
◆ My thic Psionics ◆

By Jeremy Sm it h  a nd  A nd rea s  Rön nqv is t



1

Authors: Jeremy Smith, Andreas Ronnqvist
Contributing Authors: Eric Hindley, Guillermo Daniel Ordoñez

Interior Design: Erik Nowak
Interior Layout: Jeremy Smith

Interior Artwork: Eric Lofgren, Gordon Napier

Psionics Augmented requires the use of Psionics Unleashed: Core Psionics System, © 2010 Dreamscarred 
Press.  See http://dreamscarredpress.com for more information on Psionics Unleashed.

Based on the original roleplaying game rules designed by Gary Gygax and Dave Arneson and inspired by 
the third edition of the game designed by Monte Cook, Jonathan Tweet, Skip Williams, Richard Baker, and 

Peter Adkison. 

Product Identity: The following items are hereby identified as Product Identity, as defined in the Open 
Game License version 1.0a, Section 1(e), and are not Open Content: All trademarks, registered trademarks, 

proper names (characters, deities, etc.), dialogue, plots, storylines, locations, characters, artwork, and trade 
dress. (Elements that have previously been designated as Open Game Content or are in the public domain 

are not included in this declaration.)

Open Content: Except for material designated as Product Identity (see above), the game mechanics of this 
game product are Open Game Content, as defined in the Open Gaming License version 1.0a Section 1(d). No 
portion of this work other than the material designated as Open Game Content may be reproduced in any 

form without written permission.

Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder Roleplaying Game from Paizo 
Publishing, LLC. See http://paizo.com/pathfinderRPG for more information on the Pathfinder Roleplaying 

Game. Paizo Publishing, LLC does not guarantee compatibility, and does not endorse this product.

Pathfinder is a registered trademark of Paizo Publishing, LLC, and the Pathfinder Roleplaying Game and 
the Pathfinder Roleplaying Game Compatibility Logo are trademarks of Paizo Publishing, LLC, and are 

used under the Pathfinder Roleplaying Game Compatibility License. See http://paizo.com/pathfinderRPG/
compatibility for more information on the compatibility license.

Psionics Augmented is published by Dreamscarred Press under the Open Game License version 1.0a 
Copyright 2000 Wizards of the Coast, Inc. 

© 2015 Dreamscarred Press

Psionics Augmented
Mythic Psionics



2

Psionics Augmented

Contents
Mythic Psionics  3

Included In This Book  3
Terminology  3
Books Referenced  3

Mythic Paths  7
Overmind Mind  7
Overmind Builds  9 
Champion Path  9
Guardian Path  9
Marshal Path  10
Trickster Path  10
Universal Path  11

Mythic Psionic Feats  12
Types of Feats  12
Feat Descriptions  12
Table 2: Feats  14

Mythic Powers  24
Power Lists  25
Power Descriptions  28

Mythic Monsters  61
Mythic Monster Creation  61
New Special Abilities  61
Caller in Darkness  61
Deranged Trepanner  63
Ghaar  64
Gray Glutton  66
Phrenic Scourge  67
Phthisic  69
Puppeteer  70
Temporal Filcher  71
Thought Slayer  72

Open Game License  73



3
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Mythic Psionics
Most every player wants their character to be the 

stuff of legends. The dashing hero who saves the 
kingdom from the rampaging dragon; the resilient 
heroine who topples a tyrannical regime bringing 
peace to the land; the telepath who can give the 
emporer pause with but a crook of the eyebrow. The 
rules within this book allow your characters to exceed 
even the extraordinary nature of the adventuring 
life and become the stuff of legends, to become what 
ballads and epic stories are written of, to become 
mythic.

Included In This Book
Psionics Augmented: Mythic Psionics includes 

rules for mythic psionic characters as well as mythic 
psionic monsters. These rules build off but does not 
reproduce the the rules found in Pathfinder RPG 
Mythic Adventures, so you will need Pathfinder RPG 
Mythic Adventures for use with this book. This book is 
divided into different sections based upon the theme 
of that section. There are sections for mythic paths, 
feats, powers, and monsters.

Mythic Paths: The first section of the book details 
a new mythic path, that of the overmind, which 
provides a variety of path abilities for psionic 
manifester classes. Where an archmage is a master 
of the arcane arts, and the heirophant is a conduit of 
divine magic, an overmind is a paragon of manifesting 
the psionic power within himself. 

In addition, this section includes new mythic path 
abilities from the mythic paths presented in Pathfinder 
RPG Mythic Adventures, as well as new universal path 
abilities to allow characters like psychic warriors, 
cryptics, and gifted blades to access path abilities that 
any psionic character would take, regardless of their 
chosen mythic path.

Mythic Feats: New mythic feats, as well as mythic 
upgrades of many of the psionic feats from Ultimate 
Psionics are presented in this section, with feats for 
all the psionic classes. 

Mythic Powers: In this portion of Psionics 
Augmented: Mythic Psionics, a large set of powers 
from Ultimate Psionics are given mythic upgrades. 
Through feats like Mythic Powers Known or some 
mythic path abilities, mythic characters can gain 
access to these mythic psionic powers and manifest 
mythic versions of powers. Many of these mythic 
psionic powers include a mythic augment, which 
works differently from and in tandem with traditional 
psionic augments.

Mythic Monsters: The final section of the book 
includes a selection of psionic monsters from the 
Psionic Bestiary in mythic form. From the classic 
puppeteer and phrenic scourge, to the ghaar and 
deranged trepanner, these monsters offer a variety 
of mythic challenges for the adventurers to face.

Terminology
The rules presented in Pathfinder RPG Mythic 

Adventures uses some terms that are similar or the 
same as terms used in Ultimate Psionics. The list 
below attempts to clarify terms that can be found in 
both rulesets.

Augment: Many non-mythic psionic powers 
include the ability to spend additional power points, 
or expend psionic focus or invoke a wild surge, to 
enhance the effect of the power. These augments are 
found in Ultimate Psionics.

Augmented: Mythic spells and powers sometimes 
have an “augmented” option in their spell or power 
entry. This is separate from the augments found in 
Ultimate Psionics and is a new mechanic for mythic 
games that allows a character to expend additional 
uses of mythic power to increase the effect of a 
mythic psionic power. While both a power’s augment 
and an augmented power alter the effect, they do so 
in different ways. A power can use both an augment 
and be augmented. 

Mythic Path: Sometimes referred to as just 
“path.” The theme of a character’s mythic abilities 
is determined by her mythic path. The paths found 
in Pathfinder RPG Mythic Adventures include the 
archmage, champion, guardian, hierophant, marshal, 
or trickster paths, while Psionics Augmented: Mythic 
Psionics adds the overmind path. Each path has a 
number of special abilities associated with it that the 
character can select as she advances in tier.

Warrior’s Path: The psychic warrior includes 
the warrior’s path class feature, which significantly 
affects the theme and abilities of a particular psychic 
warrior character. This warrior’s path is completely 
separate from a mythic path.

Books Referenced
The material within this book references the psionic 

rules found in Ultimate Psionics and the mythic rules 
found in Pathfinder RPG Mythic Adventures.
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Mythic Paths
Psionic characters, like other characters, come in a 

variety of forms and skills. Some choose to specialize 
in using weapons, while others focus purely on 
manifesting powers, and those like psychic warriors 
blend the two. Mythic psionic characters similarly 
choose varied mythic paths. A soulknife might be best 
suited for the champion path, while the aegis selects 
the guardian path, and a cryptic opts for the trickster 
path. But what of the psion, wilder, tactician, and 
vitalist? The spellcasting abilities of the archmage 
and hierophant paths do not suit these psionic 
characters. For these manifesters, the overmind path 
is presented.

In addition, new psionic path abilities are presented 
below for the champion, guardian, marshal, and 
trickster path, as well as new path abilities for the 
universal path.

Overmind: Pure manifesters will find the 
overmind path ideal, granting abilities that further 
enhance their manifesting abilities, allowing them 
to exceed their normal limits, achieve unique effects, 
and bypass psionic defenses. Because manifesters 
use a variety of ability scores, there is no expectation 
that a mythic character taking the overmind path 
will have a particularly high ability score, although 
one of the mental ability scores will likely be high 
(Intelligence for psions and tacticians, Wisdom for 
vitalists, Charisma for wilders.)

Overmind Path
Manifesters learn to use psionic powers in a variety 

of different ways. From the raw bursts of emotion from 
the wilder, to the teamwork oriented manifesting of 
the tactician, to the deep understanding of the psion, 
each of these manifesters learns to channel psionic 
energy into effects that alter themselves or the world 
around them. The overmind takes this ability to new 
heights, learning not only to weave psionic energy 
into a variety of effects, but to do it easily and in ways 
other manifesters could never achieve.

The overmind is unparalleled in skill manifesting 
psionic powers, and many of the abilities of the 
overmind path improve their ability to manifest 
psionic powers or increase their capacity. In addition, 
this path offers a variety of options for increasing 
knowledge of psionics and typical defenses used 
against psionic powers. Overminds that approach the 
highest of mythic tiers can affect even the strongest-
willed of creatures, while they themselves gain 
immunity from such effects.

Role: As an overmind, your role in the group is 
to enhance your manifesting ability and to have 
the right power for a particular situation. Whether 
that is improving the coordination over a collective 
or creating an opening in an enemy’s defenses, you 
channel psionic energy to overcome challenges and 
defeat foes. While you gain only limited defensive 
boosts, your offensive and tactical options prove that 
the best defense is a good offense.

Classes: The overmind is the primary path for 
psions, tacticians, vitalists, and wilders; the pure 
manifesting classes. Cryptics and psychic warriors 
might find many abilities in the overmind path useful, 
but could find other paths more appealing to their 
particular mix of skills and psionics.

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

OVERMIND FEATURES
As you gain new tiers, you gain the following 

abilities.
Psionic Secret: Select one of the following 

abilities.  Once chosen, it can’t be changed.
Mythic Manifestation: As a standard action, you can 

expend one use of mythic power to manifest any one 
psionic power without expending any psionic power 
points.  This must be one of your powers known.  If 
the power requires a saving throw, any non-mythic 
creatures affected by the power roll twice and take 
the lower result.   If you must attempt a manifester 
level check for the power to overcome a creature’s 
power resistance, you can roll your manifester level 
check twice (adding your tier to each) and take the 
higher result.  You can’t add a metapsionic feat to a 
power you manifest using this ability.   The power 
is treated as if augmented to your manifester level, 
should the power allow augmenting.

Table 1: Overmind
Tier Path Features

1st Psionic secret, 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 Boundless mind, path ability



5

Mythic Psionics

Psionic Strike: 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.   Add your tier to the attack roll of this 
attack.  The normal damage from this attack bypasses 
all damage reduction, although any energy damage 
on the attack from sources like flaming or the like are 
still affected by resistances and immunities.

Surging Psionics: As a standard action, you can 
expend one use of mythic power to manifest any 
one psionic power without spending any power 
points.  The power must be on your class power list 
and one of your powers known.  When manifesting a 
power in this way, you treat your manifester level as 2 
levels higher for the purpose of any effect dependent 
on level.   The power is treated as if augmented 
to your manifester level, should the power allow 
augmenting.   You can apply any metapsionic feats 
you know to this power, but you must still expend 
psionic focus as normal to power the metapsionic 
feats and the total effective cost of the power cannot 
exceed your manifester level and count against any 
potential augmenting.

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

Boundless Mind: At 10th tier, whenever you 
manifest a psionic power that targets one or more 
non-mythic creatures, each of those creatures must 
roll any saving throw against the power twice and 
take the lower result.   You gain power resistance 
equal to 15 + your highest manifester level, but 
only against psionic powers. Once per round when 
your power resistance protects you from a power 
manifested by an enemy mythic creature, you regain 
one use of mythic power.

1ST-TIER OVERMIND PATH ABILITIES
You can select these path abilities at any tier.
Additional Discipline (Su):   Select one psionic 

discipline that is not your selected discipline.   You 
gain discipline abilities from that discipline, treating 
your tier as your psion level for the purposes of 
these abilities.  Once you have chosen the discipline, 
it cannot be changed.  You must have the discipline 
class feature to select this ability. You can select this 
ability up to three times, each time selecting another 
psionic discipline other than your own.

Armor of Force (Su): You surround yourself in 
psychokinetic energy that grants you protection like 
armor, but made of force. This grants you an armor 
bonus to AC equal to 3 + your tier. This ability is a 
psychokinetic effect with a power level equal to your 
tier. If this armor is dispelled or otherwise ended, you 
can reactivate it as a swift action.

Boosted Surge: When determining the effects 
of your surge blast, treat your surge as 1 higher. In 
addition, when using wild surge, you can expend one 
use of mythic power to add half your tier (minimum 
1) to the bonus to your manifester level. You must 
have the wild surge class feature to select this ability.

Boundless Collective (Su): You are able to tap into 
the psionic knowledge and power of your collective 
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with ease. As a swift action, you can request psionic 
power from your collective. Members of your 
collective can choose to spend power points, granting 
you the same number of power points, up to a total 
number of power points gained per use of this ability 
equal to your tier. In addition, by expending one 
use of mythic power, you can manifest one power 
known by any member of your collective as if it was 
on your list of powers known and on your class list. 
The power known can be up to a power level equal to 
your tier.  You must have the collective class feature 
to select this ability.

Bypass Mental Defenses (Su): When manifesting a 
power or using a class feature with the mind-affecting 
descriptor, you can expend one use of mythic power 
to affect creatures immune to mind-affecting effects 
and ignore abilities that apply their benefit only 
against mind-affecting effects, such as barred mind, 
as long as the creature being targeted is not mindless.

Calming Presence (Su): You give off a telepathic 
soothing effect to all creatures within 30 feet, 
improving the starting attitude of any non-mythic 
creature by one step. This is a mind-affecting effect.

Crafting Mastery (Ex): You can craft any psionic 
item as if you had the necessary item creation feats. 
If you actually have the item creation feat needed for 
a psionic 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.

Discipline Boost (Su): When determining the 
effects of your psionic discipline abilities, you’re 
considered 4 levels higher.  This increases the effects 
of abilities you have access to, but doesn’t grant you 
abilities at a lower level than normal.   If you have 
a discipline ability that can be used multiple times 
per day, such as ectoplasmic protection, you gain a 
number of extra uses of that power equal to half your 
tier (minimum 1).  You must have the discipline class 
feature to select this ability. If you have more than 
one discipline, you must choose which discipline this 
ability uses when you select this ability. This ability 
can be selected once for every discipline you have.

Dual Energy (Su): When you gain psionic focus, 
you choose two energy types as your active types. All 
effects that use your active energy type count both 
energies as active. When manifesting a power that 
deals fire, cold, sonic, or electricity damage, you can 
divide the dice of damage between the two energy 
types, but you gain the bonus for both energy types 
on all dice and attack rolls.

Durable Powers (Su): When determining the 

duration of psionic powers you manifest, treat your 
manifester level as 4 higher. This does not affect any 
other variables of the power, such as range or the 
amount of power points you can spend augmenting 
the effect.

Energy Bond (Su): You are connected to one of the 
four psionic energies.   Select one energy type: cold, 
electricity, fire, or sonic.   Whenever you manifest 
a power with a descriptor matching that energy 
type, add your tier to your manifester level for that 
power.   You gain resistance 10 against that energy 
type.  At 6th tier, this resistance increases to 20.  At 
9th tier, this resistance increases by 30.

Enhance Psionic Items (Ex): Your mythic presence 
enhances the power of certain psionic items. Add half 
your tier to the manifester level of psionic tattoos, 
power stones, psicrowns, and dorjes you use. When 
using a psicrown or dorje, you may activate the item 
by expending one use of mythic power instead of one 
of the dorje’s charges or psicrown’s power points.

Expansive Understanding (Ex): Add one new 
power known from any power list per mythic tier. If 
your tier goes up, add a new power. Expend one use 
of mythic power to change one of these powers.

Extra Discipline (Ex): Select one discipline other 
than your own. You can select powers from that 
discipline’s power list when selecting your powers 
known. You must have the discipline class feature 
to select this ability. You can choose this ability up to 
three times, each time selecting another discipline 
other than your own.

Metabolic Surge (Su): When you heal yourself, 
your mythic power and psionic energy grant you 
a brief boost of energy. Any time you manifest a 
personal range power on yourself that heals hit point 
damage, you gain a metabolic surge. This surge can 
only be used once and must be used before the end 
of your next turn. This surge can either be used to 
increase your speed by 10 ft., to gain a +1 circumstance 
bonus on your attack rolls, or to augment a power 
manifested by half your tier (minimum 1) in power 
points without having to spend those power points. 
The total number of power points spent on the power 
is still limited by your manifester level.

Mighty Construct (Su): Your astral constructs gain 
DR 5/epic for the duration of the power. In addition, 
you can expend one use of mythic power when 
manifesting astral construct to grant your astral 
construct a number of aegis customization points 
equal to half your tier (rounded down, minimum 1). 
Treat the construct as an aegis equal to your tier when 
determining which customizations you can choose. If 
you summon more than one astral construct while 
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using this ability, the customization points are split 
among the astral constructs.

Mythic Insight (Su): Any time you manifest a 
power or activate a class feature that grants an insight 
bonus, you can expend one use of mythic power to 
double the insight bonus gained.

Mythic Method (Su): When determining the effects 
of your vitalist method abilities, you’re considered 4 
levels higher.   This increases the effects of abilities 
you have access to, but doesn’t grant you abilities at a 
lower level than normal.   You must have the vitalist 
method class feature to select this ability.

Mythic Warrior Path: When determining the 
effects of your warrior’s path trance and maneuver, 
you are considered 4 levels higher.   This increases 
the effects of abilities you have access to, but doesn’t 
grant you abilities at a lower level than normal.   You 
must have the warrior’s path class feature to select 
this ability.

Naturally Focused (Su): You do not lose your 
psionic focus when you sleep, lose consciousness, 
or enter a meditative trance, and you are always 
treated as having your focus for effects that require 
maintaining psionic focus. In addition, you can 
expend one use of mythic power as a free action 
when you expend your psionic focus to automatically 
regain psionic focus. This does not allow you to use 
two effects that require expending psionic focus on 
a single action.

Penetrating Energy: When you manifest a power 
that allows you to choose the energy type, such as 
energy ray, you can expend one use of mythic power 
as a swift action to have that power ignore any 
resistance or immunity that would be applied to it.

Psionic Breach (Su): You are adept at breaching 
psionic defenses and overcoming resistance to your 
power.   When attempting a manifester level check 
to dispel an effect, overcome power resistance, or 
otherwise determine whether your power affects a 
target (such as with breach), roll twice and take the 
higher result.

Psychic Backlash (Su): Your mind lashes out when 
you suffer critical hits. When an enemy confirms a 
critical hit against you, you can target that enemy 
with an empathic blast that deals 1d6 points of 
damage per power point spent. You can spend up to 
your tier in power points each time you use this effect. 
This is a mind-affecting effect with a maximum range 
of 100 feet and you do not need line of sight to the 
target enemy.

Rapid Construct (Su): You can manifest astral 
construct as a standard action instead of as a full-
round action. In addition, if you expend one use of 

mythic power while manifesting astral construct, the 
manifesting time becomes one swift action.

Reduced Enervation: Your chance to suffer psychic 
enervation is reduced by 10% (to a minimum of 0%). 
When you would suffer from psychic enervation, you 
can expend one use of mythic power to negate the 
effects of enervation and instead gain your surging 
euphoria. If you do not have the surging euphoria 
class feature, you do not gain the benefits of it. You 
must have the psychic enervation class feature to 
select this ability.

Suffused With Psionics (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.

Swap Power Known (Ex): As a full round action, 
you can spend one use of mythic power to replace 
one of your powers known with another power 
known.   The new power must be on your class list 
and must be of a power level equal to or lower than 
the power being replaced. After you’ve rested and 
regained your power points, you can choose to swap 
the power known back to the original power.

Transformative Psicrystal (Ex): Your psicrystal 
is able to assume the shape of a single masterwork 
amulet, ring, staff, wand, or weapon. While it’s in 
this form, treat the psicrystal as an intelligent magic 
item with the psicrystal’s mental ability scores but no 
magical abilities. You can add magical enhancements, 
intelligent item powers, and intelligent item senses 
as if you possessed the appropriate crafting feat. (For 
example, if your psicrystal transforms into a staff, 
you could craft it into an intelligent staff of fire as if 
you possessed the Craft Staff feat.) You must still pay 
for enhancements as normal.

As a standard action, the psicrystal can transform 
into and out of its item form and does so in such a 
way that you can have it immediately equipped 
when the transformation is complete. While in item 
form, your psicrystal retains its original hit points, 
but gains the hardness of the item it transforms into. 
If your psicrystal takes enough points of damage in 
item form to become broken, it automatically reverts 
to its psicrystal form and cannot change to item form 
again until it is healed to its maximum hit point total. 
You must have a psicrystal to select this path ability.

3RD-TIER OVERMIND PATH ABILITIES
You must be at least third tier to select these abilities.
Flexible Form (Su): You can alter your appearance 
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at will as if using minor metamorphosis, but you do 
not gain any menu options. You can expend one use 
of mythic power to change shape as if using major 
metamorphosis, with a duration of 1 minute per tier. 
Your manifester level for this ability is a number 
equal to 10 + your tier. At 6th tier, the duration of the 
major metamorphosis ability increases to 10 minutes 
per tier.

Mythic Psionic Power (Ps): You have a pool of 
psionic power you can draw upon for manifesting 
mythic powers. Up to twice per day, you can use this 
power to manifest a mythic power 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.

Potent Pool (Su): Choose one of your manifesting 
classes. You gain four bonus power points. These 
power points stack with bonus power points from all 
other sources. You can take this ability once for each 

level of powers you can manifest of the chosen class. 
For example, if you are a 9th level psion, you can 
choose this ability five times. Each time beyond the 
first, you gain a number of power points equal to the 
previous time plus 8. These additional power points 
are cumulative. For example, the second time you 
take this ability, you gain 12 additional power points, 
for a total of 20; the third time an additional 20 power 
points, for a total of 40, and so on. 

Psionic Metamastery (Su): As a swift action, 
you can expend one use of mythic power and pick 
any one metapsionic feat you know that does not 
increase the power point cost of a power. For the 
next 10 rounds, you can apply this metapsionic feat 
to any psionic power you manifest without needing 
to expend psionic focus, or if you have taken this 
ability multiple times, without increasing the power 
point cost. You can also use this ability on a psionic 
power you manifest from a power stone, psicrown, or 
dorje. 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 powers already manifested). You can select 
this ability more than once. Each time you select this 
ability, the metapsionic feat chosen can increase the 
power point cost by 2 additional power points, to a 
maximum of 6.

Psychic Tsunami (Su): You generate crashing 
waves of psychic force that shatter objects around you. 
By expending one use of mythic power, you generate 
a 30-ft. aura that assaults non-magical objects within 
range (except for those upon your person). This 
aura lasts a number of rounds equal to your tier 
and causes 5 points of force damage per tier to each 
object affected for each round they are exposed to 
the effect, and ignores any hardness objects may 
possess. This aura damages all objects and structures 
indiscriminately, though if you maintain your psionic 
focus while this effect is ongoing, you can exempt 
structures or specific creatures and any objects they 
possess from the power of your aura. 

Additionally, creatures moving toward you while 
your aura is in effect find it more difficult to approach 
you and move as though moving through difficult 
terrain.

Pyrokinetic Maelstrom (Ps): You summon a 
swirling mass of psionic fire. You can expend one use 
of mythic power to attack each creature within 30 
ft. with a wreath of green fire. Creatures suffer 2d6 
fire damage per mythic tier you possess. A successful 
Reflex save (DC 10 + your mythic tier + your Charisma 
modifier) halves the damage. If so desired, unattended 
flammable objects are also set alight.
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Ravaging Time (Su):   When you are affected 
by time stop or similar effects that alter your time 
relative to the manifester’s, you can expend one use 
of mythic power to take a standard action during the 
effect.

Reinforced Collective (Su): Your collective is 
reinforced by your mythic power. Any powers you 
manifest over the collective through the use of spirit 
of the many add your tier rank when subjected to 
dispel checks. You must have the spirit of the many 
class feature to select this ability.

6TH-TIER OVERMIND PATH ABILITIES
You must be at least sixth tier to select these abilities.
Block Telepathy (Su): As an immediate action, you 

can spend one use of mythic power to gain immunity 
to mind-affecting effects for one round.

Enthrall Monster (Ps): You can exert your will 
over the minds of lesser beings. You can expend one 
use of mythic power to manifest mind control on any 
type of creature for a number of days equal to your 
mythic tier.

Telekinetic Mastery (Su): You can use your 
telekinetic powers to catch and hurl massive objects. 
You expend one use of mythic power to exert 
telekinetic influence over all nearby objects. You 
gain rock throwing, rock catching and a deflection 
bonus to your AC equal to your mythic tier. You do 
not need free hands to use either rock throwing or 
rock catching. Treat your size category as one larger 
than your actual size for purposes of this power. You 
gain these bonuses for a number of minutes equal to 
your mythic tier.

Telekinetic Surge (Su): With a primal scream, you 
unleash a wave of telekinetic energy, shoving back 
your foes. You expend one use of mythic power to 
make a bull rush attempt against each creature you 
choose within a 30 ft. burst. Make a single CMB check 
with a bonus equal to your mythic tier and compare it 
to the CMD of each creature affected. You can choose 
to substitute your Intelligence, Wisdom or Charisma 
in place of your Strength for this CMB check. 

Thrall (Ex): Your influence is so great that no 
creature can resist your will. When a creature makes 
an additional saving throw (not an initial saving 
throw) against one of your mind-affecting powers 
or abilities, you can expend one use of your mythic 
power to make them automatically fail that save. 
Non-mythic attempts to dispel your mind-affecting 
powers or abilities automatically fail. 

Champion Path

1ST-TIER CHAMPION PATH ABILITIES
You can select these path abilities at any tier.
Favored Shot (Su): You add a competence bonus 

to all damage rolls with your favored weapon group 
equal to your mythic tier. Expend one use of mythic 
power to  deal maximum damage on  one ranged 
attack. You must have the favored weapon group 
class feature to select this ability.

Impossible Shot (Su): You gain a bonus to all rolls 
to confirm a critical hit with ranged attacks equal to 
half your mythic tier (round down, minimum +1). In 
addition, you can expend one use of mythic power 
to  ignore all range increments and  cover on your 

OVERMIND BUILDS
When selecting your overmind’s path abilities, 

you may want to make your choices based upon a 
particular theme. Presented below are several 

Energy Wielder: Manifesters who desire to wield 
the different forms of energy as their preferred tool 
might use the abilities of this theme. 1st-Tier Path 
Abilities—dual energy, energy bond, penetrating 
energy; 3rd-Tier Abilities—pyrokinetic maelstrom; 
6th-Tier Abilities—telekinetic surge. 

Insightful Delver: Characters seeking to gain 
knowledge and learn new skills should consider 
the abilities of this theme. 1st-Tier Path Abilities—
crafting mastery, enhance psionic items, swap 
power known; 3rd-Tier Abilities—mythic psionic 
power, psionic metamastery; 6th-Tier Abilities—
block telepathy.

Master Telepath: Manifesters who prefer to use 
mind-affecting powers should consider the abilities 
of this theme. 1st-Tier Path Abilities—bypass 
mental defenses, durable powers, psionic breach; 
3rd-Tier Abilities—mythic psionic power, psionic 
metamastery; 6th-Tier Abilities—thrall.

Psionic Power: This theme focuses entirely on 
being a psionic powerhouse, boosting your powers 
for maximum effect. 1st-Tier Path Abilities—du-
rable powers, expansive understanding, naturally 
focused; 3rd-Tier Abilities—mythic psionic power, 
potent pool; 6th-Tier Abilities—telekinetic surge.

Metapsion: Manifesters who seek to use effects 
from varied disciplines will find the abilities in this 
theme provide benefits along a broader spectrum 
of powers. Description. 1st-Tier Path Abilities—ad-
ditional discipline, discipline boost, extra discipline; 
3rd-Tier Abilities—psychic tsunami, potent pool; 
6th-Tier Abilities—enthrall monster.
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next ranged attack made that round. You must have a 
power point pool to select this ability.

6TH-TIER CHAMPION PATH ABILITIES
You must be at least sixth tier to select these abilities.
Mind Blade Storm (Su): You launch an impossibly 

dense storm of mind blades. You can expend one use 
of mythic power to make a single mind blade attack 
roll and apply the results to every creature in a 30 ft. 
cone. You must be able to form a mind blade to select 
this power. 

Guardian Path

1ST-TIER GUARDIAN PATH ABILITIES
You can select these path abilities at any tier.
Endless Endurance: Add half your mythic 

tier (round down, minimum 1) to your damage 
reduction gained from your astral suit.  In addition, 
you can expend one use of mythic power to treat all 
damage you take for one round as nonlethal. You 
must have the astral suit class feature to select this 
ability.

Mental Fortress: Your mental defenses are 
unrivalled. When you fail a Will save, you can expend 
one use of mythic power to reroll the save, adding 
a bonus equal to your mythic tier. You must have a 
power point pool to select this ability.

3RD-TIER GUARDIAN PATH ABILITIES
You must be at least third tier to select these abilities.
Aegis Cage (Su): You can form a cage of astral 

energy to entrap your foes. You can expend one use 
of mythic power to create a psionic cage to trap a 
creature with 30-ft. Treat this as a grapple check with 
a bonus equal to your mythic tier. When using this 
power, you can substitute Intelligence, Wisdom or 
Charisma for your Strength score in your CMB and 
CMD if you choose. You can maintain this cage as long 
as your opponent remains trapped. You must have a 
power point pool to select this ability.

