a single combat maneuver check 
using your Bluff check modifier in place of your CMB. 
Apply the result of this check to all adjacent opponents, 
and resolve it for each enemy independently as a bull 
rush, drag, or reposition combat maneuver. For example, 
if facing three opponents, you can roll one check and 
attempt to bull rush the f irst, drag the second, and 
reposition the third.

Control the Mindless (Su): You can gain control over 
mindless constructs and undead. Using this ability is a 
standard action, and requires you to make a Knowledge 
check against the target’s CMD. Use a Knowledge (arcana) 
check against a mindless construct, or a Knowledge 
(religion) check against a mindless undead. If your check 
equals or exceeds the creature’s CMD, you can give the 
creature an order that lasts up to 1 round. For every 5 by 
which you beat the DC, your control lasts 1 additional 
round. The creature’s creator or controller can’t regain 
control during this time unless it also uses this ability. If 
you expend one use of mythic power when attempting to 
use this ability, the duration of your control increases from 
rounds to an equal number of minutes.

Crime Spree (Su): As a standard action when not in 
combat, you can attempt two Sleight of Hand checks to take 
items from other creatures, but you take a –5 penalty on 
each check. As a standard action in combat, you can expend 
one use of mythic power to attempt a steal combat maneuver 
check against each creature within your reach that you 
choose, without provoking attacks of opportunity.

Deadly Dodge (Ex): As a swift action, you can expend 
one use of mythic power to gain a +4 dodge bonus to your 
AC until the start of your next turn. During this time, 
whenever a creature misses on a melee attack against you, 
it provokes an attack of opportunity from you. You can 
choose to either take this attack of opportunity or force 
that creature to reroll the attack and change the target to 
a creature of your choice that is adjacent to you and within 
the attacker’s reach. This reroll uses the same modifiers as 
the initial attack roll.

Defensive Move (Ex): Once per round, you can 
designate one opponent. Unless you attempt to move 
through that opponent’s space, your movement (including 
standing up from a prone position) doesn’t provoke 
attacks of opportunity from that opponent. If you move 
through the opponent’s space, you can still attempt an 
Acrobatics check to do so without provoking an attack of 
opportunity. You can take this ability more than once. 
Each additional time you select it, you can designate one 
additional opponent when you move.

Enhance Magic Items (Ex): Your mythic presence 
enhances the power of certain magic items. Add half your 
tier to the caster level of potions, scrolls, staves, and wands 
you use. When using a staff or wand, you may activate the 
item by expending one use of mythic power instead of one 
of the item’s charges.

Ghostly Performance (Su): Whenever you use bardic 
performance, you don’t need to spend an action to 
maintain the effect. This means you can maintain the 
performance if paralyzed or stunned, although it still 
ends if you are unconscious or dead. You must still expend 
rounds of bardic performance to continue the effect. Once 
you start a performance, its effect continues whether or not 
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the subjects can perceive you or the performance. When 
the performance ends, its effects linger for a number of 
rounds equal to your tier. This extended duration stacks 
with any other abilities that extend the duration of your 
performance, such as Lingering Performance. This ability 
doesn’t change how many active performances you can 
have at once.

Impeccable Balance (Ex): Even the smallest of 
handholds and outcroppings are more than sufficient for 
your purposes. You automatically succeed at all Acrobatics 
checks to walk along narrow ledges. Your Acrobatics 
checks never take a penalty because of obstructed, slippery, 
sloped, or unsteady surfaces, and you can move at full 
speed across such surfaces with no penalty. You also gain a 
+10 bonus to CMD against trip attacks.

Improbable Prestidigitation (Su): You can attempt 
a Sleight of Hand check to hide or retrieve objects in a 
personal extradimensional space, similar to a glove of 
storing. You can take 10 or 20 on this check, and the space 
can hold up to 1 cubic foot of material per tier. An item 
the size of a potion or dagger can be stored or retrieved 
with a successful DC 20 Sleight of Hand check; the DC 
increases to 25 for an item roughly the size of a one-handed 
weapon. Storing an item is a swift action, and retrieving 
it is a move action. As a swift action, you can expend one 
use of mythic power to retrieve any number of items from 
your extradimensional space.

