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; Compatibility with the Pathfinder Roleplaying Game requires the Pathﬁnder Roleplaying Game from Paizo Publishing, LLC. See http://paizo. com/pathﬁnderRPG for more mformanon on the
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Pathfinder Roleplaying Game. Paizo Publishing, LLC does not guarantee compatibility, and does not endorse this product

Open Content: Subject to designation as Product Identity (see below), the only portion of this Legendary Games product designated as Open Game-Content is the
rules content (creature stat blocks and names of skills, etc., taken from the Pathfinder Reference Document) as defined in the Open Game License version 1.0a.Section
1(d). The front and back cover, back matter, introduction and Credits page; as well all other parts of this product including all text not specifically designated as Open-
Game Content is not Open Game Content. No portion of this work other than the material designated as Open Game Content may be reproduced in any form with- «

out written permission

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.

Product Identity: The following items are hereby identified as Product Identity, as defined in the Open Game License 1.0a, Section 1(e), and are not Open Content:
Legendary Games, the Legendary Games Logo, Adventure Path Plug-In, Mythic Monsters: Aberrations, as well as all trademarks, registered trademarks, proper names
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(including the names of each character, location, item or monster unique to this product), dialogue, plots, storylines, locations, charactérs, artworks, and trade dress; g,
but excluding any content that is Product Identity of Paizo, Inc. (Elements that have previously been designated as Open Game Content are not included in this decla- =

ration.)

Reference in non-Open Game Content (thus not covered by the Open Game License) in this work to content owned by others is not a challenge to their ownership and is used under Fair Use;
4 : ;

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. 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 dlstnbuted 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
Licenseto 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.

15. COPYRIGHT NOTICE

Open Game License v 1.0a © 2000, Wizards of the Coast, Inc.
Mythic Monsters: Aberrations © 2014, Legendary Games;
Authors Alistair Rigg, Jason Nelson, and Tom Phillips.

System Reference Document. © 2000, Wizards of the Coast, Inc.;

_ Pathfinder Roleplaying Game Bestiary 3. © 2011, Paizo

-..l'

Authors Jonathan Tweet, Monte Cook, Skip Williams, based on
material by E. Gary Gygax and Dave Arneson. &
The Hypertext d20 SRD. © 2004, Jans W Carton. i
'The Book of Fiends, © 2003, Green Ronin Publishing; Authors
Aaron Loeb, Erik Mona, Chris Pramas, and Robert. J. Schwalb = .
Pathfinder Roleplaying Game Advanced Player’s Guide.© . ¢
2010, Paizo Publishing, LLC; Author: Jason Bulmahn, James
Jacobs, Steve Kenson, Hal Maclean, Rob McCreary, Exik Mona,
Jason Nelson, Stephen Radney-MacFarland, Sean K Reynolds, Fa
E Wesley Schneider, James L. Sutter, Owen Stephens, and Russ
Taylor. [
Pathfinder Roleplaying Game Bestiary. © 2009; Paizo Publishing, r
LLG; Author: Jason Bulmahn, Brian Cortijo, Adam Daigle, Mike
Ferguson, Joshua J. Frost, James Jacobs, Rob McCreary, Erik
Mona, Sean K Reynolds, E Wesley Schneider, Lisa Stevens; James
L. Sutter, and Greg A. Vaughan. -
Pathfinder Roleplaying Game Bestiary 2. © 2010, Paizo =
Publishing, LLC; Author: Wolfgang Baur, Jason Bulmahn -
Adam Daigle, Graeme Davis, Crystal Frasier, Joshua J. Frost,
Tim Hitchcock, Brandon Hodge, James Jacobs, Steve Kenson,
Hal Maclean, Martin Mason, Rob McCreary, Erik Mona, Jason
Nelson, Patrick Renie, Sean K Reynolds, E. Wesley Schneider,
Owen K.C. Stephens, James L. Sutter, Russ Taylor, and Greg A.
Vaughan.

Publishing, LLC; Author: Jason Bulmahn, Jesse Benner, Adam
Daigle, James Jacobs, Michael Kenway; Rob McCreary, Patrick
Renie, Chris Sims, E. Wesley Schneider, James L. Sutter, and Russ-++
Taylor. r
Pathfinder Roleplaying Game Bestiary 4. © 2013, Paizo
Publishing, LLC; Authors: Dennis Baker, Jesse Benner, Sava.nna.h
Broadway, Ross Byers, Adam Daigle, Tim:Hitchcoek, Tracy
Hurley, James Jacobs, Matt James, Rob McCreary, Jason Nelson,
Tom Phillips, Stephen Radney-MacFarland, Sean K Reynolds, E.
Wesley Schneider, Tork Shaw; and Russ Taylor.

Pathfinder Roleplaying Game Core Rulebook. © 2009, Paizo
Publishing, LLC; Author: Jason Bulmahn, based on material by *
Jonathan Tweet, Monte Cook, and Skip Williams. - A
Pathfinder Campaign Setting: Inner Sea Bestiary. © 2012, f
Paizo Publishing, LLC; Author: Jim Groves, James Jacobs, Rob, - !
McCreary; Erik Mona, Jason Nelson, Patrick Renie, E Wesley™ rl
Schneider, James L. Sutter, Russ Taylor, and Greg A. Vaughan. =
Pathfinder Roleplaying Game Ultimate Combat © 2011, Paizo. * =
Publishing, LLC; Lead Designer: Jason Bulniahn; Désigners: it =
Dennis Baket, Jesse Benner, Benjamin Bruck, Brian J. Cortijo, -
Jim Groves, Tim Hitchcock, Richard A. Hunt, Colin McComby
Jason Nelson, Tom Phillips, Patrick Renie, Sean K Reynolds, and
Russ Taylor.

Pathfinder Roleplaying Game Ultimate Maglc © 2011, Pizo
Publishing, LLC; Lead Designer: Jason Bulmahn; Designers:
Tim Hitchcock, Colin McComb, Rob McCreary, Jason Nelson, -
Stephen Radney-MacFarland, Sean K Reynolds, Owen K.C.
Stephens, and Russ Taylor.
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WELCOME TO ULTIMATE Pruc-INs:
MytHIC MONSTERS!

HIS SUPPLEMENT IS JUST ONE PART OF A'LARGER RESOURCE FOR'EVERY GAM-.

emaster who would like to try out the new mythic rules but might feel a bit intimidated
by the huge amount of conversion work. The Pathfinder Roleplaying Game Mythic Adventures
hardback contains a wealth of new rules, but in one book there cannot be room for everything,
especially when it comes to monsters. That book contains some of the iconic monsters of myth
and legend and RPG history, transformed into a mythic rules format. The published monsters
demonstrate that a “mythic monster” does not need to be an ultra-powerful death machine -

you can have mythic monsters from CR 1 to CR 30 and all points in between - but there are -

less than 50 monsters in the book. They are all classics, to be sure, but the game has evolved

- and there are so many more. That is where the Mythic Monsters series from Legendary Games

comes in.

What you won’t find inside this product are individual monster illustrations. You already
have them. Fantastic, glorious illustrations for every monster in every bestiary. You also won’t
find descriptive text for these monsters. You already have that too. Every mythic monster could
be an elder of its kind, specially blessed or cursed by the gods, a noble lord or powerful cham-
pion, the last remnant of a mightier primeval race, a singular being unto itself, or perhaps a
newly evolved master race looking to supplant the ordinary beings of its ilk that came before.
To repeat these narratives for every monster, with slight variations, would be redundant. You
can create the perfect origin story and background for mythic versions of ordinary monsters
that fits precisely with your world. What you need are the stats, 100% crunch, and that is what
Mythic Monsters delivers. : :

The Mythic Monsters series contains updated mythic stat blocks for every creature com-
bined with innovative, exciting, and cinematic mythic abilities that clearly set these mon-
sters apart from the ordinary. Monsters that leave your players saying “What was THAT?”
Monsters that leave them feeling like mythic heroes when they triumph, whatever their level.
Every issue brings you mythic versions of 12 monsters you already know and love, all tied. °

" together by a creature type or theme, plus one all-new mythic monster you’ve never seen

before! All brought to you by expert designers who know the mythic monster rules like no

- one else because they are the same authors that created the mythlc monsters in Pathfinder

Roleplaying Game Mythic Adventures.
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‘We've hyperlinked this product internally from the Table of Contents and externally with links to the official
Pathfinder Reference Document as well as d20PESRD. If it is in the core rulebook, we generally didn’t link to it
: tnless the rule is an obscure one. The point is not to supersede the game books, but rather to help support you,
the player, in accessing the rules, especially those from newer books or that you may not have memorized. \

ABOUT LEGENDARY GAMES

‘Legendary Games is an all star team of authors and designers, founded by Clark Peterson of Necromancer
Games, Inc. Legendary Games uses a cooperative, team-based approach to bring you, the Paizo fan; the best
. expansion materialfor your game. We are gamers and storytellers first, and we believe that passion shows in our
~ 'products. So check us out, and Make Your Game Legendary!

Visit us on Facebook, follow us on Twitter, and check out our website at www.makeyourgamelegendary.com.

WuAT You WiLL FIND INSIDE
MyTHIC MONSTERS; ABBERATIONS

Many monsters in the history of RPGs are not so different from the familiar fauna of our world, but misshapen or mutated
in some terrible way. Some could be ordinary animals made into awful amalgams or other kinds of extraordinary magical
.beasts; or things that are almost but not quite normal humanoids, becomiﬁg monstrous humanoids instead; or creatures that
are literally out of this world, with bodies and minds very different from those we know. Still, we haven't yet touched on one
category whose defining characteristic is that they are Just. Not. Right. They are the creative legacy of RPGs themselves, things
* for the most part just too weird and wonderful to have been handed down from the heroic myths and legends of the past. They.
are the bastard children of sci-fi and horror, filtered through the fevered imaginations of generations of followers and fans to
form and stitched together across genres. Their existence constitutes a violation of the natural order of any one world. They
are not just different, they are aberrations!