Telekinetic Parry (Su): You can use your 
telekinetic power to block an incoming attack. As 
an immediate action, you can expend one use of 
mythic power to make a parry attempt to protect one 
creature within 30 feet of you. To resolve this, make 
an attack roll at your full base attack bonus plus your 
Charisma modifier. If you exceed the attack roll of 
your opponent, the attack automatically misses. You 
must have a power point pool to select this ability.

Marshal Path 

1ST-TIER MARSHAL PATH ABILITIES
You can select these path abilities at any tier.
Collective Marshal (Su): Your ability to work 

within a collective gives you additional freedom with 
your mythic powers. You can use any of your marshal 
mythic powers on any creature in your collective, 
regardless of range. You must have the collective 
class feature to select this ability.

6TH-TIER MARSHAL PATH ABILITIES
You must be at least sixth tier to select these abilities.
Mythic Collective (Su): You can expand your 

collective to include far more creatures than 
normal. You can expend one use of mythic power 
to include every creature within 100 feet as part of 
your collective. You can choose whether to include 
any given creature. This ability lasts for a number of 
minutes equal to your mythic tier. You must have the 
collective class feature to select this ability.

Trickster Path 

1ST-TIER TRICKSTER PATH ABILITIES
You can select these path abilities at any tier.
Mind Fog (Su): You create a mental fog that makes 

other creatures more susceptible to your lies. You 
gain a bonus equal to your tier to all Bluff checks to lie. 
In addition, you can expend one use of mythic power 
to gain a bonus equal to your tier on the save DC of a 
single mind-effecting power or spell you manifest or 
cast. You must have a power point pool to select this 
ability.

Reinforced Pattern (Su): You can expend your 
psionic focus to add your mythic tier to your altered 
defense value for one round.  You can  expend one 
use of mythic power to have this bonus last for the 
duration of your altered defense. You must have the 
altered defense class feature to select this ability.

3RD-TIER TRICKSTER PATH ABILITIES
You must be at least third tier to select these abilities.
Project Impossible Location (Su): You cloud the 

minds of others, projecting false information to mask 
your movements. As an immediate action, you can 
expend a use of mythic power to make an opponent 
that just attacked you think you’re in the wrong place. 
When an opponent attacks you, before the results of 
the attack are announced, you make a 5-ft. step. The 
attack misses. In addition, your opponent must make 
a Will save (DC 10 + your mythic tier + your Charisma 
modifier) to realize you have moved, or it wastes 
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any additional attacks against a perceived double. 
This effect ends at the end of that opponent’s actions. 
Using this power prevents you from taking a 5-ft. step 
on your next turn. You must have a power point pool 
to select this ability.

Universal Path 

1ST-TIER UNIVERSAL PATH ABILITIES
Annihilate Pattern: You add your mythic tier to 

the damage your do with disrupt pattern. In addition, 
you can  expend one use of mythic power to deal 
maximum damage with a single disrupt pattern 
attack. You must have the disrupt pattern class 
feature to select this ability.

Calibrated Customization: You gain a number of 
additional customization points equal to your mythic 
tier. In addition, you can expend one use of mythic 
power to reset all of your customization points and 
choose new customizations. You must have the form 
astral suit class feature to select this ability.

Endbringer’s Touch: Your devastating touch 
ability deals 1d6 points of damage per level, instead 
of 1d6 points of damage plus your class level.  In 
addition, you can expend one use of mythic power to 
deal maximum damage with one devastating touch 
attack. You must have the devastating touch class 
feature to select this ability.

Expanding Collective: You add your mythic 
tier to the number of people you can hold in your 
collective.  In addition, you can expend one use of 
mythic power to ignore any negative effects from 
a member dying while in your collective. You must 
have the collective class feature to select this ability.

Mythic Astral Suit (Su): You can reinforce your 
astral suit beyond its normal bounds. You can expend 
one use of mythic power to add an enhancement 
bonus to your astral suit equal to your mythic tier. 
This bonus lasts for a number of rounds equal to your 
mythic tier. You must have the form astral suit class 
feature to select this ability.

Mythic Mind Blade: You can greatly enhance the 
power of your mind blade. You can expend one use 
of mythic power to double the effective enhancement 
bonus of your mind blade for a number of rounds 
equal to your mythic tier. This enhancement bonus 
can be used to increase the mind blade’s effective 
bonus above +10. It will always be used to increase 
the actual enhancement bonus to +5 first, then can 
be spent on powers until the weapon the weapon 
reaches an effective enhancement bonus of +10. Any 
effective bonus above +10 can be allocated to actual 
enhancement bonus or effective enhancement bonus 

as desired. For example, a 7th level soulknife would 
double their effective bonus to +6, which would give 
them a +5 mind blade with a +1 ability; a 13th level 
soulknife would double his effective bonus to +12, 
giving him a +5 mind blade with +5 enhancement 
bonus worth of special abilities and another +2 which 
could be allocated to either the actual or effective 
enhancement bonus. The actual enhancement bonus 
of the mind blade cannot exceed +10. You must have 
the form mind blade class feature to select this ability.

Mythic Manifesting (Ex): You can learn a number 
of mythic powers equal to your tier and can expend 
mythic power when manifesting them to enhance the 
results. To select a mythic power, you must have it on 
your list of powers known. Every time you gain a new 
tier, you can select an additional mythic power. You 
can take this ability up to three times. Each additional 
time you take it, you can select an additional number 
of powers equal to your tier and you gain one 
additional mythic power whenever you gain a tier.

Unfettered Devastation: You can use your 
devastating touch attack on any creature, regardless 
if they are living or not. In addition, you can expend 
one use of mythic power to remove any and all 
immunity to fear for one round from a single creature. 
You must have the devastating touch class feature to 
select this ability.

3RD-TIER UNIVERSAL PATH ABILITIES
You must be at least third tier to select these abilities.
Mythic Elocation (Su): Your mythic power grants 

you the ability to break the bonds of gravity for brief 
stretches. You can expend one use of your mythic 
power to gain the scorn earth ability as an elocator. 
This ability lasts a number of minutes equal to your 
mythic tier. You must have a power point pool to 
select this ability.

Core Mythic Rules
The following core mythic rules that apply toward 

spellcasters also apply toward manifesters.
Amazing Initiative: The standard action cannot be 

used to manifest powers.
Recupteration: You can regain your power points by 

expending one use of mythic power and resting for 
one hour.

Universal Versatility: This ability does not affect any 
power points already spent. If you use this ability to 
change a class feature that grants access to powers 
known, you lose access to any powers known from 
the old choice, but do not gain the ability to manifest 
any new powers. When the effect ends, the previous 
powers return and can be manifest gain. 
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Mythic
Psionic Feats

Many of the mythic feats presented in Mythic 
Adventures apply just as well to psionic characters as 
they do to other mythic characters. Presented below 
are new mythic feats which cover the psionic-specific 
needs of mythic psionics.

TYPES OF FEATS
Many feats belong to a category that has special 

rules associated to it. This category is listed after the 
feat name. The following types of feats can be found 
in this chapter.

Mythic Feats
Only characters with mythic tiers or creatures 

with mythic ranks can take these feats. If a creature 
becomes non-mythic, it no longer gains the benefit of 
these feats, but it doesn’t lose them permanently. If 
the creature becomes mythic again, it regains the use 
of all the mythic feats it once had. 

Many mythic feats enhance non-mythic feats with 
the same name. When a creature has a mythic version 
of a feat, that feat is denoted with a superscript “M” 
in the feat line of its stat block. Other superscript 
combinations refer to the books cited on page 7.

Feat Descriptions 
Mythic feats are summarized on Table 2 on the 

following pages. Note that the prerequisites and 
benefits of the feats listed in this table are abbreviated 
for ease of reference. See the feats’ description for 
full details.

The following format is used for all feat descriptions.
Feat Name: The feat’s name also indicates what 

subcategory, if any, the feat belongs to, and is followed 
by a basic description of what the feat does.

Prerequisites: A minimum ability score, another 
feat or feats, a minimum base attack bonus, a 
minimum number of ranks in one or more skills, or 
anything else required in order to take the feat. This 
entry is absent if a feat has no prerequisites. A feat 
may have more than one prerequisite.

Benefit: What a feat enables the character (“you” 
in the feat description) to do. If a character has the 
same feat more than once, its benefits do not stack 
unless indicated otherwise in the description.

Normal: What a character who does not have this feat 
is limited to or restricted from doing. If not having the 
feat causes no particular drawback, this entry is absent.

Special: Additional unusual facts about the feat. 

Aligned Attack (Mythic)
You can switch the alignment of your attacks.
Prerequisite: Aligned Attack.
Benefit: You can expend a use of mythic power as 

a swift action to change the alignment choice for the 
Aligned Attack feat.  The alignment chosen must still 
match one of your alignment components.

Ascendant Power (Metapsionic)
You have learned how to emulate mythic 

manifesting using non-mythic forces.
Benefit: To use this feat, you must expend your 

psionic focus. You can modify a power to imitate the 
mythic version of that power. An ascendant power 
uses the mythic version of the power, but doesn’t 
count as a mythic power for the purposes of effects 
that interact with the power, unless you are a mythic 
creature. You can’t use the augmented version of the 
mythic power, or use power effects that require you 
to expend uses of mythic power (even if you have 
uses of mythic power available).

Using this feat increases the power point cost of 
the power by 8. The power’s total cost cannot exceed 
your manifester level.

Autonomous (Mythic)
Your self-sufficiency is exemplary.
Prerequisite: Autonomous.
Benefit: The bonus on Autohypnosis and 

Knowledge (psionics) skill checks from Autonomous 
increases by 2.  In addition, you can expend one use of 
mythic power to treat an Autohypnosis or Knowledge 
(psionics) check as if you had rolled a natural 20.  You 
must decide to use this ability before making the roll.

Body Fuel (Mythic)
You are able to selectively decide which ability to 

sacrifice for more power points.
Prerequisite: Body Fuel.
Benefit: When using the Body Fuel feat, you need 

only choose a single physical ability score (Strength, 
Dexterity, or Constitution) to suffer ability burn, 
instead of all three.

Boost Construct (Mythic)
Your astral constructs are creatures of legendary 

might and toughness.
Prerequisite: Boost Construct.
Benefit: Any astral construct you create is 

considered mythic for the purpose of interacting with 
other mythic creatures.  It doesn’t gain any mythic 
abilities or powers, but is affected by mythic powers, 
spells, and abilities as if it were a 1st-tier mythic 
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creature.  Additionally, if the astral construct has 
damage reduction, its damage reduction becomes DR/
epic.

Burrowing Power (Mythic)
Your powers can get around obstacles.
Prerequisites: Burrowing Power, 3rd mythic tier.
Benefit: You can manifest a burrowing power even 

if you do not have line of sight to the intended target or 
targeted area. If the power being manifested affects 
an area, you specify the starting point of the effect. 
If the power being manifested targets a particular 
creature or creatures and you don’t have some means 
of seeing the target, such as line of sight or clairvoyant 
sense, you choose a particular location. If no creature 
is in that space, the power fails. Should you specify a 
location for an effect that is invalid, such as directing 
a burrowing power around a corner and into a wall, 
the power fails.

Alternatively, you may expend a use of mythic 
power to manifest a power as a burrowing power 
(gaining only the normal benefits of a burrowing 
power, rather than the increased benefits outlined 
above) without increasing the number of power 
points spent or expending psionic focus.

Normal: You must have some line of sight to use 
Burrowing Power.

Chain Power (Mythic)
Your chained powers arc back on the original target.
Prerequisites: Chain Power, 2nd mythic tier.
Benefit: When using Chain Power, the secondary 

arcs strike back at the original target after striking 
the secondary targets. When a secondary arc strikes 
the original target, it does not roll an additional save 
and takes minimized damage from the power being 
chained (treat all damage dice as automatic 1s). 

Alternatively, you may expend a use of mythic 
power to manifest a power as a chained power 
(gaining only the normal benefits of a chained power, 
rather than the increased benefits outlined above) 
without increasing the number of power points spent 
or expending psionic focus.

Combat Manifestation (Mythic)
You rarely lose concentration in combat.
Prerequisites: Combat Manifestation.
Benefit: The bonus from Combat Manifestation 

increases to +8. Anytime you fail a concentration 
check, you do not lose the power points you were 
attempting to use. You do not manage to manifest the 
power, but the power points remains available for you 
to use at a later time. Additionally if you successfully 

make a check to manifest a power defensively and 
the power requires a ranged attack roll, that ranged 
attack does not provoke an attack of opportunity.

Cushion the Blow (Mythic)
You are able to block damage to multiple targets at 

once.
Prerequisite: Cushion the Blow.
Benefit: You can share the effect of Cushion the 

Blow, Greater Cushion the Blow, and Improved 
Cushion the Blow to a number of members of your 
collective equal to your mythic tier.

In addition, if you expend one use of mythic power, 
you can use Cushion the Blow as a free action even if 
it is not your turn.

Normal: Using Cushion the Blow is an immediate 
action and only applies to a single member of your 
collective.

Deadly Throw (Mythic)
Your thrown attacks inflict additional damage.
Prerequisite: Deadly Throw.
Benefit: You do not need to maintain psionic focus 

to gain the benefits of Deadly Throw. If you are 
maintaining psionic focus while using Deadly Throw, 
you add half your mythic tier (round down, minimum 
1) to your damage rolls made with thrown weapons.

Deep Focus (Mythic)
Your subconscious mind’s focus is improved.
Prerequisite: Deep Focus.
Benefit: As long as you have at least one use 

of mythic power remaining or one power point 
remaining in your power point pool, you are always 
treated as if you are maintaining psionic focus for 
abilities powered by maintaining psionic focus. You 
may still only expend your psionic focus if you are 
actually maintaining psionic focus.  In addition, you 
can expend a use of mythic power as a swift action to 
regain both your own and the psionic focus provided 
by Deep Focus.

Deep Impact (Mythic)
Your weapon finds even the slightest of openings in 

an enemy’s defenses.
Prerequisite: Deep Impact.
Benefit: When you make an attack using Deep 

Impact, add half your tier (minimum 1) to the attack 
roll.  In addition, you can expend a use of mythic 
power when using Deep Impact to treat all melee 
attacks made during your turn as melee touch attacks.
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Table 2: Feats
Mythic Feats Prerequisites Benefit
Ascendant Power Manifest mythic version of a psionic power
Mythic Powers Known Ability to manifest powers Learn mythic psionic powers
Mythic Psionic Attacks Psionic Fist or Psionic Shot or Psionic 

Weapon
All attacks made in the roun gain benefits when 
expending psionic focus

Mythic Enhancement Feats Prerequisites Benefit
Aligned Attack Aligned Attack Expend use of mythic power to change alignment 

of attacks
Autonomous Autonomous Increase bonus by 2, expend mythic power to 

treat roll as 20
Body Fuel Body Fuel Only take ability to burn to a single ability score
Boost Construct Boost Construct Your astral constructs are considered mythic 

creatures
Burrowing Power Burrowing Power, 3rd mythic tier You do not need line of sight to use manifest a 

power
Chain Power Chain Power, 2nd mythic tier Chained power arcs back to original target
Combat Manifestation Combat Manifestation The bonus increases to +4
Cushion the Blow Cushion the Blow Share effects with members of collective
Deadly Throw Deadly Throw Gain benefit even if not maintaining psionic 

focus, add half tier to damage rolls if maintaining 
psionic focus

Deep Focus Deep Focus Always treated as maintaining psionic focus
Deep Impact Deep Impact Add half tier to attack rolls, expend mythic 

power to treat all attacks as touch attacks
Delay Power Delay Power Increase number of rounds you can delay a 

power, activate a delayed power as a swift action
Efficient Aid Efficient Aid Increase healing from request aid, cure ability 

damage
Empower Power Empower Power, 5th mythic tier Increase damage by 75%
Enervation Fortitude Enervation Fortitude Reduced penalties for psychic enervation
Enhanced Steal Life Enhanced Steal Life Increase hit points stolen by 50%
Enlarge Power Enlarge Power Increase range of powers by 200%
Extend Power Extend Power Powers last three times as long
Extra Blade Skill Extra Blade Skill Meditate to gain a blade skill for the day

Extra Customization Extra Customization Meditate to gain a customization point for the 
day

Extra Insight Extra Insight Meditate to gain an insight for the day

Extra Reconfiguration Extra Reconfiguration Gain additional uses of reconfiguration

Extra Strategy Extra Strategy Gain additional uses of strategy

Extra Terrors Extra Terrors Gain additional uses of terrors

Extra Transfer Extra Transfer Gain additional uses of transfer wounds

Fast Step Fast Step Use nomad’s step in the blink of an eye

Favored Energy Favored Energy Powers of your favored energy deal 50% more 
damage

Fell Shot Fell Shot Add half tier to attack rolls, expend mythic 

power to treat all attacks as touch attacks

Ghost Attack Ghost Attack Deal extra damage to incorporeal foes

Harmoning Resonance Harmoning Resonance Learn powers from members of your collective

Improved Disruption Improved Disruption Increase damage of disrupt pattern

Improved Psi-Like Ability Improved Psi-Like Ability Increase manifester level of psi-like abilities

Improved Psicrystal Improved Psicrystal Double bonus gained from psicrystal

Inquisitor Inquisitor Increase the bonus to Sense Motive and opposing 
Bluff checks

Intimidating Shot Intimidating Shot Gain a free Intimidate check when making 
ranged attacks

Maximize Power Maximize Power, 7th mythic tier Power’s effects are increased to 150%
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Table 2: Feats, Cont.
Mythic Enhancement Feats Prerequisites Benefit
Mental Leap Mental Leap Double bonus to Acrobatic checks to jump

Merge Designs Merge Designs Increase number of psionic tattoos you can 
wear; never set off tattoos for wearing too many

Mind Over Body Mind Over Body Heal all ability damage and ability burn after 
resting

Modified Blast Modified Blast Add your tier to points spent when augmenting 
your surge blast

Open Minded Open Minded Gain an additional class skill, expend use of 
mythic power to reroll a skill check

Opportunity Power Opportunity Power, 5th mythic tier Use powers that don’t require touch attack
Overchannel Overchannel Further increase manifester level, but take more 

damage
Power Penetration Power Penetration Increase the bonus to overcome pwoer 

resistance
Psicrystal Affinity Psicrystal Affinity Your psicrystal can use your surge ability
Psicrystal Containment Psicrystal Containment Always treated as maintaining psionic focus if 

psicrystal is nearby
Psionic Body Psionic Body Gain 6 hit points per psionic feat
Psionic Charge Psionic Charge Make additional turns while charging
Psionic Dodge Psionic Dodge Double dodge bonus to AC
Psionic Endowment Psionic Endowment Double bonus to save DC
Psionic Fist Psionic Fist Double the damage to unarmed attacks
Psionic Meditation Psionic Meditation No longer provoke attacks of opportunity gain 

psionic focus, regain all psionic foci when 
meditating to gain psionic focus

Psionic Shot Psionic Shot Double the damage to ranged attacks
Psionic Talent Psionic Talent Double the power points gained per feat
Psionic Weapon Psionic Weapon Double the damage to melee attacks
Quicken Power Quicken Power Manifest a power as an attack of opportunity
Rapid Metabolism Rapid Metabolism Heal all damage when you rest
Rebounding Throw Rebounding Throw Rebound additional times
Return Shot Return Shot Use Return Shot without having to expend 

psionic focus
Scribe Tattoo Scribe Tattoo, manifester level 3rd Expend use of mythic power to gain 8 hours of 

progress on scribing a psionic tattoo
Sidestep Charge Sidestep Charge Sidestep attacks even if flat-footed
Speed of Thought Speed of Thought Double the bonus to your speed
Split Psionic Ray Split Psionic Ray, 3rd mythic tier Split a ray to additional targets
Surging Aura Surging Aura Double the bonus from your surging aura
Talented Talented Use Overchannel on higher level powers
Twin Power Twin Power, 6th mythic tier Affect different targets or areas with a twinned 

power
Unavoidable Strike Unavoidable Strike Add half tier to attack rolls, expend mythic 

power to treat all attacks as touch attacks
Unconditional Power Unconditional Power, 10th mythic tier Manifest any power you know under nearly any 

circumstance
Unwilling Participant Unwilling Participant, 2nd mythic tier Increase the DC to resist being added to your 

collective
Up the Walls Up the Walls Remain on walls instead of falling to the ground
Widen Power Widen Power Power’s affected area is increased by 200%
Wounding Attack Wounding Attack Double the Constitution damage dealt
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Delay Power (Mythic)
You have better control over your delayed powers.
Prerequisite: Delay Power.
Benefit: Add your mythic tier to the number of 

rounds you can delay a power. In addition, you may 
activate a delayed power as a swift or immediate 
action instead of as a standard action.

Alternatively, you may expend a use of mythic 
power to manifest a power as a delayed power 
(gaining only the normal benefits of a delayed power, 
rather than the increased benefits outlined above) 
without increasing the number of power points spent 
or expending psionic focus.

Normal: You can delay a power for up to 5 rounds. 
Activating a delayed power is a standard action.

Efficient Aid (Mythic)
Your ability to heal others is significantly increased.
Prerequisite: Efficient Aid.
Benefit: The damage healed through the use of 

request aid is increased by 50%. In addition, if you 
expend one use of mythic power, you can cure a 
number of points of ability damage equal to your 
mythic tier to the target. The target creature specifies 
which ability damage to heal.

Empower Power (Mythic)
You can increase the effect of a power by +75%.
Prerequisites: Empower Power, 5th mythic tier.
Benefit: When you manifest a power affected by 

Empower Power, all variable, numeric effects of the 
power are increased by +75%, including bonuses to 
those dice rolls.

Alternatively, you may expend a use of mythic 
power to manifest a power as an empowered power 
(gaining only the normal benefits of an empowered 
power, rather than the increased benefits outlined 
above) without increasing the number of power 
points spent or expending psionic focus.

Normal: All variable, numeric effects of an 
empowered power are increased by half including 
bonuses to those dice rolls.

Enervation Fortitude (Mythic)
You are extremely resilient against psychic 

enervation.
Prerequisite: Enervation Fortitude.
Benefit: When you suffer psychic enervation, you 

do not lose any hit points or power points, although 
you still suffer any additional effects like being 
stunned or sickened. In addition, you can expend one 
use of mythic power when you would suffer psychic 

enervation to negate the psychic enervation and 
instead gain surging euphoria.

Enhanced Steal Life (Mythic)
You are skilled at extracting the life force out of 

other creatures.
Prerequisite: Enhanced Steal Life.
Benefit: The number of hit points gained when 

using steal life is increased by 50% (round down.) 
When using the steal life class feature, you can 
expend one use of mythic power. If the target makes 
a successful save against the attempt, you instead 
steal hit points as if you had used the steal health 
class feature.

Enlarge Power (Mythic)
You can triple the range of a power.
Prerequisite: Enlarge Power.
Benefit: When you manifest a power with a range 

of close, medium, or long affected by Enlarge Power, 
its range is increased by +200%. An enlarged power 
with a range of close now has a range of 75 ft. + 15 
ft./2 levels, while medium-range powers have a range 
of 300 ft. + 30 ft./level and long-range powers have a 
range of 1,200 ft. + 120 ft./level.

Alternatively, you may expend a use of mythic 
power to manifest a power as an enlarged power 
(gaining only the normal benefits of an enlarged 
power, rather than the increased benefits outlined 
above) without increasing the number of power 
points spent or expending psionic focus.

Normal: An enlarged power with a range of close 
has a range of 50 ft. + 5 ft./level, while medium-range 
powers have a range of 200 ft. + 20 ft./level and long-
range powers have a range of 800 ft. + 80 ft./level.

Extend Power (Mythic)
You can triple the duration of a power.
Prerequisite: Extend Power.
Benefit: When you manifest a power augmented 

with Extend Spell, it lasts three times as long as 
normal. A power with a duration of concentration, 
instantaneous, or permanent is not affected by this 
feat.

Alternatively, you may expend a use of mythic 
power to manifest a power as an extended power 
(gaining only the normal benefits of an extended 
power, rather than the increased benefits outlined 
above) without increasing the number of power 
points spent or expending psionic focus.

Normal: An extended power lasts twice as long as 
normal.
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Extra Blade Skill (Mythic)
You can meditate to gain a blade skill.
Prerequisite: Extra Blade Skill.
Benefit: Each day, you can take 1 hour of meditation 

to decide how to focus your mythic energies. At the 
end of this time, select 1 blade skill for which you 
meet all the prerequisites. You retain this blade skill 
until you next meditate on your mythic blade skill.

Extra Customization (Mythic)
You can meditate to gain additional customizations.
Prerequisite: Extra Customization.
Benefit: Each day, you can take 1 hour of 

meditation to decide how to focus your mythic 
energies. At the end of this time, you gain one 
additional customization point to spend. You retain 
this customization point until you next meditate on 
your mythic customizations.

Extra Insight (Mythic)
You can meditate to gain additional insights.
Prerequisite: Extra Insight.
Benefit: Each day, you can take 1 hour of meditation 

to decide how to focus your mythic energies. At the 
end of this time, you gain one additional insight for 
which you meet all the prerequisites. You retain 
this insight until you next meditate on your mythic 
insights.

Extra Reconfiguration (Mythic)
Your mythic energies grant you 

additional opportunities to reconfigure 
your astral suit.

Prerequisite: Extra 
Reconfiguration.

Benefit: You gain one 
additional daily use of 
your reconfigure ability. 
Additionally, if you have no uses of reconfigure 
remaining, you may expend two uses of mythic 
power to use your reconfigure ability.

Extra Strategy (Mythic)
You are able to use your mythic energy to gain 

strategic opportunities.
Prerequisite: Extra Strategy.
Benefit: You gain two additional daily uses of 

your strategy ability. Additionally, if you have 
no uses of strategy remaining, you may expend 
one use of mythic power to use your strategy 
ability.

Extra Terrors (Mythic)
Your mythic power allows you to inflict additional 

terrors.
Prerequisite: Extra Terrors.
Benefit: You gain three additional daily uses of 

your terrors ability. Additionally, if you have no uses 
of terrors remaining, you may expend one use of 
mythic power to use your terrors ability.

Extra Transfer (Mythic)
You are able to channel mythic energy to transfer 

wounds more often.
Prerequisite: Extra Transfer.
Benefit: You gain two additional daily uses of 

your transfer wounds or sickening touch ability. 
Additionally, if you have no uses of transfer wounds 
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or sickening touch remaining, you may expend one 
use of mythic power to use your transfer wounds or 
sickening touch ability.

Fast Step (Mythic)
You can rapidly alter your location.
Prerequisite: Fast Step.
Benefit: You can use the nomad’s step class feature 

as a swift action. Alternatively, you can spend one use 
of mythic power to use nomad’s step as an immediate 
action.

In addition, you add your mythic tier to your psion 
class level when determining the distance you can 
travel while using nomad’s step.

Favored Energy (Mythic)
Powers using your favored energy are particularly 

damaging.
Prerequisite: Favored Energy.
Benefit: When manifesting a power that deals 

damage of your favored energy type, the power’s 
damage is increased by an additional 50% (round 
down.)  This stacks with the effects of Empower 
Power to increase the damage by 100%.

Fell Shot (Mythic)
Your ranged attacks are exceptionally accurate.
Prerequisite: Fell Shot.
Benefit: When you make an attack using Fell Shot, 

add half your tier (minimum 1) to the attack roll.  In 
addition, you can expend a use of mythic power when 
using Fell Shot to treat all ranged attacks made during 
your turn as ranged touch attacks.

Ghost Attack (Mythic)
Your attacks against the incorporeal are more 

especially effective.
Prerequisite: Ghost Attack.
Benefit: Your attacks against incorporeal creatures 

always deal full damage.  In addition, you can expend 
a use of mythic power as a swift action when you 
make a successful attack against an incorporeal 
creature to deal an additional amount of damage 
equal to your tier.

Harmonic Resonance (Mythic)
You are able to learn powers from members in your 

collective.
Prerequisite: Harmonic Resonance.
Benefit: When selecting powers from those known 

by members of your collective, you can choose to 
have those powers as your powers known, instead of 
as powers you can use for the purposes of manifesting 

another’s powers known. Powers selected in this way 
only stay as powers known until you meditate to 
regain power points, at which point you can choose 
new powers from members of your collective. Powers 
chosen must have a power level equal to or lower 
than the maximum power level you can manifest.

In addition, you can expend one use of mythic 
power to manifest a single power from those known 
by any member of your collective without having to 
pay the power point cost. The power manifested in 
this fashion is automatically augmented up to your 
manifester level.

Improved Disruption (Mythic)
Your ability to unravel patterns is extremely 

advanced.
Prerequisite: Improved Disruption.
Benefit: Your disrupt pattern ability deals an 

additional point of damage per die equal to half 
your mythic tier (minimum 1.) You can expend one 
use of mythic power when using disrupt pattern to 
maximize the damage of the ability, treating all dice 
rolled as the maximum value possible.

Improved Psi-Like Ability (Mythic)
Your psi-like abilities grow with your experience.
Prerequisite: Improved Psi-Like Ability.
Benefit: Your racial psi-like ability has a manifester 

level equal to your character level plus your mythic 
tier. In addition, you can use your racial psi-like ability 
a number of times per day equal to your mythic tier.