Inspire Minions (Ex): When you use a spell, a bardic 
performance, or another class feature to grant a morale or 
competence bonus, the bonus increases by 2 for creatures 
with at least 4 Hit Dice fewer than you. For example, if 
you’re a 6th-level bard using inspire courage, creatures 
with 2 Hit Dice or fewer receive a +4 morale bonus on fear 
saves and a +4 competence bonus on attack and weapon 
damage rolls instead of +2.

Master Dilettante (Ex): You are passingly familiar with 
almost every subject and have dabbled in numerous f ields 
and activities. You gain a competence bonus equal to your 
tier on all untrained skill checks. You can attempt all 
skill checks untrained, even if the skill normally cannot 
be used untrained.

Master of Escape (Su): You can use the Escape Artist 
skill to break free from spells and magical effects that 
limit your movement or actions. While you’re subject to 
a spell or effect that gives you the entangled, grappled, 
paralyzed, pinned, staggered, or stunned condition, once 
per round as a free action, you can attempt an Escape 
Artist check to end the condition. The DC for this check 
is equal to the save DC of the spell or effect that caused 
the condition. If you succeed, you end one such condition 
on yourself (your choice), though this doesn’t make you 
immune to similar effects from the same source (such as 
moving through black tentacles or web). If the spell or effect 

doesn’t allow a saving throw, you can’t use this ability to 
overcome it.

Nimble Glide (Ex): Whenever you fall, you don’t take any 
damage and you land on your feet. When using this ability, 
you fall at a rate of 150 feet per round, and can move up to 
5 feet horizontally for every 10 feet you fall.

No One of Consequence (Ex): Your mythic nature is a 
cloak that can shield you from the minds and memories 
of others. Creatures struggle to recognize you, recall your 
appearance, remember the nature of conversations they 
had with you, and recount the actions you took when you 
were in their presence. If a creature makes a deliberate 
attempt to recall details about time spent with you, it must 
succeed at a Will save (DC 10 + your tier + your Charisma 
modifier) to recall anything beyond vague details. In 
addition, you’re under a permanent nondetection effect 
with a caster level equal to your character level plus your 
tier. You can end this effect at any time, and can resume it 
as a swift action.

Path Dabbling (Su): Select one path ability from another 
mythic path. You must meet any other requirements that 
path ability has, including a minimum tier restriction.

Persuasive Countenance (Su): Whenever you encounter 
a creature whose attitude is at least indifferent to you, treat 
its attitude as one step better. If the creature’s starting 
attitude is helpful, you can make requests of the creature 
with a +5 bonus on your Diplomacy or Intimidate check.

Ranged Disable (Ex): As a standard action, you can use 
a thrown weapon or reach weapon to attempt a Disable 
Device check to disable a device. If you’re using a thrown 
weapon, the range of this ability is 30 feet; otherwise, it’s 
your reach with the reach weapon. You take a –5 penalty on 
the check and can’t take 10 on the check, even if you have 
an ability that would normally allow you to do so. If you 
expend one use of mythic power, you ignore the –5 penalty 
and can attempt the check in place of an attack (such as if 
making a full attack or attack of opportunity).

Ricochet (Ex): Whenever a creature has cover from your 
ranged attack, you can def lect the shot off a nearby surface, 
treating that surface as the origin point of the attack to 
determine whether the target receives a cover bonus to its 
AC. You can use this ability to attack a creature with total 
concealment from you if you know what square it occupies, 
but the attack still has a 50% miss chance.

Shadow Stealth (Ex): Whenever you’re in darkness, you 
can move at full speed within that area without taking 
a penalty on Stealth checks. As a move action, you can 
expend one use of mythic power to teleport from one area 
of darkness to another within 100 feet as if using greater 
teleport. You must have line of effect to the destination.