These creatures, for whom their strangeness is what makes them what they are,-have a long tradition as some of the most
iconic creatures ever to appear in campaigns, because they are so different that they have created their own legends. Many date
from the early days of RPGs, from ecological scavengers like the hideous otyugh, the brilliant but brutal tentacular roper, the
‘clever cloaker, and the treasure-trap mimic, while some are more recent additions like the swift and sneaky choker. Others are
- . ddaptational evolutions of older monsters like the veiled master (an evolved version of the aboleth) or the vampiric mist (a
~ devolved version of the crimson death), or the fondly remembered relics of long-ago genre-straddling mash-ups like the wolf-
in-sheep’s-clothing or the fabulous froghemoth! A few aberrations have a vague basis in folklore, like the spidery epithet
* of “attercop” becoming the deadly ettercap, while others are stitched together out of nightmarish pieces like the vemerak,
~ an insectile centaur with tentacles and deadly spores. Finally, in a case of art imitating life, some monsters literally sprang
" to life from a toy store’s shelves. If you grew up in the 1970’s, you might have had this set of toys, which my family picked"
. “up on a trip. We weren't the only ones; the earliest RPG designers had them too, and these mysterious plastic
. monsters gave birth to the bulette, the owlbear, and in this book the rust monster! To this august assemblage,
. “of aberrations CR 3 to 17, we present a brand-new beast, the zyoselak, a floating multi-segmented swarm

of gelatinous horror that is quite literally brain-meltingly deadly! As if this were not enough, we also bring

you 9 mythic spells for making mythic mutants of your very own!

. The Mythic Monsters series from Legendary Games sets aside the rich story and background that is our .
trademark, because it is focused on absolute crunch, and there it absolutely lives up our highest standards ("?‘h
of innovative layout, beautiful aesthetics, and excellence in design that is second to none, We hope you enjoy

s <.using it as much as we enjoyed making it. Game on! - Jason Nelson
‘éééa 3 .
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MALLEABLE AND MUTATED

Aberrations are the strangest of all creatures, whose existence is
by nature at variance with the normal form and structure ofliving
things. Their internal organs and external features are unlike the
‘typical anatomy and physiology of conventional creatures, even
if their external appearance is similar, though their strangeness
is just as often manifested in their outward form as well. The
magic of change and polymorph is a natural companion for an
examination of aberrations, because they are the logical extension
of the basic idea of changing a thing into something else—an
aberration by its very definition is different from everything, even
other aberrations! The spells that follow all deal with the magic of
mutation and change and are drawn from the Gothic Campaign
Compendium from Legendary Games:

#

MytHIC SPELLS

Each mythic aberrant form spell is a separate spell, meaning you
must select each separately as a mythic spell and you must first
know the standard version of the spell you select, though you
need-not know lower-level aberrant form spells to learn their
higher-level versions. :

Mythic,aberrant form increases any ability score bonuses and
reduces any ability score penalties granted by the standard version
by 2 and increases the natural armor bonus the spell provides by
"1 (granting a +1 bonus if the spell normally grants no bonus).
In addition, you may change the range of this spell to touch and
target one creature you touch rather than yourself. The subject of
this spell can resume its normal form and then shift back into the
same assumed form without ending the spell; however, the spell’s
duration continues to elapse while the target is in its own form.
If the subject is a mythic creature, it can spend one use of its own
mythic power as a full-round action to shift into a different form
allowed by the spell.

Augmented (4th): If you expend two uses of mythic power,
you increase the ability score bonuses granted by the .spell by 4
rather than by 2. In addition, you can cast this spell on a number
of creatures you touch equal to your mythic tier.

FLESHCURDLE

If you affect the target’s attacks, it takes a -4 penalty on attack and
damage rolls with that natural attack. If you target its defense,
its natural armor bonus to AC is decreased by 6, to a minimum
bonus of 0. If you affect its movement, one of its movernent rates is
reduced to zero (if it has more thar one form of natural movement)
or reduced by 75% (if it has only one form of movement).

Augmented (4th): If you expend two uses of mythic power, the
duration becomes permanent.

GENETIC PURIFICATION B

<o {“
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The target gains immunity to disease and polymorph effects for &
24 hours. In addition, if you purge a part-human creature of its . &
genetic impurity and transform it into a full-blooded*human (or ;
similarly convert a half-elf into an elf or half-orc into an orc), the -
target does not gain negative levels if it is a willing target.

MUTAGENIC TOUCH

If you expend one use of your mythic power, you can pass on the,
effect of your mutagen to a creature you touch while retaining the
effect of the mutagen on yourself. You can do this multiple times,
expending one use of your mythic power each time you share -
your mutagen. When you do this, yoti choose how much of your'
mutagen’s remaining duration you wish to share with the target,
with a minimum of 10 minutes. The remaining duration of your
own mutagen is reduced-by twice this amount, so if you share 1
hour of your mutagen’s duration with the target, the remaining .
duration of your own mutagen is reduced by 2 hours.
Augmented: If you expend two uses of mythic power when
sharing your mutagen, the target must succeed on a Will save.
against the spell’s save DC or become filled with affection for
you, seeing you as its mutant “parent” You may choose to affect
the target as charm monster or as reckless infatuation. You must
choose the desired. effect before the creature makes its saving
throw, and the effect lasts only as long as both you and if remain-
affected by the mutagen.

MUTAGENIC MIST '

Creatures that fail their save against this spell are dazzled and
take a saving throw penalty against polymorph effects equal to 2
plus one-half your mythic tier for as long as they remain within
the mutagenic mist and for 1 hour after they leave it. Creatures
that successfully save are dazzled and take a -2 penalty against
polymorph effects as long as they remain within the mutagenic
mist and for 1d4+1 rounds after they leave it.

Augmented (6th): If you expend two uses of mythic power,’
creatures that begin their turn within the mutagenic mzst are -
affected as mythic fleshcurdle.

MUTAGENIC REVERSION :

The target becomes highly resistant to new mutational or °
polymorph effects for the duration of the #mutagenic reversion.
Such spells or effects of 3rd level or lower have no effect on the:
target, and higher-level spells and supernatural effects such as
alchemical mutagens affect the target only if the creator of the
effect succeeds at a caster level check (using its Hit Dice in place
of its caster level for supernatural effects) against a DC equal to.
11 plus your caster level plus your mythic tier. If the effect is not a
mythic effect, the DC is increased by 4.

Augmented (3rd): If you expend two uses of mythic power, -
you can affect one additional creature for every 2 mythic tiers you

possess. ’
- E;@
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If you use this spell to duplicate the effect of fleshcurdle, you
‘instead duplicate the effects of mythic fleshcurdle. If you inflict
a permanent mutation instead, you can roll twice to determine
- which mutation you inflict, choosing whichever result you
' prefer. You add your mythic tier to the DC to remove a-mutation
you inflict, whether to dispel a fleshcurdle effect or to use break
enchantment or a similar effect to remove a permanent mutation.
Augmented (3rd): If you expend two uses of mythic power, the
target must save twice against the spell; if both saves are failed,
' you inflict two mutations on the target rather than one. -

S MUTATION, MASS

:1_ "This spell gains the same behefits as mythic mutation, but you may
~ _ affect a number of additional targets equal to your mythic tier. In
y addition, you may select targets anywhere within range; they need

not be within 30 feet of each other.

" . Augmented (3rd): If you expend two uses of mythic power, all

. targets of the spell must save twice against the spell; if both saves

are failed, you inflict two mutations on the target rather than one.

(S8 SUMMONMUTANTS |
*  The creatures you summon are considered mythic creatures and
' gain one use of mythic power and the surge ability, which they can
B - use to add 1d6 to a single die roll, and they gain the fortification
1 .(25%) ability. Your summoned monsters 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 spell. These templates are
described in the Mythic Monster Advancement section of Chapter
6 in Pathfinder Roleplaying Game Mythic Adventures.

MyTtHIC CHOKER CR 3/MR 1
XP

800
Pathfinder Roleplaying Game Bestiary
CE Small aberration (mythic)
Init +6/-14, dual initiative™*; Senses darkvision 60 ft.; Perception
31 - -

DEFENSE
AC 18, touch 13, flat-footed 16 (+2 Dex, +5 natural, +1 size)
hp 24 (3d8+11)
Fort +2, Ref +3, Will +4

OFFENSE

Speed 20 ft., climb 10 ft. -

L

‘Melee 2 tentacles +6 (1d4+3 plus grab)

Space 5 ft.; Reach 10 ft.
Special Attacks constrict (1d4+3), grab (Large), mythic power (1/
day, surge +1d6), strangle and suffocate™*

STATISTICS :

Str 16, Dex 14, Con 13, Int 4, Wis 13, Cha 7
Base Atk +2; CMB +4 (+8 grapple); CMD 16

‘Feats Extra Mythic Power, Improved Initiative, Skill Focus

(Stealth)

Skills Climb +16, Stealth +13
Language Undercommon
S$Q quickness

ECOLOGY

Environment any underground

Organization solitary or clutch (1 mythic choker and 2-8
chokers) i :
Treasure double

SPECIAL ABILITIES

Quickness (Su) A choker is supernaturally quick. It can take
an extra move action during its turn each round.

Strangle and Suffocate (Ex) A mythic choker has an un-
erring talent for seizing its victims by the neck. A crea-
ture grappled by a mythic choker cannot speak, cannot
cast spells with verbal components, and cannot breathe
and must hold its breath. Additionally, a mythic choker
can choose to smother (as the Mythic Universal Monster
Rule) a grappled victim, and can expend one use of myth- -
ic power as a swift action to reduce the time remaining

r

_ until the target has to attempt checks to avoid suffocation
by 2d6 rounds (instead of the 1d6 rounds granted by the.
smother ability). Creatures that do not need to breathe are
unaffected by this ability.
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MYTHI CLOAKER . CR 6/R )

XP 2,400

Pathfinder Roleplaying Game Bestiary

CN Large aberration (mythic)

Init +7; Senses darkvision 60 ft.; Perception +14

DEFENSE

AC 21, touch 12, flat-footed 18 (+3 Dex, +9 natural, -1 size)
hp 67 (6d8+40)

Fort +6, Ref +5, Will +7

Defensive Abilities shadow shift; DR 5/epic

OFFENSE '

Speed 10 ft., fly 40 ft. (average)

Melee bite +9 (1d6+6 plus blood drain), tail slap +4 (1d8+3)
Space 10 ft.; Reach 10 ft. (5 ft. with bite)

Special Attacks blood drain (1d2 Con), engulf; moan, mythic
power (4/day, surge +1d6)

B STATISTICS

Str 23, Dex 16, Con 19, Int 14, Wis 15, Cha 14

Base Atk +4; CMB +11 (+15 grapple); CMD 24 (can’t be tripped)
‘Feats Combat Reflexes, Extra Mythic Power, Improved Initiative, ;
Skill Focus (Perception)

Skills Disguise +8 (+16 as cloak), Fly +10, Knowledge (fe_lig_ion)
+11, Perception +14, Sense Motive -8, Stealth +8; Racial
Modifiers +8 Disguise to appear as a cloak, sheet, manta ray, or
similarly shaped object or creature 3
Languages Undercommon

| ECOLOGY

Environment underground

_ Organization solitary, pair, mob (1 mythic cloaker, 3-6 cloakers),

or flock (1-2 mythic cloakers, 7-12 cloakers) -
Treasure standard

SPECIAL ABILITIES

Engulf (Ex) A mythic cloaker can try to wrap a Medium
or smaller creature in its body as a standard action. The
mythic cloaker attempts a grapple with a +4 bonus on its
combat maneuver check that does not provoke an attack
of opportunity. If it wins the grapple check, it automati-
cally bites the engulfed victim. It can still use its whip-like

- 'tail to strike at other targets. Attacks that hit an engulfing
mythic cloaker deal half their damage to the monster and

~ =~ halfto the trapped victim.