Special: You can take this feat multiple times, each 
time choosing another racial psi-like ability that has 
been improved by Improve Psi-Like Ability.

Improved Psicrystal (Mythic)
The personality fragments from your psicrystal 

greatly improve your abilities.
Prerequisite: Improved Psicrystal.
Benefit: The bonus gained from all of your 

psicrystal personalities doubles.

Inquisitor (Mythic)
You are extraordinarily good at detecting lies.
Prerequisite: Inquisitor.
Benefit: The bonus on Sense Motive checks to 

oppose Bluff checks increases by 2.  In addition, you 
can expend one use of mythic power to treat a Sense 
Motive check to oppose a Bluff check as if you had 
rolled a natural 20.  You must decide to use this ability 
before making the roll.
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Intimidating Shot (Mythic)
Your thrown and ranged attacks strike fear into the 

hearts of your enemies.
Prerequisite: Intimidating Shot.
Benefit: Any ranged or thrown attack you make 

while maintaining psionic focus grants you a free 
Intimidate check to demoralize the target. You can 
expend one use of mythic power while making an 
Intimidate check to cause the target to be frightened 
instead of shaken.

Maximize Power (Mythic)
Your maximum psionic power is “more than 

maximum.”
Prerequisites: Maximize Power, 7th mythic tier.
Benefit: When you manifest a power affected by 

Maximize Power, all variable, numeric effects of the 
power are treated as 150% of their maximum.

Alternatively, you may expend two uses of mythic 
power to manifest a power as a maximized power 
(gaining only the normal benefits of a maximized 
power, rather than the increased benefits outlined 
above) without increasing the number of power 
points spent or expending psionic focus.

Normal: All variable, numeric effects of a 
maximized power are automatically at their highest 
value.

Mental Leap (Mythic)
The leaps you are able to make are astounding.
Prerequisite: Mental Leap.
Benefit: The enhancement bonus from Mental 

Leap on Acrobatics checks made to jump is doubled.  
In addition, you can expend a use of mythic power as 
a swift action while making a jump to be treated as if 
under the catfall power, with a manifester level equal 
to your tier.

Merge Designs (Mythic)
Your tattoos blend together into a greater pattern.
Prerequisite: Merge Designs.
Benefit: You can wear a number of additional 

psionic tattoos equal to your mythic tier. In addition, 
your psionic tattoos are never at risk of simultaneously 
activating due to having too many tattoos on your 
body; tattoos beyond your limit are simply inert 
until such time as you remove or tap other tattoos. 
You can expend one use of mythic power while 
tapping a psionic tattoo to add your mythic tier to the 
manifester level of the tattoo tapped.

Normal: A character can only safely wear twenty 
psionic tattoos.

Mind Over Body (Mythic)
Your body recovers quickly from ability damage.
Prerequisite: Mind Over Body.
Benefit: When you heal ability damage for the day, 

you heal all ability damage and ability burn damage.

Modified Blast (Mythic)
Your surge blasts are more dangerous than others.
Prerequisite: Modified Blast.
Benefit: When you augment your surge blast, you 

add your mythic tier to the number of power points 
spent. These points can exceed the normal limit of 
power points spent augmenting your surge blast. In 
addition, you can expend one use of mythic power 
while augmenting a surge blast to have the damage 
of the surge blast maximized and the DC (if any) 
increased by half your mythic tier (minimum 1.)

Mythic Powers Known (Mythic)
You have learned how to use your mythic power in 

combination with your psionic manifesting.
Prerequisite: Ability to manifest powers.
Benefit: You learn a number of mythic powers 

known equal to your tier and can expend mythic 
power when manifesting them to enhance the 
results.  To select a mythic power, you must be able 
to manifest the non-mythic version or have it on your 
list of powers known.  Every time you gain a new tier, 
you can select an additional mythic psionic power.

Special: You can select this feat multiple times.  
Each time you select this feat, you must select 
different psionic powers.

Mythic Psionic Attacks (Mythic)
Your subsequent attacks continue to be infused 

with psionic energy.
Prerequisites:  Psionic Fist or Psionic Shot or 

Psionic Weapon.
Benefit: When expending your psionic focus while 

using either the Psionic Fist, Psionic Shot, or Psionic 
Weapon feat, all attacks made during that round gain 
the additional damage from expending psionic focus.

Open Minded (Mythic)
You have an amazing ability to learn and develop 

skills.
Prerequisite: Open Minded.
Benefit: Choose one skill that you have ranks in 

that is not already a class skill. That skill is now a class 
skill. You can expend one use of mythic power while 
making a skill check to roll that skill check twice and 
take the higher result.
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Opportunity Power (Mythic)
Enemies who give you an opportunity do so at their 

own peril.
Prerequisites: Opportunity Power, 5th mythic tier.
Benefit: When using Opportunity Power, you can 

use a power that does not have a range of touch, so 
long as the creature that provoked the attack of 
opportunity is the target of the power.

Alternatively, you may expend two uses of mythic 
power to manifest a power as an opportunity power 
(gaining only the normal benefits of an opportunity 
power, rather than the increased benefits outlined 
above) without increasing the number of power 
points spent or expending psionic focus.

Normal: An opportunity power must have a range 
of touch.

Overchannel (Mythic)
You have learned to push yourself harder to 

increase your manifesting power.
Prerequisite: Overchannel.
Benefit: You can increase your manifester level 

when using Overchannel by half your tier (minimum 
1), but doing so adds an additional 1d8 points of 
damage per manifester level added.

Power Penetration (Mythic)
Your mythic power aids you in bypassing enemy 

defenses.
Prerequisite: Power Penetration.
Benefit: Add half your tier to manifester level 

checks to overcome power resistance.  If you have 
Greater Power Penetration, add your full tier instead.  
When you expend your psionic focus while using 
Power Penetration, double the bonus from your tier.

Psicrystal Affinity (Mythic)
Your psicrystal is infused with your mythic power.
Prerequisite: Psicrystal Affinity.
Benefit: Your psicrystal 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.

Psicrystal Containment (Mythic)
Your psicrystal’s presence grants you focus.
Prerequisite: Psicrystal Containment.
Benefit: So long as your psicrystal is within 5 feet of 

you, you are always treated as if you are maintaining 
psionic focus for abilities powered by maintaining 
psionic focus. You may still only expend your psionic 
focus if you are actually maintaining psionic focus.  
In addition, you can expend a use of mythic power 

as a swift action to regain both your own and your 
psicrystal’s psionic focus.

Psionic Body (Mythic)
Your psionic training and mythic power toughen 

your physical form.
Prerequisite: Psionic Body.
Benefit: The number of hit points gained from 

Psionic Body for each psionic feat you possess 
increases to 6 per feat.

Psionic Charge (Mythic)
You have learned to charge a foe regardless of the 

path to reach him.
Prerequisite: Psionic Charge.
Benefit: When using Psionic Charge, you can make 

a number of additional 90 degree turns equal to half 
your tier (minimum 1).  For example, at 4th tier, you 
could make three 90 degree turns during a charge.

Psionic Dodge (Mythic)
Your psionically-empowered reflexes are height-

ened by your mythic power.
Prerequisite: Psionic Dodge.
Benefit: The dodge bonus you gain from Psionic 

Dodge is doubled.  In addition, when an attack against 
you misses, you can expend a use of mythic power as 
an immediate action to take a 5-foot step.

Psionic Endowment (Mythic)
Enemies have an incredibly difficult time resisting 

your manifestations.
Prerequisite: Psionic Endowment.
Benefit: When you use Psionic Endowment, double 

the amount added to the save DC.  In addition, you 
can expend a use of mythic power as a swift action 
when using Psionic Endowment to force a non-mythic 
enemy to automatically fail the save.

Psionic Fist (Mythic)
You imbue your unarmed attacks with your mythic 

power.
Prerequisite: Psionic Fist.
Benefit: Double the damage added to your attacks 

when using Psionic Fist or Greater Psionic Fist.  In 
addition, you can expend a use of mythic power as 
a swift action to reroll any extra damage dice from 
Psionic Fist or Greater Psionic Fist and take the better 
result.

Psionic Meditation (Mythic)
Gaining psionic focus comes second nature to you.
Prerequisite: Psionic Meditation.
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Benefit: You no longer provoke attacks of 
opportunity when meditating to gain psionic focus. 
Should you have multiple psionic foci, such as from 
Deep Focus, you regain any psionic focus you are not 
currently maintaining anytime you meditate to gain 
psionic focus. In addition, you can expend a use of 
mythic power to regain your psionic focus as a free 
action.

Psionic Shot (Mythic)
Your ranged attacks are infused with your mythic 

power.
Prerequisite: Psionic Shot.
Benefit: Double the damage added to your attacks 

when using Psionic Shot or Greater Psionic Shot.  In 
addition, you can expend a use of mythic power as 
a swift action to reroll any extra damage dice from 
Psionic Shot or Greater Psionic Shot and take the 
better result.

Psionic Talent (Mythic)
Your reservoir of psionic power grows more 

quickly than most.
Prerequisite: Psionic Talent.
Benefit: Double the number of power points gained 

for each Psionic Talent feat you possess.

Psionic Weapon (Mythic)
Your mythic power enhances the psionic power of 

your melee attacks.
Prerequisite: Psionic Weapon.
Benefit: Double the damage added to your attacks 

when using Psionic Weapon or Greater Psionic 
Weapon.  In addition, you can expend a use of mythic 
power as a swift action to reroll any extra damage 
dice from Psionic Weapon or Greater Psionic Weapon 
and take the better result.

Quicken Power (Mythic)
Manifesting a power can be nearly effortless for 

you.
Prerequisites: Quicken Power, 10th 

mythic tier.
Benefit(s): You can manifest any power as 

a swift action, regardless of its normal manifesting 
time. If a target provokes an attack of opportunity 
from you, you can target it with a quickened power 
as your attack of opportunity. Only quickened 
powers with a specific number of targets (rather 
than effect or area) can be manifested as an attack 
of opportunity, and only the creature that provoked 
the attack is targeted by the power (regardless of how 
many creatures the power normally targets).

Alternatively, you may expend two uses of mythic 
power to manifest a power as a quickened power 
(gaining only the normal benefits of a quickened 
power, rather than the increased benefits outlined 
above) without increasing the number of power 
points spent or expending psionic focus.

Normal: A quickened power that normally has a 
manifesting time of 1 standard action can instead be 
manifested as a swift action.

Rapid Metabolism (Mythic)
You heal at incredible speed.
Prerequisite: Rapid Metabolism.
Benefit: When you regain hit points from daily 

healing, you regain all lost hit points and heal all 
ability damage, including any ability burn.
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Rebounding Throw (Mythic)
Your thrown attacks are capable of mowing down 

multiple enemies with a single throw.
Prerequisite: Rebounding Throw.
Benefit: When you use Rebounding Throw, you 

may rebound the attack to a number of additional 
targets equal to half your mythic tier (minimum 1.) 
Each rebound adds a cumulative -2 penalty to the 
next attack. You cannot strike the same creature 
twice when using Rebounding Throw. If you expend 
one use of mythic power while using Rebounding 
Throw, the additional attacks are made at the full 
attack bonus and there are no penalties for range 
increments.

Return Shot (Mythic)
Enemies find it incredibly difficult to strike you 

with ranged attacks.
Prerequisite: Return Shot.
Benefit: You can use Return Shot once per round 

without having to expend your psionic focus.  In 
addition, you can expend a use of mythic power when 
using Return Shot to redirect the attack at another 
enemy within one range increment of you instead of 
at the attacker.

Scribe Tattoo (Item Creation, Mythic)
You have mastered the art of scribing psionic 

tattoos.
Prerequisites: Scribe Tattoo, manifester level 3rd.
Benefit: At the beginning of each day when you 

regain your uses of mythic power, you can expend 
one use of mythic power to accomplish eight hours 
of work on one psionic tattoo you are scribing. You 
can only do this once per day per tattoo you are 
scribing, though you may also add an actual eight-
hour work day toward the scribing of such a tattoo. 
Unlike normal tattoo scribing, work accomplished by 
expending a use of mythic power does not require 
any special work space or quiet (though the cost of 
making magic items created this way is normal).

Additionally, there is no limit to the level of power 
you can imbue into a tattoo.

Sidestep Charge (Mythic)
Only a fool would charge you.
Prerequisite: Sidestep Charge.
Benefit: You gain the benefits of Sidestep Charge 

even if you are flat-footed or otherwise denied your 
Dexterity bonus to Armor Class. In addition, if a 
charging opponent triggers an attack of opportunity, 
you can expend a use of mythic power as an 
immediate action to use an attack of opportunity and 

not have it count against your attacks of opportunity 
allowed in a round.

Speed of Thought (Mythic)
You are faster than the eye can see.
Prerequisite: Speed of Thought.
Benefit: Double the bonus to your speed from 

Speed of Thought.  In addition, you can expend a use 
of mythic power when taking a 5-foot step to instead 
move your full speed. 

Split Psionic Ray (Mythic)
Your rays affect multiple targets.
Prerequisites: Split Psionic Ray, 3rd mythic tier.
Benefit: When manifesting a power affected by 

Split Psionic Ray, it can affect an additional number of 
targets equal to one third of your mythic tier (rounded 
down) and the range between targets increases by 5 
feet for each mythic tier you have achieved.

Alternatively, you may expend one use of mythic 
power to manifest a power as a split ray power 
(gaining only the normal benefits of a split ray power, 
rather than the increased benefits outlined above) 
without increasing the number of power points spent 
or expending psionic focus.

Surging Aura (Mythic)
Your wild surges inspire your allies in battle.
Prerequisite: Surging Aura.
Benefit: The insight bonus from your surging aura 

doubles and the effect lasts a number of rounds equal 
to your mythic tier.

Talented (Mythic)
You are incredibly skilled at pushing yourself 

beyond normal limits.
Prerequisite: Talented.
Benefit: Add half your tier (minimum 1) to the 

maximum power level you can use Talented on to not 
take damage from when overchanneling.

Twin Power (Mythic)
You can split the effects of a twinned power.
Prerequisites: Twin Power, 6th mythic tier.
Benefit: When manifesting a twinned power, you 

can choose separate targets or areas for the two 
effects.

Alternatively, you may expend two uses of mythic 
power to manifest a power as a twinned power 
(gaining only the normal benefits of a twinned power, 
rather than the increased benefits outlined above) 
without increasing the number of power points spent 
or expending psionic focus.
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Normal: A twinned power affects the same target 
or area.

Unavoidable Strike (Mythic)
Your mythic power guides your unarmed strikes 

and natural attacks.
Prerequisite: Unavoidable Strike.
When you make an attack using Unavoidable Strike, 

add half your tier (minimum 1) to the attack roll.  In 
addition, you can expend a use of mythic power when 
using Unavoidable Strike to treat all attacks made 
during your turn as melee touch attacks.

Unconditional Power (Mythic)
You can manifest powers under nearly any 

condition.
Prerequisite: Unconditional Power, 10th mythic 

tier.
Benefit: You can manifest any power as an 

unconditional power and under any status effect 
except unconscious or dead.

Alternatively, you may expend two uses of mythic 
power to manifest a power as an unconditional power 
(gaining only the normal benefits of an unconditional 
power, rather than the increased benefits outlined 
above) without increasing the number of power 
points spent or expending psionic focus. 

Normal: Only personal powers and powers that 
affect your person can be manifested as unconditional 
powers.

Unwilling Participant (Mythic)
Creatures find it difficult to resist joining your 

collective.
Prerequisites: Unwilling Participant, 2nd mythic 

tier.
Benefit: You add half your tier to the save DC when 

forcing an unwilling creature into your collective. 
Additionally, you can expend one use of mythic power 
when a creature succeeds on its saving throw against 
being added to your collective to force that creature 
to roll a second time and take the lower result.

Up the Walls (Mythic)
Your ability to traverse walls defies all laws of 

physics.
Prerequisite: Up the Walls.
Benefit: You can expend a use of mythic power 

when using the Up the Walls feat to remain on a 
surface other than the floor for a number of rounds 
equal to your tier.

Widen Power (Mythic)
You can manifest powers that cover vast areas.
Prerequisite: Widen Power.
Benefit: When you manifest a power affected 

by Widen Power, any numeric measurements of 
the power’s area increase by 200%. Only a burst, 
emanation, or spread-shaped power can be affected 
by this feat.

Alternatively, you may expend a use of mythic 
power to manifest a power as a widened power 
(gaining only the normal benefits of a widened power, 
rather than the increased benefits outlined above) 
without increasing the number of power points spent 
or expending psionic focus.

Normal: A widened power increases its area by 
100%.

Wounding Attack (Mythic)
Your attacks are particularly debilitating.
Prerequisite: Wounding Attack.
Benefit: The Constitution damage dealt from 

Wounding Attack is doubled. In addition, you can 
expend a use of mythic power as a swift action when 
an attack made with Wounding Attack misses to 
reroll the attack roll. 
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Mythic Powers 
Mythic powers use the manifester’s mythic power 

to create more powerful magical effects—mythic 
crystal shard pins affected creatures to the wall, 
mythic inertial armor can negate critical hits, and so 
on. These powers aren’t separate powers you gain 
as a power known from your manifesting class, but 
rather mythically charged versions of powers you 
already know.

Learning Mythic Powers: To learn a mythic 
power, you must either select the mythic manifesting 
universal path ability or the Mythic Powers Known 
feat. In doing so, you unlock the secret of using your 
mythic power to amplify non-mythic powers you 
choose.

Manifesting Mythic Powers: If you know the 
mythic version of a power, any time you manifest 
the power, you may expend one use of mythic power 
to convert the power into its mythic version as you 
manifest it. This doesn’t change the number of power 
points required to manifest the power.

Effects of Mythic Powers: Unless otherwise 
specified, a mythic power works just like the non-
mythic version of the power. For example, undead are 
immune to mythic mind-affecting powers unless the 
power specifies otherwise, and creatures immune to 
a particular energy type are immune to the damage 
from mythic powers that deal damage of that energy 
type.

Unless a mythic power’s description says it 
improves, replaces, or upgrades an effect of the 
non-mythic power, or says that it creates an effect 
instead of the non-mythic power’s effect, it retains 
all the effects of the non-mythic power in addition 
to the effects of the mythic version. For example, the 
mythic catapsi power has penalties for creatures 
that fail their saves; because the description doesn’t 
indicate that these penalties replace those of non-
mythic catapsi, the penalties are in addition to the 
non-mythic power’s effects. 

Augmented Mythic Powers: An augmented 
version of a mythic power has the same effect as the 
mythic power, plus additional benefits, options, or 
an increased effect. Some augmented effects require 
you to have a minimum tier in order to cast it as an 
augmented mythic power. If so, the tier requirement 
for the augmented effects is listed in parentheses in 
the entry. For example, “Augmented (4th)” means you 
must have at least 4 mythic tiers to use this option. 
If you know a mythic power, you automatically 
know how to manifest the augmented version of that 

mythic power upon reaching the required tier.
Manifesting the augmented version of a mythic 

power requires you to expend more uses of mythic 
power when you manifest it. The number of 
additional uses required for the augmented version 
is listed in the power’s augmented entry and includes 
the one use of mythic power necessary to manifest 
the mythic version of the power. When you manifest 
a power, you must decide whether you want to 
manifest the nonmythic version, the mythic version, 
or the augmented mythic version, and expend the 
appropriate number of uses of mythic power. You 
can’t manifest the non-mythic version of the power 
and later expend one use of mythic power to change 
it to the mythic version, nor can you manifest the base 
mythic version of a power and later in the duration 
expend the difference in mythic power to change it to 
the augmented version.

Example: You’re a 9th-level shaper/6th-tier 
overmind who knows mythic astral construct. 
Manifesting astral construct works as normal and 
requires no uses of mythic power. Manifesting mythic 
astral construct requires you to expend one use of 
mythic power when you manifest astral construct. 
Manifesting the augmented version of mythic astral 
construct requires you to expend two (not three) uses 
of mythic power when you manifest astral construct. 

Mythic Powers in Psionic Items: Mythic powers 
can’t be crafted into psionic items unless the item is 
an artifact (for example, you can’t scribe a psionic 
tattoo of mythic natural healing). 

Mythic Powers in Stat Blocks: In a creature stat 
block, a superscript “M” indicates the creature knows 
the mythic version of the power.

Potent: Any power you manifest as a mythic power 
can also be manifest in a potent form that is harder 
to resist. By expending one additional use of mythic 
power, you increase the power’s save DC by 2 and 
gain a +2 bonus on your manifester level check to 
overcome power resistance.

Resilient: Any power you manifest as a mythic 
power can also be manifested in a resilient form 
that is harder to dispel. Expend one additional use of 
mythic power; any check attempted in order to dispel 
the power then takes a –4 penalty. You may combine 
the potent and resilient forms of a power; to do so, you 
must expend a total of two additional uses of mythic 
power. You can manifest potent and resilient forms 
of augmented mythic powers in the same manner.

Tiers in Mythic Powers Descriptions: Unless 
otherwise stated, any reference to tier in a mythic 
power description refers to the tier of the creature 
manifesting the power. Whenever a mythic power 
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refers to half your tier, the minimum is 1 (meaning 
you still get a benefit at 1st tier).

Source: All psionic powers are from Ultimate 
Psionics.

Universal Augment Option: For all powers that 
offer the choice of fire, cold, electricity, or sonic and 
that deals hit point damage, such as energy ray, the 
following mythic augmented option is available 
when that mythic psionic power is selected.

Augmented: If you expend one use of mythic 
power, you can choose two energy types and apply 
the effects of both energy types to your power.  The 
power gains the descriptor of both energy types used.

Power Lists
The following lists summarize all the mythic 

versions of existing powers presented in this section, 
as well as new powers that draw upon, grant, or steal 
mythic power. Discipline-specific powers, such as 
the shaper-only hail of crystals, is included with the 
Psion/Wilder power lists to keep the lists concise. This 
does not mean the power is usable by any psion or a 
wilder.

Order of Presentation: In the power lists and 
the short descriptions that follow them, the powers 
are presented in alphabetical order by name except 
for those belonging to certain power chains. When 
a power’s name begins with “personal,” “true,” or 
similar, the power is alphabetized under the second 
word of the power name instead.

Hit Dice: The term “Hit Dice” is used synonymously 
with “character levels” for effects that affect a specific 
number of Hit Dice of creatures.

Manifester Level: A power’s effect often depends 
on manifester level, which is defined as the 
manifester’s class level for the purpose of manifesting 
a particular power.

Creatures and Characters: “Creature” and 
“character” are used synonymously in the power 
descriptions.

New Powers: An asterisk (*) after a power name 
indicates a new power presented in Psionics 
Augmented: Mythic Psionics.

Augmented Mythic Powers: A superscript “A” 
appearing at the end of a power’s name in these lists 
indicates the power has an augmented effect when 
the manifester expends additional uses of mythic 
power. See the individual power descriptions for 
information on the augmented effect.

Cryptic Mythic Powers
1st-Level Cryptic Mythic Powers—biofeedbackA, 

chameleonA, déjà vuA, fortifyA, inevitable strikeA, know 

direction and location, locate secret doors, minor 
metamorphosis, defensive precognitionA, offensive 
precognitionA, offensive prescienceA, vigorA

2nd-Level Cryptic Mythic Powers—animal 
affinityA, body adjustmentA, body equilibrium, breach, 
cloud mindA, concealing amorphaA, control soundA, 
defy gravityA, detect hostile intentA, specified energy 
adaptation, everymanA, heightened visionA, natural 
linguist, psionic scent, wall walkerA

3rd-Level Cryptic Mythic Powers—greater 
concealing amorphaA, danger senseA, dispel psionics, 
escape detection, evade burstA, sharpened edge, 
ubiquitous vision

4th-Level Cryptic Mythic Powers—energy 
adaptationA, fold space, slip the bonds, steadfast 
perceptionA

5th-Level Cryptic Mythic Powers—adapt bodyA, 
energy adaptationA, pierce the veils, retrieve

6th-Level Cryptic Mythic Powers—aura alteration, 
personal barred mind, cosmic awareness, ethereal 
passage, hypercognitionA

Dread Mythic Powers
1st-Level Dread Mythic Powers—demoralizeA, 

mind thrustA, mindlinkA, defensive precognitionA, 
offensive precognitionA, offensive prescienceA, slumberA

2nd-Level Dread Mythic Powers—concealing 
amorphaA, feat leechA, id insinuation, mental disruption, 
strength of my enemy, sustenance, thought shieldA

3rd-Level Dread Mythic Powers—ectoplasmic 
formA, mental barrierA

4th-Level Dread Mythic Powers—aura sightA, 
deadly fearA, mindwipeA, moment of terrorA, personality 
parasiteA, power leech

5th-Level Dread Mythic Powers—induce 
nightmareA, pierce the veils, planar travelA, psychic 
crushA, schismA

6th-Level Dread Mythic Powers—personal barred 
mind, form of doomA, temporal accelerationA

Marksman Mythic Powers
1st-Level Marksman Mythic Powers—boltA, burstA, 

catfallA, chameleonA, inevitable strikeA, metaphysical 
weaponA, defensive precognitionA, offensive 
precognitionA, prevenom weaponA, vigorA

2nd-Level Marksman Mythic Powers—body 
adjustmentA, body equilibrium, body purificationA, 
cloud mindA, concealing amorphaA, defy gravityA, 
detect hostile intentA, dissolving weaponA, psionic scent, 
share pain, sustenance, wall walkerA

3rd-Level Marksman Mythic Powers—greater 
concealing amorphaA, control air, danger senseA, 
dimension slide, specified energy adaptation, escape 
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detection, heightened visionA, hustleA, localized 
windstormA, physical accelerationA, touchsightA, 
ubiquitous vision

4th-Level Marksman Mythic Powers—aura sight, 
evade burst, inertial barrier, pierce the veils, sharpened 
edge, slip the bonds, steadfast perception, truevenom 
weapon

Psion/Wilder Mythic Powers
1st-Level Psion/Wilder Mythic Powers—astral 

constructA, attractionA, boltA, brokerA, burstA, catfallA, 
circumstance shieldA, control flamesA, control 
lightA, control objectA, corrosive auraA, crystal 
shardA, decelerationA, déjà vuA, demoralizeA, destiny 
dissonance, disableA, dissipating touchA, ectoplasmic 
creationA, ectoplasmic sheenA, ecto protectionA, 
empathic connectionA, empty mindA, energy rayA, 
entangling ectoplasmA, force screenA, fortifyA, hammer, 
inertial armor, inevitable strikeA, know direction and 
location, locate secret doors, matter agitationA, minor 
metamorphosis, mind thrustA, mindlinkA, natural 
healing, precognitionA, defensive precognitionA, 
offensive precognitionA, offensive prescienceA, sense 
link, skateA, slumberA, suppress compulsion, synesthete, 
telempathic projectionA, thicken skinA, vigorA

2nd-Level Psion/Wilder Mythic Powers—
aversionA, biofeedbackA, body equilibrium, brain lockA, 
breach, chameleonA, clairvoyant sense, cleanse bodyA, 
cloud mindA, compelling voice, concealing amorphaA, 
concussion blastA, control air, control soundA, defy 
gravityA, detect hostile intentA, dimension swapA, ego 
whipA, empathic transfer, specified energy adaptation, 
energy missileA, energy pushA, energy stunA, everymanA, 
false futureA, feat leechA, id insinuation, inflict painA, 
mental disruption, mass missiveA, natural linguist, 
object readingA, psionic lock, psychic bodyguard, 
read thoughts, recall agonyA, reconstructionA, resist 
toxin, sensitivity to psychic impressionsA, share pain, 
sustenance, swarm of crystalsA, thought shieldA

3rd-Level Psion/Wilder Mythic Powers—astral 
caravanA, baleful mind trap, body adjustmentA, 
body purificationA, greater concealing amorphaA, 
concussive onslaughtA, crisis of breathA, danger senseA, 
dispel psionics, ectoplasmic cocoon, ectoplasmic 
formA, hostile empathic transfer, endorphin surgeA, 
energy boltA, energy burstA, energy coneA, energy 
retortA, energy wallA, eradicate invisibilityA, escape 
detection, false sensory input, fate linkA, heightened 
visionA, hustleA, localized windstormA, mental barrierA, 
metamorphosis, physical accelerationA, psionic blastA, 
forced share pain, sharpened edge, solicit psicrystal, 
telekinetic force, time hop, touchsightA, ubiquitous 
vision

4th-Level Psion/Wilder Mythic Powers—
anchored navigationA, augured answer, aura sightA, 
control bodyA, correspond, crystalline bondsA, deadly 
fearA, death urge, detect remote viewing, empathic 
feedbackA, energy adaptationA, energy ballA, expulsion, 
flightA, fold space, incite passionA, inertial barrierA, 
intellect fortress, memory modification, mind control, 
thieving mindlink, mindwipeA, modify matter, moment 
of terrorA, personality parasiteA, power leech, psychic 
drainA, psychic reformationA, psychokinetic chargeA, 
quintessence, remote viewingA, resist deathA, schismA, 
slip the bonds, telekinetic maneuver, trace psychoportA, 
wall of ectoplasmA, witherA, wrenchA