Subtle Magic (Ex): Whenever you cast a spell or 
activate a spell trigger or spell completion magic item, 
you can attempt a Bluff skill check opposed by a Sense 
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Motive check from anyone that can see you. Those who 
fail the opposed check don’t know that you cast a spell 
or activated an item unless it has an obvious effect that 
emanates from you. In addition, the magical auras of 
magical effects on you and magic items you carry (except 
for artifacts) can’t be detected.

Supreme Stealth (Ex): Choose one of the following 
senses: blindsight, scent, or tremorsense. A creature 
using the chosen sense can’t automatically detect you, and 
must succeed at Perception checks as normal to do so. If 
you choose blindsight, this ability also affects blindsense. 
You can select this ability up to three times, each time 
choosing a different sense.

This Might Just Work (Ex): You’re adept at combining 
optimistic resourcefulness with natural skill. You can 
attempt a skill check with a class skill in place of a skill 
that uses the same ability score modifier. For example, 
you could attempt an Acrobatics check in place of a Stealth 
check because both skills are based on Dexterity. You take 
a –5 penalty on this check and can’t take 10 or 20 on it. The 
GM can disallow certain uses of this ability when the skill 
can’t possibly be applied to the task.

Thwart Detection (Su): You can bypass magical 
constructs, spells, and traps that are meant to allow only 
certain creatures to move or act within their range. This 
includes constructs, spells, and traps that can be bypassed 
with a password as well as those that can be programmed to 
exclude specific creatures based on type or other physical 
characteristics (such as alarm, forbiddance, glyph of warding, 
and symbol of death). You must be aware of the construct, 
spell, or trap’s existence, though not necessarily its specific 
parameters, for this ability to function. For instance, you 
can’t bypass a trap you haven’t noticed. You can fool a 
mindless construct if it was programmed to allow certain 
creatures to enter its area without provoking a response, 
but not if it was ordered to prevent anyone from entering 
with no exceptions. If you expend one use of mythic power 
for each effect, you can bring with you a number of allies 
equal to your tier. They must remain within 10 feet of you 
until out of range of the bypassed effect.

Titan’s Bane (Ex): You can move through the space 
of any creature two or more size categories larger than 
you without provoking attacks of opportunity, and you 
can share such a creature’s space. When sharing a larger 
opponent’s space, you gain cover against all melee and 
ranged attacks it makes, and it is considered f lat-footed 
for the purposes of any melee or ranged attacks you make 
against it.

Transfer Magic (Su): Your mythic nature allows you to 
take magic from others as easily as you could take their 
gold. By expending one use of mythic power as a standard 
action, you can make a melee touch attack to transfer an 
active magical effect from a target creature to you. If you 

succeed, the highest-level effect on the target transfers to 
you (determine randomly if the target has multiple effects 
with the same level), ending the effect for the target and 
continuing it on you with the remaining duration as if you 
were the original target. You may end the effect on yourself 
as a standard action; this doesn’t cause it to revert to the 
original target. If the transferred magic can’t affect you 
(for example, if it doesn’t affect creatures of your type), it 
ends immediately as if dispelled. You can’t use this ability 
to transfer continuous bonuses from magic items, such as 
an armor bonus from bracers of armor.

Trap Taker (Ex): You can use the Use Magic Device skill 
instead of Disable Device to disable magical traps. If your 
Use Magic Device check overcomes the DC to disable the 
trap by 5 or more, you can instead leave the trap in place, 
but change it so that you and your allies can bypass it. 
You can also alter the trap so the original creator and any 
creatures he might have designated as safe instead set 
off the trap. If you expend one use of mythic power when 
altering a trap in this way, you can move the trap to any 
point within 100 feet that is in line of sight. 

Treacherous Critical (Ex): When you score a critical 
threat, you can attempt a free combat maneuver check 
instead of dealing extra damage. If you do, attempt 
your confirmation roll as normal and add your tier to 
the result. If the result is equal to or greater than your 
opponent’s CMD, the attack deals damage as normal and 
you can attempt a free dirty trick, disarm, reposition, or 
trip combat maneuver check against that opponent, using 
the confirmation roll as your combat maneuver check for 
the purpose of determining the effects of the maneuver.

