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Introduction

Welcome to the first supplement in the Book 
of Beyond series, Book of Beyond: Wielder 
Mythic Path. The Book of Beyond is a collection 
of new and expanded rules elements to 
support the Pathfinder Role Playing Game,
 The Occult rule-set as presented in 
the Pathfinder Roleplaying Game Occult 
Adventures rulebook, adds aspects to the 
game that allow for characters with deeper 
connections between their world and 
their own internal energies. Among the 
classes introduced were those with greater 
connections to unique items and the powers 
within or connected to them. The powers of 
the item-focused occultist may find some 
support among the rules of the Pathfinder 
Roleplaying Game Mythic Adventures book, 
but no one specific path is dedicated to item-
use or bonding with items of power. Similarly, 
many other classes (even core classes) form 
special bonds with items, weapons or armor. 
Some third party classes from soulknives to 
hellions also make use of bonded or special 
weapons (see Bonded Items sidebar)

 Enter the Wielder.
 The Wielder mythic path is for 
characters who focus on the bond with their 
special items to a degree that they unlock 
the deepest powers of their chosen item. 
Not only using it faster, more efficiently or 
more powerfully but also using it as a window 
into power itself--unlocking deeper psychic 
resonances, mnemonic sorceries, and creative 
applications of its original abilities.
 Additionally, the Wielder path also 
supports multiclass characters allowing for 
truly unique integrations of class features, 
powers and items to elevate your Wielder’s 
item to the a thing of legend!
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The Lost Spheres

This product also uses the “meta-setting” of the 
Lost Spheres. A capstone system of locations, 
elements, and story backing meant to ease 
integration of new material and serve as an 
interstitial link between multiple campaign 
settings and worlds. A brief summary of the 
Lost Spheres is presented in the appendix of 
the Mythic Paths of the Lost Spheres book.
 It is not necessary to use the Lost 
Spheres meta-setting to utilize the rules 
presented in this product however. All of 
the paths included within this work may be 
used as presented without any necessary 
modifications to insert into any Pathfinder 
Roleplaying Game campaign.
 Visit our website for more information 
about the Lost Spheres and other related 
products: www.lostspherespublishing.com

Sources of Power

Some Lost Spheres Publishing products make 
references to magic systems that draw on 
specific Sources of power. GMs have the final 
say on what power Source an effect comes 
from in their campaign. For purposes of 
this product, six major Sources of power are 
referenced:

Arcane - The power of the universe drawn 
through the innate gifts of Sorcerers and 
studied in the tomes of Wizards. Bards, 
bloodragers, magi, and other mystics.
Divine - The power of the Gods, drawn through 
creation and returned to their mortal vessels. 
Clerics, Oracles and Druids use this power 
source.
Entropic - The power of system failures in the 
universe, loopholes in Creation’s laws and 
channeling broken entities of great power. 
Binders, chaos mages, and other users of 
broken or flawed energies likely derive their 

powers from this Source.
Material - The raw power of the cosmos and 
the natural energies of the world. Some GMs 
may wish to re-assign Druids this power source. 
Other examples of the Material Source would 
include characters that rely on extremes of skill 
such as fighters, rogues, and martial initiators. 
Psionic - The power of the mind unlocked 
through self-awareness or rigorous study. 
Psions, Wilders and similar classes fit this 
power source. Some campaigns may wish to 
assign ki using classes like monk or stalker to 
this Source.
Temporal - The power of the flow of time. 
Exploited by time thieves, time reavers and 
time wardens alike to alter the course of reality. 
For more information on temporal magic and 
mechanics refer to the Genius Guide to the 
Time Warden or Genius Guide to the Time 
Thief, and the motes of time mechanic by 
Owen K. C. Stephens and Rogue Genius Games