5th-Level Psion/Wilder Mythic Powers—adapt 
bodyA, baleful teleportA, catapsiA, clairtangent hand, 
major ectoplasmic creationA, ectoplasmic shamblerA, 
energy currentA, fiery discorporation, hail of 
crystalsA, incarnateA, induce nightmareA, leech fieldA, 
metaconcertA, mind probeA, pierce the veils, planar 
travelA, power resistance, psionic revivifyA, psychic 
crushA, psychofeedbackA, psychoportA, psychoport 
triggerA, second chanceA, shatter mind blankA, shrapnel 
burstA, tower of iron willA, upheavalA

6th-Level Psion/Wilder Mythic Powers—aura 
alteration, banish, breath of the black dragonA, brutalize 
woundsA, cleanse spiritA, co-opt concentrationA, 
crystallizeA, defer fatalityA, disintegrationA, dispelling 
buffer, fuse fleshA, genesis, major metamorphosis, 
mind switchA, greater modify matter, null psionics 
fieldA, greater precognition, remote view trap, retrieve, 
sustained flight, temporal accelerationA, trigger powerA

7th-Level Psion/Wilder Mythic Powers—barred 
mind, personal, bend reality, cosmic awareness, crisis 
of lifeA, divert teleportA, mass ectoplasmic cocoon, 
energy conversionA, energy wave, ensconceA, ethereal 
form, ethereal passage, evade burstA, fate of oneA, 
fissionA, oak body, psychosis, reddopsi, ultrablastA

8th-Level Psion/Wilder Mythic Powers—astral 
seedA, barred mind, body of iron, fusion, hypercognitionA, 
matter manipulation, mind seedA, psychokinetic 
sphereA, greater psychoportA, recall deathA, shadow 
bodyA, mass time hop, true metabolismA

9th-Level Psion/Wilder Mythic Powers—affinity 
fieldA, apopsiA, assimilate, greater ethereal form, 
metafacultyA, true metamorphosis, microcosmA, true 
mind switch, psychic chirurgery, psychoportation 
circleA, reality revision, regenerative auraA, time 
regressionA, timeless bodyA, tornado blastA, true 
creationA, unravel psionics

Psychic Warrior Mythic Powers
1st-Level Psychic Warrior Mythic Powers—

biofeedbackA, bite of the wolfA, burstA, catfallA, 
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chameleonA, circumstance shieldA, claws of the beastA, 
compression, corrosive auraA, dissipating touchA, 
empty mindA, expansion, force screenA, fortifyA, grip 
of ironA, hammer, inertial armor, inevitable strikeA, 
metaphysical clawA, metaphysical weaponA, defensive 
precognitionA, offensive precognitionA, offensive 
prescienceA, prevenomA, prevenom weaponA, skateA, 
stompA, synesthete, thicken skinA, vigorA

2nd-Level Psychic Warrior Mythic Powers—
animal affinityA, body adjustmentA, body equilibrium, 
body purificationA, concealing amorphaA, defy gravityA, 
detect hostile intentA, dimension swapA, dissolving 
touchA, dissolving weaponA, empathic transfer, 
endorphin surgeA, specified energy adaptation, 
everymanA, feat leechA, heightened visionA, painful 
strikeA, prowessA, psionic lion’s charge, psionic scent, 
resist toxin, strength of my enemy, sustenance, thought 
shieldA, wall walkerA

3rd-Level Psychic Warrior Mythic Powers—
claws of the vampire,A greater concealing amorphaA, 
danger senseA, dimension slide, duodimensional 
claw, ectoplasmic formA, empathic feedbackA, hostile 
empathic transfer, escape detection, evade burstA, 
exhalation of the black dragonA, graft armorA, graft 
weapon, hustleA, mental barrierA, physical accelerationA, 
sharpened edge, ubiquitous vision, vampiric bladeA

4th-Level Psychic Warrior Mythic Powers—battle 
transformation, claw of energy, energy adaptationA, 
fold space, immovabilityA, inertial barrierA, psychic 
drainA, shrapnel burstA, slip the bonds, steadfast 
perceptionA, truevenomA, truevenom weaponA, weapon 
of energy

5th-Level Psychic Warrior Mythic Powers—
adapt bodyA, biting cold, catapsiA, metaconcertA, oak 
body, psychofeedbackA

6th-Level Psychic Warrior Mythic Powers—
personal barred mind, of iron, breath of the black 
dragonA, brutalize woundsA, defer fatalityA, dispelling 
buffer, form of doomA, upheavalA

Tactician Mythic Powers
1st-Level Tactician Mythic Powers—circumstance 

shieldA, entangling ectoplasmA, inevitable strikeA, 
know direction and location, precognitionA, defensive 
precognitionA, sense link

2nd-Level Tactician Mythic Powers—detect 
hostile intentA, dimension swapA, empathic transfer, 
false futureA, feat leechA, mass missiveA, psychic 
bodyguard, read thoughts, share pain, strength of my 
enemy, sustenance, thought shieldA

3rd-Level Tactician Mythic Powers—danger 
senseA, hostile empathic transfer, forced share pain, 
solicit psicrystal

4th-Level Tactician Mythic Powers—battle 
transformation, correspond, intellect fortress, psychic 
reformationA, psychokinetic chargeA, slip the bonds, 
wall of ectoplasmA

5th-Level Tactician Mythic Powers—adapt bodyA, 
catapsiA, incarnateA, metaconcertA, power resistance, 
tower of iron willA, upheavalA

6th-Level Tactician Mythic Powers—brutalize 
woundsA, co-opt concentrationA, dispelling buffer, 
trigger powerA

7th-Level Tactician Mythic Powers—personal 
barred mind, , bend reality, cosmic awareness, divert 
teleportA, evade burstA

8th-Level Tactician Mythic Powers—barred mind, 
hypercognitionA

9th-Level Tactician Mythic Powers—affinity fieldA, 
assimilate, fusion, reality revision, timeless bodyA

Vitalist Mythic Powers
1st-Level Vitalist Mythic Powers—biofeedbackA, 

natural healing, sense link, suppress compulsion, 
synesthete, thicken skinA, vigorA

2nd-Level Vitalist Mythic Powers—animal affinityA, 
body adjustmentA, body equilibrium, empathic transfer, 
specified energy adaptation, psychic bodyguard, resist 
toxin, share pain, sustenance

3rd-Level Vitalist Mythic Powers—endorphin 
surgeA, physical accelerationA, resist deathA

4th-Level Vitalist Mythic Powers—empathic 
feedbackA, incite passionA, witherA

6th-Level Vitalist Mythic Powers—brutalize 
woundsA, defer fatalityA, fuse fleshA

7th-Level Vitalist Mythic Powers—oak body
8th-Level Vitalist Mythic Powers—body of iron
9th-Level Vitalist Mythic Powers—regenerative 

auraA
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MYTHIC POWER DESCRIPTIONS
The following are enhanced versions of existing 

powers.

Adapt Body
Each time you move from one plane to another 

while this power is in effect, you can shift the power’s 
effects as a swift action to adapt you to the new plane. 
When you adapt yourself to a plane, you may choose 
to gain energy resistance 30 to one type of energy 
associated with that plane, energy resistance 20 to 
two forms of energy associated with that plane, or 
energy resistance 10 against acid, cold, electricity, fire, 
and sonic. You must make this choice when you enter 
a new plane and you may not change the selected 
resistance(s) unless you shift to a new plane.

Augmented (3rd): If you expend one use of 
mythic power, you can target a number of additional 
creatures equal to your mythic tier to a gain the 
effects of mythic adapt body.

Affinity Field
You choose which creatures share beneficial effects 

and which one share harmful effects and you add half 
your mythic tier to the level of magical and psionic 
effects that creatures are also subject to.

Augmented: If you expend one use of mythic 
power, non-mythic effects that are transferred do 
not end when this power ends; they are in effect as if 
each target was targeted normally.

Anchored Navigation
At any point during the power’s duration, you can 

spend a standard action to reset the starting point for 
the mythic anchored navigation.

Augmented: If you expend one use of mythic 
power, you can have a number of beacons active 
equal to your mythic tier without having to manifest 
another instance of anchored navigation. You can set 
a new beacon as a standard action and can choose 
which beacon to deactivate if resetting the location 
of a beacon.

Animal Affinity, Lanis’s
You gain a bonus to checks for the selected ability 

score equal equal to half your mythic tier, and once 
during the power’s duration you can elect to reroll 
either a skill check based on that ability score, a 
Fortitude saving throw if you selected Constitution, a 
Reflex saving throw if you selected Dexterity, or Will 
saving throw if you selected Wisdom. This reroll must 

be used immediately after the result of the first roll is 
determined, and the reroll must be used even if it is 
worse than the original roll. 

Augmented (6th): If you expend two uses of mythic 
power, the +4 enhancement bonus is increased to +6.

Apopsi
If the target knows the mythic powers or spells, 

the power or spell to be deleted is chosen randomly 
from their mythic powers or spells, and they lose the 
mythic and non-mythic version of the power or spell. 
If the target does not know mythic powers or spells, 
the number of powers or spells deleted is increased 
to 1d6.

Augmented: If you expend one use of mythic power, 
the power can affect any non-mindless creature.

Assimilate
The damage dealt to the assimilated creature is 20d8 

instead of 20d6. You permanently retain knowledge 
of all powers the target knew. You gain the target’s 
memories and can sift through them as a swift action 
to remember something specific. 

Astral Caravan
You can take an additional number of companions 

equal to your mythic tier, and the manifester 
level check to dispel your mythic astral caravan is 
increased by an amount equal to your mythic tier. If 
a mythic creature using mythic astral caravan has its 
astral body killed, it may expend one use of its mythic 
power to gain only one permanent negative level 
rather than two. 

Augmented (6th): If you expend one additional 
use of mythic power per creature, you can surround 
each of the physical bodies of creatures left behind 
within an individual wall of force that lasts as long as 
the mythic astral caravan does unless it is destroyed.  

Astral Construct 
The astral constructs you summon are considered 

mythic creatures and gain one use of mythic power 
and the surge ability, which they can use to add 1d6 
to a single die roll. Astral constructs gain no other 
mythic abilities. 

Augmented (6th): If you expend two uses of mythic 
power, you can add the agile, invincible, or savage 
mythic simple template to creatures you summon 
with this power. These templates are described in the 
Mythic Monster Advancement section of Chapter 6 in 
Pathfinder Roleplaying Game Mythic Adventures. 
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Astral Seed
The amount of time to reform your body is reduced 

to one day and do not suffer a negative level when 
you reform in your new body.

Augmented: If you expend one use of mythic 
power, you reform with all the abilities you possessed 
when killed, rather than when mythic astral seed was 
manifested.

Augmented (3rd): If you expend one use of mythic 
power, an ectoplasmic cocoon forms around your 
body as it is creating, protecting it from potential 
harm. Once the body is ready for you to inhabit, the 
cocoon dissipates.

Attraction
The duration of the effect increases to one day. Add 

your mythic tier to the bonus on interaction checks 
you make involving the subject. 

Augmented: If you expend one use of mythic power, 
you may target one additional creature per tier. 

Augured Answer
Add twice your mythic tier to the percentage 

chance of receiving a correct answer. In addition, if 
an answer indicates that an action will likely lead 
to an outcome that is both harmful and beneficial, 
you gain a sense for the relative degree of danger or 
benefit likely to occur.

Aura Alteration
If disguising an aura, there is no restriction to the 

alignment you can set for the subject, and you can 
adjust the apparent level by one-half your own level 
plus one-half your mythic tier (total rounded down) 
or less.

If removing a compulsion, any non-mythic 
compulsion is automatically removed and you add 
your tier to the bonus gained on the saving throw for 
any mythic compulsions.

Aura Sight
You can cease concentrating on the power without 

ending the effect. It provides no information when 
you are not concentrating on it, but you can resume 
and cease concentrating again to use its effects any 
number of times within the power’s duration. On 
the third round of detection, you can determine 
whether the alignment aura is from an aligned magic 
item; aligned power; aligned undead, outsider; cleric, 
paladin, or antipaladin of an aligned deity, or other 

character class or type with an aura class feature; or 
other type of aligned creature.

You can detect alignment auras protected by 
effects that block clairsentience with a manifester 
level check with a DC of 11 plus the manifester level 
of the effect, or through lead sheeting with a DC 20 
manifester level check, plus 5 per inch of thickness. 
You can penetrate 3 feet of wood or dirt, 1 foot of stone, 
or 1 inch of common metal with a DC 15 manifester 
level check, plus 5 for each multiple of that thickness. 
If the substance or effect blocking your power is not 
mythic, or if it already allows a manifester level check 
or saving throw to penetrate its protection, add your 
mythic tier on your manifester level check or saving 
throw. 

Augmented: If you expend two uses of mythic 
power, any overwhelming auras of the appropriate 
alignments within the area become clearly visible to 
everyone at the beginning of your turn on the first 
round you scan an area. Strong auras become clearly 
visible at the end of your turn on the first round you 
concentrate on an area, moderate auras at the end of 
the second round, and faint auras at the end of the 
third round. Auras on creatures, objects, or areas that 
are invisible are also invisible, and you cannot see 
auras to which you have no line of sight even if you 
are able to detect their strength and location. 

Aversion
The range increases to 100 feet plus 10 feet per level 

and you can specify two aversions for the target.
Augmented: If you expend one use of mythic power, 

the penalty for doing averse things increases to -4.
 

Baleful Teleport, Kolbjorn’s
The range increases to 100 feet + 10 feet per level. 

Non-mythic manifestations of wrench do not protect 
the target from the effect.

Augmented: If you expend one use of mythic power, 
the effect deals damage using d10s instead of d6s.

Augmented (3rd): If you expend two uses of mythic 
power, you can target up to your tier in creatures to 
affect.

Baleful Mind Trap of Surtr
You gain a number of power points equal to 

those drained by the target, or 1 power point if the 
target does not have power points. Creatures with 
power points must also make a save to avoid being 
nauseated, while creatures without power points are 
nauseated for two rounds on a failed save.
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Banish 
If the target is a non-mythic extraplanar creature, it 

receives no saving throw to avoid being sent back to 
its proper plane, and there is no chance it will be sent 
back to plane other than its own. A mythic creature 
gains a saving throw to resist the power, but you may 
add your mythic tier to manifester level checks to 
overcome its power resistance.

Barred Mind
You gain immunity to non-mythic mind-affecting 

effects. A non-mythic creature trying to use a mind-
affecting effect on you is dazed for a number of 
rounds equal to your mythic tier (Will negates). 

Barred Mind, Personal
You are immune to non-mythic mind-affecting 

effects. If a non-mythic creature tries to affect you 
with a mind-affecting effect, they are dazed for a 
number of rounds equal to half your mythic tier (a 
successful Will save negates the dazing effect).

Battle Transformation, Galen’s 
You can still manifest powers and use power 

completion and power trigger items, but the level 
of the power you’re manifesting or using must be 
equal to or less than your tier. You gain a number of 
temporary hit points equal to your manifester level.

Bend Reality
When using mythic bend reality to duplicate another 

power, you can duplicate a mythic power you know. 
If you don’t know the mythic power, you can expend 
a second use of mythic power to duplicate the mythic 
version of the desired power.

Biofeedback
Add your tier to the amount of damage reduction 

received.
Augmented (5th): You can expend two uses of 

mythic power to have the damage reduction also 
apply to damage from powers and other effects that 
deal hit point damage.

Bite of the Wolf, Karak’s
Your bite’s critical threat range increases to 19-20. 

This stacks with effects like keen edge.
Augmented: If you expend one use of mythic 

power, your bite uses the damage as if you were a 

size larger (becoming 8d6 if colossal).
Augmented (5th): If you expend two uses of mythic 

power, your bite’s critical multiplier increases to x3.

Biting Cold
The amount of additional cold damage dealt on 

a successful attack becomes +2d8. If the attack is 
successful, the struck creature is stunned for 1 round 
instead of staggered for 1 round. If you expend 
your focus as part of the attack, the struck creature 
automatically takes an additional 2d8 points of cold 
damage and is paralyzed for one round, regardless of 
its action. Power resistance still applies as appropriate.

Body Adjustment
The damage healed by this power is doubled. In 

addition, for every 2d12 damage healed, this power 
also cures up to 2 points of ability damage.

Augmented (3rd): If you expend two uses of mythic 
power, you can manifest mythic body adjustment as 
an immediate action when you would be reduced to 
0 or fewer hit points.

Body Equilibrium
You can run on unfirm surfaces without sinking or 

breaking through and you add your tier to Acrobatics 
checks. 

Body of Iron
Your enhancement bonus to Strength is increased 

to +8 and your Dexterity penalty is reduced to -4, and 
your damage reduction becomes DR 15/adamantine 
and epic. Your unarmed attack deals damage equal 
to a greatclub sized for you and this counts as 
adamantine, cold iron, and magic for the purpose of 
overcoming damage reduction.

Body Purification
The power cures all ability damage to a single 

attribute.
Augmented (3rd): If you expend one use of mythic 

power, the power cures all ability damage to all 
attributes.

Bolt
Double the number of bolts, arrows, or sling bullets 

created by the power. Add half your tier to the 
enhancement bonus.

Augmented (3rd): If you expend one use of mythic 
power, you can choose weapon special abilities to use 
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on the bolts, arrows, or sling bullets, but reduce the 
enhancement bonus by the cost of the weapon special 
ability. The bolts, arrows, or sling bullets must have a 
minimum +1 enhancement bonus in order to select 
weapon special abilities. You may not select the bane 
weapon special ability.

Brain Lock
You can cease concentrating on the power without 

ending the effect and the duration becomes one 
round per level. The target is no longer dazed when 
you are not concentrating on it, but you can resume 
and cease concentrating again to use its effects on 
the target any number of times within the power’s 
duration.

Augmented: If you expend one use of mythic 
power, the duration becomes concentration plus one 
round per level.

Augmented (4th): If you expend two uses of mythic 
power, you add half your tier to the save each round 
on the subject’s turn.

Breach
The power unlocks up to three means of closure 

instead of two. The power automatically opens locks 
of simple or average quality, without requiring a 
manifester level check to do so. If used on a door 
locked with psionic lock, you can attempt a free dispel 
check against it as if using a targeted dispel psionics, 
adding your tier to the check.

Augmented (3rd): You can expend two uses of 
mythic power to target one locked item per tier, 
unlocking up to four means of closure on each, 
allowing a free dispel against a psionic lock on each, 
and automatically opening locks of up to good quality 
(no manifester level check needed).

If the door has a trap that triggers when opened, 
you become aware of the trap and its general nature, 
and the door is unlocked but doesn’t automatically 
open.

The power can raise a barred gate, portcullis, or 
similar impediment, but each one counts as two 
locked doors.

Breath of the Black Dragon
Creatures damaged by the power take the same 

damage each round thereafter for 1 round per 3 
manifester levels.

Broker
The duration increases to one minute per level. Add 

your tier to the insight bonus gained.
Augmented (3rd): If you expend one use of mythic 

power, you can try to use Diplomacy to influence 
attitude even during combat.

Brutalize Wounds
The range increases to 100 feet + 10 feet per level 

and you add half your mythic tier (minimum 1) to the 
extra damage per die of damage dealt.

Augmented: If you expend one use of mythic 
power, the target does not get additional saves to 
negate the effect.

Burst 
The increase to your land speed lasts an additional 

number of rounds equal to your tier.
Augmented: If you expend one use of mythic 

power, the increase to your land speed is doubled.
Augmented (3rd): If you expend two uses of mythic 

power, the duration increases to 10 minutes per level.

Call Weaponry
You add your tier to the enhancement bonus on the 

summoned weapon and can choose weapon special 
abilities in place of an enhancement bonus, although 
the weapon must have a minimum enhancement 
bonus of +1 and you may not select the bane weapon 
special ability.

Augmented: If you expend one use of mythic power, 
the summoned weapon is treated as an epic weapon 
for the purposes of overcoming damage reduction.

Augmented (5th): If you expend two uses of mythic 
power, you can select the bane weapon special ability.

Catapsi
The psychic static only affects those creatures you 

wish to affect in the area and the range increases to 
60 feet.

Augmented: If you expend one use of mythic power, 
creatures that fail their save while manifesting a power 
or using a psi-like ability are staggered for one round.

Augmented (5th): If you expend two uses of mythic 
power, non-mythic creatures in the affected area are 
unable to manifest any psionic powers or psi-like 
abilities unless they succeed on the saving throw, and 
non-mythic creatures that make their saving throw 
are still required to pay the additional power point 
cost or, for psi-like abilities, use a full-round action to 
activate the ability.
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Catfall
You can share the effects of the power with one 

creature per manifester level.  All targets must be 
within 30 feet of you.

Augmented (4th): If you expend two uses of mythic 
power, you can move up to your movement speed 
while falling to choose where you land.

Chameleon
Add your tier to the bonus to Stealth checks. If you 

stand still, you can hide without cover or concealment.
Augmented: If you expend one use of mythic 

power, the duration becomes one hour per level.

Circumstance Shield
You add your tier to the insight bonus gained from 

this effect.
Augmented: If you expend one use of mythic 

power, you add the bonus to your Reflex saves 
without ending the effect.

Clairvoyant Sense, Dyne’s
When you scry into a naturally darkened area, 

increase the distance you can see by 5 feet times your 
mythic tier. You may also see half this distance within 
magical darkness, as long as the darkness was created 
by an effect of 3rd level or lower. You can scry into an 
area that is warded against scrying by a non-mythic 
effect by succeeding on a manifester level check with 
a bonus equal to your mythic tier against a DC of 11 
plus the manifester level of the ward against scrying.

Clairtangent Hand
When you scry into a naturally darkened area, 

increase the distance you can see by 5 feet times your 
mythic tier. You may also see half this distance within 
magical darkness, as long as the darkness was created 
by an effect of 3rd level or lower. You can scry into an 
area that is warded against scrying by a non-mythic 
effect by succeeding on a manifester level check with 
a bonus equal to your mythic tier against a DC of 11 
plus the manifester level of the ward against scrying.

The weight limit of the object you can affect is 
doubled.

Claw of Energy
The additional energy damage is increased to 2d6 

points of damage and you add your mythic tier to 
damage on critical hits made with the affected claw 
attack.

Claws of the Beast
Your claws’ critical threat range increases to 19-20. 

This stacks with effects like keen edge.
Augmented: If you expend one use of mythic 

power, your claws’ damage dice improve by one step 
(d3 becomes d4, d4 becomes d6, etc.)

Augmented (5th): If you expend two uses of mythic 
power, your claws’ critical multiplier increases to x3.

Claws of the Vampire, Hexelyan’s 
Additional damage from a high Strength score does 

count toward the amount of healing you receive. 
Augmented: If you expend one use of mythic 

power, you receive an additional amount of healing 
from attacks with your claws equal to your tier.

Augmented (3rd): If you expend two uses of 
mythic power, any healing you would receive from 
your claws that exceeds your maximum number of 
hit points is instead gained as temporary hit points.
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Cleanse Body
The amount of temporary ability damage cured is 

doubled and any fatigue or exhaustion is removed.
Augmented: If you expend one use of mythic power, 

mythic cleanse body also removes the sickened and 
exhausted conditions.

Cleanse Spirit
Mythic cleanse spirit always provides the benefits 

of the 6 power point augment option without having 
to spend power points augmenting it. 

Augmented: If you expend two uses of mythic 
power, you can manifest this power with a 
manifesting time of 1 round. 

Augmented (8th): If you expend four uses of 
mythic power, mythic cleanse spirit removes all 
negative effects including curses, hexes, and other 
supernatural effects.

Cloud Mind
Mythic cloud mind affects a number of creatures 

equal to your tier. Targets that succeed on the save 
instead suffer a 20% miss chance against you for the 
duration of the effect.

Augmented: If you expend one use of mythic power, 
the effect does not break when you attack a creature. 

Compelling Voice, Naija’s
Mythic compelling voice loses the language-

dependent descriptor, and can target one or more 
living creatures in a 10-foot-radius burst.

Compression
Your size decreases by an additional category. The 

benefits and penalties associated with your decreased 
size category, as well as the decrease of the natural 
reach, are also appropriately adjusted. This stacks 
with the 6 power point augment of the non-mythic 
version of this power.

Concealing Amorpha
When a melee attack misses because of this power, 

there is a 50% chance that the weapon is coated in the 
membrane and deals only nonlethal damage unless 
the wielder spends a standard action cleaning off 
the membrane. Add your tier to Stealth checks while 
under the effect of mythic concealing amorpha. 

Augmented: If you expend one use of mythic 
power, the amorpha absorbs damage from effects 

that deal damage of cold, fire, electricity, force, or 
sonic damage. When used in this way, you reduce 
all damage of those energy types by your tier for one 
round and you shorten the duration of the effect by 
an additional round. 

Concealing Amorpha, Greater
When a melee attack misses because of this power, 

there is a 50% chance that the weapon is coated in the 
membrane and deals only nonlethal damage unless 
the wielder spends a standard action cleaning off the 
membrane.

Augmented: If you expend one use of mythic power, 
the duration of the effect is one minute per level.

Concussion Blast
Increase the damage dealt by the power by 50% 

(round down) and you may make a free bull rush 
maneuver attempt against affected creatures, using 
your manifester level, key ability modifier, and 
mythic tier to determine your CMB.

Augmented (3rd): If you expend one use of mythic 
power, affected creatures are dazed for one round 
unless they succeed on a Fortitude save, in which 
case they are instead deafened for one round.

Concussive Onslaught
The affected area increases to a 60-foot radius 

burst. In addition, you can choose to have the power 
damage any unattended, mundane objects in the 
affected area.

Augmented: If you expend one use of mythic 
power, the damage dealt by this power uses d8s 
instead of d6s.

Control Air
You can alter the direction of the wind to blow in 

any direction. You can cease concentrating on the 
power without ending the effect, and alter the nature 
of the wind in the affected area by concentrating as 
a swift action.

Control Body
The controlled subject can make attacks of 

opportunity, but they count against your limit of 
attacks of opportunity for the round. Add your tier to 
the attack rolls and the bonus to Armor Class of the 
subject. You may cease concentrating on the power 
without ending the effect, but the subject regains use 
of its body while you are not concentrating. You may 



34

Psionics Augmented

resume concentration of the power as a standard 
action.

Augmented (5th): If you expend two uses of mythic 
power, the controlled subject is not staggered by the 
effect.

Control Flames
You can concentrate to maintain the power as a 

move action instead of as a standard action. You may 
control a fire one size larger than normal (a 1st level 
manifester controlling a torch, a 3rd level manifester 
controlling a small campfire, and so on.) You add 
your tier to the maximum damage per round dealt by 
a fire you control.

Augmented (5th): If you expend two uses of mythic 
power, you can control two fires, each of up to your 
normal maximum fire size.

Control Light
If using control light to decrease light, the 

illumination level in the area drops to darkness 
regardless of the existing lighting conditions. Non-
mythic powers and effects can’t increase the light 
level in the area. Creatures with darkvision and 
the power to see in darkness have difficulty seeing 
through this darkness, and can see as well as a human 
can in dim light. Creatures in the area of darkness 
take a –2 penalty on saves against fear.

If using control light to increase light, the 
illumination level in the area increases to at least 
normal light regardless of the existing lighting 
conditions. Creatures that take penalties in bright 
light double those penalties while in the area of bright 
light produced by this spell. All other creatures in the 
area of bright light gain a +2 circumstance bonus on 
Perception checks and saves to resist fear.

Augmented (3rd): If you expend one use of mythic 
power, the duration becomes 10 minutes per level.

Control Object 
You only need to concentrate on the power as a 

move action to maintain the effect, and you add 
your tier to the slam attack damage and the bonus to 
Disable Device checks.

Augmented: If you expend one use of mythic power, 
the effect lasts as long as you maintain concentration 
as is no longer limited to up to 1 round per level.

Augmented (3rd): If you expend two uses of mythic 
power, the object gains an additional slam attack per 
three tiers you possess (round up).

Control Sound
Add your tier to any Bluff check, Stealth check, or 

audio-based Perception check while using the power. 
You can make a 5 foot square completely silent, 
negating all sound from that square or entering that 
square. Among other things, this means any creature 
in that square cannot speak, nor hear, nor perform 
any action requiring speaking or verbal components.

Augmented (3rd): If you expend one use of mythic 
power, you can cause a number of creatures equal 
to your tier in range to be deafened for a number of 
rounds equal to your tier. A successful Fortitude save 
negates the effect.

Correspond
You can communicate with an additional number of 

creatures equal to your tier and can choose whether 
or not those can communicate through you with the 
other creatures affected by mythic correspond. 

Corrosive Aura 
Creatures that suffer the acid damage from mythic 

corrosive aura suffer half that damage on subsequent 
rounds for the duration of the effect.

Augmented: If you expend one use of mythic 
power, you can exclude creatures from the aura as a 
swift action at the beginning of your turn.

Augmented (3rd): If you expend one use of mythic 
power, you double the radius of the effect.

Cosmic Awareness
You can activate your insight bonus a number of 

times equal to one-half your mythic tier. Each time 
you activate the mythic cosmic awareness, the bonus 
is reduced by 50% from the previous bonus.

Co-opt Concentration
If the target is non-mythic, it does not gain a saving 

throw to avoid having the power wrested away. You 
can maintain concentration on the co-opted power as 
a move action.

Augmented: If you expend one use of mythic 
power, you can manifest this power as an immediate 
action after identifying a power or spell via Spellcraft 
and that power or spell is eligible to be co-opted. You 
must use mythic co-opt concentration on the identified 
power when manifesting mythic co-opt concentration 
in this fashion.
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Crisis of Breath, Kozak’s
Continuing to breathe requires a full-round action 

instead of a standard action.
Augmented (5th): If you expend three uses of 

mythic power, the target must make a successful save 
each round it attempts to continue to breathe. Failing 
the save means the attempt to breathe failed and the 
action is wasted.