Unwavering Skill (Ex): You can always take 10 or 20 on 
class skills, even if threatened or in a hazardous situation. 
You can’t use this ability with skill checks that don’t 
normally allow you to take 10 or take 20.

Wall Run (Ex): When you move, you can travel across 
vertical surfaces as if they were f loors. If your movement 
doesn’t end on a horizontal surface, you fall at the end of 
your move unless you are able to remain in place using 
another ability (such as using the Climb skill to cling 
to a handhold). The vertical surface must be capable of 
supporting your weight—for example, you couldn’t move 
across a windowpane or curtain.

3rd-Tier Trickster Path Abilities
You must be at least 3rd tier to select these path abilities.

Combat Saboteur (Ex): You can sabotage an opponent’s 
gear with a simple touch. This sabotage is a sunder combat 
maneuver that doesn’t provoke attacks of opportunity. Add 
your tier to your CMB when attempting this maneuver. If 
you succeed, you can give the broken condition to a single 
item the opponent is wielding or carrying. This attack 
doesn’t deal any damage to the object. The condition can 
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be removed by spending 1 minute undoing the sabotage, 
or instantaneously with mending or a similar spell. 

Critical Skill (Su): Whenever you roll a natural 20 on 
a skill check, you perform that skill with exceptional 
proficiency. Typically, this means that the task takes half 
the normal amount of time to accomplish. If the skill 
would normally take a full-round action, it instead takes 
a standard action. If it would normally take a standard 
or move action, it instead takes a swift action. If it would 
normally take a swift or free action, it instead takes no 
time at all. The GM might rule that instead of reducing 
the amount of time needed, using the skill takes the 
normal amount of time but the critical success results in 
some other added benefit, depending on the skill being 
used and the situation.

Fickle Attack (Ex): Whenever you roll damage for a melee 
or ranged attack with a weapon or alchemical item, you 
can treat any natural 1s on the damage dice as if they were 
the highest possible number on those dice. You can select 
this ability up to three times. The second time you select 
it, treat 1s and 2s as the highest value. The third time, treat 
1s, 2s, and 3s as the highest value.

Menacing Whisper (Ex): Whenever you’re adjacent to 
a creature that can’t see you (whether through Stealth, 
magic, or the creature being unable to see) but can hear 
you, as a swift action you can attempt an Intimidate check 
to demoralize that creature. You can expend one use of 
mythic power as a free action to give such a creature a 
suggestion. The save DC against this effect is 10 + your tier 
+ your Charisma modifier.

Mirror Dodge (Su): When hit by a melee or ranged 
attack, you can expend one use of mythic power as an 
immediate action to replace yourself with an illusory 
duplicate and teleport to any open square within 30 feet 
of your current position. You take no damage from this 
attack, which instead destroys your illusory duplicate 
(similar to mirror image). Using this ability requires a line 
of effect to the teleportation target square.

Perfect Lie (Ex): When telling a lie, you can expend one 
use of mythic power to make the lie indiscernible from 
the truth by both Sense Motive and magic. Obvious proof 
of your falsehood still reveals the lie for what it is, but in 
absence of proof, those who hear your lie believe it. 

Perfect Mimic (Su): You can use the Disguise skill as 
a full-round action. When you attempt to impersonate 
a specific person, those familiar with the individual 
receive only half the normal bonus from familiarity 
to see through your disguise. If you expend one use of 
mythic power when creating a disguise to impersonate an 
individual, you can read that creature’s mind as if using 
detect thoughts with a range of 1 mile. This allows you to 

better mimic the individual, granting you a further +10 
bonus on opposed Disguise skill checks. 

The target of your impersonation 
receives a Will saving throw (DC 

10 + your tier + your 
Charisma modif ier) to 

negate the detect thoughts 
aspect of this ability.

Sardonic Wit (Su): You know exactly when to lighten the 
mood and help shake off the doldrums. As a move action, 
you can expend one use of mythic power to remove a single 
mind-affecting effect from one creature within 30 feet. 
This ability doesn’t work on effects with an instantaneous 
or permanent duration.