http://www.lostspherespublishing.com
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Arthur. The wielders of the Vajra. Lords 
of ancient Rings of Power. Green Knights. 
Dragoons and materia powered heroes.
 Magic items are a core concept 
of mythology and fantasy, but there are 
relationships that defy the common trickery 
of illusory cloaks or the ever-sharp edge of a 
spellforged blade. There are those who bear 
the objects of legend spending lifetimes to 
master them. There are those who elevate the 
simplest sword to slay the greatest of beasts: 
Wielders.
 Some among the chroniclers of legends 
hold that the wielders path is the most personal 
among the paths of ascension. Many times the 
legend of item and bearer blossoming into a 
singular expression of oneness. Regardless 
of their commonality on the worlds of their 
origins the Wielder’s mastery of their item’s 
abilities is not a thing to be taken lightly.
 Role: As a Wielder you are likely a 
striker using your item’s empowered bond and 
augmented usage to increase the force of your 
attacks but many Wielders vary with the nature 
of their bonded items. Some wielders end up 
bearing the ancient staves of druids to become 
healers or those shrouded in cloaks of shadow 
rise as spies. The capacities of even the most 
simple wands, staves or rings become suites of 
complex and robust abilities along those item’s 
original themes.
 Classes: The Wielder often rises 
from the ranks of occultists, wizards and 
rogues with a talent of using magical devices. 
However, almost any character claiming a 
specific linked ownership of a magical, psychic 
or even significant mundane item could unlock 
the powers of the Wielder path in time with 
enough devotion. 
 Worlds and Cabals: The Dreamwardens 
of Allialla and the Jeweled Lords’ servants, 
the Shardkeepers, both count a number of 

Wielders among their ranks. Singular wielders 
often rise from the masses to rule nations and 
even worlds. The Five of Roesha-Thune have 
all been Wielders in some incarnations.
 Bonus Hit Points: Whenever you gain 
an Wielder tier, you gain 5 bonus hit points. 
These hit points stack with themselves, and 
don’t affect your overall Hit Dice or other 
statistics.
Table 1-1: Wielder
Tier Path Features
1st Path Ability, Technique
2nd Path Ability
3rd Path Ability
4th Path Ability
5th Path Ability
6th Path Ability
7th Path Ability
8th Path Ability
9th Path Ability
10th Path Ability, Bondmaster
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 Wielder Technique: Select one of the 
following abilities. Once chosen, it cannot be 
changed:
 Dual Trigger (Ex): By expending a use 
of mythic power, you may use two standard 
action item abilities from the same item with 
a single standard action. You may activate 
the same ability twice in a single round. These 
activations require uses, mythic power or 
charges as normal if such limits exist.
 Lightning Finisher (Ex): As a part of 
a full-round attack action, you may expend 
a use of mythic power to trigger a standard 
action use power of your bonded item as a 
swift action. The DC of any ability triggered 
with Lightning Finisher is increased by half 
your tier +1 for every successful attack from 
your bonded item (if it is a weapon) that same 
round. These activations require uses, mythic 
power or charges as normal if such limits exist. 
 Penetrating Strike (Ex): You may expend 
a use of mythic power to add your tier to all 
attacks made with your bonded item this round. 
These attacks ignore all damage reduction and 
reduce the effectiveness of energy resistances 
of the target by 5 points per tier for energy 
damage created by your bonded item that 
turn.
 
Path Abilities: At 1st tier and every tier 
thereafter, select one new path ability from 
the Wielder path abilities lists or from the 
universal path abilities lists (see Pathfinder 
Roleplaying Game: Mythic Adventures for 
additional information). Once you select an 
ability, it can’t be changed. Unless otherwise 
noted, each ability can be selected only once. 
Some abilities have requirements, such as a 
class ability or minimum mythic tier, that you 
must meet before you select them.
 Bondmaster: At 10th tier, whenever 
you defeat a mythic foe who has only taken 
damage from your bonded item during the 
course of an encounter you may regain a single 
use of mythic power.