Crisis of Life
Non-mythic creatures with Hit Dice less than half 

your manifester level do not get a Fortitude save.
Augmented: If you expend one use of mythic 

power, creatures suffer 7d10 points of damage on a 
successful save.

Crystal Shard
The damage dice increases to d10.  If the target 

struck is adjacent to a wall, it becomes pinned to that 
wall.  If adjacent to more than one wall, it is your 
choice to which wall it becomes pinned.  The CMB 
of the crystal shard is equal to your manifester level 
plus your key ability modifier plus your tier.

Augmented (3rd): If you expend two uses of mythic 
power, you may target a number of creatures equal 
to your tier.

Crystalline Bonds
Add your tier to the damage dealt by the coils and 

the DC to break free.
Augmented: If you expend one use of mythic 

power, you add your tier to the hardness and AC of 
the bonds.

Crystallize, Ruelle’s 
Non-mythic effects cannot negate the effect. You 

can end the effect as a standard action.
Augmented (5th): If you expend two uses of mythic 

power, you can target non-living creatures.

Danger Sense
The insight bonus is increased to +6.
Augmented (3rd): If you expend one use of mythic 

power, the insight bonus also applies during any 
surprise round in which you do not get to act.

Deadly Fear
If the target fails its Will save but succeeds at its 

Fortitude save, the fearsome beast persists in the 

target’s mind, giving it the dazed condition until your 
next turn. On your next turn, the target must attempt 
another Fortitude save against the phantasm. Success 
means it takes 3d6 points of damage; failure means it 
dies from fear.

Augmented (6th): If you expend two uses of mythic 
power, the power can affect a living target that is 
immune to fear, illusions, or mind-affecting effects.

Death Urge, Blackstock’s
If the subject is unarmed and no enemy is nearby, it 

will simply assault itself on the floor, ground, or any 
other hard surface, dealing damage as if making an 
unarmed strike that is a critical hit. 

If the creature makes a successful saving throw, it 
instead suffers a -2 penalty to its Armor Class and 
saving throws as the impulse to die is not totally 
negated.

Deceleration
The target creature is staggered.
Augmented (3rd): If you expend one use of mythic 

power, the target creature is denied its Dexterity 
bonus to AC on a failed save. On a successful save, 
the target’s speed is halved (round down to the next 
5-foot increment).

Defer Fatality
While in suspended animation, your body heals a 

number of hit points per day equal to your tier and 
you can choose when to return from suspended 
animation or to remain in suspended animation once 
your hit points are above 0. You have a number of hit 
points and power points equal to your tier when you 
return from suspended animation.

Augmented: If you expend one use of mythic power, 
you do not take ability damage when you awaken.

Defy Gravity
Instead of affecting one creature, you can affect a 

number of targets up to your manifester level, but 
the total weight supported can be no more than 100 
pounds per manifester level. You can spend a move 
action to mentally direct all targets, but you must 
move all of them identically.

Augmented (8th): If you expend 10 uses of mythic 
power, you permanently levitate a 5-foot cube of rock, 
which you can move 20 feet vertically or horizontally 
as a move action.

If you have created multiple cubes and they are 
physically touching each other, you can direct them 
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all as a single move action (as if they were one object), 
even if some of them are out of range. Each levitating 
cube can support approximately 1,000 pounds of 
weight, allowing you to use it as a portion of the 
foundation for a bridge, floating castle, or similar 
construction project.

Déjà Vu
The duration of the effect increases to two rounds. 

The targeted creature attempts to retrace its steps, 
repeating the previous actions rounds on the first 
round, but taking any move actions back the way it 
came, and repeating the previous round’s action on 
the next round.

Augment (5th): If you expend two uses of mythic 
power, the target creature loses its Dexterity bonus 
for the duration of mythic déjà vu.

Demoralize
Creatures who fail their save instead become 

frightened.
Augmented: If you expend one use of mythic 

power, creatures who fail their save instead become 
panicked, and creatures who succeed on their save 
are shaken.

Destiny Dissonance
If you succeed on the melee touch attack, the target 

is dazed for the first round of the effect, and sickened 
for the remaining rounds. The duration increases to 2 
rounds per manifester level.

Detect Hostile Intent
The range of the effect, both detecting hostility and 

making Sense Motive checks, extends to 60 feet.
Augmented (3rd): If you expend one use of mythic 

power, you can pinpoint the location of hostile 
creatures detected using this power. 

Detect Remote Viewing
Add your tier to the opposed manifester level check 

to get a visual image of the remote viewer. If the 
manifester of the viewing attempt originates in the 
area of the power, you can teleport the manifester 
of the viewing attempt to you unless it makes a 
successful Will saving throw.

Dimension Slide
Add 5 feet per tier to the range of the power. You 

can bring along up to a heavy load or one creature of 
a size category at least one category smaller than you.

Dimension Swap
The range increases to Medium (100 feet + 10 feet/

level).
Augmented (3rd): If you expend one use of mythic 

power, you can swap a number of willing creatures 
equal to your tier.

Disable
The number of hit dice of creatures that can be 

affected is doubled and you can choose the order in 
which creatures are affected by the power.

Augmented (8th): If you expend three uses of 
mythic power, you can cause a single creature within 
the affected area to actually become disabled, as 
its body conforms to what its mind believes. If the 
creature does not make a successful save, its hit 
points are reduced to -1.

Disintegration
The damage dealt increases to 3d6 points of damage 

per manifester level (maximum 60d6) plus 1d4 points 
of Constitution damage. A creature that succeeds at 
its saving throw takes 5d8 points of damage plus 1 
point of Constitution damage.

A creature whose Constitution score is reduced to 0 
by this power is entirely disintegrated.

Augmented (7th): If you expend two uses of mythic 
power, you fire two rays.

Alternatively, you may fire only one ray, but if the 
target is a non-mythic creature and it fails its saving 
throw, it’s automatically disintegrated regardless of 
its current hp.

Dispel Psionics
When used as a targeted dispel, this power can end 

two effects affecting the target instead of just one. If 
the targeted dispel successfully dispels at least one 
effect, you heal 1d4 points of damage for every power 
level of the dispelled effect. If you dispel two effects, 
this healing applies only to the highest-level effect 
dispelled.
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Dispelling Buffer
Add your tier to the bonus on DCs against dispel 

checks.

Dissipating Touch
Add your tier to each die of damage dealt with your 

melee touch attack.
Augmented (7th): If you expend three uses of 

mythic power, your touch dissipates the entire non-
mythic creature, scattering their entire form across 
the planes, effectively killing them. This effect cannot 
be used against mythic creatures.

Dissolving Touch
Creatures damaged by the power take the same 

damage each round thereafter for 1 round per 3 
manifester levels.

Augmented: If you expend one use of mythic 
power, the damage dice increase from d6s to d10s.

Dissolving Weapon
Creatures damaged by the power take the same 

damage each round thereafter for 1 round per 3 
manifester levels.

Augmented: If you expend one use of mythic 
power, the damage dice increase from d6s to d10s.

Divert Teleport
The destination you choose can be a location you 

have only seen casually or viewed once and there is 
no weight limit. 

Augmented: If you expend one use of mythic 
power, you add your tier to any checks to overcome 
power resistance.

Duodimensional Claw
Increase the target weapon’s critical multiplier by 

1. This does not stack with the mythic version of the 
Improved Critical feat.

Ectoplasmic Cocoon
Add your tier to the hardness of the cocoon and 

the number of hit points the cocoon has are doubled. 
Creatures that make a successful Reflex save are 
instead entangled as if struck by entangling ectoplasm.

Ectoplasmic Cocoon, Mass
Add your tier to the hardness of the cocoon and 

the number of hit points the cocoon has are doubled. 
Creatures that make a successful Reflex save are 
instead entangled as if struck by entangling ectoplasm.

Ectoplasmic Creation
You may choose to increase the duration of the 

items you create to 1 day/level or increase the volume 
of material created to 10 cubic feet per level. Add your 
mythic tier to Craft checks to make complex items.

Augmented: If you expend two uses of mythic 
power, you can increase the duration and the volume 
of material as described above.

Ectoplasmic Creation, Major
You may choose to increase the duration of the 

vegetable matter, stone, crystal, or base metal items 
you create to 1 day/level, precious metals or gems 
to 1 hour/level, or rare metals to 1 minute/level; or 
you may increase the volume of material created to 
10 cubic feet per level. Add your mythic tier to Craft 
checks to make complex items.

Augmented: If you expend two uses of mythic 
power, you can increase the duration and the volume 
of material as described above.

Ectoplasmic Form
The damage reduction changes to DR 10/epic 

and psionics, and the fly speed increases to 30 feet. 
You can expand yourself as a free action, filling an 
area equal to double you normal space and height 
(a Medium creature fills a 10-foot-by-10-foot space 
to a height of about 10 feet) and blocking vision as 
obscuring mist. Returning from expanded to normal 
size is also a free action.

Augmented: If you expend two uses of mythic 
power, you can shift into or out of ectoplasmic form 
as a move action.

Ectoplasmic Shambler
The damage taken while inside the shambler is 

increased by 1 point per tier per round and the 
concentration DC to manifest a power or cast a spell is 
increased by your tier. Creatures within the shambler 
have their movement reduced to half speed. 

Augmented (3rd): If you expend one use of 
mythic power, all creatures within the shamble are 
entangled. The shambler’s speed becomes 20 feet and 
is immune to wind effects.
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Ectoplasmic Sheen
If you manifest ectoplasmic sheen on an area, add 

your tier to the Acrobatics DC to move within or 
through the area. If you manifest it on a creature’s 
armor or clothing, add your tier to its Escape Artist 
checks and combat maneuver checks attempted 
to escape a grapple and to its CMD to avoid being 
grappled.

Augmented: You can expend two uses of mythic 
power to make the affected area flammable. It ignites 
from any fire at least the size of a candle flame. If an 
affected area is ignited, any creature in the area on 
your turn takes 1d3 points of fire damage and might 
catch on fire. If an affected creature is ignited, it takes 
2d6 points of fire damage, and might catch on fire; 
add your tier to the save DC.

Ecto Protection
Increase the bonus gained against dispel effects 

and dismiss ectoplasm by your tier.  
Augmented: If you expend one use of mythic power, 

if your astral construct is dispelled or fails against 
a dismiss ectoplasm effect, the construct explodes, 
dealing 1d6 points of piercing damage for each power 
point spent on the manifestation to all creatures 
within a 5 ft. radius of the construct’s location.

Ego Whip
When manifesting mythic ego whip, you can choose 

to either extend the duration of the daze effect by a 
number of rounds equal to your mythic tier or to add 
half your tier to the Charisma damage.

Augmented (5th): If you expend two uses of mythic 
power, you can cause mythic ego whip to become a 
burst effect with 15 foot radius anywhere within 
range. You are immune to your own use of mythic ego 
whip.

Empathic Connection 
You add your mythic tier to Charisma checks to 

convince the target to act as you command, and the 
target can understand your commands or suggestions 
as if you shared a language, though you are not 
otherwise able to communicate. Add your mythic tier 
to the Sense Motive DC to discern that a creature is 
charmed. 

Augmented: If you expend two uses of mythic 
power, the duration is increased to 1 day/level.

Empathic Feedback 
Any attack against you that originates within 

medium range (100 feet + 10 feet/level) invokes the 
empathic feedback.

Augmented: If you expend one use of mythic power, 
you add your tier to the save DC and any attempts to 
overcome power resistance.

Empathic Transfer
Increase the damage healed to 3d10 and 3d10 per 

power point augmented, and increase the maximum 
to 15d20 points of damage. The amount of hit points 
you lose is reduced by your tier and the amount of 
ability damage you receive, if any, is reduced by half 
(round up).

Empathic Transfer, Hostile
The range of the effect, both the standard and the 6 

power point augment, increases to 30 feet. You do not 
need to make a touch attack to target a creature.

Empty Mind
Increase the bonus on Will saves by 50% (round 

down).
Augmented (3rd): If you expend one use of mythic 

power, you can manifest this power after already 
having rolled a Will saving throw to reroll.

Endorphin Surge
You can affect one additional creature per mythic 

tier. In addition, if affected creatures take damage 
while mythic endorphin surge is in effect, the bonuses 
provided by this power are doubled.

Augmented: If you expend two uses of mythic 
power, all affected creatures gain the ferocity special 
quality and can fight on at 0 or fewer hit points, to a 
maximum hit point total equal to their Constitution 
plus your mythic tier. 

Energy Adaptation
You gain a +6 bonus to saves against effects that 

deal acid, cold, electricity, fire, or sonic damage.
Augmented (5th): If you expend two uses of mythic 

power, you gain immunity against effects that deal 
acid, cold, electricity, fire, or sonic damage.

Energy Adaptation, Specified
You gain a +4 bonus on saves against effects that deal 

damage of the selected energy type. Once each round 
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as a free action, you can choose one adjacent ally to 
gain energy resistance 5 against the chosen energy 
type for 1 round. This increases to energy resistance 
10 at manifester level 7 and energy resistance 15 at 
manifester level 11.

Energy Ball
The damage dice of the power and its augments 

increase to d10. In addition, the mythic energy ball 
has different effects based upon the energy type.

Cold: Any creature that fails its save is partially 
encased in ice, reducing its speed by half. Creatures 
with the cold or incorporeal subtype or immunity to 
being grappled are immune to this effect. The reduced 
movement lasts until the ice is destroyed. Destroying 
the ice requires a successful Strength or dispel check 
against the spell’s DC, or dealing bludgeoning or 
fire damage equal to 1 point per caster level to the 
creature.

Electricity: Any creature that fails its save is 
staggered for 1 round.

Fire: Any creature that fails its Reflex saving throw 
catches on fire, taking 2d6 points of fire damage 
each round until the fire is extinguished. Attempts to 
extinguish this fire use the power’s save DC.

Sonic: Any creature that fails its save is knocked 
prone.

Augmented (6th): If you expend two uses of 
mythic power, the area increases to a 40-foot radius 
spread, and any damage dealt by the power bypasses 
appropriate resistance and immunity for that energy 
type.

Energy Bolt, Lanis’s
The dice are d8s instead of d6s. Any creature that 

fails its save is staggered for 1 round.
Augmented (3rd): If you expend two uses of mythic 

power, you can bend the line of the power once up to 
90 degrees. Any creature that fails its save is stunned 
for 1 round.

Energy Burst
The radius of the burst increases to 60 feet.
Augmented: If you expend two uses of mythic 

power, you can select a number of creatures up to 
your tier to not be affected by the burst.

Energy Cone
The damage dice of the power and its augments 

increase to d10s. You can choose any point within 30 
feet of you to be the point of origin for the cone.

Augmented (3rd):  If you expend two uses of 
mythic power, you can affect creatures in the cone 
based upon the energy type.

Cold: Creatures that fail their save are staggered.
Electricity: Creatures that fail their save are 

knocked prone.
Fire: Creatures that fail their save are set on fire, 

suffering one point of damage per dice of damage 
dealt by the cone each round until the fire is 
extinguished.

Sonic: Creatures that fail their save are dazed for 
one round. Creatures that succeed on their save are 
deafened for a number of rounds equal to your tier.

Energy Conversion
You may fire rays as if making an attack with a 

ranged weapon, allowing the use of iterative attacks 
for a high base attack bonus. If firing multiple rays in 
a single round, the rays can target the same creature 
or different creatures, as long as both all targets are 
in range.

Augmented (5th): If you expend two uses of 
mythic power, the amount of damage you can retain 
increases to 10 times your manifester level, and you 
can fire rays of two different energy types. Such rays 
deal damage based upon the amount and type of 
energy chosen when firing the ray.

Energy Current
The damage dice of the power and its augments 

increase to d10s. Maintaining concentration on the 
energy current is reduced to a standard action, and the 
distance between the primary target and secondary 
target or targets increases to 30 feet.

Augmented: If you expend one use of mythic power, 
you can always choose which foes are secondary 
targets, as long as they are within 30 feet of all other 
targets of mythic energy current.

Augmented (5th): If you expend two uses of mythic 
power, the damage to secondary targets is equal to 
the damage to the primary target.

Energy Missile
The damage dice of the power and its augments 

increase to d10s. The range between targets increases 
to 30 ft. apart.

Augment (3rd): If you expend one use of mythic 
power, you can target one additional creature or 
unattended object for every three mythic tiers you 
possess.

Augmented (8th): If you expend three uses of 



40

Psionics Augmented

mythic power, you can target a single creature with 
every missile from mythic energy missile.

Energy Push
Add half your tier to the save DC of effect (minimum 

+1) and increase the damage of both the blast of 
energy and slamming into an object to 3d6.

Augmented: If you expend one use of mythic 
power, creatures that fail their save are pushed back 
and knocked prone.

Augmented (3rd): If you expend one use of mythic 
power, the blast of energy can launch the target 
straight up instead of backwards. The target suffers 
falling damage as normal.

Energy Ray
The damage die type is increased to 1d8 and 

bypasses the first 10 points of resistance.
Augmented (3rd): The power bypasses all energy 

resistance, but does not bypass immunities

Energy Retort
You can choose whether to allow the effect to target 

a creature that strikes you or save it for a possible 
attack later in the round. The range of the retort 
increases to medium (100 feet + 10 feet/level) and you 
do not need line of sight to the attacker.

Augmented (4th): If you expend two uses of mythic 
power, all attacks against you are subjected to the 
effect of mythic energy retort.

Energy Stun
All targets must succeed on a Will save or be 

stunned for 1 round, even if they succeeded on the 
save to reduce damage to half. Add half your tier 
(minimum 1) to each die of damage dealt.

Augmented: If you expend one use of mythic 
power, mythic energy stun deals splash damage to 
all creatures within 5 feet of the target. A successful 
Reflex save halves the splash damage.
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Energy Wall
The wall’s damage increases to 2d8 points of damage 

to creatures within 10 feet, 1d8 points of damage to 
those past 10 feet but within 20 feet, and 2d8 points 
of damage + 1 point of damage per manifester level 
(maximum +20) to any creature passing through it. 

Augmented (5th): If you expend two uses of mythic 
power, you may move the wall 5 feet in any direction 
as a move action on your turn. Moving the wall into a 
barrier (such as a stone wall) destroys the part of the 
wall that overlaps the barrier.

Energy Wave 
The power instead deals 1d10 points of damage for 

each 1d6 points of damage it would have dealt. Any 
creature that fails its save suffers an effect based 
upon the energy type of the damage.

Cold: Any creature that fails its save is partially 
encased in ice, reducing its speed by half. Creatures 
with the cold or incorporeal subtype or immunity to 
being grappled are immune to this effect. The reduced 
movement lasts until the ice is destroyed. Destroying 
the ice requires a successful Strength or dispel check 
against the spell’s DC, or dealing bludgeoning or 
fire damage equal to 1 point per caster level to the 
creature.

Electricity: Any creature that fails its save is 
staggered for 1 round.

Fire: The damage bypasses fire resistance and 
immunity.

Sonic: Any creature that fails its save is knocked prone.

Ensconce
As a free action, you can wake the ensconced 

creature without ending the effect, but the creature 
temporarily loses the benefits of the power. Each 
round out of the effect counts as one day for 
determining the duration of the effect. As a standard 
action, you can reactivate the effects of mythic 
ensconce.

Augmented (3rd): If you expend one use of mythic 
power, all other creatures within 60 feet must make 
a Will save or forget the target creature existed. 
Their memory returns when the ensconced creature 
returns.

Entangling Ectoplasm
The duration of the effect increases to one minute. 

Add your tier to the DC to break free from the goo.
Augmented (5th): If you expend two uses of 

mythic power, the save DC increases by 1 each round 

the struck creature does not successfully break free. 
In addition, if the struck creature makes a successful 
check to break free, it must make another successful 
check to break free before the end of the next round 
or the ectoplasmic goo regenerates around it.

Eradicate Invisibility

The area of effect is doubled, and naturally invisible 
creatures are revealed for a number of rounds equal 
to your tier.

Augmented (3rd): If you expend one use of mythic 
power, the duration becomes instantaneous and 1 
round per level. Each round on your turn, the mythic 
eradicate invisibility emits another pulse.

Escape Detection
Non-mythic clairsentience and divination effects to 

detect you are unable to detect you. You add your tier 
to the manifester level check and any saving throw 
against mythic clairsentience and divination effects 
used to try to detect you.

Ethereal Form
While using this power, you can shift into the 

Material Plane as if using mythic blink, as described 
in Pathfinder Roleplaying Game Mythic Adventures. If 
you are 3rd tier or higher, you can spend two points 
of mythic power to use the augmented effect of 
mythic blink. If you remain completely ethereal, you 
gain energy resistance equal to twice your mythic tier 
against force effects. 

Ethereal Form, Greater
Creatures using this power can shift into the 

Material Plane as if using mythic blink, as described 
in Pathfinder Roleplaying Game Mythic Adventures. If 
your mythic tier is at least 3rd, you can spend two 
uses of your mythic power to use the augmented 
version of mythic blink. If you remain completely 
ethereal, you gain energy resistance equal to twice 
your mythic tier against force effects.

Ethereal Passage
While using this power, you can shift into the 

Material Plane as if using mythic blink, as described 
in Pathfinder Roleplaying Game Mythic Adventures. If 
you are 3rd tier or higher, you can spend two points 
of mythic power to use the augmented effect of 
mythic blink. If you remain completely ethereal, you 
gain energy resistance equal to twice your mythic tier 
against force effects.
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Evade Burst
You gain a bonus on Reflex saves equal to your 

mythic tier. Any hit point damage you take from 
an effect that allows a Reflex save is reduced by a 
number of hit points equal to half your mythic tier 
(round down).

Augmented (5th): If you expend two uses of mythic 
power, the duration becomes 1 round per level.

Everyman
The bonus to Disguise checks increases to +15. 

Changing your appearance requires only a move 
action instead of a standard action. 

Augmented (7th): If you expend three uses of 
mythic power, the duration becomes permanent 
and your looks are permanently altered to your new 
appearance.

Exhalation of the Black Dragon
The damage dealt increases to 2d8 points of acid 

damage with 1d8 splash damage to creatures in 
adjacent squares, and each two power points spent 
augmenting increase the damage to the target by 2d8 
and the splash damage by 1d8. Creatures damaged 
by the power take the same damage each round 
thereafter for 1 round per 3 manifester levels. There 
is no splash damage if the ranged touch attack misses.

Augmented (5th): If you expend two uses of mythic 
power, the power’s duration becomes one round per 
level and you can use the effect in subsequent rounds. 
The power is usable every 1d4 rounds after each use.

Expansion
Your size increases by an additional category. The 

benefits and penalties associated with your increased 
size category, as well as the increase of the natural 
reach, are also appropriately adjusted. This stacks 
with the 6 power point augment of the non-mythic 
version of this power.

Expulsion
If the target is a non-mythic extraplanar creature, it 

receives no saving throw to avoid being sent back to 
its proper plane, and there is no chance it will be sent 
back to plane other than its own. A mythic creature 
gains a saving throw to resist the power, but you may 
add your mythic tier to manifester level checks to 
overcome its power resistance.

False Future
If you reposition a creature as it is about to attack, 

you can reposition them so that their attack strikes 
a different creature instead of simply wasting the 
action. The new target of the attack must be within 
the target’s reach. You can reposition non-mythic 
creatures into squares with no ground. 

Augmented (3rd): If you expend one use of mythic 
power, you can target one additional creature per 
three tiers you possess.

False Sensory Input
You can completely define what the target 

perceives, including not seeing, hearing, or feeling 
certain things, creating phantom sounds, sights, or 
sensations of touch. The creature still feels pain, but 
otherwise its five senses are controlled by you.

Fate Link 
The range increases to 100 feet + 10 feet per level.
Augmented: You can link one additional creature’s 

fate per three mythic tiers you possess, or fraction 
thereof (one additional creature at 1st tier, 2 
additional creatures at 4th tier, and so on.)

Fate of One
You do not have to take the result of the reroll if it’s 

worse than the original roll. You add your tier to the 
reroll.

Augmented (2nd): If you expend one use of mythic 
power, you can reroll an additional number of times 
equal to half your tier.

Feat Leech
You can steal any feat, including mythic feats, the 

target possesses, in addition to psionic or metapsionic 
feats. If you steal a mythic feat and do not have the 
prerequisite feat, you must steal both feats to gain the 
benefit.

Augmented (2nd): If you expend one use of mythic 
power, you can steal an additional number of feats 
equal to half your mythic tier.

Fiery Discorporation
You can use mythic fiery discorporation as long as 

you are within 100 feet of an open flame. You can 
choose any time within the next 24 hours to reappear 
from the fire.
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Fission
You can choose how many power points your 

duplicate can use, rather than splitting them evenly. 
Your hit points are never lowered when you rejoin 
with your duplicate – whichever version of you has 
the highest hit points is used to determine the hit 
points when the effect ends.

Augmented: If you expend one use of mythic power, 
your duplicate has a manifester level equal to yours 
and you are only staggered when your duplicate dies, 
instead of gaining a negative level and being sickened 
for ten minutes.  

Augmented (3rd): If you expend one use of mythic 
power, you and your duplicate maintain telepathic 
communication for the duration of the effect.

Flight
The fly speed changes to 120 feet (or 80 feet if wearing 

medium or heavy armor, or carrying a medium or 
heavy load) with perfect maneuverability. When the 
duration expires, you are protected by catfall for a 
number of rounds equal to your manifester level.

Augmented (3rd): If you expend two uses of 
mythic power, you add your tier on Reflex saves and 
as a dodge bonus to AC. You gain these bonuses only 
while flying.

Fold Space
The duration of this power changes to 1 round 

per 2 manifester levels, and it creates a temporary, 
invisible, one-way portal in your square to your 
destination. You immediately pass through the portal 
and arrive at the destination, but you can’t take any 
other creatures with you.

When manifesting the power, you can designate a 
number of creatures equal to your manifester level. 
These creatures can see and use the portal, passing 
through it to arrive at the destination (this isn’t an 
action). A creature that passes through the portal 
can’t take any other actions until its next turn.

Force Screen
Half of the shield bonus (rounded down) from the 

power also applies against ranged touch attacks.
Augmented: If you expend two uses of mythic 

power, the effect can also gain one shield special 
ability with a +1 bonus cost, such as arrow catching.

Form of Doom, Zikopathik’s 
You add your tier to the Disguise bonus and the 

save DC of the frightful presence ability gained from 
the effect. Non-mythic creatures that succeed on the 
saving throw against your frightful presence ability 
are not immune to it if you make another charge. 

Augmented: If you expend one use of mythic power, 
non-mythic creatures within 30 feet that fail the save 
against your frightful presence are panicked instead 
of shaken, and non-mythic creatures within 30 feet 
that make the save against your frightful presence 
are shaken.

Augmented (5th): If you expend two uses of mythic 
power, you add half your mythic tier to the natural 
armor bonus, damage reduction, and Strength score. 
Your land speed is increased by +20 instead of +10, 
and your tentacles deal 3d8 points of damage each.

Fortify
The resistance bonus gained from the power also 

applies to AC as a deflection bonus. Once during 
the power’s duration, you can roll a saving throw 
twice and take the higher result, or force a creature 
attacking you to roll the attack roll twice and take 
the worse result. You must decide to use this ability 
before the first roll is attempted.

Augmented (2nd): If you expend one use of mythic 
power, you may reroll a number of times equal to 
your mythic tier.

Fuse Flesh
Shapechangers cannot shift out of this effect.
Augmented: The duration becomes instantaneous. 

The target has to tear itself free from the fused form, 
suffering 2 points of Constitution damage, or it 
remains fused permanently.

Fusion
The target creature can be up to one size category 

larger than you to fuse with you. There is no damage 
taken if the other creature is expelled through the 
Astral Plane.

Genesis 
You may choose to increase the duration of your 

demiplane to one week per level, or you may increase 
its size to a number of 20-foot cubes (rather than 
10-foot cubes) as appropriate to any augmentation 
options you may have selected. Only a creature 
whose mythic rank or tier exceeds yours can dispel 
your demiplane.
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Graft Armor
The maximum Dexterity bonus increases by your 

tier and the armor check penalty is reduced by your 
tier (to a minimum of 0). The arcane spell failure is 
reduced by 5% per tier (to a minimum of 0%).

Augmented (3rd): If you expend one use of mythic 
power, the armor always counts as light armor.

Graft Weapon
You add half your mythic tier to the competence 

bonus on attack and damage rolls. Your grafted 
weapon bypasses epic damage reduction if it did not 
already. You do not lose points of Constitution if your 
weapon is destroyed, but are instead staggered for 
one round.

Grip of Iron
The enhancement bonus is increased by 50% 

(round down) and you gain the bonus on attempts to 
break a grapple. 

Augmented (4th): If you expend two uses of mythic 
power, you gain the grab monster special attack.

Hail of Crystals, Anselm’s
The radius of the burst increases to 40 feet and the 

damage dealt uses d8s instead of d4s.
Augmented (3rd): If you expend two uses of mythic 

power, you can exclude up to your tier in targets from 
the burst effect.

Hammer
Add your tier to the damage dealt by your melee 

touch attack. You may choose to have the damage 
modified by your Strength modifier. 

Heightened Vision
The range of the darkvision is increased to 120 feet, 

and this range stacks with any existing darkvision 
you possess. In addition, you can see through up to 
10 feet plus 5 feet per mythic tier of magical darkness.