Vanishing Move (Su): When you wish to not be 
seen, you aren’t. As a swift action, you 
can make yourself invisible until the 

end of your turn. This effect ends 
if you do anything other than 
move. If you expend one use of 
mythic power when using this 

ability, it instead acts as greater 
invisibility using double your tier as 

your caster level.
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6th-Tier Trickster Path Abilities
You must be at least 6th tier to select these path abilities.

Class Mimic (Su): The abilities of your allies are 
available to you with a touch. As a standard action, you 
can expend one use of mythic power and touch a willing 
creature to copy one of that creature’s class features. 
You gain the use of this class feature for 10 minutes per 
tier, using the level of the creature touched as your level 
for any effects based on level. You can’t copy an ability 
that has a limited number of uses per day (such as rage, 
smite evil, or spellcasting) or an ability that involves a 
companion (such as eidolon, hunter’s bond, or nature 
bond). You can have only one use of this ability in effect 
at one time. If you use this ability again, any previous use 
immediately ends. You can’t copy the same ability more 
than once per day.

Enduring Elixir (Su): Whenever you drink an elixir, 
extract, or potion with a duration of 10 minutes per level or 
longer, you can change its duration to 1 day. You can have 
this ability in effect on only one elixir, extract, or potion 
at a time. Using it on a second one causes the duration of 
the f irst to revert to normal—and to end immediately if 
the normal duration would have expired. If you’re at least 
9th tier, you can select this ability a second time to have it 
work on extracts and potions with a duration of 1 minute 
or longer.

Precision Critical (Ex): Whenever you score a critical 
hit, double any extra precision damage dice, such as sneak 
attack damage. These dice are only doubled, not multiplied 
by the weapon’s critical modifier.

Slayer’s Cyclone (Ex): When you spot a breach in an 
enemy’s defenses, you make attacks with a lethal blend 
of speed and precision. As a full-round action, you can 
make a single melee attack at your highest base attack 
bonus. If you hit and the target is f lat-footed, deal damage 
as normal. You can then move and make another attack. 
You may continue this process until you miss, attack an 
opponent that isn’t f lat-footed, or attack an opponent you 
already hit this round. You can’t move more than double 
your speed in this way in 1 round.

Steal Power (Su): By attempting a melee touch attack 
as a standard action, you can try to steal mythic power 
from another creature. The target must have at least one 
use of mythic power available. If the attack hits, attempt 
an opposed d20 roll against the target, adding your tier. 
If your total exceeds that of the target, the target loses one 
use of mythic power and you gain one use. You can use this 
ability on a given creature only once per day.

Unending Performance (Su): You can imbue an ally with 
power that lingers for a full day. Whenever you use a spell, 
bardic performance, or another class feature to grant a 
morale or competence bonus, you can designate any one 
creature affected by this bonus. The designated creature 

keeps this bonus for up to 24 hours. You can have only one 
creature designated in this way at a time. If you designate a 
new creature, the bonus immediately ends for the previous 
target. The creature you designate must be one of the 
targets when you cast the spell, start the performance, or 
use the class feature.

Trickster Builds
When	 selecting	 your	 trickster’s	 path	 abilities,	 you	 may	

wish	to	consider	the	following	themes.	Each	one	suggests	

a	 variety	 of	 complementary	 path	 abilities,	with	 different	

interpretations	 of	 what	 it	 means	 to	 be	 mythic	 master	 of	

surprise.	Of	course,	having	an	unexpected	option	or	two	is	

one	of	the	signatures	of	being	a	trickster.

Alchemical	 Trickster:	 You	 are	 skilled	 at	 using	 potions	

and	 elixirs	 to	 aid	 you	 in	 any	 situation.	 1st-Tier Path 

Abilities—assured	 drinker,	 enhance	 magic	 items,	 transfer	

magic;	3rd-Tier Abilities—fickle	 attack;	6th-Tier Abilities—

enduring	elixir.

Combat	 Trickster:	 While	 other	 tricksters	 work	 with	

subterfuge,	 you	 take	 a	 more	 direct	 approach.	 1st-Tier 

Path Abilities—deadly	 dodge,	 defensive	 move,	 master	

of	 escape,	 treacherous	 critical;	 3rd-Tier Abilities—fickle	

attack,	mirror	dodge;	6th-Tier Abilities—precision	critical,	

slayer’s	cyclone.