Moan (Ex) A mythic cloaker can emit an infrasonic moan as
a standard action, or as a swift action if it spends one use
of mythic power, with one of four effects.

Fear: All creatures in a 30-foot spread must save (Will ne-
gates) or become panicked for a number of rounds equal
to,2 plus the cloaker’s mythic rank.

. Nausea: All creatures in a 30-foot cone must save (Fortitude
negates) or fall prone and be nauseated for a number of
rounds equal to 1d4+1 plus the cloaker’s mythic rank.”

o

Stupor: A single creature within 30 feet is affected by hold T4

monster for a number of rounds equal to 5 plus the cloak-
er’s mythic rank (Will negates). ;

Unnerve: Anyone within a 60-foot spread .automatically-

takes a -2 penalty on attack and damage rolls. Those in the
area for more than a number of consecutive rounds -equal
to 6 less the cloaker’s mythic rank must save (Will negates)
or enter a trance, helpless until the moaning stops.

Cloakers are immune to these sonic, mind-affecting
attacks. A mythic creature that successfully saves against a
mythic cloaker’s fear, nausea, or unnerve moans cannot be
affected by that same moan effect from that cloaker for 24
hours. All of the save DCs against a mythic cloaker’s moan
are DC 17. Save DCs are Charisma-based and include a
+2 racial bonus. }

Shadow Shift (Su) Whe.n' in dim illumination, a cloaker can

manipulate shadows as a free action to create one of three
effects: blur (lasts 1d4 rounds, self only), mirror image (CL
6th), or silent image (DC 15, CL 6th, save DC is Charis-
ma-based).
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XP 1,200 .
-Pathfinder Roleplaying Game Bestiary
NE Medium aberration (mythic)

- Init +8"%; Senses darkvision 60 ft., low-light vision; Perception +9

DEFENSE

AC 16, touch 13, flat-footed 13 (+3 Dex, +3 natural)
hip 38 (4d8+20)
Fort +6, Ref +4, Will +6
3 OFFENSE
- Speed 30 ft., climb 30 ft. d
. Melee bite +5 (1d6+2 plus poison™*) and 2 claws +5 (1d4+2)
i ".Sp'ecial Attacks mythic power (1/day, surge +1d6), razor web™4,
E L traps, web (+6 ranged, DC 15, hp 4)
i 8 STATISTICS
. Str 14, Dex 17, Con 17, Int 6, Wis 15, Cha 8
" _Base Atk +3; CMB +5; CMD 18
. Feats Great Fortitude, Improved InitiativeM*

_ Skills Climb +14, Craft (trapmaking) +8, Perception +9, Stealth
" | +7; Racial Modifiers +8 on Craft (trapmaking)
“Languages Common

% SQspider empathy +7

§ .Envirm_ﬁnent temperate forests
‘Organization solitary or nest (1 mythic ettercap, 2-8 ettercaps,
and 2-12 giant spiders)
. Treasure double

- SPECIAL ABILITIES

Poison (Ex) Bite—injury; save Fort DC 15; frequency 1/
round for 10 rounds; effect 1d4+1 Dex; cure 2 consecutive
saves. The save DC is Constitution-based. Additionally, a
mythic ettercap can expend one use of mythic power as a
free action to force an opponent to roll two Fortitude saves
. to resist its poison and keep the lower roll.

=
'« “Razor Web (Ex) Once per minute as a standard action, a
R mythic ettercap can -use its web attack to throw a ra-
zor-edged web coated with the ettercap’s poison. Creatures
entangled by the web take 1d6 points of damage plus 2
points of bleed damage at the beginning of their turn each
round. Creatures that are damaged by the razor-edged
i ‘: web must also save versus the mythic ettercap’s poison.
.
1 S

%

pider Empathy (Ex) This ability functions as the druid’s
wild empathy, save that an ettercap can only use this abil-
ity on spiders. An ettercap gains a +4 racial bonus on this
cheek. Spiders are mindless, but this empathic commu-

nication imparts on them a modicum of implanted ‘intel-
: ligence, allowing ettercaps to train giant spiders and use
them.as guardians.

MyTtHIC ETTERCAP CR 4/ MR 1

Traps (Ex) The ettercap is particularly skilled at crafting cun-
ningtrapswithitswebs. Deadfalls,nooses,andspeartrapsare
the most common traps ettercaps build with their webs. An
ettercap doesn’t require gold to build its traps, merely time.
Ettercap Deadfall: CR 3; Type mechanical; Perception DC20;
Disable DeviceDC20; Triggerlocation; Resetrepair; Effect+10
melee (4d6), multiple targets (all targets in a 10-ft. square).
Ettercap Noose: CR 1; Type mechanical; Percep-
tion DC 20; Disable Device DC 20; Trigger -loca-
tion; Reset repair; Effect +15 CMB check (grapple).
Ettercap Spear Trap: CR 2; Type mechanical; Perception
DC 205 Disable Device DC 20; Trigger location; Reset re-
pair; Effect +15 melee (1d6+6).
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The alien subtype is described in Mythic Monsters: Aliens from

Legendary Games; if you do not have that resource, you can
ignore this subtype, as its primary function is to identify creatures
whose origin is extraterrestrial.

The following mythic feats were previously published in Mythic
-Monsters: Sea Monsters and are reprinted here for ease of reference.

ARMS OF THE DEEP (MYTHIC)

Your lashing strikes reach up from the water to strike from all

directions.
Prerequisite: Large or larger size, two or more natural weapons,
swim speed. ;

Benefit: While you are in the water, you gain the benefit of.

flanking whenever an ally threatens an enemy that is threatened

by you. In addition, if you attack the same creature with two or

more natural weapons, you provide the benefits of flanking to
. yourself against that target for each attack after the first.

INESCAPABLE GRASP (COMBAT, MYTHIC)

It is almost impossible for foes to wriggle free from your grasp.
Prerequisite: Improved Grapple or grab special attack.
Benefit: Your CMD against attempts to escape from your

grapple is increased by an amount equal to your mythic.tier,

whether such attempts are made as a grapple combat maneuver
or an Escape Artist skill check. In addition, you can grapple
creatures, using freedom of movement, though you take a base
-20 penalty on combat maneuver checks made to grapple such a
target. This penalty is reduced by an amount equal to your mythic

“tier (if your target is a mythic creature or is using mythic freedom

of movement) or by twice your mythic tier otherwise.

MyYTHIC FROGHEMOTH CR 16/MR 6

XP 76,800

Pathfinder Roleplaying Game Bestiary

N Huge aberration (alien, mythic)

Init +11/-9™% dual initiative*; Senses. all-around vision,
blindsight 30 ft., darkvision 60 ft.; Perception +16

DEFENSE

4 AC 34, touch 9, flat-footed 33 (+1 Dex, +25 natural, -2 size)
hp 248 (16d8+176)
Fort +13, Ref +8, Will +11
. DR 10/epic; Immune electricity (partial); Resist fire 10
“Weaknesses slowed by electricity ;

@M OFFENSE_ |
r- . Speed 20 ft., swim 30 ft.
Melee bite +22 (2d6+12/19-20 plus grab), 4 tentacles +20 (1d8+18
plus grab), tongue +20 (1d4+6 plus grab)
Space 15 ft.; Reach 15 ft. (30 ft. with tongue)
Special'Attacks constrict (tentacle, 1d8+18), mythic power (6/
day, surge +1d8), pounce™*, sloshing gullet™*, swallow whole
“(3d6+12 damage, AC 22, hp 24), tenacious grapple™?, tentacle
tossM4, tongue tugger™*

 STATISTICS |

Str 34, Dex 13, Con 26, Int 2, Wis 13, Cha 11 gkt
Base Atk +12; CMB +26 (+30 grapple); CMD 37 ~.
Feats Arms of the DeepMF, Cleave, Improved Critical (bite), -
Improved Initiative™’, Inescapable Grasp™¥, Lightning Reflexes,
Lunge, Multiattack, Power Attack, Skill Focus (Stealth)
Skills Perception +16, Stealth +14 (+22 in marshes), Swim +20
Racial Modifiers +8 Perception, +8 Stealth in marshes

SQ powerful blows™* (tentacle)

ECOLOGY

Environment temperate marsh
Organization solitary
Treasure standard

[SPECIALABILITIES &
Sloshing Gullet (Ex) A mythic froghemoth’s belly is filled <
with turbid, mucky swamp water; any creature swallowed
is treated as being underwater and must hold its breath or
begin drowning. This filthy effluent blocks all sight (even
darkvision) and carries a virulent strain of blinding sick-
ness with an immediate onset time. Any creature swal-
lowed must succeed at a DC 16 Fortitude save or become
infected. ' ;

Slowed by. Electricity (Ex) Although a froghemoth is im-
mune to damage from electricity, whenever it would oth- .
erwise take such damage it is instead slowed as the spell
for 1 round.

Tenacious Grapple (Ex) A mythic froghemoth does not gain
the grappled condition if it grapples a foe with a tentacle.