1st-Tier Wielder Path Abilities:

You can select these path abilities at any tier.
 Activated Lore (Su): Select one occultist 
implement school appropriate to your bonded 
item. Your bonded item now gives you the 
resonant power and base focus powers of that 
implement. If you are a spell caster, spells from 
that implement’s available a spell lists may be 
added to your own casting list. Your bonded 
item begins each day with mental focus points 
invested in it equal to 2 + your tier. If you are 
already an occultist and your implement is 
your bonded item, you may increase your 
effective occultist level by half your tier for 
that item. You may select Extra Focus feats for 
the bonded item’s implement school.
 Additional Technique (Ex): You learn 
an additional Wielder Technique ability.
 Animus Item (Su): Select a monster 
from either the summon monster or summon 
nature’s ally spell lists equal to or lower than 
your tier. You may expend a use of mythic 
power to transform your bonded item into 
that creature for up to 1 minute per tier. If 
the creature is destroyed your item reverts 
to its true form and goes inert (as though 
suppressed by dispel magic) for the same time 
the creature was active. You may select a new 
form if your tier increases. 
 Arcane Efficiency (Su): Whenever 
you activate your arcane pool to impact your 
bonded item (granting a weapon bonuses or 
enchantments), you may resolve effects as 
though you had expended an additional pool 
point for every two tiers you have (minimum 
1). You are still limited by the same upper ends 
to enhancement bonuses and other similar 
effects.
 Awaken Item (Su): Your bonded item 
awakens and gains the mental abilities of 
either a psicrystal or standard intelligent magic 
item (see Pathfinder Roleplaying Game Core 
Rulebook). You may select psicrystal abilities as 
normal, if you choose the standard intelligent 



7

item rules your GM should determine special 
purpose powers as normal.
 Extra Slot (Ex): Select a body slot your 
bonded item occupies. Wearing your bonded 
item in this slot no longer counts against your 
magic item slots.
 Death Charger (Su): Whenever you 
deliver the felling blow to a foe who’s CR is 
within at least 1 lower than your level you 
may regain a charge of a limited use power 
with a daily or weekly charge limit. You may 
only do this within that period of use a number 
of times equal to your mythic tier. The power 
recharged must be equal to or lower to either 
half your HD or your tier, whichever is higher.
 Deeper Bond (Su): Your bonded item, 
if intelligent, can use your abilities if you are 
unable to. If you are dominated, paralyzed or 
otherwise unable to act you may spend a use 
of mythic power to allow your item to take 
actions with your body on your behalf.
 Destined Talisman (Su): You gain 
the benefits of the Leadership feat. You may 
expend a use of mythic power to communicate 
emotions with your followers, regardless 
of distance. If you desire they also receive 
a general sense of the direction to you. 
Additionally, they may gain insight as if 
they had cast an augury spell to divine 
your location or your intentions.
 Diversify Power (Su): You may 
select an additional power Source 
(Arcane, Divine, Entropic, Material, Psionic, 
or Temporal). Your item may count as any one 
or all of the powers available. You may select 
this path ability more than once gaining an 
additional Source each time.
 Draw Power (Su): You may use your 
bonded item to power your own energies. 
You may regain spells or power points from 
your item’s own daily uses or charges. When 
converting power points to spell levels, each 
spell-level costs 2 power points per level. If 
your own caster-level, manifester level or 
statistics are lower than the items own, you 

may resolve your spells and powers as if they 
were equal to the item’s caster or manifester 
level if higher than your own.
  Energy Conversion (Su): You may use 
your own energies to power your bonded item. 
You may expend spells or power points instead 
of your item’s own daily uses or charges to 
power the item. When converting power 
points to spell levels, each spell level costs 2 
power points per level. You may substitute 
your own caster level, manifester level or 
statistics if better than the item’s own. If your 
item has a caster level equal to or higher than 
your own, it gains a bonus of ½ your tier to its 
effective level.
 Evolved Power (Su): You may select 
a power or spell that shares a school or 
discipline with your bonded item’s current 
powers or spells or those listed in its creation 
requirements. Your bonded item gains the 
ability to use this power once per day as a 
spell-like or psi-like power with a caster or 
manifester level or twice your tier up to the 
that of your bonded item. This power must be 
equal to your tier and cannot be more than 
one level higher than a current item power. 