Fool:	While	your	appearance	and	abilities	might	 seem	

comical	 to	 others,	 they	 can	 be	 deadly	 to	 your	 foes.	 1st-

Tier Path Abilities—clown,	 combat	 trickery,	 improbable	

prestidigitation,	no	one	of	consequence;	3rd-Tier Abilities—

combat	 saboteur,	 menacing	 whisper,	 perfect	 mimic,	

sardonic	wit;	6th-Tier Abilities—class	mimic.

Lead	Performer:	Your	skills	allow	you	to	perform	with	

flawless	artistry	and	 impress	 large	crowds.	1st-Tier Path 

Abilities—assured	skill,	ghostly	performance,	inspire	minions,	

persuasive	 countenance,	 subtle	 magic;	 3rd-Tier Abilities—	

critically	skilled;	6th-Tier Abilities—unending	performance.	

Supreme	 Thief:	 Bypassing	 traps,	 breaking	 locks,	 and	

stealing	 treasure	 are	 your	 areas	 of	 expertise,	 and	 few	

can	 match	 your	 skill.	 1st-Tier Path Abilities—astounding	

disable,	 crime	 spree,	 impeccable	 balance,	 nimble	 glide,	

ranged	 disable,	 thwart	 detection,	 trap	 taker,	 wall	 run;	

3rd-Tier Abilities—vanishing	 move;	 6th-Tier Abilities—

steal	power.

Unseen	Blade:	 Your	 skills	 allow	you	 to	 strike	 from	 the	

shadows,	laying	low	even	the	mightiest	foes	before	they	are	

aware	 of	 your	 threatening	 nature.	 1st-Tier Path Abilities—

deadly	dodge,	shadow	stealth,	supreme	stealth,	treacherous	

critical;	3rd-Tier Abilities—fickle	attack,	vanishing	move;	6th-

Tier Abilities—precision	critical,	slayer’s	cyclone.
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UNIVERSAL PATH ABILITIES
In addition to the abilities granted to specif ic paths, 
mythic characters can select from the following path 
abilities when reaching a new mythic tier. These path 
abilities apply to all mythic characters.

1st-Tier Universal Path Abilities
You can select these path abilities at any tier.

Commune with Power (Su): You can tap into your 
mythic nature to seek answers to the quandaries you 
encounter in your adventures. Once per day, in a special 
ritual that requires you to spend 1 hour of uninterrupted 
meditation, you can commune with the source of your 
power. This acts as the commune spell, using your tier 
as your caster level. The source of your power may be 
limited in the knowledge it possesses or can deliver, as 
decided upon by the GM. 

Display of Charisma (Su): As a free action, you can expend 
one use of mythic power to attempt a feat of Charisma, 
gaining a +20 circumstance bonus on one Charisma-based 
skill check or Charisma ability check.

Display of Constitution (Su): As a free action, you 
can expend one use of mythic power to attempt a feat of 
Constitution, gaining a +20 circumstance bonus on one 
Constitution ability check. Alternatively, you can use 
this ability to apply a +20 circumstance bonus to your 
Constitution score for a number of hours equal to your 
mythic tier for the purpose of making Constitution checks 
against heat, cold, fatigue, and exhaustion.

Display of Dexterity (Su): As a free action, you can 
expend one use of mythic power to attempt a feat of 
Dexterity, gaining a +20 circumstance bonus on one 
Dexterity-based skill check or Dexterity ability check.

Display of Intelligence (Su): As a free action, you can 
expend one use of mythic power to attempt a feat of 
Intelligence, gaining a +20 circumstance bonus on one 
Intelligence-based skill check or Intelligence ability check.

Display of Strength (Su): As a free action, you can 
expend one use of mythic power to attempt a feat of 
Strength, gaining a +20 circumstance bonus on one 
Strength-based skill check or Strength ability check. 
Alternatively, you can use this ability to apply a +20 
circumstance bonus to your Strength score for a number 
of hours equal to your mythic tier for the purpose of 
determining your carrying capacity.