Tentacle Toss (Ex) When a mythic froghemoth successfully
grapples a creature with one of its tentacles, it may choose
not to coristrict the opponent but instead to toss it 1d6 x
5 feet in a straight line in any direction (including straight
up). The target takes 1d6 points of damage for every 10
feet traveled (or per 10 feet fallen, whichever is greater)
and falls prone after being tossed. If a mythic froghemoth
has a creature grappled in its tentacle, it can expend one
use of its mythic power as an immediate action when tar-
geted with a ranged attack to toss the grappled creature
into the path of the attack by making a ranged attack roll 13
against a DC equal to the attack roll of the creature mak- ..
ing the ranged attack. If the froghemoth beats the DC, |
the attack targets the tossed creature instead. If it fails‘to
beat the DC, the tossed creature provides soft cover to the
froghemoth but is not directly harmed by the attack.
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R - Tongué Tugger (Ex)-When a mythic froghemoth successful--
] ly grapples.-a creature with its tongue, it can make an addi-
tional combat maneuver check against that target as a free

.action to pull the target towards itself by 5 feet, plus 5 feet
" for every 5 points by which its combat maneuver check
exceeds the target’s CMD. If the target is pulled within the
froghemoth’s normal reach of 15 feet the froghemoth can
use its other natural weapons to attack the target. If it bites
a creature already grappled by its tongue, it can attempt a
) grapple combat maneuver as a free action to swallow the
o creature whole, as if it had the fast swallow ability.

1
- < XP 1,600

L Pathfinder Roleplaying Game Bestiary

+ N Medium aberration (mythic, shapechanger)

~ _Init +7/-13, dual initiative™*; Senses darkvision 60 ft.; Perception
e . +11 X

=8 DEFENSE

t {AC 18, touch'11, flat-footed 17 (+1 Dex, +7 natural)
- hp 68 (7d8+37)

“% . Fort +5, Ref +5, Will +6

B+ - DR S/Iepzc; Immune acid

88 OFEENSE

Speed 10 ft. 1

Melee slam +11 (1d8+7 plus 1d6 acid and adhesive)

© Special Attacks acidic adhesive™*, constrict (slam, 1d8+7 plus
1d6 acid), envelop™4, mythic power (2/day, surge +1d6)

STATISTICS

Str 21, Dex 12, Con 17, Int 10, Wis 13, Cha 10
Base Atk +5; CMB +10; CMD 21 (can’t be tripped)
. Feats Improved Initiative™, Lightning Reflexes, Skill Focus
(Perception), Weapon Focus (slam) ' r
. . Skills Climb +15, Disguise +10 (+30 when mimicking objects),
‘Knowledge (dungeoneering) +10, Perception +14; Racial
Modifiers +20 Disguise when mimicking objects
- Languages Common
SQ mimic object
8 ECOLOGY
- ' Environment any
- Organization solitary
5 { ~Treasure incidental

8 SPECIAL ABILITIES

o =._ * Acidic-Adhesive (Ex) Each time a creature takes damage
3 from*a mythic mimic’s slam or constrict attack, it takes
an additional 1d6 points of acid damage. This acid only

Ex .
1 S
r

.

-.affects flesh and organic material, not metal or stone.

Adhesive (Ex) A mimic exudes a thick slime that acts as.a
powerful adhesive, holding fast any creatures or items that
touch it. An adhesive-covered mimic automatically,grap-
ples any creature it hits with its slam attack. Opponents so
grappled cannot get free while the mimic is alive without
removing the adhesive first. A weapon that strikes an ad-
hesive-coated mimic is stuck fast unless the wielder suc-
ceeds on a DC 18 Reflex save. A successful DC 18 Strength
check is needed to pry off a stuck weapon. Strong alcohol
or universal solvent dissolves the adhesive, but the mimic
can still grapple normally. A mimic can dissolve its adhe-
sive at will, and the substance breaks‘down 5 rounds after
the creature dies. The save-DC is Strength-based.

Envelop (Ex) If a mythic mimic begins the round grappling
a Medium or smaller creature, it can make a CMB check
to completely envelop the creature it-is grappling. Envel-

oped opponents gain the pinned condition, suffer dam- -

age from the mythic mimic’s constrict ability each round
they remain enveloped, and are trapped inside the mythic

mimic’s body until they are no longer pinned. Each round,

if the mythic mimic succeeds on the check to maintain the
pin, the mythic mimic may make a slam attack against an
adjacent creature (though it cannot grapple a second crea-
ture) while still enveloping an opponent. While a myth-
ic mimic pins a Medium or Small opponent, any attacks
striking the mythic mimic deal damage to both the mythic
mimic and its victim; each receives half the damage before
damage reduction, rounded down.

Mimic Object (Ex) A mimic can assume the general shape
of any Medium object, such as a massive chest, a stout bed,
or a door. The creature cannot substantially alter its size,
though. A mimic’s body is hard and has a rough texture,
no matter what appearance it might present. A mimic
g.ains a +20 racial bonus on Disguise checks when imi-
tating an object in this manner. Disguise is always a class
skill'for a mimic.
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MyTHIC OTYUGH CR 5/MR 2

XP 1,600

Pathfinder Roleplaying Game Bestiary

N Large aberration (mythic)

Init +0; Senses darkvision 60 ft., scent; Perception +10
Aura stench™* (DC 14, 10 rounds) |

DEFENSE

AC 19, touch 9, flat-footed 19 (+10 natural, -1 size)

hp 55.(6d8+28)
Fort +3, Ref +2, Will +6
Immune disease

OFFENSE
Speed 20 ft. -
Melee bite +8 (1d8+5 plus disease), 2 tentacles +6 (1d6+7 plus
grab)
Space 10 ft.; Reach 10 ft. (15 ft. with tentacle)

- Special Attacks constrict (tentacle, 1d6+7), garbage gullet™4,

mythic power (2/day, surge +1d6)
STATISTICS

‘Str 20, Dex 10, Con 13, Int 5, Wis 13, Cha 6 ;
Base Atk +4; CMB +10 (+14 grapple); CMD 20 (22 vs. trip)

Feats Multiattack, Skill Focus (Perception), Toughness™ _
Skills Perception +10, Stealth +2 (+10 in lair); Racial Modifiers
+8 Stealth in lair j .

Languages Common : -

SQ po'w'erful blowsM* (tentacle) -
ECOLOGY

Environment any underground

_ Organization solitary, pair, or cluster (3-4)

Treasure standard ] -

=T
o

SPECIAL ABILITIES : :

Disease (Ex) Filth fever: Bite—injury; save Fortitude DC 14;
onset 1d3 days; frequency 1/day; effect 1d3 Dex damage .
and, 1d3 Con damage; cure 2 consecutive saves. The save. .
DC is Constitution-based. : . r

Garbage Gullet (Ex) A mythic otyugh’s maw is a fetid pit of =
corruption and filth unimaginable, and it constantly ab-
sorbs and exudes putrescence from every pore. A creature
constricted by a mythic otyugh or failing its save against
the otyugh’s bite attack becomes sickened for 1d4 rounds.
On a critical hit, this effect lasts 1d4 minutes, and the on- -
set of disease is immediate on a failed save.

In addition, a mythic otyugh can expend one use of
its mythic power as a standard action'to exhale a cloud
of reeking vapor equivalent to stinking cloud (DC 14 For-
titude negates) in a 30-foot cone-shaped spread. This is
a non-magical disease effect but is otherwise identical to
the spell. The save DC is Constitution-based.
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' MyYTHIC ROPER

XP 51,200

‘Pathfinder Roleplaying Game Bestiary
CE Large aberration (mythic)

- Init +5; Senses darkvision 60 ft., low-light vision, tremorsense™*
' 60 ft.; Perception +24 -

DEFENSE

AC 33, touch 10, flat-footed 32 (+1 Dex, +23 natural, —1 size)

hp 246 (12d8+192)

- _Fort +16, Ref +5, Will +13

Defensive Abilities block attacks™?, shatter weapons™4; DR 10/
epic; Immune electricity; Resist cold 10; SR 33

- Weaknesses vulnerability to fire

L
- Speed 10 ft.

% Melee bite +20 (4d8+18/19-20/x3)

gk - Ranged 12 strands +11 touch (1d6 Strehgth)

- “Space 10 ft.; Reach 10 ft. T

' Special Attacks antimagic glareM*, mythic power (6/day, surge
z’ +1d8), improved pull™* (strand, 5 feet), strands™*

45 STATISTICS
3 Str34,Dex 13, Con 35, Int 13, Wis 16, Cha 12
.- Base Atk +9; CMB +22 (+26 pull); CMD 33 (can’t be tripped)
1 Feats Improved Critical (bite)™¥, Improved Initiative, Iron Will*F,
1 Skill Focus (Perception, Stealth), Weapon Focus (strand)M*
Skills Climb +27, Knowledge (dungeoneering) +16, Knowledge
(religion) +13, Perception +24, Stealth +18 (+26 in stony or icy
© areas); Racial Modifiers +8 Stealth in stony or icy areas
Languages Aklo, Undercommon
SQ freezeM*

ECOLOGY

_Environment any underground

Organization solitary, pair, or cluster (1 mythic roper and 3-6

. ropers) i ;

. . Treasure standard

8 SPECIAL ABILITIES

'~ Antimagic. Glare (Su) ‘A mythic roper’s single huge eye
continuously emits a 60-ft. line of antimagic (treat as
antimagic field, caster level 15th). Once per round, as
a free action, a mythic roper can activate or deacti-

CR 15/MR 6

g
1
"

vate its antimagic glare by shutting its eye. When its
eye is shut, the mythic roper gains the blinded con-
d.itipn, but can still use its tremorsense to locate foes.
By spending one use of its mythic power as a swift action,
a mythic roper can change the area of its antimagic glare
to a.60-ft. cone for a number of rounds equal to half its
mythic rank (3 rounds for most mythic ropers).

Freeze (Ex)- A mythic roper can hold itself so still it appears
to be a natural rock formation. A mythic roper that uses
freeze can take 20 on its Stealth check to hide in,plain
sight as a natural rock formation, such as a stalagmite. If a
mythic roper initiates combat from this pose, it gains a +6
bonus on its initiative check. ]

Improved Pull (Ex) A mythic roper can choose to make
a free combat maneuver check with a +4 bonus when it
hits with a strand attack. If successful, this check pulls the
creature attached to the strand 5 feet closer to the mythic
roper plus an extra 5 feet closer.for every 5 by which the
mythic roper-’s combaf maneuver check exceeds the crea-
ture’s CMD. This ability only works on Large creatures or
smaller, and creatures pulled in this way do not provoke
attacks of opportunity and stop if the pull would move
them into a solid object or creature. -

Shatter Weapons (Ex) Whenever a character strikes a mythic

roper with a weapon (magical or nonmagical), the weap-
on takes 3d6 points of damage. Apply the weapon’s hard-
ness normally. Weapons that take any amount of damage
in excess of their hardness gain the broken quality. .