Augmented (3rd): If you expend two uses of mythic 
power, the range of the target’s mythic heightened 
vision becomes equal to the target’s line of sight. 

Hustle
The power lasts one additional round per two tiers 

(minimum 1). You can spend a swift action during the 
duration to gain an additional move action. If you use 
the move action provided by mythic hustle, you gain 

your tier as a bonus to your armor class against any 
attacks of opportunity provokes by the movement.

Augmented: If you expend one use of mythic 
power, the duration becomes one round per tier.

Hypercognition
You automatically succeed on any Intelligence 

check to obtain the desired information.
Augmented (3rd): If you expend one use of mythic 

power, the duration becomes one round per level. 
During this effect, you can gain the benefits of mythic 
hypercognition as a swift action.

Id Insinuation
Roll on the table below instead of the non-mythic 

version at the start of each subject’s turn to see what 
it does in that round.

d% Behavior

01–25 Subject acts normally, but takes a –2 
penalty on all attack rolls, skill checks, 
and ability checks until its next turn.

26–50 Subject does nothing but babble 
incoherently, and takes a –4 penalty to 
AC until its next turn.

51–75 Subject deals 2d8 points of damage + 
Str modifier to self with item in hand.

76–100 Subject attacks nearest ally (for this 
purpose, a psicrystal counts as an ally).

Immovability
Non-mythic creatures are unable to move you. You 

add your mythic tier to the opposed Strength check to 
move you against mythic creatures.

Augmented: If you expend one use of mythic 
power, you can make attacks of opportunity while 
under the effects of mythic immovability.

Incarnate
A mythic incarnate (and any effect it makes 

permanent) cannot be dispelled by non-mythic means, 
up to and including non-mythic mage’s disjunction or 
unravel psionics, and you add your mythic tier to DC 
of manifester level checks made to dispel your mythic 
incarnate even with mythic effects. If you use mythic 
incarnate on yourself, it can be dispelled only by a 
mythic creature, and only if their manifester level 
plus their mythic tier exceeds your manifester level 
plus your mythic tier.

Augmented: You can reduce the gp cost of manifesting 
mythic incarnate by 500 gp per use of mythic power 
you expend while manifesting the power.
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Augmented (3rd): If you expend two uses of mythic 
power, you can target a psionic item with mythic 
incarnate while spending 1,000 gp times the item’s 
manifester level. That item gains immunity to having 
its powers negated or suppressed by any non-mythic 
effect, including a non-mythic null psionics field, 
dispel psionics, unravel psionics, rod of cancellation, 
or rod of negation. 

Incite Passion
Add half your mythic tier (minimum 1) to the 

penalties suffered by the target.
Augmented: If you expend one use of mythic 

power, the target must make concentration checks to 
cast spells or manifest powers (DC equal to 14 plus 
your key ability modifier plus your mythic tier.)

Induce Nightmare
The power’s damage increases to 4d6 points of 

damage for each 1d10 damage it would have dealt, 
and the target is also shaken for 24 hours.

Augmented (6th): You can deliver a mind-affecting 
power through a mythic induce nightmare. The 
maximum level of the delivered power is equal to 
half your tier, and you must expend one use of mythic 
power for each power level of the imbued power in 
addition to the two uses needed to manifest mythic 
induce nightmare. You choose whether the delivered 
power affects the creature immediately or when it 
awakens. The delivered power affects only the target, 
even if it normally affects multiple creatures or an 
area.

Inertial Armor
The armor bonus is increased by 50% (rounded 

down). There is a 50% chance that any critical hit or 
sneak attack made against the target is negated and 
treated as a normal hit, as if the target were wearing 
moderate fortification armor.

Inertial Barrier
The psychokinetic barrier grants you resistance 

5 against force damage. Once during the power’s 
duration, you can shift the psychokinetic barrier to 
one creature within 30 feet as an immediate action. 
That creature gains the benefits of the psychokinetic 
barrier until the end of your next turn, at which point 
the power ends.

Augmented: If you expend one use of mythic 
power, you increase the damage reduction by your 
mythic tier and you add your tier to your CMD for any 

combat maneuvers that attempt to move you, such as 
bull rush, reposition, or trip attempts.

Inevitable Strike, Roshan’s
The affected attack bypasses all damage reduction.
Augmented (2nd): If you expend two uses of mythic 

power and are manifesting the power as a standard 
action, you gain a +10 insight bonus on your second 
attack that round and a +5 insight bonus on your third 
attack that round. The second and third attacks can 
be on your turn or on another creature’s turn before 
your next turn (such as when you attempt an attack 
of opportunity). This option may only be used when 
manifesting the power as a standard action.

Inflict Pain
The penalty also applies to damage rolls, saving 

throws, and concentration checks.
Augmented: If you expend one use of mythic 

power, the pain forces a concentration check to cast 
any spell or manifest any power (DC 15 plus your key 
ability modifier and your tier).

Intellect Fortress
You can designate which creatures within the area 

benefit from the mythic intellect fortress and which do 
not. In addition, you reduce hit point damage taken 
by an additional amount equal to your mythic tier 
and ability damage taken by an additional amount 
equal to half your mythic tier.

Know Direction and Location
You may choose for the power to reveal the 

direction to a commonly known location within a 
number of miles equal to your manifester level plus 
your mythic tier times 10. This location must be 
commonly known, such as a city or other settlement 
or a natural feature such as a mountain or river, 
with a Knowledge (geography), Knowledge (local), or 
Knowledge (nature) DC no greater than 10 plus your 
mythic tier unless you have previously visited that 
location. 

Leech Field
The power points gained are not divided if two or 

more creatures are under the effects of mythic leech 
field and succeed on a saving throw against the same 
manifestation of a power or casting of a spell.

Augmented (3rd): If you expend one use of mythic 
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power, the manifester or caster of the spell that 
triggers mythic leech field must make a Will saving 
throw or lose a number of power points equal to 
those you gain, or a random spell of the spell level 
equal to half of the number of power points gained.

Localized Windstorm
The chance for ranged weapons other than arrows 

and bolts that pass through the barrier to not be blow 
off course is reduced to 5% per pound above 1 pound. 
Giant-thrown boulders, siege engine projectiles, and 
similar massive ranged weapons passing through the 
barrier have a 20% miss chance. 

Augmented (3rd): If you expend two uses of 
mythic power, giant-thrown boulders, siege engine 
projectiles, and similar massive ranged weapons 
passing through the barrier have a 50% miss chance 
while smaller ranged weapons are automatically 
deflected. In addition, Medium and smaller creatures 
cannot pass through the barrier unless they succeed 
on a DC 10 Strength check or DC 20 Fly check; this 
check is made as part of their movement and does not 
require a separate action.

Locate Secret Doors
When you are not concentrating, the power 

continues to function in a 10-foot-radius emanation 
centered on you. In addition, you gain a bonus equal 
to one-half your mythic tier on Perception checks 
made to notice traps placed on secret doors that you 
detect. You can concentrate as a swift action to gain 
information on the second and subsequent rounds 
after detecting a secret door. 

You can penetrate effects that block divination or 
clairsentience with a manifester level check with a DC 
of 11 plus the manifester level of the effect, or through 
lead sheeting with a DC 20 manifester level check, 
plus 5 per inch of thickness. You can penetrate 3 feet 
of wood or dirt, 1 foot of stone, or 1 inch of common 
metal with a DC 15 manifester level check, plus 5 
for each multiple of that thickness. If the substance 
or effect blocking your detection is not mythic, or if 
it already allows a manifester level check or saving 
throw to penetrate its protection, add your mythic 
tier on your manifester level check or saving throw. 

Matter Agitation
The area of effect is increased to 4 square feet of 

surface area of an object or creature. Add your tier to 
the amount of damage dealt each round. Non-mythic 
creatures suffer double damage from the effect.

Augmented: If you expend one use of mythic 
power, you can divide the area of effect between two 
objects or creatures.

Matter Manipulation
You can increase or decrease an object’s base 

hardness by up to 10. If an object has a base hardness 
of under 10, you can give it the fragile quality.

Memory Modification
It takes only one round to visualize the memory you 

are modifying and you may modify up to 10 minutes 
of memory.

Mental Barrier
The deflection bonus is increased by 50% (round 

down) and also applies to Reflex saving throws.
Augmented: If you expend one use of mythic 

power, you can manifest this power even after an 
opponent has made its attack roll and still gain the 
benefits against that attack.

Mental Disruption
The area of effect is doubled and creatures that 

make their saving throw are instead staggered for 
one round.

Metaconcert
The metaconcert conductor can manifest any mythic 

powers known by members of the metanetwork and 
gains an additional bonus to his manifester level 
equal to your tier. Members of the metanetwork gain 
a bonus on saving throws equal to your mythic tier. 
Hit point and ability damage is reduced by your tier 
before it is distributed.

Augmented: If you expend one use of mythic 
power, members of the metanetwork may spend 
a swift action to add more power points into the 
metanetwork’s power point pool.

Metafaculty
Mythic metafaculty automatically bypasses non-

mythic effects that bar clairsentience effects such as 
mind blank. You add your tier to any manifester level 
check against mythic effects. You know the creature’s 
exact level or Hit Dice.

Augmented: If you expend one use of mythic 
power, you do not suffer ability burn for manifesting 
mythic metafaculty.
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Metamorphosis
You gain one choice from Enhancement Menu B 

and Abilities Menu B, instead of one choice between 
the two menus.

Metamorphosis, Major
You gain one choice from Enhancement Menu C 

and Abilities Menu C, instead of one choice between 
the two menus.

Metamorphosis, Minor
Add your tier to the bonus to Disguise checks. In 

addition, you gain one choice from Enhancement 
Menu A and Abilities Menu A, instead of one choice 
between the two menus.

Metamorphosis, True
You can also choose to become one of the following 

types, with the associated traits: construct, elemental, 
or plant.

Metaphysical Claw
You may affect one additional natural weapon 

for every two mythic tiers. Affecting each natural 
weapon in this fashion is a full-round action.

Augmented (1st): If you expend one use of mythic 
power, you can add one of the following weapon 
special abilities to your claws: flaming, frost, keen, 
merciful, shock, or thundering. 

Augmented (5th): If you expend two uses of mythic 
power, you can reduce the granted enhancement 
bonus by 1 (to a minimum of +1) to add two of the 
above abilities or one of the following abilities: 
anarchic, axiomatic, flaming burst, holy, icy burst, 
shocking burst, or unholy. 

Metaphysical Weapon
You may affect one additional weapon for every 

two mythic tiers. Manifesting the power and touching 
multiple weapons is a full-round action.

Augmented (1st): If you expend one use of mythic 
power, you can add one of the following weapon 
special abilities to the weapon: flaming, frost, keen, 
merciful, shock, or thundering. 

Augmented (5th): If you expend two uses of mythic 
power, you can reduce the granted enhancement 
bonus by 1 (to a minimum of +1) to add two of the 
above abilities or one of the following abilities: 
anarchic, axiomatic, flaming burst, holy, icy burst, 
shocking burst, or unholy. 

Microcosm
If targeting a single creature, add ten times your 

tier to the maximum number of hit points that can be 
affected. If targeting an area, add twice your tier to the 
maximum number of hit points a particular creature 
can have to be affected, and ten times your tier to the 
total number of hit points of creatures that can be 
affected. This power bypasses non-mythic sources of 
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power resistance, and you add your tier to checks to 
overcome mythic sources of power resistance.

Augmented: If you expend two uses of mythic 
power, you can double the number of hit points used 
to determine creatures eligible to be affected.

Mind Control, Geth’s
The Sense Motive DC to notice your target is 

dominated increases by double your tier. You can 
give orders to the target even if it’s protected by 
non-mythic effects that block magical control, such 
as protection from evil. If the target is protected by 
a mythic effect, you can attempt to overcome this 
defense with a manifester level check (DC 15 plus 
the manifester level of the effect); add your tier to 
your roll and the opposing manifester’s tier to the DC. 
If the target succeeds at its Will save to break your 
control, as an immediate action you can expend one 
use of mythic power to force it to reroll the save and 
use the lower result.

Mind Probe
Creatures under the effect cannot move out of range 

of the effect once it has started. You add your tier to 
your manifester level to determine the duration and 
range of this power. 

Augmented: If you expend one use of mythic 
power, the target is completely unaware when it 
makes a save and does not wake up if asleep even if it 
makes a successful save.

Mind Seed
The subject’s level is four lower than you instead of 

8. Non-mythic effects cannot remove the seed once 
implanted.

Augmented (3rd): If you expend one use of mythic 
power, the range increases to 25 feet plus 5 feet per 
level instead of touch.

Augmented (8th): If you expend four uses of 
mythic power, the germination period reduces to one 
day instead of one week.

Mind Switch
You can possess a non-mythic creature even if it is 

protected by a non-mythic effect that would normally 
block possession, including a non-mythic null psionics 
field. If the target of your possession is a mythic 
creature protected by a non-mythic effect, or a non-
mythic creature protected by a mythic effect, you 
can overcome that protection with a manifester level 
check against a DC of 15 plus that effect’s manifester 

level. You cannot possess a mythic creature protected 
by a mythic effect that blocks possession.

Augmented (5th): If you expend three uses of 
mythic power, the target is staggered for the duration 
of the mind switch.

Mind Switch, True
As mythic mind switch, but you only gain one 

negative level as you enter the new body, which still 
cannot be cured but does fade after 24 hours, and 
only one permanent negative level if the body you 
inhabited just before your current body dies (which 
still requires restoration or greater to remove).

Alternatively, you can choose to have the subject 
that you switched minds with to be confused (no 
save, no power resistance) for 24 hours as you 
intentionally miswire their psyche to your old body. 
If you do this, however, you suffer the normal two 
temporary negative levels for switching minds and 
two permanent negative levels if the body you just 
inhabited dies.

Mind Thrust
On a successful save, the target suffers half damage, 

instead of negating the effect. In addition, on a failed 
save, the target creature is dazed for one round.

Augmented (3rd): If you expend one use of mythic 
power, you deal half your tier in ability damage to 
one mental ability score (your choice) of the target.

Mindlink 
You can perform purely mental aid another 

actions over the bond and you add your tier to your 
manifester level to determine range and duration of 
the effect.

Augmented (3rd): If you expend one use of mythic 
power, the range increases to 100 feet plus 10 feet per 
level.

Augmented (5th): If you expend two uses of mythic 
power, you can target any creature that you have met 
before that is on the same plane of existence as you.

Mindlink, Thieving
You can borrow a mythic power. You gain 

knowledge of the mythic and non-mythic version of 
the power. You add your tier to your manifester level 
to determine duration and range of the effect.
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Mindwipe
The number of negative levels bestowed is increased 

by 50% (round down) and the range increases to 
medium (100 feet + 10 feet/level).

Augmented (3rd): If you expend one use of mythic 
power, you can target one additional creature for 
every three mythic tiers you possess.

Missive, Mass
The power loses the language-dependent descriptor 

and the duration increases to a number of rounds 
equal to your tier.

Augmented (3rd): If you expend one use of mythic 
power, you may select up one creature in the affected 
area who can respond to your message.

Modify Matter
You gain +10 enhancement bonus to the relevant 

skill to craft the item.

Modify Matter, Greater 
You gain +10 enhancement bonus to the relevant 

skill to craft the items.

Moment of Terror
Add half your tier (minimum 1) to the penalty to 

Will saves against mind-affecting effects.
Augmented: If you expend one use of mythic 

power, the penalty applies to all Will saves and not 
just those of mind-affecting effects.

Natural Healing 
The damage healed increases to 6 hit points plus 

one point per mythic tier. The power cures up to 1 
point of ability damage. You choose what type of 
ability damage is cured.

Natural Linguist
You gain the ability to communicate simultaneously 

in a number of languages equal to your mythic 
tier. Your voice cuts clearly through ambient noise, 
granting a bonus equal to twice your mythic tier to 
Perception checks to hear your speech, and your 
voice is so commanding that the manifester level and 
save DC of any language-dependent effects it uses are 
increased by 1.

Null Psionics Field
Select a number of psionic disciplines equal to half 

your tier. Powers and effects of the chosen disciplines 
are unaffected by the null psionics field.

Oak Body
The damage reduction becomes 10/slashing and 

epic, the bonus to natural armor is increased by your 
tier, and the armor check penalty is reduced to -2. 
Your unarmed attacks are treated as magical weapons 
for the purposes of bypassing damage reduction.

Object Reading
There is no chance that a previous owner will be 

skipped and the amount of information gained is 
measured in rounds instead of minutes.

Augmented: If you expend one use of mythic 
power, you can read an additional number of objects 
during the power’s duration equal to your tier. 

Painful Strike
The additional damage can be lethal or nonlethal 

at your choice.
Augmented: If you expend one use of mythic 

power, the pain lasts for one round per level, dealing 
1d6 nonlethal damage per round and the target is 
sickened unless it makes a Fortitude save to negate 
the sickening effect.

Personality Parasite
The parasitic personality can attempt to perform 

standard actions that control the body physically, but 
suffers a -2 penalty on any attack rolls or damage 
rolls as it struggles to wrest control from the subject. 
The parasitic personality can manifest powers or cast 
spells one or more levels lower than the highest level 
of power or spell the subject can normally manifest 
or cast.

Augmented (5th):  If you expend two uses of mythic 
power, the parasitic personality instead maintains 
primary control of the body, while the subject is 
restricted to only a single action during the effect.

Physical Acceleration 
You gain an additional move action each round. 

The movement speed increase changes to 50 feet, to a 
maximum of three times your normal speed for that 
movement type. 

Augmented (3rd): If you expend two uses of mythic 
power, the movement speed increase changes to 70 
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feet, with no limit based on your normal speed. If 
you move at least 30 feet on your turn, you can travel 
across liquid as if the liquid were solid. If the liquid 
deals damage on contact, you take only half damage 
from moving across it.

Pierce the Veils
You gain the ability to see through natural or magical 

fog and weather effects and are granted a bonus 
equal to your mythic tier to all Perception checks. In 
addition, you can penetrate non-mythic protections 
from divination with a manifester level check with 
a DC of 11 plus the manifester level of the protective 
effect. If the protective effect already allows such a 
manifester level check, you gain a bonus on the check 
equal to your mythic tier.

Planar Travel
If you’ve been to the destination plane and are 

familiar with a location there, you may choose that 
location and arrive on target at that location with 
anyone else you transport with the power.

Augmented: If you expend two uses of mythic 
power, you grant transported creatures the effects of 
a adapt body power upon arrival, lasting for 1 hour.

Power Leech
You can cease concentrating on the power without 

ending the effect. It provides no effect when you are 
not concentrating on it, but you can resume and cease 
concentrating again to use its effects any number of 
times within the power’s duration. The number of 
power points drained each round is increased by 
your mythic tier and the number of power points you 
add to your reserve changes to half of those drained 
(minimum 1). If the subject is drained to 0 power 
points, the power does not end and you may instead 
choose another target.

Power Resistance
You add your mythic tier to the power resistance 

against non-mythic effects.

Precognition
The insight bonus gained from the effect is 

increased by half your mythic tier (minimum +1). 
Augmented (3rd): You can expend one use of 

mythic power while under the effect of precognition 
to determine the outcome of a chosen action that 
uses your precognitive edge. Roll to determine the 

result of the action (for example, make an attack roll 
against an opponent and add the precognitive edge to 
the roll and determine if the attack would succeed.) 
You can choose to ignore the results of the action and 
choose a different course of action (such as attacking 
a different enemy, manifesting a power, etc.), but can 
only do this once per manifestation of this power.

Precognition, Defensive
The insight bonus is increased by 50% (minimum 

1.) Once during the power’s duration, you can roll 
a saving throw twice or force an attacker to roll 
an attack roll twice and you choose the result. You 
must decide to use this ability before the first roll is 
attempted.

Augmented: If you expend one use of mythic power, 
you can manifest this power as an immediate action. 

Precognition, Greater
You can manifest mythic greater precognition as a 

full-round action. You add your tier to the number of 
precognitive edges you can gain during the duration 
of the effect. The insight bonus is increased to +6.

Precognition, Offensive
The insight bonus is increased by 50% (minimum 

1.) Once during the power’s duration, you can roll 
an attack roll twice and take the higher result. You 
must decide to use this ability before the first roll is 
attempted.

Augmented: If you expend one use of mythic 
power, you add your tier to the insight bonus.

Prescience, Offensive 
The insight bonus is increased by 50%. Once during 

the power’s duration, you can roll a damage roll twice 
and take the higher result. You must decide to use this 
ability before the first damage roll is attempted, but 
you do not have to use it before determining if an 
attack roll is successful.

Augmented: If you expend one use of mythic 
power, you add your tier to the insight bonus.

Prevenom
The Constitution damage of the poison is increased 

by 1.
Augmented: If you expend one use of mythic 

power, non-mythic creatures struck by the poison 
must still make saves each round for the duration of 
the effect or suffer damage even if they succeeded on 
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a previous save.
Augmented (4th): If you expend one use of mythic 

power, the poison works on a number of attacks 
equal to half your tier before being discharged.

Prevenom Weapon
The Constitution damage of the poison is increased 

by 1.
Augmented: If you expend one use of mythic 

power, non-mythic creatures struck by the poison 
must still make saves each round for the duration of 
the effect or suffer damage even if they succeeded on 
a previous save.

Augmented (4th): If you expend one use of mythic 
power, the poison works on a number of attacks 
equal to half your tier before being discharged.

Prowess
The number of additional attacks of opportunity you 

can make is increased by your tier. These additional 
attacks of opportunity last until the beginning of your 
next turn.

Augmented: If you expend one use of mythic 
power, you add your tier to attack and damage rolls 
made on attacks of opportunity.

Psionic Blast, Quas’thelin’s
Creatures that make their save are instead 

staggered for the duration of the effect.
Augmented: If you expend one use of mythic power, 

the area of effect changes to a 30 foot radius blast 
centered on you and you can select which creatures 
in the blast area to be affected.

Psionic Lion’s Charge
You gain the trample universal monster ability. 

The amount of damage done by this trample ability 
is equal to your slam attack (or what a slam attack 
of your size category would be) + 1-1/2 your Strength 
modifier. The DC for this ability is equal to 10 + 1/2 
your HD + your Strength modifier + your mythic 
tier. This trample ability negates the need to make 
overrun maneuver checks against opponents that are 
between your and your desired target, provided that 
the opponents are at least one size category smaller 
than you. Overrun maneuvers against opponents 
that are your size category or one size category larger 
than you get a bonus to the CMB check equal to your 
mythic tier.

Psionic Lock
Add your mythic tier to the DC of any lock present 

on the object; if the object has no lock, it can be 
opened with a DC 30 Strength check or DC 30 Disable 
Device check. If a creature tries and fails to open a 
door warded with this power, that creature takes 2d6 
points of force damage (Reflex negates). This damage 
is subject to power resistance.

Psionic Revivify 
The amount of time allowed after death to bring 

back a target is multiplied by ten.
Augmented (3rd): If you expend one use of mythic 

power, the time allowed is instead measured in hours.
Augmented (6th): If you expend two uses of mythic 

power, the time allowed is instead measured in days.

Psionic Scent
The range of your scent ability doubles to 60 feet, 

120 feet if downwind, and 30 feet if upwind. You can 
pinpoint a target by scent when you are within 10 
feet. You add your tier to Survival checks to track by 
smell.

Psychic Bodyguard
The range increases to Long (400 feet + 40 feet/

level) and you are no longer stunned if you fail in the 
saving throw for your ally.

Psychic Chirurgery
Mythic psychic chirurgery removes mythic and non-

mythic compulsions and charms. You can transfer 
knowledge of mythic powers, but the subject must be 
a mythic creature. A creature may only gain a number 
of mythic powers in this way equal to its mythic tier.

Psychic Crush
The bonus on the Will save is decreased to +2, the 

range is increased to 100 feet + 10 feet / level, and 
a creature that makes a successful Will save is also 
dazed for one round.

Augmented (5th): If you expend two uses of mythic 
power, any non-mythic creature targeted by mythic 
psychic crush does not get a save to negate the effect 
and falls to the ground unconscious and dying at -1 
hit point. This is still a mind-affecting effect.
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Psychic Drain
The number of power points drained from the foe 

increases to 3 power points per manifester level you 
have and the target is fatigued.

Augmented (5th): If you expend two uses of mythic 
power, you gain an equal number of power points to 
those drained from the target, or a number of power 
points equal to the ability damage dealt to the target 
creature.

Psychic Reformation
You can change out mythic path abilities or mythic 

feats gained the last time you gained a mythic tier. 
You can augment the power as normal, substituting 
mythic tier for character level.

Augmented (10th): If you expend ten uses of 
mythic power, you can alter all options of character 
advancement, including class levels.

Psychofeedback
You can increase any ability score by using 

psychofeedback, not just the physical ability scores.
Augmented (5th): If you expend two uses of 

mythic power, the ability burn suffered is only half 
the increase, but you may not boost an ability score 
that suffers ability burn because of this use of mythic 
psychofeedback.

Psychokinetic Charge
The range increases to Medium range (100 feet + 10 

feet/level) and the bonus on the attack roll increases 
to +3.

Augmented (5th): If you expend two uses of 
mythic power, you can hurl up to your tier in willing 
creatures across the battlefield, although all must end 
within 30 feet of each other. Each affected creature 
may make an attack if they end adjacent to an enemy 
and are able to spend an immediate action.

Psychokinetic Sphere
Concentrating to move the sphere is reduced to a 

move action.
Augmented: If you expend one use of mythic 

power, the sphere cannot be dispelled by non-mythic 
sources.

Psychoport
You may psychoport willing creatures within 5 feet 

times your mythic tier without needing to touch them. 
When rolling percentiles to see if you arrive on target, 

roll twice and take the better result.
Augmented: If you expend one additional use of 

mythic power, all targets of the original psychoport 
return to their original point of origin after a 
predetermined period of time, up to one round per 
your mythic tier. Targets that are dead at the time of 
the return psychoport are not returned, nor is any 
equipment they might have.

Augmented (3rd): If you expend two additional 
uses of mythic power, you many psychoport one 
additional willing creature per 3 tiers.

Psychoport, Greater
You may teleport willing creatures within 5 feet 

times your mythic tier, without needing to touch them. 
In addition, if you are within 1 mile per manifester 
level of the destination, you can attempt to teleport 
into an area that is warded by a non-mythic effect 
that blocks teleportation, such as null psionics field, 
wrench, or similar by making a manifster level check 
with a DC of 15 plus the manifester level of the effect, 
adding your mythic tier to the manifester level check. 

Augmented: If you expend one additional use of 
mythic power, all targets of the power can teleport 
back to their point of origin after a time interval you 
specify, up to one round per mythic tier. Creatures 
that are dead at that point in time are not teleported 
back, nor are any items they carry.

Augment (3rd): If you expend two uses of mythic 
power, you may teleport one additional willing 
creature of any size per 3 mythic tiers. 

Psychoport Trigger
The duration increases to 24 hours and you can 

spend a standard action to alter the criteria of the 
trigger at any point during the effect.

Augmented: If you expend one use of mythic 
power, you can alter the destination of the psychoport 
when altering the criteria.

Psychoportation Circle
A mythic psychoportation circle has a radius of 10 

feet, plus 5 feet per 5 mythic tiers. Add your mythic 
tier to the Perception and Disable Device DC to find 
or disarm the trap, as well as to the DC to dispel the 
mythic psychoportation circle.

Augmented (6th): If you expend two uses of mythic 
power, the mythic psychoportation circle allows two-
way travel.



53

Mythic Psionics

Psychosis 
Roll on the table below instead of the non-mythic 

version at the start of each subject’s turn to see what 
it does in that round.

d% Behavior

01–25 Subject acts normally, but takes a –2 
penalty on all attack rolls, skill checks, 
and ability checks until its next turn.

26–50 Subject does nothing but babble 
incoherently, and takes a –4 penalty to 
AC until its next turn.

51–75 Subject deals 2d8 points of damage + 
Str modifier to self with item in hand.

76–100 Subject attacks nearest ally (for this 
purpose, a psicrystal counts as an ally).

Only mythic versions of psychic chirurgery, reality 
revision, or similarly powerful effects can remove 
mythic psychosis.

Quintessence
You create an additional number of ounces of 

quintessence equal to your tier. You are immune to 
the effects of large amounts of nearby quintessence 
on manifesting. 

Read Thoughts
You add one-half your mythic tier to Sense Motive 

checks against any creature. If you are reading a 
creature’s surface thoughts at the same time you 
make this check, you add your mythic tier instead. 

If a creature fails its saving throw, you can ask 
it one question per two manifester levels. This 
functions like speak with dead but represents mental 
probing and searching rather than literal questions 
and answers. The target gains a new saving throw 
after each question; if it succeeds, it is able to shut 
you out of its mind and you can no longer read its 
thoughts. 

You can detect minds and read thoughts even 
through effects that block clairsentience with a 
manifester level check with a DC of 11 plus the 
manifester level of the effect, or through lead 
sheeting with a DC 20 manifester level check, plus 
5 per inch of thickness. You can penetrate 3 feet of 
wood or dirt, 1 foot of stone, or 1 inch of common 
metal with a DC 15 manifester level check, plus 5 for 
each multiple of that thickness. If the substance or 
effect blocking your clairsentience is not mythic, or 
if it already allows a manifester level check or saving 
throw to penetrate its protection, add your mythic 
tier on your manifester level check or saving throw.