Display of Wisdom (Su): As a free action, you can expend 
one use of mythic power to attempt a feat of Wisdom, 
gaining a +20 circumstance bonus on one Wisdom-based 
skill check or Wisdom ability check.

Extra Mythic Feat (Ex): You gain an extra mythic feat. 
You can take this ability a number of times equal to half 
your mythic tier (minimum 1). Each time you do, you gain 
another mythic feat.

Extra Mythic Power (Su): You can call upon your mythic 
power two additional times per day. You can select this 
ability up to three times.

Legendary Item (Ex): You gain a legendary item (see 
page 169). This item grants a number of abilities equal 
to your tier (maximum 3). At 3rd tier, you can select this 
ability again, increasing the maximum to six abilities and 
causing the item to become a lesser artifact. At 6th tier, 
you can select this ability again, increasing the maximum 
to 10 abilities; the item then becomes a greater artifact.

Longevity (Su): Upon taking this ability, you can no 
longer die from old age. If you have penalties to your 
physical ability scores due to aging, you no longer take 
those penalties. You still continue to age, and you gain all 
the benefits to your mental ability scores. 

Mythic Craft (Ex): When you use the Craft skill to create 
an item, you double the progress each check provides. In 
addition, you can make an item masterwork simply by 
paying for the cost, and don’t need to increase the time to 
create the item or attempt additional checks. Add your tier 
to any skill checks associated with making magic items.

Mythic Spellcasting (Ex): You can learn a number of 
mythic spells equal to your tier and can expend mythic 
power when casting them to enhance the results. To select 
a mythic spell, you must be able to cast the non-mythic 
version or have it on your list of spells known. Every time 
you gain a new tier, you can select an additional mythic 
spell. You can take this ability up to three times. Each 
additional time you take it, you can select an additional 
number of spells equal to your tier and you gain one 
additional mythic spell whenever you gain a tier.

Mythic Sustenance (Su): Your mythic power is enough 
to sustain you. You no longer need to eat, drink, or 
breathe to live. You’re immune to inhaled poisons and 
any spell or effect that requires breathing, though you are 
still affected by any food or drink you intake.

Pierce the Darkness (Sp): You gain permanent darkvision 
with a 60-foot range, as the universal monster ability. If 
you possess darkvision, the range increases by 60 feet.

3rd-Tier Universal Path Abilities
You must be at least 3rd tier to select these path abilities.

Beyond Morality (Ex): You have no alignment. You can 
become a member of any class, even one with an alignment 
requirement, and can never lose your membership because 
of a change in alignment. If you violate the code of ethics 
of any of your classes, you might still lose access to certain 
features of such classes, subject to GM discretion. Attempts 
to detect your alignment don’t return any results. If a 
class restricts you from casting spells with an alignment 
descriptor, you can cast such spells without restrictions or 
repercussions. If you’re the target of a spell or effect that 
is based on alignment, you’re treated as the most favorable 
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alignment when determining the spell’s effect on you. Any 
effects that alter alignment have no effect on you. If you lose 
this effect, you revert to your previous alignment.

Divine Source (Su): You can grant divine spells to those 
who follow your cause, allowing them to select you as their 
deity for the purposes of determining their spells and 
domains. Select two domains upon taking this ability. 
These domains must be alignment domains matching your 
alignment if possible, unless your alignment is neutral. You 
grant access to these domains as if you were a deity. Creatures 
that gain spells from you don’t receive any spells per day of 
levels higher than your tier; they lose those spell slots. In 
addition, you can cast spells from domains you grant as long 
as their level is equal to or less than your tier. Each day as a 
spell-like ability, you can cast one spell of each level equal to 
or less than your tier (selecting from those available to you 
from your divine source domains). If you’re a cleric or you 
venerate a deity, you may change your spell domains to those 
you grant others. At 6th tier and 9th tier, you can select this 
ability again, adding one domain and two subdomains (see 
the Advanced Player’s Guide) to your list each time and adding 
their spells to the list of those that you can cast.