Strands (Ex) A mythic'roper can extend up to 12 (6 plus its
mythic rank) ‘thin, sticky strands from its body at a time,
launching them to a maximum range of 50 feet. A mythic
roper’s attacks with its strands resolve as ranged touch at-
tacks. These strands are quite strong, but can be severed by
any amount of slashing damage that overcomes the myth-
ic roper’s DR (a strand is AC 20). A creature struck by a
strand is numbed and weakened by the strange material,
and must make a DC 28 Fortitude save or take 1d6 points
of Strength damage. If a mythic roper spends one use of
its mythic power as a free action, any creature struck by a
strand before the roper’s next turn is also paralyzed for 1
round if they fail the saving throw, and the duration of this
paralysis stacks with each additional failed save. The save
DC is Constitution-based. Each time a mythic roper caus-
es Strength damage to a creature, the mythic roper gains 5

temporary hit points. These temporary hit points stack to

a maximum amount equal to the monster’s mythic bonus
hit points (48 for most mythic ropers).
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XP 1,200

‘Pathfinder Roleplaying Game Bestiary

"‘I N Mediunraberration (mythic)

- Init +3; Senses darkvision 60 ft., scent metals 90 ft.; Perceptlon
12 -

DEFENSE

AC 19, touch 13, flat-footed 16 (+3 Dex, +6 natural)
hp 35 (5d8+13)

_Fort +2, Ref +4, Will +5

DR 5/epic

OFFENSE

Speed 40 ft., climb 10 ft.

: E'
!

: MYTHIC RUST MONSTER CR 4/MR 1

I
r
o
a
§
e

Rust (Su) Each of a mythic rust monster’s antennae is’a'pri-
mary touch attack that causes any metal object it touches i
to-swiftly rust and corrode. The object touched takes half - '
its maximum hp in damage and gains the broken condi-
tion—a second hit destroys the item. A mythic rust mon-
ster never provokes attacks of opportunity by attempting
to strike a weapon with its antennae. Against creatures
made of metal, each of a mythic rust monster’s antennae
deals 3d6+5.points of damage. An attended -object, any
magic object, or a metal creature can attempt a DC 17

" . Melee bite +6 (1d3), 2 At nae w6 Touds (rust) Reflex save to negate this effect. The save DC is Constitu-
5 = Special Attacks mythic power (3/day, surge +1d6), pounce tion-based and includes a +2 racial bonus. If a mythic rust )
STATISTICS monster spends one use of mythic power as a free action i
Str 10 Dex 17 Con 13, Init.2, Wis I3/ Cha 8 when it hits an attended object, a magic object, or a metal
Base Atk +3; CMB +3; CMD 16 (20 vs. trip) creature with an antennae attack, the object or creature - k-
Feats Ability Focus (rust), Extra Mythic Power, Skill Focus must roll its saving throw twice and take the lowest result.
" (Perception), Weapon Finesse Scent Metals (Ex) This ability functions much the same as g L
“Skills Climb +8, Perception +12 the scent ability, except that the range is 90 feet and the g,
ECOLOGY rust monster can only use it to sense metal objects (in- - 7
Environment any underground cluding creatures wearing or carrying metal objects). 2 "
.Organization solitary, pair, or nest (2 mythic rust monsters, 1-8 ;
‘rust monsters) ; "
Treasure incidental (no metal treasure)
.'I.
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Blood Siphon (Ex) A mythic vampiric mist drains bloed "
XP 1,200 - with each melee touch attack dealing 1d4 poiﬁts of Con-
P, athﬁyde,r ROZ@PZ‘?)’ ing Game Bestiary 2 stitution, damage_. Every time a mythic vampiric mist dam-
NE Medium aberration (air, mythic, water) E ages a creature in this way, the mythic vampiric mist heals_
Init +9"F; Senses darkvision 60 ft., sense blood; Perception +8 3 hit points for each point of Constitution damage déalt
to its victim. Hit points healed in excess of its maximum -
AC 15, touch 15, flat-footed 10 (+4 Dex, +1 dodge) are gained as temporary hit points, to a maximum amount
hp 38 (4d8+20) equal to its twice the mythic vampiric mist’s Constitution
Fort +4, Ref +5, Will +5 score. These temporary hit points last for 1 hour.

Defensive Abilities amorphous; DR 5/epic and magic —
TR e B P j Blood Overdose (Su.) When a vampiric mist gorges on blood
to an extent that it gains temporary hit points, it moves

OFFENSE much more quickly. It gains a +2 bonus to its Armor Class _

Speed fly 50 ft. (perfect)
Melee touch +7 (1d6 bleed and blood siphon)

Special Attacks anesthetizing shroud™* (DC 17), mythic power :
(1/day, surge +1d6) Misty Form (Ex) A vampiric mist’s body is composed of a

8 STATISTICS . semisolid red mist similar in consistency to thick foam.

S~ Dex 19, Con'16, Int'7. Wis 13, CRa'10 The vampiric mist does not have a Strength score, and it

and on Reflex saves, and can take one additional move ac-
tion each round.

Base Atk +3; CMB —; CMD — cannot manipulate or wear solid objects. This form grants

"Feats Improved Initiative™, Weapon Finesse i it the amorphous defensive ability, and allows it to move }
Skills Fly +12, Perception +8, Stealth +11 : through areas as small as 1 inch in diameter with no re- A
Languages Aklo ik duction to its speed. The creature can speak in a hissing

$Q blood overdose, misty form 5 f voice. A vampiric mist cannot enter water or other fluids,

and is treated as.a creature two size categories smaller than
Envirenment temperate or warm swamps or underground its actual size (Tiny for most vampiric mists) for the pur-
Organization solitary or gang (1 mythic vampiric mist and 2-8 poses of how wind affects it. e
_vampiric mists) Sense Blood (Ex) A vampiric mist can immediately sense 1

- e the presence of warm-blooded creatures in a 60-foot radi-

gl SPECIAL ABILITIES _ us as if by scent. It can detect exposed blood within a mile.

Anesthetizing Shroud (Ex) A mythic vampiric mist can ex-
pend one use of its mythic power as a special full-round
action to completely envelop an adjacent Medium or _
smaller creature. The mythic vampiric mist does not need ¥ 5
to make an attack roll; it merely takes a 5-foot step into
the target creature’s square. This provokes an attack of
opportunity from the creature, though the mythic vam-
piric mist receives a +4 dodge bonus to its AC. A crea-
ture enveloped by a mythic vampiric mist must succeed
“at a DC 17 Fortitude save or become paralyzed for 2d6
rounds and fall prone. This is a poison effect. The save
DC is Constitution-based and has a +2 racial modifier. ]
Each round a creature remains inside the mythic vampir- A4
ic mist, it automatically takes 1d6 points of bleed damage
and is.subject to the mythic vampiric mist’s blood siphon
attack. While a mythic vampiric mist pins‘a Medium or
Smallopponent, any attacks striking the mythic vampiric -
mist deal damage to both the mythic vampiric mist and
its victim; each receives half the dama;ge before damage
reduction, rounded down.
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5 MYTHIC VEILED MASTER CR 17/MR 7
" XP 102,400 [
.Campaign Setfing bestiary for the official Pathfinder campaign

‘world

LE Large aberration (aquatic, mythic, mythos, shapechanger)

. Init +17*; Senses darkvision 120 ft., true seeing"*; Perception +23
Aura mucus cloud (30 ft.) or mucus mistM* (30 ft.)

DEFENSE

AC 37, touch 15, flat-footed 31 (+4 armor, +6 Dex, +18 natural,
-1 size)

~hp 272 (16d8+200); fast healing 10

. Fort +14, Ref +13, Will +14

~ Defensive Abilities mirror dodge™*; DR 10/ep1c, Immune

. electricity, mind-affecting effects; Resist cold 20; SR 32

&
.~ Speed 10 ft., swim 80 ft.
Melee bite +17 (2d6+6 plus consume memory™* and slime),
2 claws +17 (1d6+6 plus consume memory™* and slime), 4
Ih tentacles +12 touch (4d6+3 electricity plus thoughtlanceM*)-
; Space 10 ft.; Reach 10 ft. (20 ft. with claws and tentacles)

4 | | Special Attacks delayed suggestion, mythic magic™*, mythic
o= “power (7/day, surge +1d10)
Spell-Like Abilities (CL 20th; concentration +28)
) Constant—mage armor
4 At will—detect thoughts (DC 20), dominate person (DC 23),
'{ ‘hypnotie pattern (DC-22), illusory wall (DC 24), mirage arcana
. (DC 25), persistent image (DC 25), programmed image (DC 26),
projectimage (DC 27), veil (DC 26)
. 3/day—dominate monster (DC 27), quickened dominate person
(DC 23), geas/quest (DC 24), mass suggestion (DC 24)
Sorcerer Spells Known™* (CL 16th; concentration +24)
8th (4)—symbol of insanity (DC 27)
7th (6)—greater teleport, symbol of stunning (DC 26)
-6th (7)—mislead (DC 27), symbol offear (DC 25), symbol of
persuasion (DC 25)
, 5th (7)—overland flight, symbol of pain (DC 24), symbol of

. scrying (DC24), symbol of striking (DC 26)

. 4th (8)—dimension door, greater invisibility, phantasmal killer

. (DC 24); symbol of slowing"™ (DC 23)
" 3rd (8)'—claimudience/clairvoyance, explosive runes (DC 22),
hold person (DC 21), secret page
% w2nd (8)— blindness/deafness (DC 20), levitate, mirror image,-
+ symbol of mirroring™ (DC 23), touch of idiocy
1st (8)—charm person (DC 19), comprehend languages, erase
{ «(DC 19), ray of enfeeblement (DC 19), silent image (DC 21)
t.. b (at wlll) arcane mark, dancing lights, daze (DC 18), detect
b, magic, ghost sound (DC 20), mage hand, message, read magic,
- touch of fatigue

| STATISTICS :

~ Str 22, Dex 22, Con 29, Int 21, Wis 19, Cha 26

_Base Atk +12; CMB +19; CMD 35 (can't be tripped)

. Feats Arcane Strike’, Combat Casting, Eschew Materials®,

Extend Spell, Fabulous Figments™, Improved InitiativeF,
ﬂ.{:ightning Reflexes, Quicken Spell, Quicken Spell-Like Ability

I
= Bl Al — - S

; (domlnate person) Spell Focus (illusion)™* -

Skills Knowledge (arcana, history, nature) +21, Perceptlon $23, ®
Sense Motive +20, Spellcraft +24, Stealth +21, Swim +33, Use

Magic Device +24 T
Languages Aboleth, Aklo, Aquan, Azlanti, Undercommon,
telepathy 300 ft.