Reality Revision
When using mythic reality revision to duplicate 

another power, you can duplicate a mythic psionic 
power you know. If you don’t know the mythic psionic 
power, you can expend a second use of mythic power 
to duplicate the mythic version of the desired power.

You can also produce any one of the following 
effects that modify or replace effects listed in the non-
mythic reality revision power description:

If you use mythic reality revision to remove injuries 
and afflictions, you can expend a number of uses of 
mythic power to remove that number of additional 
afflictions from all affected creatures.

If you use mythic reality revision to revive the dead, 
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you can expend a second use of mythic power to 
negate the target’s permanent negative level from the 
resurrection.

Alter fate. By expending a second use of mythic 
power, you can manifest mythic reality revision as an 
immediate action before a 1d20 roll is attempted and 
choose what number you want to come up on the die.

Recall Agony
The power’s duration changes to one round per tier, 

but damage dealt in subsequent rounds is reduced 
by half of the damage from the prior round (round 
down, minimum 1).

Augmented (5th): If you expend two uses of 
mythic power, you may choose to affect a number of 
creatures up to twice your tier. All affected creatures 
must be in range.

Recall Death
Non-mythic creatures suffer a penalty on their 

save equal to your tier. The damage suffered on a 
successful save increases to 9d6 points of damage.

Augmented (5th): If you expend two uses of mythic 
power, a creature that makes its saving throw must 
make another saving throw against the effect the 
following round against the same DC.

Reconstruction
The number of hit points repaired doubles and 

mythic reconstruction can also target objects for 
repair.

Augmented: If you expend one use of mythic 
power, the construct gains fast healing equal to your 
tier for one minute.

Augmented (3rd): If you expend two uses of mythic 
power, the range increases to 25 feet plus 5 feet per 
two levels.

Reddopsi
Non-mythic powers count against the 15 power 

point limit at half the power points spent (round up). 
Add your tier to the number of power points worth 
of powers reversed (or half your tier to the number 
of spell levels reversed.) Powers that rebound upon a 
creature affected by a non-mythic version of reddopsi 
automatically affect that creature instead of rolling to 
determine the effect.

Regenerative Aura
The radius of the effect increases to 60 feet and 

the aura also heals your tier in ability damage each 
round.

Augmented (3rd): If you expend one use of mythic 
power, you can choose which creatures are affected 
by the aura and which are excluded.

Remote View Trap
The damage dealt increases to 12d6 points of 

electricity damage (or half on a successful Will save.) 
If the observer fails the Will save, you are aware of 
the observer’s identity and location. For the purposes 
of psychoport, you are treated as having seen the 
location casually.

Remote Viewing
You can see and hear the target and its surroundings 

within 15 feet plus 5 feet for every three mythic tiers. 
You automatically succeed on any concentration check 
to manifest a power through the quasi-real viewpoint, 
although the mythic remote viewing still ends as 
normal. In addition, you can penetrate non-mythic 
protections from clairsentience with a manifester 
level check with a DC of 11 plus the manifester level 
of the protective effect. If the protective effect already 
allows such a manifester level check, you gain a 
bonus on the check equal to your mythic tier. 

Augmented (3rd): If you expend two uses of your 
mythic power, the mythic remote viewing doesn’t 
end when you manifest a power through the quasi-
real viewpoint and you can attempt to manifest 
other powers through the quasi-real viewpoint. 
The additional power’s level cannot exceed half 
your mythic tier and each additional power counts 
against the duration of mythic remote viewing as one 
additional minute per power level. 

Resist Death
You gain immunity to all non-mythic death effects, 

and when targeted by a mythic death effect that 
allows a saving throw you can roll twice and take the 
better roll. 

Augmented (3rd): If you expend two uses of 
mythic power, any undead creature and any creature 
delivering a death effect, energy drain effect, or 
negative energy effect by touch to you (including both 
normal melee attacks as well as melee touch attacks) 
takes feedback damage equal to your mythic tier (no 
save) with each touch.



55

Mythic Psionics

Resist Toxin
You develop a resistance to the poisons in your 

system while the power delays their onset. Once the 
power expires, you gain a bonus equal to half your 
mythic tier to saving throws vs. any poisons in your 
system. Heal checks to treat poison and manifester 
level checks when using the augment options of resist 
toxin also gain this bonus.

Retrieve, Nimar’s
The weight limit of the item is doubled. If the object 

is in possession of a non-mythic creature, the creature 
automatically fails its saving throw.

Schism
The second mind has a manifester level of 4 lower 

than your own. In addition to purely mental actions, it 
can spend its standard action to take physical actions 
so long as they do not require any of the following: any 
part of the body that the primary mind immediately 
needs, making any skill checks, attack rolls or saving 
throws or removing or donning any equipment. 
Examples of what are allowed include touching and 
activating magical or psionic items, making physical 
contact for effects that are dependent on it, retrieving 
an item (provided that the primary mind does not 
need the appendage used to retrieve it), pressing 
buttons, continuing a conversation (provided that the 
primary mind does not need to speak), etc.

Augmented (3rd): If you expend one use of mythic 
power, the second mind’s manifester level is 2 lower 
than your own.

Augmented (5th): If you expend two uses of mythic 
power, the second mind can also take a swift action.

Second Chance
You do not have to take the result of the reroll if it’s 

worse than the original roll. You add your tier to the 
reroll.

Augmented: If you expend one use of mythic power, 
you gain one additional reroll during the duration of 
the effect for each tier you have achieved.

Sense Link
You can switch senses during the duration of the 

effect, do not need to maintain concentration to keep 
the effect active, and the power becomes dismissible.

Sensitivity to Psychic Impressions
You are able to see not just dream-like and shadowy, 

but crisp and clear. You learn the identities of the 
individuals in the scene and know their emotions at 
the time of the scene. You know precisely how long 
ago the particular scene occurred.

Augmented (3rd): If you expend one use of mythic 
power, you can target a specific time for a particular 
location and witness the event that occurred closest 
to that time. Such a time must be identified as “two 
days ago at noon” or “on the last full moon that 
occurred on a winter solstice” and cannot be a vague 
description that might have multiple occurrences 
such as “when someone was murdered here.”

Shadow Body
The damage reduction gained increases to 15/

magic and epic, the darkvision range is increased to 
120 feet, and your movement speed is doubled while 
in shadow form.

Augmented (3rd): If you expend one use of mythic 
power, you can become a two-dimensional shadow, 
passing through even the smallest crack or opening, 
except completely solid items.

Share Pain
Divide the damage to share as normal, but reduce 

the damage taken by each creature by your mythic 
tier (to a minimum of 1 point of damage taken by each 
creature in the bond.) There is no limit to how far the 
touched creature can move without ending the effect, 
although the effect cannot cross planar boundaries.

Share Pain, Forced
Instead of reducing the damage taken, you increase 

how much damage the target creature takes by your 
tier, to a minimum of 1 point of damage taken by you 
and all other damage taken by the target creature.

Sharpened Edge
Increase the target weapon’s critical multiplier by 

1. This does not stack with the mythic version of the 
Improved Critical feat. 

Shatter Mind Blank
The range of the burst increases to 60 feet and you 

add your mythic tier to the manifester level check to 
shatter the effects.

Augmented: If you expend one use of mythic power, 
any non-mythic barred mind, mind blank, or personal 



56

Psionics Augmented

mind blank in the affected area is automatically 
shattered without requiring a saving throw, power 
resistance check, or manifester level check. Mythic 
sources of these effects still gain their saving throw, 
power resistance check, and manifester level check 
to shatter.

Shrapnel Burst
You can shape the burst to ignore targets in the area 

and the range of the burst increases to 60 feet.
Augmented: If you expend one use of mythic power, 

creatures that fail their save are also blinded for one 
round and the dice increase to d8s instead of d6s.

Skate
If used on a creature, the targeted creature’s (or 

creatures’) land speed is increased by 30 feet. If used 
on an object, treat the object as having only one-
twentieth its weight for the purpose of dragging it 
along the ground.

Augmented: If you expend one use of mythic 
power, the duration increases to 10 minutes.

Slip the Bonds
You ignore the adverse movement effects of difficult 

terrain, and can even take 5-foot steps in difficult 
terrain.

Slumber
The number of Hit Dice of creatures affected 

doubles and you can choose the order in which 
creatures are affected by the effect. Any effect that 
would automatically awaken a sleeping creature 
instead allows it to attempt a new Will saving throw 
to awaken.

Augmented (8th): If you expend three uses of 
mythic power, you can target all living creatures 
other than you that have 8 Hit Dice or fewer in a 
1-mile radius centered on you. Creatures that fail their 
saving throws fall asleep for a number of days equal 
to your tier. You can select a number of creatures up 
to your tier to not be affected by the effect.

Solicit Psicrystal 
Your psicrystal can maintain concentration on 

a number of powers equal to 1 + half your tier 
(minimum 1). When mythic solicit psicrystal ends, you 
can choose to regain concentration of any one power 
the psicrystal was maintaining, but must succeed on 
a concentration check to do so.

Steadfast Perception
Add your tier to Perception checks.
Augmented: If you expend one use of mythic power, 

you reduce the chance to miss from concealment by 
20% (to a minimum of 0%).

Stomp
The range of the effect increases to 40 feet and the 

nonlethal damage is doubled.
Augmented: If you expend one use of mythic 

power, the affected area is treated as difficult terrain 
for one round per tier.

Augmented (3rd): If you expend two uses of mythic 
power, the damage dealt is lethal instead of nonlethal.

Strength of My Enemy
The Strength siphoned from different enemies 

is no longer tracked separately to determine your 
enhancement bonus. You may affect one additional 
manufactured or natural weapon for every two 
mythic tiers. Affecting each weapon in this is fashion 
a full-round action.

Suppress Compulsion
You automatically succeed on the manifester level 

check against any non-mythic charm or compulsion 
effects. You add your tier to the manifester level check 
against any mythic charm or compulsion effects.

Sustained Flight
The fly speed increases to 60 feet (or 40 feet if 

wearing medium or heavy armor, or if carrying a 
medium or heavy load), with an additional bonus on 
Fly checks equal to your mythic tier. You can cover 
96 miles in an 8-hour period of flight (or 64 miles at 
a speed of 40 feet). You are treated as one size larger 
than your actual size for the purpose of being checked 
or blown away by strong winds. 

Sustenance
While under the power’s effects, you do not need to 

breath or sleep. You must still spend time resting to 
regain power points, but the time required is reduced 
by half.

Swarm of Crystals
The damage dice of the power changes to d6s 

instead of d4s.
Augmented (3rd): If you expend one use of mythic 
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power, you can choose a number of creatures equal 
to your mythic tier that are in the spread to not be 
damaged by the spray of crystals.

Synesthete
Your face need not be uncovered to use this power, 

so long as some portion of your skin is exposed. The 
exposed skin must be pointed in the direction of the 
light or sound to be felt.

Telekinetic Force
The duration of this power changes to 1 round per 

level. You may spend a move action to use the move 
effect of the power.

When using the move effect, you can move a 
number of objects up to your tier. These must be in 
the same square and together must weigh no more 
than the weight limit of the power.

Using the thrust effect ends the power, but the 
weight restriction increases to 50 pounds per 
manifester level (maximum 750 pounds). 

Telekinetic Maneuver
The duration of this power changes to 1 round per 

level. You may spend a move action to use a combat 
maneuver on a target.

Telempathic Projection
The subject’s attitude toward you is improved by 

two steps in a positive direction.
Augmented (3rd): If you expend one use of mythic 

power, you can also alter the subject’s attitude toward 
another creature by two steps in a negative direction. 
For instance, causing a target that’s indifferent to 
another creature to become hostile.

Temporal Acceleration, Willian’s
Select a number of creatures equal to half your 

tier or fewer within close range (25 feet + 5 feet per 
2 manifester levels). Mythic temporal acceleration 
has the same effect on these creatures as it does on 
you, allowing them to act for the same number of 
rounds of apparent time that you can. You and these 
creatures can all interact with one another normally 
while time appears to be stopped.

Augmented (10th): If you expend three uses of 
mythic power, the duration increases to 1 hour 
per level of apparent time. You and other affected 
creatures gain no benefit from rest or sleep while the 
effect is active.

Thicken Skin
You also gain DR/psionic equal to the double the 

enhancement bonus the power provides to your 
natural armor bonus.

Augmented (6th): If you expend two uses of 
mythic power, the power grants DR/epic rather than 
DR/psionic.
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Thought Shield 
Add your mythic tier to the power resistance gained. 

Once during the power’s duration, you can force a 
reroll to overcome this power resistance.

Augmented: If you expend one use of mythic power, 
any creature that targets you with a mind-affecting 
power for the duration of mythic thought shield must 
make a save against the save DC of the effect targeting 
you (DC 12 + your key ability modifier if the effect 
allows no save) or be stunned for one round.

Time Hop
The Wisdom DC to end the effect prematurely is 

increased by your mythic tier. Upon returning, the 
target must make a Will save or be confused for 1 
round.

Time Hop, Mass
You can target unwilling creatures to be hopped 

forward in time, but a Will save negates the effect. 
Unwilling creatures get an additional save every hour 
to return. You may additionally affect a number of 
unattended objects equal to your tier, each weighing 
up to 300 pounds.

Time Regression
You gain an insight bonus equal to your tier for all 

rolls during the relived round.
Augmented: If you expend one use of mythic 

power, you do not suffer any ability damage for using 
mythic time regression.

Timeless Body
Add your tier to the number of rounds before the 

effect ends. You can dismiss it as a free action.
Augmented: You can choose which effects work on 

you and which don’t.

Tornado Blast, Willian’s
The radius increases to 80 feet and any creature 

that fails its save is knocked prone by the blast.
Augmented: If you expend one use of mythic power, 

the effect deals damage using d10s instead of d6s.
Augmented (5th): If you expend three uses of 

mythic power, the duration becomes one round per 
level and you can choose a new target each round as 
a standard action. The area of effect moves to the new 
target each round.

Touchsight
The range of the telekinetic field doubles and grants 

you a bonus equal to your tier on attack rolls made 
against any creature within range.

Augmented: If you expend one use of mythic 
power, you can penetrate through walls and other 
solid objects except lead.

Tower of Iron Will
Add your mythic tier to the power resistance 

against non-mythic mind-affecting effects.
Augmented: If you expend one use of mythic 

power, you add your tier to power resistance against 
mythic mind-affecting effects.

Trace Psychoport
You are able to detect the manifester level of 

the source of the teleportation and the number of 
creatures that were affected by the teleportation. You 
are able to psychoport to the location without chance 
of mishap.

Augmented (5th): If you expend two uses of mythic 
power, you are able to tap into residual energy that 
created the teleportation effect. You teleport to the 
location traced without chance of mishap.

Trigger Power
Add your mythic tier to the maximum power level 

you can use on the triggered power. You can choose 
to invoke a triggered power as a swift action at any 
point during the duration of the effect. As full-round 
action, you can alter the conditions required to cause 
the triggered power to go into effect.

Augmented (3rd): If you expend one use of mythic 
power, you can manifest mythic trigger power even if 
you already have a triggered power waiting to trigger 
without ending the other manifestation of mythic 
trigger power.

True Creation
You may choose to increase the duration of the 

vegetable matter, stone, crystal, or base metal items 
you create to 1 day/level, precious metals or gems 
to 1 hour/level, or rare metals to 1 minute/level; or 
you may increase the volume of material created to 
10 cubic feet per level. Add your mythic tier to Craft 
checks to make complex items. You do not suffer 
ability burn for objects worth less 1,000 gp.

Augmented: If you expend two uses of mythic 
power, you can increase the duration and the volume 
of material as described above.
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True Metabolism
Add your tier to the number of hit points healed 

per round. Severed body parts automatically regrow 
without having to be reattached, even if severed years 
prior to manifesting the power. Regrowing severed 
limbs does not stop the healing per round as it does 
for the non-mythic version of the power.

Augmented (4th): If you expend two uses of mythic 
power, you are immune to poisons and diseases, heal 
one point of ability damage each round, and add half 
your tier to Fortitude saves.

Truevenom
The poison lasts for an additional number of 

attacks equal to half your mythic tier before being 
discharged.

Augmented: If you expend one use of mythic 
power, non-mythic creatures struck by the poison 
must still make saves each round for the duration of 
the effect or suffer damage even if they succeeded on 
a previous save.

Truevenom Weapon 
The poison lasts for an additional number of 

attacks equal to half your mythic tier before being 
discharged.

Augmented: If you expend one use of mythic 
power, non-mythic creatures struck by the poison 
must still make saves each round for the duration of 
the effect or suffer damage even if they succeeded on 
a previous save.

Ubiquitous Vision
The bonus on Perception checks increases to +6, 

while the penalty against gaze attacks decreases to -2.

Ultrablast
The radius increases to 30 feet. Creatures that fail 

the Will save are dazed for one round.
Augmented (3rd): If you expend one use of mythic 

power, the power instead deals 1d10 points of damage 
for each 1d6 points of damage it would have dealt.

Unravel Psionics
The duration increases to 10 minutes per manifester 

level. The chance to destroy a null psionics field 
increases to 2% per manifester level.

Upheaval
The radius of the effect doubles and the damage 

increases by 1d6 points of bludgeoning damage for 
each mythic tier you possess.

Augmented (5th): If you expend one use of mythic 
power, the duration becomes one round per level and 
you can target an area as a standard action.

Vampiric Blade
Additional damage from a high Strength score does 

count toward the amount of healing you receive. 
Augmented: If you expend one use of mythic 

power, you receive an additional amount of healing 
from attacks with your affected weapon equal to your 
tier.

Augmented (3rd): If you expend two uses of 
mythic power, any healing you would receive from 
your claws that exceeds your maximum number of 
hit points is instead gained as temporary hit points.

Vigor
Double the number of temporary hit points gained. 

Once during the power’s duration, you can convert 
the temporary hit points into half that number of hit 
points of damage healed. Converting temporary hit 
points in this fashion ends the effect.

Augmented (3rd): If you expend one use of mythic 
power, your temporary hit points regenerate at a rate 
equal to half your tier each round. This only restores 
the temporary hit points up to the total number of 
temporary hit points when the power was manifested 
and does not count as regeneration or fast healing.

Wall of Ectoplasm
If the wall has one or more sections breached, it 

will repair one 5-foot section of your choice each 
round. As a move action, you can alter the location 
of the wall, moving it up to 5 feet per mythic tier, 
but the path the wall moves must be unimpeded 
or the attempt to move the wall fails at the point of 
impediment.

Augmented (3rd): If you expend one use of mythic 
power, the wall becomes sticky to the touch. Anyone 
touching the wall must make Reflex save or become 
entangled. As a swift action, you can release anyone 
entangled by the wall.
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Wall Walker
You do not need to maintain contact with the wall 

or ceiling to not fall. You are able to run while under 
the effects of mythic wall walker.

Augmented (3rd): If you expend one use of mythic 
power, you may jump from one surface to another, 
such as floor to wall, wall to ceiling, or even floor to 
ceiling. If jumping across a distance, such as a high 
ceiling or walls that are more than 5 feet apart, the 
distance traveled by the jump counts toward your 
movement and still provokes attacks of opportunity.

Weapon of Energy
The additional energy damage is increased to 

2d6 points of damage and you add your mythic tier 
to damage on critical hits made with the affected 
weapon.

Wither
Add half your mythic tier to the DC to halve the 

damage. In addition, an affected creature that fails its 
save is knocked prone.

Augmented: If you expend one use of mythic 
power, this power can be used as a ranged touch 
attack instead of a melee touch attack, with a range 
of 30 feet.

  

Wrench
You may add your mythic tier to manifester level 

checks to overcome the power resistance of non-
mythic creatures. In addition, if the target attempts to 
use any form of extradimensional travel, it becomes 
entangled for a number of rounds equal to your 
mythic tier (no save). If you target a non-mythic 
incorporeal creature with this power, it loses the 
ability to pass through solid objects or creatures and 
takes full damage from magical effects and magical 
weapons, rather than half damage. 

Augmented (2nd): If you expend two uses of your 
mythic power, you can target one additional creature 
per two mythic tiers.
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Mythic Monsters
For a campaign to truly feel mythic, the heroes 

must face off against equally mythic enemies. While 
not all challenges and creatures encountered in the 
during the course of adventuring need to be mythic, 
some should. Presented in this section are mythic 
versions of several of the creatures found in the 
Psionic Bestiary.

From the lowly puppeteer to the incredibly deadly 
thought slayer, the mythic psionic monsters found in 
this book cover a spectrum of challenge ratings and 
mythic ranks to provide options regardless of the 
level of your mythic campaign.

Mythic Monster Creation
Mythic versions of psionic monsters follow the 

mythic monster creation rules found within the 
Pathfinder RPG Mythic Adventures. Each monster was 
given a mythic rank roughly equal to half its non-
mythic challenge rating, and the challenge rating 
was then increased by half of the mythic rank of the 
creature. In addition, the mythic psionic monsters 
were given mythic abilities and mythic feats based 
upon the mythic monster creation rules.

New Special Abilities
Many of the mythic psionic monsters contained 

in this section include new special abilities, such as 
the poisonous blood of the mythic gray glutton, or 
the right behind you ability of the mythic caller in 
darkness. Some mythic psionic creatures use mythic 
special abilities detailed in. The rules for creating 
mythic monsters can be found in Pathfinder RPG 
Mythic Adventures, as well as some of the mythic 
special abilities used by some of the psionic monsters 
in this book.

Caller In Darkness
This swirling mist of incorporeal faces slithers and 

seeps to fill space. An occasional visage locked in a 
silent scream escapes the mass.

Mythic Caller In Darkness CR 11/MR 4
XP 12,800
CE Large undead (incorporeal, psionic)
Init +11; Senses darkvision 60 ft., Perception +16
Aura unnatural (DC 18)

Defense
AC 20, touch 16, flat-footed 17 (–1 size, +3 Dex, +4 

deflection, +4 natural)
hp 115 (11d8+66)
Fort +5, Ref +6, Will +9
Defensive Abilities incorporeal Immune undead 

traits; DR 5/epic
Weaknesses vulnerability to sunlight

Offense
Speed 30 ft.; fly 60 ft. (good)
Melee incorporeal touch +10 (2d6 plus steal essence 

if lethal)
Range screaming visage +10 (2d6 plus steal essence 

if lethal)
Space 10 ft.; Reach 10 ft.
Special Attacks mythic power (4/day, surge +1d8), 

steal essence
Psi-like Abilities (ML 7th)
At will—clairvoyant sense, concussion blast (two 

targets, 3d6*), detect psionics, ego whip (2d4, DC 
16*), mind thrust (7d10, DC 16*)

3/day—death urge (DC 16), psychic crush (DC 13**), 
psionic suggestion (three targets, DC 14*)

1/day—co-opt concentration (DC 18)

Statistics
Str —, Dex 16, Con —, Int 14, Wis 14, Cha 19
BAB +8; CMB +12; CMD 24
Feats Blind-Fight, Combat Reflexes, Improved 

InitiativeM, Autonomous, Iron WillM, Ability Focus 
(Unnatural Aura)

Skills Intimidate +18, Knowledge (Psionics) +16, 
Perception +16, Sense Motive +18, Spellcraft 
+16, Stealth +17 Racial modifiers Knowledge 
(psionics) is a class skill

Languages Common
SQ right behind you
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Ecology
Environment underground
Organization solitary
Treasure none

Special Abilities
Right Behind You (Ps) A mythic caller in darkness 

can expend one use of mythic power to teleport as a 
free action, exactly as if it manifested fold space (ML 
7th).

Unnatural Aura (Su): Animals can sense the 
unnatural presence of a mythic caller in darkness. 
Any animal within 30 feet must make a DC 20 Will 
save or become panicked until it is no longer within 
30 feet of the caller in darkness. A panicked creature 
that is cornered begins cowering. The save DC is 
Charisma based and includes the caller in darkness’ 
Ability Focus feat.

Screaming Visage (Ex) A mythic caller in darkness 
can launch its silent faces as a ranged touch attack. 
This is treated as a ranged attack with a range 
increment of 10 ft.

Sunlight Weakness (Ex): A mythic caller in 
darkness that begins its turn in an area of natural 
sunlight (not merely a daylight spell) is nauseated 
and takes 10 points of damage. This continues each 
round it remains in the sunlight.

Steal Essence (Su): Any living, intelligent creature 
slain by a mythic caller in darkness’s touch attack is 
mentally absorbed into the monster’s consciousness. 
(The physical body of the victim remains intact). 
Stealing a victim’s essence is a free action; it grants 
the caller 12 temporary hit points, and a permanent 
new screaming face appears within its cloud.

A mythic caller in darkness can also steal the 
essence of living, intelligent creatures within 30 feet 
that are paralyzed or sleeping, or that are helpless 
due to having a mental ability score reduced to 0 
(often by the caller’s ego whip attack). Doing so is a 
standard action that provokes attacks of opportunity. 
The victim dies, and the caller gains 12 temporary hit 
points.

Maelstrom of Torment (Su) As a standard action, 
a mythic caller in darkness can briefly break itself 
down to fill a 30 ft. radius. All creatures within this 
area must make a DC 19 Will save or suffer 4d6 
damage. Any creature slain by this attack is subject 
to a mythic caller in darkness’ steal essence ability. 
Once it has used this ability, it cannot use it again for 
1d4 rounds. The save DC is Charisma-based.

A caller in darkness that has absorbed the essence of 
a divine entity or demi-god becomes a true nightmare. 
It gains a drive to devour the essences of living 
creature that grant it a vastly increased threat area, 
as it implacably stalks prey. Left unchecked, mythic 
callers in darkness can devour entire communities 
leaving behind lifeless husks with terrifed looks on 
the corpses.
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Deranged Trepanner
At first glance, this resembles a pillar composed of 

marble, gold, and glistening gemstones. Then from its 
trunk unfold stout legs, a pair of glowing eyes, and four 
lanky arms bearing saws and drills, accompanied by 
an ominous whine.

Mythic Deranged trepanner CR 8/MR 3
XP 4,800
CN Medium construct (psionic)
Init +2; Senses darkvision 60 ft., low-light vision; 

Perception +2

Defense
AC 23, touch 12, flat-footed 21 (+2 Dex, +11 natural)
hp 102 (7d10+64)
Fort +2, Ref +4, Will +1
Defensive Abilities Fortification (50%); DR 5/

bludgeoning and epic; Immune construct traits; 
PR 20

Offense
Speed 30 ft.
Melee 4 claws +13 (1d6+5 plus grab or psychic drain)
Space 5 ft.; Reach 10 ft. (15 ft. with extreme reach)
Special Attacks grab, mythic power (3/day, surge 

+1d6), trepanning
Psi-Like Abilities (ML 7th)
At will–empathic transfer
3/day–psychic drain (DC 15) (may manifest as swift 

action upon successful melee strike)
1/day–dimension slide, dispel psionics, energy push 

(4d6, DC 15*), specified energy adaptation (may 
manifest as immediate action*)

The save DCs are Intelligence-based.
* Includes augmentation for the trepanner’s 

manifester level.

Statistics
Str 22, Dex 14, Con -, Int 13, Wis 8, Cha 1
Base Atk +7; CMB +13 (+17 grapple); CMD 25
Feats Combat ReflexesM, Skill Focus (Heal), 

ToughnessM, Weapon Focus (arm)
Skills Heal +17, Perception +2, Stealth +8; Racial 

Modifiers +8 Heal, +2 Stealth
Languages Common
SQ Aid overchannel, freeze

Ecology
Environment any
Organization solitary or team (3-5)
Treasure none

Special Abilities
Aid Overchannel (Su): A creature in physical 

contact with a mythic deranged trepanner can 
divert one-third of the damage caused by use of the 
Overchannel feat (rounded up) to the trepanner, 
which the trepanner cannot avoid. A creature can 
only benefit from one trepanner’s aid overchannel 
ability at a time, and this ability functions up to three 
times per day.

Extreme Reach (Ex) During its activation, a mythic 
deranged trepanner can make one of its claw attacks 
at a range of 15 ft. In addition, it can expend one use 
of mythic power to grant this extended reach to all of 
its attacks for one round.
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Freeze (Ex): A mythic deranged trepanner can 
hold itself so still it appears to be a column between 5 
to 10 feet in height. A mythic deranged trepanner that 
uses freeze can take 20 on its Stealth check to hide in 
plain sight as a column. This ability does not work 
against creatures that have previously witnessed a 
deranged trepanner unfolding from its column shape.

Grab (Ex): A mythic deranged trepanner can use 
its grab attack against a foe of up to Medium size.

Overdrive (Ex) A mythic deranged trepanner 
can take a swift action to switch to overdrive. This 
ability shifts the tell-tale sounds of its operation to a 
cacophony of noise as its mechanisms ramp up. Any 
creature within 30 feet must make a DC 14 Fortitude 
save or be stunned for 1 round. Any creature that fails 
this save is also sickened as long as the noise persists. 
The mythic trepanner can maintain overdrive as a 
swift action each round. While overdrive is active, 
the mythic deranged trepanner gains an additional 
claw attack, and cannot use its freeze ability.

Trepanning (Ex): If a mythic deranged trepanner 
successfully pins an opponent that has a skull, it may 
immediately attempt to bore a hole in the opponent’s 
skull by making an attack roll, taking into account the 
target’s AC penalties for being pinned. If successful, 
the target suffers 4d6 points of damage, loses 3d6 
power points, and takes 1d6 points of Intelligence 
damage.