Enhanced Ability (Ex): You gain a permanent +2 bonus 
to one ability score of your choice. You can select this 
path ability up to six times. Each time you do, it must 
apply to a different ability score.

Fearless (Su): Few things in the world still inspire fear 
in you. You are immune to all fear effects from non-
mythic sources. Fear effects from mythic sources count as 
mythic for the purposes of this ability.

Pure Body (Su): Your body is so pure that you’re 
immune to all non-mythic diseases and poisons. Diseases 
and poisons from mythic sources count as mythic for the 
purposes of this ability.

Pure Destiny (Su): Your mythic destiny is guided by 
providence. You’re immune to all non-mythic curses 
and compulsions. Curses and compulsions from mythic 
sources count as mythic for the purposes of this ability.

Pure Senses (Su): Your senses are extraordinarily keen. 
You’re immune to blindness and deafness caused by non-
mythic sources. Such effects from mythic sources count as 
mythic for the purposes of this ability.

Sleepless (Su): You no longer require sleep, don’t become 
fatigued or exhausted from lack of sleep, and are immune 
to sleep effects. If you have abilities or class features 
that require rest before they can be regained, you can 
choose to regain them once per day by spending 1 hour in 
uninterrupted meditation.

Ultimate Versatility (Ex): Once per day, you can 
temporarily change one decision made for one of your class 
features. This change lasts for a number of minutes equal 
to your tier. During this time, you’re treated as if you had 
always had the new class feature. For example, you could 

use this ability to change the decision made with the arcane 
bond class feature, causing your bonded item to disappear 
(along with all of its bonuses and restrictions) and a familiar 
to appear in its place. This doesn’t affect any prepared spells 
or spells you have already cast. If the new ability is limited in 
its uses per day, you receive half the normal number of uses 
(minimum 1). When this ability ends, your previous choice 
returns with the same number of uses as before you used 
this ability. If you use this ability to change a class feature 
that grants access to spells (such as a bloodline, patron, 
domain, or school), you lose access to any spells from the 
old choice but don’t gain the ability to cast new spells. When 
the effect ends, the previous spells return and can be cast 
again. You can use this ability to change a feat or skill if 
you receive it from a class feature, but any other abilities 
that rely on the missing feat or skill as a prerequisite don’t 
function while this ability is in effect.

Unchanging (Su): Your form is so stable that you become 
immune to non-mythic polymorph and petrification 
effects. Polymorph and petrification from mythic sources 
count as mythic for the purposes of this ability.

6th-Tier Universal Path Abilities
You must be at least 6th tier to select these path abilities.

Farwalker (Sp): The boundaries of the Material Plane 
mean little to you. You can plane shift once per day, using 
double your tier as your caster level. You can take this 
ability twice. When you take it a second time, you can use 
this ability three times per day. 

Mythic Presence (Su): Your power unnerves ordinary 
mortals. By expending one use of mythic power, you gain 
an effect similar to frightful presence, except that creatures 
are affected according to their tier (or rank, in the case of 
monsters) instead of their Hit Dice. Non-mythic creatures 
that fail their saves are panicked for 1 minute, and those that 
succeed are shaken for 1 minute. Creatures with a mythic tier 
or rank equal to or less than your tier are unaffected if they 
succeed, and are shaken for 1 minute if they fail. Creatures 
with a mythic tier or rank higher than yours are unaffected 
by your mythic presence. The Will save against your mythic 
presence equals 10 + your tier + your Charisma modifier. 
This ability lasts for 1 minute and has a range of 30 feet.

Mythic Sight (Sp): When you take this ability, you gain 
blindsense out to a range of 30 feet. You can take this ability 
twice. The second time you take it, you can see illusions 
and magical deceptions for what they truly are, as if using 
true seeing. This ability doesn’t apply to illusions and 
magical effects that were cast by other mythic creatures or 
that are affecting other mythic creatures. If this ability is 
dispelled, you can resume it as a free action.

Tongues (Sp): You can understand and speak any 
language, as the tongues spell. If this ability is dispelled, 
you can resume it as a free action.
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