SQ change shape (any Small or Medium form; greater
polymorph), runemastery, swift transformation, tangible
illusionM*

ECOLOGY

Environment any water )
Organization solitary or shoal (1 mythic veiled master and 2-8
aboleths) - E !

Treasure triple

SPECIAL ABILITIES

Consume Memory (Su) When a mythic veiled master bites
or claws a creature, it absorbs some of that creature’s mem-
ories. The creature must succeed at a DC 26 Fortitude save .
or gain one negative level for each successful attack. If a
mythic veiled master spends one use of its mythic power
as a free action when biting a creature, the creature gains
1d4+1 negative levels if it fails its saving throw, or one neg-
ative level if it succeeds. A mythic veiled master heals 5
points of damage each time it grants a negative level in this
way, and also learns some of the target creature’s memo-
ries (subject to the GM’s discretion). Healing in excess of
the mythic veiled master’s total hit points becomes tem-
porary hit points that stack to a maximum amount equal
to the mythic veiled master’s mythic bonus hit points (56
for most mythic veiled masters). This is a mind-affecting
effect. A mythic veiled master can suppress this ability as a
free action. The save DC is Charisma-based.

Delayed Suggestion (Sp) Whenever a veiled master suc-
cessfully uses dominate person or dominate monster on a
creature, it can also implant a delayed suggestion that trig-
gers when the dominate effect ends. Typically, this sugges-
tion (which functions as a spell-like ability, CL 20th, Will
DC 21 negates) is for the previously dominated creature
to seek out the veiled master again and submit to a new _
domination attempt, but sometimes, a veiled master im- -

plants other suggestions (such as a suggestion to attack the

- first person it sees).

Mucus Cloud (Ex) While underwater, a veiled master ‘ex-.
udes a cloud of transparent slime in a 30-foot-radius
spread. All creatures in this-area must succeed at a DC 27
Fortitude save each round or lose the ability to breathe air
(but gain the ability to breathe water) for 24 hours. Re-
newed contact with this mucus cloud and failing another
save extends the effect for another 24 hours. The save DC
is Constitution-based.
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-Mucus Mist (Ex) When exposed to the air, a mythic veiled
master can release its mucus as a fine mist which has the
same,properties as its mucus cloud. The mythic veiled
master can see through this mist as if it was perfectly
clear, but for other creatures the mist obscures vision like
obscuring mist. Creatures that breathe water are able to
breathe normally while within the mist. The mist moves
with the mythic veiled master. By spending one use of its
mythic power, a mythic veiled master can activate this

2 ability even when it has used its change shape ability to

adopt a.different form.

Runemastery (Ex) A veiled master is particulérly skilled at
i1 casting spells that create magical writing, such as explosive
runes, secret page, or any spell with the word “symbol” in
its name. It never requires material componénts or focus
components when casting such spells, and the save DC of

- - ‘any of these spells increases by 1. A veiled master’s symbol
3 spells are difficult to disarm—the Disable Device DC for

i these symbols increases by 2.

£ 5 Slime (Ex) A creature hit by any of a veiled master’s bite or

i +  claw attacks must succeed at a DC 27 Fortitude save or
i « have its skin and flesh transform inte a clear, slimy mem-
brane over the course of 1d4 rounds. The creatutre’s new
“flesh? is soft and tender, reducing its Constitution score
by 4 as long as the condition persists. If the creature’s flesh
isn't kept moist, it dries quickly and the victim takes 1d12
poihts of damage every 10 minutes. Remove disease and
similar effects can restore an afflicted creature to normal,
but immunity to disease offers no protection from this at-
tack. The save DC is Constitution-based.

Spells A mythic veiled master can cast spells as a 16th-level

sorcerer. 3
i
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Swift Transformation (Su) A veiled master can. use -ts
change shape ability as a swift action. : g

Tangible Illusion (Su) A mythic veiled master can terflpo—
rarily transform an illusory object into a real one. As-a-
full-round action, a mythic veiled master can expend one
use of its mythic power to temporarily transform a sin-
gle object created by an illusion spell it casts or spell-like
ability it uses into a physical, nonmagical version of that
object. The object lasts for 10 minutes per mythic rank, af-
ter which it reverts to being an illusion (or vanishes, if the
duration of the original illusion has expired). During that
time, the illusion gains all the physical properties of the _
depicted illusory object. The mythic veiled master must
touch the illusion to use this ability, and the object can be
no larger than 5 cubic feet per tier. For example, if a myth-
ic veiled master created an illusory stone door, it could
transform it into an actual nonmagical stone door.

Thoughtlance (Su) Four of a veiled master’s tentacles end
in glowing spheres of light. These spheres deal 4d6 points
of electricity damage on a touch attack, and also blast a
creature’s mind with waves of mental energy—a creature
touched by one of these tentacles (regardless of whether
the touch deals electricity damage) must succeed ata DC
26 Will save or be stunned for 1 round, and then stag-
gered for 1d4 rounds. Nonmythic creatures that succeed--
on the saving throw are staggered for 1 round. Additional
touches increase durations by 1 round. While a creature -
is staggered in this manner, it must make concentration
checks to cast spells as if it were experiencing extremely
violent motion while casting (DC = 20 + spell level). The
save DC is Charisma-based.
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MYTHIC VEMERAK

XP 102, 400

‘Pathfinder Roleplaying Game Bestiary 2
CE Huge aberration (mythic)

~Init +15/-5™%, dual initiative*; Senses darkvision 60 ft.,
' tremorsense 30 ft.; Perception +23 :

Aura madnessM* (60 ft., DC 24), spore cloud (30 ft.)

DEFENSE

AC 36, touch 11, flat-footed 33 (+3 Dex, +25 natural, -2 size)

~ hp 268 (17d8+192)

Fort +14, Ref +9, Will +13; second save™*

Defensive Abilities fortification™ (50%); DR 10/—; Immune
- acid, electricity, disease, mind-affecting, poison; Resist sonic 20;

L CR 17/ MR

:{-i'
3
"

B ISR 32
e

% Speed 40 ft., burrow 20 ft., climb 40 ft.
=" Melee bite +24 (2d6+12), 2 claws +24'(1d8+18 plus grab), 3
- " tentacles +20 (1d6+6 plus grab) i
' Space 15 ft.; Reach 15 ft.
. Special Attacks breath weapon (120-foot line or 60-foot cene,
* .14d8 acid damage, DC 25 half, once every 1d4 rounds), constrict
(tentacles 1d6+6 or claws 1d8+18), earthquake, lingering breath
(2d8 acid, 7 rounds), mythic power (7/day, surge +1d10), seize
and se'we‘rMA (DC 30)"

# STATISTICS

Str 34, Dex 19, Con 25, Int 5, Wis 16, Cha 22

Base Atk +12; CMB +26 (+30 grapple); CMD 40 (52 vs. trip)

* Feats Awesome Blow, Great Fortitude, Improved Bull Rush,
Improved InitiativeM”, Multiattack, Power Attack*, Toughness,
Weapon Focus (bite)™, Weapon Focus (claws)™*

Skills Climb +20, Perception +23

Languages Aklo

+ ~SQ powerful blows™* (claws)

ECOLOGY

~ . Environment any underground

i 'Organization solitary

- Treasure double

3 SPECIAL ABILITIES

Aura of Madness (Su) Any being within 60 feet of a con-
" scious mythic vemerak must suceed at a DC 24 Will save
each round or take 1 point of Wisdom damage and be-
come confused for 1 round. A creature that fails 4 saves in

a row becomes permanently insane (as the insanity spell).
A mythic vemerak can suppress or activate this aura as a
free action. This is a mind-affecting effect and the save DC
is Charisma-based. :

Breath Weap<;n (Su) -A mythic vemerak’s acidic breath

weapon has no effect on inorganic or undead material. If
the breath weapon deals damage to a living fleshy, crea-
ture, the acid creates a transparent cloud of foul-smelling
vapor that radiates from the creature for 1d4+1 rounds.
The creature exuding the foul-smelling vapor and any oth-
er creature within 5 feet must succeed at a DC 25 Forti-
tude save or be nauseated for 1d4 rounds. This cloud is a
poison effect. The save DC is Constitution-based.

Earthquake (Su) As a full-round action, a vemerak can bur-

row its tentacles, legs, and mouth into the ground—this
action does not provoke attacks of opportunity. At the
start of the next round, it creates an effect identical to an
earthquake spell (CL 17th). A vemerak can maintain this
zone of trenibling earth indefinitely, as long as it continues
to take full-round actions to maintain the effect.