You may expend a use of mythic power to 
use it again. You may select this ability 

a maximum of the three times.

Rules Element:
 Bonded Item - The Wielder path 
uses the term “bonded item” to refer to 
any item granted by a class, feat or trait 
that is significant to your character. From 
an ancestral sword to a psychic knight’s 
mind blade or even an ancient ring of in-
visibility, a bonded item can be anything 
that the character carries and favors in 
usage. Keep in mind the initial powers of 
an item for its eventual possible growth. 
Your GM may provide additional options 
for bonded items.
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 Focus of Power (Ex): You may use your 
bonded item to replace material components 
of spells you cast. Your bonded item counts as 
a spell focus for any spellcasting class you have. 
You may cast somatic components while holding 
your bonded item in hand. You may substitute 
components up to 100 gp per tier level. Spells 
and powers used with this ability cannot be of a 
greater level than your tier.
 Improved Penetrating Strike (Ex): You 
may expend a second use of mythic power 
with penetrating strike to breach all energy 
immunity to energy attacks from your bonded 
item. You also penetrate damage reduction 
with your bonded item attacks for one round 
per tier after triggering this ability. 
 Living Steel (Su): Your bonded item now 
heals damage as though it was a living creature. 
Each day it regains hit points as though it rested 
a full night with hit dice equal to its caster level. 
Healing magic now works to repair damage 
from sunder attempts against the item.
  Mythic Adaptability (Ex): You gain the 
martial adaptability of a brawler equal to twice 
your tier. You may only select feats that increase 
your ability to fight with a weapon that is also a 
bonded item.
 Overcharge Focus (Su): When triggering 
an implements focus power, you may expend 
a use of mythic power to prevent the use of 
invested mental focus. Your focus power is 
resolved at an effective occultist level with a 
bonus of 1/2 your tier.
 Passionate Strikes (Ex): As long as 
you have successfully made any attacks with 
your bonded item in a single round you may 
prevent a round from counting against a rage 
or bloodrage. You can extend these rounds 
by a maximum of rounds equal to your tier. 
Additionally, emotion component spells may be 
cast in place of your lowest BAB attack as long 
as they may be completed in a standard action. 
You are considered to have the ardent condition 
if you are a paramour if you succeed any attack 
in that round with a bonded item.