The most powerful of deranged trepanners have 
spilled the blood of mythic beings or the vessels 
of deities during their abominable surgeries. This 
mythic body fluid that has seeped into their inner 
workings allow the deranged constructs to surge to 
new levels of speed and strength, and allows them to 
unfold their limbs in seemingly impossible ways. 

Mythic deranged trepanners have learned to speed 
up the gears of their drills and other implements to 
create a noise so high in volume that it is capable of 
overwhelming the intended subjects of brain surgery, 
while also extending their claws to reach foes even at 
a distance. 

Ghaar
The strange creature before you has many limbs and 

seems to be both plant and insect, spindly legs carrying 
it forward. It’s eyes gleam with an otherworldly 
intellect.

Mythic Ghaar CR 5/MR 2
XP 1,600
N Large plant (mythic, psionic)
Init +2; Senses low-light vision, greensight 60 ft.; 

Perception +9

Defense
AC 17, touch 11, flat-footed 15 (+2 Dex, +6 natural, -1 

size)
hp 63 (6d8+36)
Defensive Abilities Plant traits, deathly curse; DR 5/

epic
Weaknesses Deathly curse
Fort +7; Ref +4; Will +2

Offense
Speed 30 ft.
Melee Slam +10 (1d8+6 plus pummel)
Space 10 ft.; Reach 10 ft.
Special Attacks Death field, mythic power (2/day, 

surge +1d6), pummel
Psi-Like Abilities (ML 6th; concentration +10)
At Will—mindlink (unwilling targets, up to three 

targets)*, mind thrust (6d10, DC 21)*
3/day—fold space, energy cone (6d6)*

*Includes augmentation for the ghaar’s manifester 
level.

Statistics
Str 18, Dex 14, Con 14, Int 18, Wis 10, Cha 8
Base Atk +4; CMB +9; CMD 21
Feats Power Attack, ToughnessM, Weapon Focus 

(slam)
Skills Autohypnosis +9, Heal +9, Intimidate +8, 

Knowledge (psionics) +13, Knowledge (religion) 
+13, Perception +9, Sense Motive +9, Spellcraft +13, 
Stealth +7, Survival +9; Racial Modifiers Immortal 
knowledge

SQ Brilliant psionics, master dilettante, unwavering 
skill

Ecology
Environment Any
Organization Solitary or clan (1 mythic ghaar plus 

2-5 ghaars)
Treasure Standard
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Special Abilities
Immortal Hatred (Ex) A mythic ghaar gains 

favored enemy (as a ranger’s class feature) against 
any creature it successfully identifies. The bonus for 
this ability is equal to the mythic ghaar’s tier (usually 
+2). 

Immortal Knowledge (Ex): A combination of 
long experience and their unique nature have given 
the mythic ghaar many more day-to-day skills than 
other plant creatures. The mythic ghaar gains (6 + 
intelligence modifier) skill points per level, and its 
class skills are: Appraise, Autohypnosis, Bluff, Craft, 
Diplomacy, Fly, Handle Animal, Heal, Intimidate, 
Knowledge (all), Linguistics, Perception, Sense Motive, 
Spellcraft, Stealth, and Survival. The skills in the 
entry above are typical of a young or inexperienced 
ghaar, such as one that has spent a large amount of 
time in hibernation.

In addition, the ghaar gains a +2 racial bonus to 
Knowledge checks made to identify a creature.

Deathly Curse (Ex): Mythic ghaar are damaged by 
positive energy and healed by negative energy, just 
as if they were undead beings, and may be turned or 
rebuked as though they were undead beings rather 
than plants.

Pummel (Ex): A mythic ghaar gains a +2 racial 
bonus to attack rolls when using its slam attack, deals 
slam damage as if it were one size lager, and living 
creatures struck by a ghaar’s slam must succeed at a 
Fortitude save (DC 16) or be staggered for one round.

Death Field (Su): As a standard action, the mythic 
ghaar may sacrifice an amount of hit points up to 
its current total, then release that energy as a burst 
of deathly power. Creatures within a 20-foot burst 
centered on the ghaar suffer negative energy damage 
equal to 10 + the number of hit points sacrificed. A 
Fortitude save (DC 15) halves this damage.

Brilliant Psionics (Ex): A mythic ghaar uses its 
Intelligence modifier instead of its Charisma modifier 
when determining the DCs of its psi-like abilities.

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

Master Dilettante (Ex) A mythic ghaar is 
passingly familiar with almost every subject 
and have dabbled in numerous fields and 
activities. It gains a competence bonus equal to its 
tier (usually +2) on all untrained skill checks. It can 
attempt all skill checks untrained, even if the skill 
normally cannot be used untrained.

Some ghaar retain closer ties to the Heart Tree than 
others, granting them legendary reserves of power 
they use to defend others of their kind. These mythic 
ghaar are considerably more aggressive than their 
lesser kin, using their vast wealth of knowledge to 
track down and slay any that would seek to oppress 
their kin. Their legendary resilience makes them far 
more willing to use their death field ability, especially 
if they have worn down some of their foes with their 
pummeling attacks first.
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Gray Glutton
A nauseating hum accompanies this vaguely 

humanoid creature with rough and warty skin, and 
a mouth full of needle-like teeth. If not for its bestial 
crouch, it looks like it would stand about 18 feet tall.

Mythic Gray Glutton CR 9/MR 4
XP 6,400
N Huge Magical Beast
Init -1; Senses darkvision 60 ft., low-light vision, 

scent, Perception +8
Aura distraction 60 ft.

Defense
AC 24, 7 touch, 24 flat-footed (-2 size, -1 Dex, +17 

natural)
hp 121 (9d10+72), regeneration 5 (acid or fire)
Fort +10, Ref +7, Will +7
Defensive abilities poisonous blood; DR 5/epic; PR 24

Offense
Speed 40 ft.
Melee Bite +16 (2d8+9 plus poison) and 2 Claws +16 

(2d6+13)
Space 15 ft.; Reach 10 ft.
Special Attacks mythic power (4/day, surge +1d8), 

null psionic exhalation

Statistics
Str 29, Dex 9, Con 19, Int 2, Wis 15, Cha 22
BAB +9; CMB +20; CMD 29
Feats Improved Initiative, Iron WillM, 

Lightning ReflexesM, Skill Focus 
(Perception), Skill Focus (Survival)B, 
Step Up 

Skills Perception +5, Survival +14
SQ powerful blows (claws)

Ecology
Environment Any underground
Organization solitary, pair, or cluster (3-5)
Treasure none

Special Abilities
Distraction Aura (Su) A field of psionic static 

surrounds a mythic gray glutton. Any creature within 
60 ft. that attempts to manifest a psionic power must 
make a DC 20 concentration check or the power 
fails. This DC is Charisma-based.

Null Psionic Exhalation (Su): As a free action 
useable once per round, a mythic gray glutton can 
breathe forth a cloud of pale blue translucent gas 
into an adjacent 10-foot cube. The gas is poisonous to 

anyone with power points. Any character possessing 
power points is effected by gray glutton poison.

Poison (Su): null psionic exhalation – inhaled; save 
Fort DC 18; frequency 1/round for 4 rounds; effect 
1d4 power points; cure 1 save

Poisonous Blood (Ex) Any creature that confirms 
a critical hit against a mythic gray glutton with a 
slashing or piercing weapon is sprayed with its 
poison, exactly as if it had inhaled it.

A gray glutton that has eaten the mind of a 
mythic psionic character becomes something truly 
terrifying—a mythic gray glutton is anathema to 
psions, wearing down their reserve of power points 
and eventually eating their delicious brains. They 
heal much like trolls, and even their very presence is 
enough to make the use of psionic power excruciating 
for any manifester.
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Phrenic Scourge
Tendrils formed into the shape of hands and feet writhe 

as a pressure forms inside your mind. The creature before 
you whispers unintelligible noises as the willingness to 
fight seems to fade from your mind. 

PHRENIC SCOURGE CR 10 / MR 4
9,600 XP
LE Medium aberration (mythic, psionic)
Init +4 Senses Telepathy 100 ft., unnatural vision

Defense
AC 21, 14 touch, 17 flat-footed (+4 Dex, +7 natural)
hp 76 (8d8+40)
Fort +3, Ref +6, Will +9; second saveMA

Defensive Abilities fortificationMA; DR 5/epic and 
bludgeoning or slashing, PR 29

Offense
Speed 30 ft.; burrow 15 ft., climb 30 ft.
Melee 2 tendril clusters +9 melee (1d8 plus implant 

and 1d4 Wisdom drain)
Space 5 ft.; Reach 5 ft.
Special Attacks bypass mental defensesMA, 

implant, mythic power (4/day, surge +1d8), 
psi-like abilities, rapid spawnMA, sap 
will, Wisdom drainMA

Psi-Like Abilities (ML 9th)
At will - empathic connection (affects 

animal, fey, giant, magical beast, 
monstrous humanoid, aberration, 
dragon, elemental and outsider 
types, duration 9 days, DC 
20), aversion 
(duration 13 
hours, DC 20), 
read thoughts 
(DC 17), mind 
control (duration 9 
hours, 5 
targets, DC 17), 
psychoport.

The save DCs are Intelligence-
based; see below.

Statistics
Str 10, Dex 18, Con 12, Int 21, Wis 17, Cha 15
BAB +6; CMB +6; CMD 20
Feats Ability Focus (implant), Ability FocusM (sap will), 

Alertness, Ascendant PsionicsM, Weapon Finesse
Skills Autohypnosis +6, Bluff +10, Climb +8, 

Diplomacy +10, Disguise +8 (+10 acting), 
Intimidate +7, Knowledge (psionics) +16, 
Perception +16 (+22 if unclothed), Sense Motive 
+10, Spellcraft +16, Stealth +15

Ecology
Environment Underground or temperate plains
Organization Solitary, pair, brood (3–5), or hoard 

(3–5 plus servants, in any combination of duergar, 
gnolls, troglodytes, or similar humanoids)

Treasure Double standard

Special Abilities
Bypass Mental Defenses (Su): When using a psi-

like ability with the mind-affecting descriptor, the 
mythic phrenic scourge can expend one use of 
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mythic power to affect creatures immune to mind-
affecting effects and ignore abilities that apply their 
benefit only against mind-affecting effects, such as 
barred mind, as long as the creature being targeted 
is not mindless.

Implant (Ex): The tips of a phrenic scourge’s tendrils 
constantly die and regrow, much like a human’s 
fingernails. In any round in which the scourge 
successfully strikes the same victim with both 
tendril attacks, the tip of a tendril breaks off in 
the flesh and begins to burrow, unless the victim 
succeeds on a DC 17 Fortitude save. The larva 
burrows through the host, following its nervous 
system until it reaches the brain. This takes 1d4+1 
rounds, causing 2d4 points of damage per round. 
When the larva reaches the brain, the subject dies 
instantly. At any point in this process, the larva can 
be destroyed with remove disease or heal. 

This ability does not function against constructs, 
elementals, oozes, plants, or undead, and is not 
instantly fatal to foes with multiple heads. Any 
creature with natural regeneration or fast healing 
resists the effects of the implanted larva. The larva 
is not expelled, but neither can it proceed to the 
brain. It does continue to cause damage every 
round, however, as it tries to burrow (assuming 
the damage it causes exceeds the fast healing or 
regeneration, of course).This continues until the 
larva is destroyed, as above, or until 2d10+1 rounds 
have passed, at which point it dies on its own. The 
save DC is Constitution-based.

Dispassionate Insight (Ex): Despite having 
emotions, phrenic scourges don’t interact with the 
world through them, but through cold, piercing 
logic; thus, all psi-like and supernatural abilities a 
phrenic scourge has use its Intelligence instead of 
its Charisma for all purposes.

Rapid Spawn (Su): A mythic phrenic scourge is 
capable of causing implanted larvae to rapidly grow 
by releasing its mythic power. As a standard action, 
the mythic phrenic scourge can expend one use of 
mythic power to cause one currently active larva 
within 30 feet to burst out of its host and create a 
phrenic larva swarmPB. This violent process deals 
an additional 2d4 points of damage to the creature 
whose body the larva is currently in.

Sap Will (Su): As a standard action, a phrenic 
scourge can use this psionic attack to manifest a 
20-ft.-radius sphere, which the scourge can center 
anywhere within 30 ft. (a common tactic is to 
center the ability on itself, as a scourge is immune 
to its own sap will ability). Anyone caught in this 
sphere must succeed on a DC 20 Will save or lose 
the will to act for 3d4 rounds, during which they 
are stunned. Once used, this ability can’t be used 
again for 2 rounds.

Phrenic scourges often use this ability to take out 
groups of enemies at once, or to hunt for victims 
they can make into slaves or breeding vessels.

Unnatural Vision (Ex): A phrenic scourge sees and 
hears through its entire body; this gives it a +6 
racial bonus to Perception checks, and makes it 
impossible to derive any benefit from flanking it. 
When a scourge is disguised as a humanoid, and 
thus wearing clothes, these benefits are lost.

Wisdom Drain (Su) A mythic phrenic scourge drains 
1d4 points of Wisdom each time it hits with its 
tendril melee attack. (Unlike with other kinds of 
ability drain attacks, a phrenic scourge does not 
heal any damage when it uses its Wisdom drain.) 
Mythic phrenic scourges try to use this power early 
in an encounter to make foes more susceptible to 
mind control and sap will.

Compress (Ex): Although they normally stand as 
humanoid, phrenic scourges are not bound to that 
form. By shifting and relaxing their tendrils, they 
can thin themselves out, or flatten themselves into 
a mass of writhing limbs no thicker than a snake. 
As a full-round action, a phrenic scourge can move 
up to its speed through a space as narrow as two 
or three inches in one dimension, as long as it is 
at least a foot or more in the other dimension. For 
instance, a scourge could fit through a hole that 
was two inches by fourteen inches, but not one two 
inches by four inches.

Skills: Phrenic scourges have a +8 racial bonus on 
Climb checks and can always choose to take 10 on 
Climb checks, even if rushed or threatened.

The mythic phrenic scourge is a master of 
overcoming mental resistances and subjugating 
others to its will. It has learned not only to enhance 
its natural psionic ability, but also to use its mythic 
power to rapidly draw forth spawn to aid it during 
critical moments. Even a single mythic phrenic 
scourge is worthy of careful planning by any heroes, 
mythic or otherwise, who seek to stop it from taking 
over entire regions.

Mythic phrenic scourges have learned to channel 
their mythic power so that they can bypass even the 
sturdiest of mental defenses, so long as the creature 
has a mind. 
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Phthisic
Covered in a hide of glowing rune-etched crystals 

with dagger-like claws and teeth, this creature stands 
10 feet tall and is vaguely reminiscent of someone 
familiar.

Mythic Phthisic CR 8/MR 3
4,800 XP
CE Large monstrous humanoid (psionic)
Init +8; Senses darkvision 60 ft., scent, Perception +14

Defense
AC 21, touch 10, flat-footed 20 (–1 size, +1 Dex, +11 

natural)
hp 81 (6d10 + 48); regeneration 5 (acid or fire)
Fort +9, Ref +6, Will +8
DR 10/epic and magic; Resist cold 10

Offense
Speed 30 ft.
Melee 2 claws +12 (1d6+7 plus grab) and bite +12 

(1d6+7 plus mind feed)
Space 10 ft.; Reach 10 ft.
Special Attacks mind feed, mythic power (3/day, 

surge +1d6), pounce, rending strike 
Psi-like Abilities (ML 6th; Concentration +9) 
3/day—brain lock (affects animals, fey, giants, 

humanoids, magical beasts, and monstrous 
humanoids, DC 15*), dimension slide, ego whip 
(1d4, DC 15*), mental barrier, mind thrust (ML 4th, 
4d10, DC 15*), skate

1/day—body adjustment (heal 1d12*), catapsi (DC 18). 
*Includes augmentation for the phthisic’s manifester 

level.

Statistics
Str 25, Dex 12, Con 21, Int 10, Wis 16, Cha 16
BAB +6; CMB +13 (+17 grapple); CMD 24
Feats Alertness, Great FortitudeM, Improved 

InitiativeM

Skills Climb +15, Perception +14, Stealth +10, Swim 
+15

Ecology
Environment any
Organization solitary or gang (2-4)
Treasure standard

Special Abilities
Mind Feed (Ex): A mythic phthisic that hits with its 

bite attack deals 1d4 points of Intelligence damage. If 
this effect reduces the opponent’s Intelligence score 
to 0, the ability damage becomes ability drain.

Rending Strike (Ex) When a mythic phthisic hits 
with both claw attacks, it can spend a use of mythic 
power to make a free bite attack.

Second Save (Ex) Whenever a mythic phthisic 
fails a saving throw against an effect with a duration 
of greater than 1 round, it can keep trying to shake 
off the effect. At the start of its turn, if it’s still affected, 
the mythic phthisic can attempt to save one more 
time as a free action. If this save succeeds, the effect 
affects the mythic phthisic as if it had succeeded at 
its initial saving throw. If the effect already allows 
another saving throw on  a later turn to break the 
effect (such as hold monster), this ability is in addition 
to the extra saving throw from the effect. 

When a phthistic is created from the subconscious 
of an especially strong mind, a mythic phthistic 
is formed. Possessing much more potent melee 
threat than their common kin, these mythic beasts 
relentlessly pursue their progenitor, seeking to 
devour the thoughts of the being that spawned them 
in hopes of finding peace.
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Puppeteer
A small blue-purple slug seems to hang from the base 

of the skull of another creature, its barest pulse the 
only indication of life.

Mythic Puppeteer CR 2/MR 1
XP 600
LE Fine Magical Beast (psionic)
Init +2; Senses blindsight 60 ft., Perception +7

Defense
AC 21, touch 20, flat-footed 19 (+8 size, +2 Dex, +1 

natural)
hp 15 (1d10+10)
Fort +2, Ref +4, Will +5
Defensive Abilities hide mind, host protection

Offense
Speed 5 ft.
Melee Bite +4 (1d2-5)
Space ½ ft.; Reach 0 ft.
Special Attacks Enthrall, mythic power (1/day, 

surge +1d6)
Psi-like Abilities (ML 3rd)
3/day—cloud mind, detect psionics, mental 

barrier, empathic connection (DC 14, animal, 
fey, humanoid, magical beast or monstrous 
humanoid)*

Statistics
Str 1, Dex 15, Con 11, Int 14, Wis 16, Cha 14
BAB +1; CMB -12; CMD -1
Feats Iron WillM

Skills Bluff +3, Perception +7, Sense Motive +7, 
Stealth +22

Languages telepathy 20 ft.

Ecology
Environment underground
Organization solitary or pack (2-8)
Treasure none

Special Abilities
Enthrall (Ex): If a mythic puppeteer is in physical 

contact with a creature it has charmed (the puppeteer 
establishes a physical hold by means of slender 
infiltrating tendrils), the subject acts as if dominated.

(Puppeteers often seek to charm victims first and 
then “ask” to be picked up.) So long as the puppeteer 
remains in contact with the victim, the domination 
remains in effect, even if a check would normally 
indicate that the effect is broken.

Hide Mind (Su): A mythic puppeteer cannot 
be identified as psionic by divination spells or 
clairsentience powers.

Host Protection (Ex): A mythic puppeteer in 
control of a host is treated as an attended magic 
item for the purpose of making saving throws, even 
if the puppeteer is specifically targeted. A mythic 
puppeteer that is attached to its host is treated as a 
creature in a grapple for the purpose of striking at 
the puppeteer instead of the host (but the host is not 
considered grappled in turn).

When a mythic phrenic scourge needs to subdue 
its greatest opponents, it will often send a mythic 
puppeteer to soften them up. With their more potent 
mental abilities and ability to dominate a wider range 
of targets, mythic puppeteers often control potent 
bodyguards for the phrenic scourges. 
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Temporal Filcher
This single-horned creature stands 8 feet tall and is 

balanced on a single leg, a leg which appears to end 
in a prehensile foot. Four elongated, multijointed arms 
extend outward from its body, its clawed hands moving 
at an alarming speed.

Mythic Temporal Filcher CR 4/MR 1
1,200 XP
NE Large aberration (psionic)
Init +8/-12M; Senses darkvision 60 ft., Perception +12

Defense
AC 17, touch 13, flat-footed 13 (–1 size, +3 Dex, +1 

dodge, +4 natural)
hp 60 (8d8+24)
Fort +4, Ref +5, Will +7

Offense
Speed 40 ft.
Melee 4 claws +6 (1d6+1 plus grab) and bite +6 

(1d8+1) and horn +1 (1d4)
Space 10 ft.; Reach 10 ft.
Special Attacks mythic power (1/day, surge +1d6), 

time filch
Psi-like Abilities (ML 8th)
At will—chameleon, distract (DC 13), fold space, defy 

gravity, wall walker
3/ day—mental barrier

Statistics
Str 13, Dex 17, Con 14, Int 7, Wis 12, Cha 14
BAB +6; CMB +8 (+12 to grapple); CMD 22
Feats Alertness, Dodge, Improved InitiativeM, 

Mobility
Skills Acrobatics +14, Perception +12

Ecology
Environment any
Organization solitary
Treasure standard

Special Abilities
Time Filch (Su): If a mythic temporal filcher 

successfully grapples a Large or smaller creature, 
it latches onto the opponent’s body and shifts 
7 minutes forward in time as a free action. 
Observers (if any) see the temporal filcher and its 
prey disappear in a shimmer, then reappear 7 minutes 
later in exactly the orientation and condition they 
left. For the filcher and its prey, no time passes at all. 
The victim must succeed on a Will save (DC 16) or be 
dazed for 1 round from temporal disorientation. The 

ability is otherwise identical to time hop manifested 
by an 8thlevel manifester.

Grab (Ex): To use this ability, a mythic temporal 
filcher must hit a creature of Large size or smaller 
with two claw attacks. It can then attempt to start a 
grapple as a free action without provoking attacks of 
opportunity. If it wins the grapple check, it establishes 
a hold and uses its time filch ability.

Dual Initiative (Ex) A mythic temporal filcher 
can expend one use of mythic power to act twice in 
a round, once on its initiative count and once on its 
initiative count -20. 

Even greater masters of temporal manipulation, 
mythic temporal filchers can move at astonishing 
speeds for a brief period, allowing them to fully 
utilize their time filch powers to separate their prey 
from any aid. 
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Thought Slayer
Towering over you, the creature has transparent skin 

that seems to flow away from its body, allowing you to see 
its internal organs and bones. Glowing eyes peer out from 
an avian head, topping a notably feline form.

Mythic Thought Slayer CR 16 / MR 6
XP 76,800
CN Huge aberration (mythic, psionic)
Init +11/-9; Senses Darkvision 60 ft., Perception +20

Defense
AC 29, touch 9, flatfooted 28 (–2 size, +1 Dex, +20 natural)
hp 195 (14d8+132)
Fort +12, Ref +5, Will +10; second save MA

Defensive Abilities block attacks MA, ethereal jaunt; DR 
10/epic; PR 27

Offense
Speed 50 ft.
Melee Bite +16 (3d6+26 plus 2d4 power points)
Space 15 ft.; Reach 15 ft.
Special Attacks disorienting gazeMA, feral attack (mind-

consuming gaze)MA, mind-consuming gaze, mythic 
power (6/day, surge +1d8), psionic backlashMA, psionic 
leechMA

Psi-like Abilities (ML 14th, concentration +17)
At will—brain lock (any nonmindless, DC 15*), chameleon, 

detect psionics, distract (DC 14) 
3/day—body adjustment (5d12*), mental barrier (+6 AC, 

2 rounds*), mind trap (10 rounds*), precognition, wall 
walker

 1/day—escape detection. 
*Includes augmentation for the thought slayer’s 

manifester level.

Statistics
Str 28, Dex 13, Con 23, Int 7, Wis 12, Cha 17
BAB +10; CMB +20; CMD 31
Feats Alertness, Cleave, Great Fortitude, 

Power AttackM, Weapon Focus (bite)M, Great 
Cleave, Improved Initiative M

Skills Climb +26, Perception +20

Ecology
Environment Ethereal Plane
Organization solitary or pack (2-4)
Treasure standard

Special Abilities
Disorienting Gaze (Su): A creature that successfully 

makes its save against a mythic thought slayer’s 
mind-consuming gaze, either directly or indirectly, is 
staggered for one round.

Ethereal Jaunt (Su): A thought slayer can shift from 
the Ethereal Plane to the Material Plane as part of any 
move action, and then shift back again as a free action. 

The ability is otherwise identical to the ethereal 
passage power. 

Mind-Consuming Gaze (Su): A thought slayer is 
capable of instantly killing a creature within 30 feet by 
draining its mind away with but a gaze (a successful 
Fortitude DC 20 negates this effect.) The save DC is 
Charisma-based. This is considered a mind-affecting 
death effect. If a thought slayer’s gaze is met indirectly 
(such as through a mirror or a reflection in water), the 
opponent does not die on a failed save but instead is 
dazed for 14 rounds. This otherwise is a gaze effect. 

The gaze cannot affect creatures on the Material Plane 
while the thought slayer remains ethereal, but it can 
affect ethereal creatures while the thought slayer is on 
the Material Plane.

Psionic Backlash (Su): A mythic thought slayer’s mind 
lashes out when it suffers critical hits.  When an 
enemy confirms a critical hit against a mythic thought 
slayer, it can expend a use of mythic power to target 
that enemy with an empathic blast that deals 14d6 
points of damage.  This is a mind-affecting effect with 
a maximum range of 100 feet.

Psionic Leech (Su): A mythic thought slayer’s bite drains 
away 2d4 power points from the struck creature. If 
the creature struck has no power points, it suffers no 
ill effects.

The gaze of the mythic thought slayer is deadly enough 
that even the most seasoned of adventurers give pause 
when one might be in their path. Only the mightiest of 
mythic heroes consider facing one, for even a reflection 
of its gaze is enough to cause the viewer’s mind to cease 
working temporarily..



73

OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc and is Copyright 

2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.
1. Definitions: (a)”Contributors” means the copyright and/or trademark owners 

who have contributed Open Game Content; (b)”Derivative Material” means 
copyrighted material including derivative works and translations (including into 
other computer languages), potation, modification, correction, addition, extension, 
upgrade, improvement, compilation, abridgment or other form in which an existing 
work may be recast, transformed or adapted; (c) “Distribute” means to reproduce, 
license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; 
(d)”Open Game Content” means the game mechanic and includes the methods, 
procedures, processes and routines to the extent such content does not embody the 
Product Identity and is an enhancement over the prior art and any additional content 
clearly identified as Open Game Content by the Contributor, and means any work 
covered by this License, including translations and derivative works under copyright 
law, but specifically excludes Product Identity. (e) “Product Identity” means product 
and product line names, logos and identifying marks including trade dress; artifacts; 
creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, 
language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, 
themes and graphic, photographic and other visual or audio representations; names 
and descriptions of characters, spells, enchantments, personalities, teams, personas, 
likenesses and special abilities; places, locations, environments, creatures, equipment, 
magical or supernatural abilities or effects, logos, symbols, or graphic designs; and 
any other trademark or registered trademark clearly identified as Product identity by 
the owner of the Product Identity, and which specifically excludes the Open Game 
Content; (f ) “Trademark” means the logos, names, mark, sign, motto, designs that 
are used by a Contributor to identify itself or its products or the associated products 
contributed to the Open Game License by the Contributor (g) “Use”, “Used” or 

“Using” means to use, Distribute, copy, edit, format, modify, translate and otherwise 
create Derivative Material of Open Game Content. (h) “You” or “Your” means the 
licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a 
notice indicating that the Open Game Content may only be Used under and in terms 
of this License. You must affix such a notice to any Open Game Content that you 
Use. No terms may be added to or subtracted from this License except as described by 
the License itself. No other terms or conditions may be applied to any Open Game 
Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your 
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the 
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license 
with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original 
material as Open Game Content, You represent that Your Contributions are Your 
original creation and/or You have sufficient rights to grant the rights conveyed by 
this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE 
portion of this License to include the exact text of the COPYRIGHT NOTICE of any 
Open Game Content You are copying, modifying or distributing, and You must add 
the title, the copyright date, and the copyright holder’s name to the COPYRIGHT 
NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as 
an indication as to compatibility, except as expressly licensed in another, independent 
Agreement with the owner of each element of that Product Identity. You agree 
not to indicate compatibility or co-adaptability with any Trademark or Registered 
Trademark in conjunction with a work containing Open Game Content except 
as expressly licensed in another, independent Agreement with the owner of such 
Trademark or Registered Trademark. The use of any Product Identity in Open Game 
Content does not constitute a challenge to the ownership of that Product Identity. 
The owner of any Product Identity used in Open Game Content shall retain all rights, 
title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate 
which portions of the work that you are distributing are Open Game Content. 9. 
Updating the License: Wizards or its designated Agents may publish updated versions 
of this License. You may use any authorized version of this License to copy, modify 
and distribute any Open Game Content originally distributed under any version of 
this License.

10. Copy of this License: You MUST include a copy of this License with every 
copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game 
Content using the name of any Contributor unless You have written permission from 

the Contributor to do so.
12. Inability to Comply: If it is impossible for You to comply with any of the 

terms of this License with respect to some or all of the Open Game Content due to 
statute, judicial order, or governmental regulation then You may not Use any Open 
Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply 
with all terms herein and fail to cure such breach within 30 days of becoming aware 
of the breach. All sublicenses shall survive the termination of this License. 

14. Reformation: If any provision of this License is held to be unenforceable, such 
provision shall be reformed only to the extent necessary to make it enforceable.
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