Seize and Sever (Ex) If a mythic vemerak begins the round =

grappling a Large or smaller non-mythic creature with its
tail tentacles, it can expend one use of mythic power as
a standard action to automatically bite off the creature’s
head, instantly killing it. A DC 30 Fortitude save negates
the death effect, though the creatures still takes bite dam-
age. This is a death effect and the save DC is Strength-
based. w T

Spore Cloud (Su) A unique form of magic-resistant mold

grows upon the body of a vemerak. This mold is the
source of the vemerak’s spell resistance. When the vemer-
ak moves, the mold exudes a cloud of spores in a 30-foot
radius that acts as a targeted greater dispel magic (CL 17th)
against the highest caster level magical effect the cloud
touches as part.of the vemerak’s move that turn.
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MyTHIC WOLF-IN-SHEEP’S-CLOTHING CR 10/MR 4
XP 9,600 :

Pathfinder Roleplaying Game Bestiary 3

N Medium- aberration (alien, mythic) _

Init +4; Senses all-around vision, darkvision 60 ft.; Perception

~+14 ;= i

DEFENSE
AC 25, touch 10, flat-footed 25 (+15 natural)
hp 129 (13d8+71)
Fort +9, Ref +6, Will +10
DR 10/epic; SRMA 21 :

OFFENSE
Speed 5 ft., burrow 5 ft., climb 5 ft.

pull)
3 Space 5 ft.; Reach 5 ft. (15 ft. with tentacle)
- Special Attacks constrict (tentacle 1d4+7), implant™4, mythic
pawer (4/day, surge +1d8), pull (tentacle, 5 ft.), tenacious
tentaclesMA

i Str 21, Dex 10, Con 17, Int 6, Wis 14, Cha 7

. Base Atk +9; CMB +14 (+20 grapple); CMD 24 (can't be tripped)
Feats Combat Reflexes, Great Fortitude, Greater Grapple®,
Improved Initiative, Lightning Reflexes, Multiattack,-Skill Focus
(Perception), Weapon Focus (tentacle)™" :

Skills ‘Climb +15, Disguise -1 (+11 as tree stump), Knowledge
(nature) +4, Perception +14, Sense Motive +8, Stealth +9; Racial
-Modifiers +12 Disguise as tree stump

SQ living lureM?, powerful blows™* (tentacle)

ECOLOGY

Environment any forest
Organization solitary
Treasure incidental :

SPECIAL ABILITIES

Living Lure (Ex) By setting a corpse atop its stump and
riddling the body with small, extruded filaments, a wolf-

in-sheep’s-clothing can crudely maneuver the corpse,
manipulating it like a puppet. A mythic wolf-in-sheep’s-

. clothing can also extrude these filaments into a helpless

* or pinned creature it has set atop its stump as part of a
grapple action, turning it into a living-lure. The creature
takes 8d4 points of damage, is pinned atop the stump by -
‘the filaments, and staggered by sevére pain. A target that
succeeds at a DC 21 Fortitude save takes half damage and

k

is not pinned or staggered-by.the filaments, although the
mythic wolf-in-sheep’s-clothing can spend one use of its
mythic power as a free action to force the target to roll its
saving throw twice and take the lowest-result. A creature
that fails the saving throw can be controlled by the mon-
ster just like a corpse; it cannot leave the stump or perform

-range of the mythic wolf-in-sheeps-clothing’s tentacles: a

Melee bite +14 (1d6+5), 8 tentacles +14 (1d4+7 plus grab and

Implant (Ex) A mythic wolf-in-sheeps-clothing can infest

STATISTICS ;

Tenacious Tentacles (Ex) A mythic wolf-'ih-sheep’s-clotl{-

pp— . T oo
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living lure typically doing this through cries for help and
screams.of pain. In addition, as a swift action, a mythic
wolf-in-sheep’s clothing can force a conscious living lure.
to fall unconscious for up to 10 minutes per mythic rank,

or an unconscious living lure to wake up. A conscious
creature can resist falling unconsciots with a successful
DC 21 Will save. The largest corpse or creature a mythic
wolf-in-sheeps-clothing can manipulate in this fashion is
the same size category as itself (thus Medium creatures for
most mythic wolves-in-sheep’s-clothing). When a mythic
wolf-in-sheep’s-clothing uses a corpse-or creature like this,
it gains a +8 bonus on Disguise checks beyond its normal -
racial bonus. The save DCs are Strength-based.

a creature with its eggs in one of two ways. A creature
that eats a carcass used by the monster as a corpse lure
automatically becomes implanted. Alternatively, up to a
number of times per day equal to 1 plus its mythic rank
(5 for most mythic wolves-in-sheep’s-clothing), a mythic ~
wolf-in-sheep’s-clothing can implant an egg into a helpless
or pinned creature as part of a grapple.action. The target
can resist being implanted with-a DC 21 Fortitude-save.

A mythic wolf-in-sheep’s-clothing can spend one use of
its mythic powef as a free action when implanting an egg .
to force the target to roll its saving throw twice and take
the lowest result. If the target fails its saving throw, the ..
egg gestates and becomes a self-aware creature that steals
nourishment from its host before finally exploding free of  ~
its host’s gut. The parasite can be cut free of the host’s belly
with a DC 25 Heal check, which takes 1 hour and deals
3d6 slashing damage regardless of success or failure. Re-
move disease (or any similar effect) also kills an‘implanted
egg if the caster succeeds at a DC 21 caster level check. -
Mythic Wolf-in-Sheep’s-Clothing Egg: Infestation—inges-
tion; save Fort 21; onset 1 hour; frequency 1/hour; effect
1d4 Str damage until host reaches 0, then 3d6 damage as
parasite bursts free; cure 3 consecutive saves. The save DC

is Constitution-based and includes a +2 racial bonus.

ing does not gain the grappled condition if it grapples a
foe with a tentacle. In addition, a mythic wolf-in-sheep’s
clothing can maintain a grapple with a tentacle in place ~+
of that tentacle’s attack, permitting it to maintain multiple '
grapples with a full attack action. 3

complex actions, but is instead used to lure prey within £
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ZYOSELAK

A tmﬁspérent, gelatinous mass distends and distorts as it floats
through the air; a shoal of minuscule matter, suspended throughout
-yet moving within it, flows into tendrils of ooze that extrude from
the central clot.

ZYOSELAK CR 12/MR

XP 19,200
NE Large aberration (alien, mythic, swarm)

Init +10/-10™%, dual initiative™*; Senses -blindsight 60 ft.,
darkvision'60 ft.; Perception +22

DEFENSE
AC 20, touch 15, flat-footed 14 (+6 Dex, +5 natural, —1 size)
hp 160 (16d8+88) plus 50 gelatinous shield ]
Fort +8, Ref +11, Will +13; +5 vs. mind-aﬂectiné effects
- Defensive Abilities gelatinous shield, mythic saving throwsM4,
swarm traits; DR 10/epic; Immune acid, cold, electricity, ooze
traits; SR 26
.Weaknesses vulnerability to sonic

OFFENSE
Speed fly 30 ft. (perfect) :
Melee 4 slams +17 (1d6+6/19-20/x3 plus 1d6 acid and paralysis),
swarm (4d6 plus mind ablation™*) ! ¢ !
Space 10 ft.; Reach 10 ft. .
Special Attacks distraction (DC 21), engulf (DC 21, 1d6 acid plus

paralysis), mythic power (5/day, surge +1d8)

STATISTICS

Str 13, Dex 23, Con 16, Int 23, Wis 16, Cha 13

Base Atk +12; CMB +14; CMD 30 ' -
Feats Ability Focus (engulf), Combat Reflexes, Critical Focus™",
Flyby Attack, Improved Critical (slam)™¥, Improved Initiative,
Power Attack, Weapon FinesseM* ]

Skills Acrobatics +25, Bluff +17, Fly +31, Intimidate +20,
Knowledge (dungeoneering) +22, Knowledge (planes) +25,
Knowledge (religion) +22, Perception +22; Sense Motive +19,
Stealth +21

Languages Aklo, Daemonic (cannot speak); telepathy. (within
swarm’s area) .

SQ abhorrent mind™4, accelerated assimilation™*, no breath,
separateMA, transparency control

ECOLOGY
Environment any
Organization solitary or audience (2-3zyoselaks)
Treasure double

SPECIAL ABILITIES

Abhorrent Mind (Ex) Mind-affecting effects that target sin-
gle creatures function normally against a zyoselak, since
the creature’s individual components share a hive mind.

Due to the alien nature of its hive mind, however, a zyo-
selak gains a bonus equal to its mythic rank on saving

‘throws against mind-affecting effects,-and whenever- it

succeeds at a save against a mind-affecting effect, the op-
ponent attacking it with that effect must succeed at a Will
save (at the same DC) or be stunned for 1 round. -1

Accelerated Assimilation (Ex) The acid of a zyoselak’s ge-

latinous shield breaks down flesh and bone into nutrients
that the zyoselak absorbs. Whenever. a gelatinous shield
deals acid damage to a target made of flesh or bone, a
zyoselak within it heals an equal amount of damage. If
a creature dies while engulfed by a gelatinous shield, its
flesh and bone is completely consumed at the end of the

zyoselak’s next turn, providing the swarm with additional _

healing equal to twice the creature’s Hit Dice. A creature
that has been completely consumed can only be returned
to life by magic that does not require a piece of the crea-
ture’s body, such as miracle, true resurrection, and wish.

Acid (Ex) A zyoselaK’s gelatinous shield is a digestive acid

that dissolves only flesh and bone—creatures not made of
flesh or bone (including most constructs, elementals, 0ooz-
es, plants, and incorporeal creatures) are immune to the
gelatinous shield’s acid damage. j

Engulf (Ex) A zyoselaK’s gelatinous shield-can engulf Large

or smaller creatures in its path as a move action. The gelat-
inous mass merely has to move over the opponents, affect-

ing as many as it can cover. Opponents can make attacks-"

of opportunity against the gelatinous shield, but if they do

so they are not entitled to a saving throw. Those who do "

not attempt attacks of opportunity can attempt a DC 21
Reflex save to avoid being engulfed—on a success, they
are pushed back or aside (opponent’s choice) as the mass
moves through their space. Engulfed creatures are subject
to the jelly’s paralysis and acid, gain the pinned condition,

are in danger of suffocating, and are trapped within the

gelatinous mass until they are no longer pinned. If the
zyoselak is inside the gelatinous shield, engulfed creatures
are also subject to the zyoselak’s swarm attack. The save
DC is Strength-based.

Gelatinous Shield (Ex) A zyoselak secretes and inhabits a

mass of acidic, paralytic jelly which it uses for both of-
fense and defense. A zyoselak telekinetic;;lly animates and
levitates the gelatinous mass, enabling it to continue to fly
while within it (albeit at half speed) and extrude dextious
pseudopods with which to make slam attacks. Although a
zyoselak is a swarm of Fine aberrations, while it is in'a ge-
latinous-shield it is treated as a Large aberration as it does

not function as a true swarm. It retains most of its swarm-"

traits, but loses its vulnerability to area effects, and sus-
ceptibility to high winds. It can only make a swarm attack
against creatures that it has engulfed. It gains immunity-te
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electricity, 4 slam attacks and the engulf special attack..A

zyoselak-uses its Charisma as its Strength score, and its In-
telligence as its Dexterity score while in a gelatinous shield.
- A fully-formed, undamaged gelatinous shield has 50 hit
points. Damage to a zyoselak in a gelatinous shield is split
equally between the swarm and the shield. The shield is

..immune to piercing and slashing damage, and the swarm

is immune to all weapon damage. If the shield is reduced
to 0 hp, it liquefies and falls harmlessly to the ground. As
a full-round action, a zyoselak can secrete enough. jelly to
increase a shield’s current hit points by 1 (to-a maximum
of 50). If a zyoselaK’s gelatinous shield has been destroyed,
it can create a new one with 1 hit point in 1 minute.

Mind Ablation (Su) Creatures whose spaces are occupied

by a zyoselak at the end of its move must succeed at a DC
21 Will save or take 1d4 points of Intelligence damage
as the creature psychically erodes their minds. This s a
mind-affecting effect. The save DC is Charisma-based and
includes a +2 racial bonus. Each time a zyoselak causes
Intelligence damage to a creature, the zyoselak gains 5

_“temporary hit points. These temporary hit points stack to

a maximum amount equal to the creature’s mythic bonus

hit-points (40 for most zyoselaks). As a standard action,

a zyoselak can spend one use of mythic power to use its
. mind ablation ability as an 80-ft. line or 40-ft. cone.

Paralysis (Ex) A target hit by a zyoselak’s slam or engulf at-

tack must succeed on a DC 21 Fortitude save or be para-
lyzed for 3d6 rounds. A zyoselak can automatically engulf
a paralyzed opponent. The save DC is Constitution-based.

Separate (Ex) If a zyoselak moves outside of its gelatinous

shield, the gelatinous shield liquefies and falls harm-
lessly to the ground. If a zyoselak spends” one use of
mythic power as a swift action, however, the gelatinous
shield’s integrity and current position are maintained,
and the zyoselak can move out. Without the zyose-
lak configuring its shape from within, the gelatinous
shield becomes a sphere. As a standard action, the zyo-
selak can telekinetically move the sphere up to 30 feet.
Outside of a’gelatinous shield, a zyoselak functions as a
true swarm; its statistics change as follows: CE Fine ab-
erration (alien, mythic, swarm); Init +12; AC 31, touch
"26, flat-footed 23; Ref +13; Defensive Abilities swarm
traits; Immune- acid, cold, ooze traits; Speed fly 60 ft.
(perfect); Melee swarm (4d6 plus mind ablation™*);
Special Attacks distraction (DC 21), mythic.power (5/
- day, surge +1d8); Reach 0 ft.; Str 1, Dex 27; CMB —;
CMD —; Skills Acrobatics +27, Fly +43, Stealth +43.
If the zyoselak does not move back into the gelatinous
shield within 1 round per mythic rank, moves farther

than 80 feet away-from it, or otherwise wills it as a free -
action, the shield liquefies and collapses. A zyoselak can
only maintain one gelatinous shield at a time.

Transparency Control (Ex) A zyoselak can change the
transparency and color of a gelatinous shield that it is
touching as a free action. A transparent shield is difficult
to discern. A DC 15 Perception check is required to notice
a motionless gelatinous shield. Any creature that fails to
notice a gelatinous shield and moves into it is automat-
ically engulfed. A zyoselak in an opaque shield has total
concealment but opponents that can see the opaque gelat-
inous mass neverthéless know which squares the zyoselak
occupies.

A zyoselak is'a hive-mind swarm of thousands of minute organic
entities, each of which is a specialized -element of the creature,
unique in appearance—most commonly resembling viruses,
pollen, or eyes—and sized no more than an inch or so in dianieter,
but typically less. Each individual unit of the creature houses a
brain with a limited, autonomous intelligence, but together, the
swarm acts as a large, telepathic neural network—each node of
which is a brain itself—with an emergent mind capable of highly
advanced reasoning and learning but also indecipherable and
unpredictable behaviors that seem to focus on inventive, extreme,

and unusual cruelties with which to torture other forms of.

sentient, organic life.

The ‘voice’ of a zyoselak is a telepathic cacophony of confusing

and chaotic contributions of opinion, the most prevalent of

which tend to be the most discernibly coherent amongst the
noise, but there is not always a prevailing view. In this case, the
creature might communicate in a number of parallel voices, each
of which conveys a stream of distinct, perhaps contradictory,
information. A conversation with a zyoselak can therefore be an
extremely difficult endeavour, not to mention the fact that the
range of its telepathy is limited to the area within its swarm and
s0 communication is often accompanied by physical and mental
assault by the creature which fails to appreciate or care for the
objections that other beings have to this behavior.

As well as contributing its petty and selfish votes within the
distributed decision-making apparatus that drives a zyoselak’s
aberrant conduct, and performing one or more functions for
the collective—perceiving with its alien equivalent of an eye,
ear, nose or tongue, perhaps; breaking down flesh and bone with

protrusions like teeth, knives, saws, or pincers; reconstructing,

reconstituting, or birthing individual units from the remains of
those destroyed and other assimilated organic matter—each entity
in the swarm is also capable of excreting an acidic, paralytic jelly

that it telekinetically manipulates for both defensive and effensive *

purposes. Although it slows the psionic flight of the zyoselak, this
gelatinous bubble shields the swarm from physical and electrical
attacks while providing a vehicle with which to engulf and entrap
creatures, or attack them with powerful, paralyzing slams.
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Zyosefaksr are an extremely rare and advanced type of alien life
that evolved on a distant world in response to a set of unique,
-environmental pressures that forced them to form collective
gestalts and which were subsequently infused with mythic power

~ through prolonged exposure to the body and aura of a god-like

ooze that still lies inert in the crushing, freezing depths of an
acidic ocean. The supragenius intellects that eventually resulted,
which manifested preternatural forms of telepathy and telekinesis,
coincided with an utter negation of morality and empathy for
other living things. ; 2 g

A zyoselak that manages to acquire a steady supply of flesh, blood,-

and bone that it can consume over several weeks or months
without having to move much or repair itself can replicate until it
is a Huge swarm. Soon after reaching Huge size, a zyoselak splits

* into two Large zyoselaks.
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HABITAT & SOCIETY

Zyoselaks are at once solitary and highly social creatures. They
are solitary in the sense that an individual zyoselak tends not to -
associate with other zyoselaks except on rare occasions when they
have a, typically inscrutable, common purpose. But zyoselaks
have no community or culture to speak of, and as autophages
and cannibals, are as likely to attack each other as they are other
creatures. b
They are social in the sense that each zyoselak is a collective® - =
intelligence with a continuous, internal array of discussions that
range from the trivial to the deeply philosophical—a fact that = &
makes their apparently universal rejection of morality all the, "«
more chilling—and whose behavior is regulated by its constituent  «
entities through a type of proportional representation electoral
system. - ¥
Rare even on their homeworld, zyoselaks are virtually unknown -
elsewhere. Still, powerful conjurations can and have opened~
interplanar portals and interplanetary gates that have enabled '
them to cross into other realms where they prefer to lurk deep . -«
beneath the surface, devastating endemic ecologies while:
randomly roaming through absymal caverns and sunken seas.
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~y - Is YOUR CAMPAIEN
LEGENDARY?

IT SHourp Be! =

Brought to you by the most creative nminds-in-the-business-begendary
Games delivers products designed by the very same people that create
so many of the official adventures, supplements, and hardbacks that you
know and love. With a design team of industry legends, superstar de-
signers, and the best new up-and-coming talent, you know it’s going to
be great. Who better to bring you innovative rules and adventures with
amazing depth and richness to enhance Your Adventure Path or home
campaign? No one.

Our Gothic Adventure Path Plug-Ins are the perfect expansions for any
horror-themed campaign, from adventures like The Murmuring Fountain
and forbidden lore like The Mad Doctor’s Formulary to a full line of mag-
ical and macabre Gothic Grimoires. -

Our Imperial Adventure Path Plug-Ins are ideal for any campaign with themes
of East meets West. Expand the power of the spirit with The Way of Ki and
Meditations of the Imperial Mystics, or take a journey Under Frozen Stars.

Also don’t miss the Kingbreaker Adventure Path Plug-Ins, our latest line
of products. From the haunting Cold Mountain, glorious tournaments, and
an array of supplements to fill any aspiring kingdom maker’s every need.

—Check our webstore at www.makeyourgamelegendary.com and follow
‘us there of on Facebook for the latest product updates, news, previews,
and promotions for all of our product lines. You can also direct questions
to MakeYourGameLegendary@gmail.com or pick up our products at
the following shops: d2opfsrd.com, the Paizo.com webstore, and on
DrivethruRPG and RPGnow.

ANY WAY YOU BUY, YOU'LL BE SURE TO
MAKE YOUR GAME LEGENDARY!







makeyouréa;r_nelegendary.com :

Mythic Monsters: Aberrations brings you a dozen
and one misshapen mutants, from old-school
monsters like the hideous otyugh, thebrilliant but
brutal tentacular roper, the clever cloaker, and
the treasure-trap mimic, to newer hunters
like the swift and sneaky choker. You'll find
adaptational evolutionslike the veiled masterand
the vampiric mist alongside the fondly
remembered relics of long-ago genre-straddling
mash-ups like the wolf-in-sheep’s-clothing or
the fabulousfroghemoth! A fewaberrationshave
folkloric roots' like the deadly ettercap, while
others are stitched together out of nightmarish
pieces like the vemerak, or had theirbirth on a toy
shore shelf like the legendary rust monster! To
this august assemblage, of aberrations CR 3 to
17, we present a brand-new beast, the zyoselak, a
floating multi-segmented swarm of gelatinous
horror that is quite literally brain-meltingly
deadly! As if this were not enough, we also bring
you 9 mythic spells for making mythic mutants
of your very own!

The Mythic Monsters series from Legendary Games brings you dynamic and exciting mechanics alongside evocative and cinematic new
abilities that really help creatures live up;to their flavor text, whether they are creatures of real-world myth and'legend or creatures born out
of the RPG tradition itself. These creatures work just as well in a non-mythic campaign as they do in one that incorporates the full mythic
rules, as you can throw them at your jaded players who think they’ve seen it all or know: the standard monster stats as well as you do. That

look of surprise and “What was THAT?” will warm any GM’s heart.

This pr oduct is/a rules and adventure supplement for the Pathfi
and Pathﬁndet Roleplaying Game Mythic Adventures from Pa1zo
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