 Phantom Charges (Su): Select a bonded 
item that requires charges to use (such as a 
wand or stave). As long as you rest with your 
bonded item in your possessions it gains up to 
your tier in special bonus charges that may be 
used to activate its base item powers without 
consuming actual charges from the item. You 
may not use these charges to activate other 
Wielder path abilities.
 Psionic Capacity (Su): As long as you 
possess your bonded item, you gain a psionic 
power point pool equal to your tier and gain a 
single 1st level psionic power of your choice. 
You may manifest this ability with a manifester 
level equal to twice your tier if you don’t already 
have a manisfester level. If you already have 
psionic power points, you instead may store 2 
additional power points per tier in your bonded 
item and gain a new power as per the Expanded 
Power feat. You may select this ability more 
than once, each time you gain another increase 
to power points or power point storage and a 
new power of up to one level higher than the 
last selected with this ability.
 Quickening Strikes (Ex): If your item is 
a weapon you may select one of the following 
abilities: Fervor, Mental Focus, Psionic Focus, 
Phrenic Amplification, or Arcane pool. On a 
successful critical hit you may regain a point 
or use of the expended ability. You may regain 
points or uses to a maximum of your tier per 
day from this path ability.
 Resonant Reserve (Su): Your bonded 
item adds your tier to its invested mental focus 
for purposes of resonant powers. This reserve 
of mental focus cannot be consumed to activate 
focus powers. You must have an occultist’s 
implement class feature or the Activated Lore 
path ability to select this path ability.
 Rites of Replication (Ex): You may create 
copies of the base item of your bonded item as 
if you had all the feats and requisite abilities to 
do so. This does not give you any other crafting 
abilities beyond the ability to replicate your 
bonded item’s base item.
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 Sacred Weapon (Su): If your bonded 
item is a weapon you may increase its damage 
dice as though your were a warpriest of a level 
of twice your tier. If you already possess this 
class feature you may add half your tier to your 
effective warpriest level to determine your 
weapon damage.
 Secret Arts (Su): Select three martial 
maneuvers of 1st, 2nd and 3rd level respectively. 
None of these maneuvers may be from the 
same school. Your initiator level for these 
maneuvers equals the highest initiator level 
you have plus half your tier or twice your tier, 
whichever is greater. DCs for these maneuvers 
are determined by the statistic of your choice. 
Each of these maneuvers may be readied once. 
You may only execute these maneuvers with 
your bonded item (which must be a weapon). 
You gain the Weapon Group Adaptation feat 
but only may use it for your bonded item.
 Twin Steel (Ex): Select a weapon in your 
possession that is not your bonded item, this 
weapon now also counts as a bonded item. Path 
abilities must still be assigned to each bonded 
item separately. These items are not eligible for 
the Unifying Bond path ability.
 Unifying Bond (Su): Select two class 
features that create or bond a specific item. 
These items merge on a physical and mystical 
level. Class levels for classes granting these 
two features and other class abilities that 
scale regarding the bonded items now use 
the combined total levels of your classes. Only 
abilities that impact the item alone can benefit 
(like a mind blade’s enhancement bonus), not 
class abilities that enhance items as one option 
of many (such as a magus’ arcane pool).
 Wizard’s Weapon (Su): If your bonded 
item is a weapon, you can add its inherent 
enhancement bonus to your caster level and 
half its inherent enhancement bonus to your 
DCs as long as you cast a spell with it in hand. 
You may substitute your Intelligence modifier 
for Strength or Dexterity for hit and damage 
purposes.

3rd-Tier Wielder Path Abilities:

You must be at least 3rd tier to select these 
path abilities.
 Arisen Enchantment (Su): Select 
a bonded item you control, its effective 
enhancement bonus increases by 1 as long as it 
is your in possession. You may select this ability 
more than once, but only once every three 
tiers.
 Essence of Creation (Ex): Choose one 
magic or psionic item you have crafted with a 
crafting feat. Those items now count as though 
a duplicate created with the Rites of Replication 
path ability. 
 Expanded Power (Su): Select a new 
school magic or psionic power your bonded 
item does not currently possess. You may add a 
spell or power of that school to the item and use 
it once per day as a spell-like or psi-like ability 
with a caster or manifester level of twice your 
tier up to the that of your bonded item.. You 
may expend a use of mythic power to use this 
power again. The chosen ability cannot exceed 
your tier or the highest level ability currently 
possessed by your bonded item. 
 Improved Evolved Power (Su): Each 
power you have selected with Evolved Power 
gains another free usage per day. You may select 
another power within the same limitations of 
Evolved Power but may also base new power 
selections off of Expanded Power if you have 
that path ability.
 Power Battery (Su): You may expend a 
use of mythic power to imprint your bonded 
item on a non-magical item of the same kind. 
For 1 minute per tier, that item becomes 
magical and has the base item powers of your 
bonded item. If you have the Unseen Hand path 
ability you may use it on temporary magic items 
created by your item. The temporary magic 
items have a caster level or manifester level 
limit of twice your tier or your bonded item’s, 
whichever is lower. If you select this path ability 
a second time it lasts 1 hour per tier. 

http://www.d20pfsrd.com/path-of-war/disciplines-and-maneuvers
http://www.d20pfsrd.com/path-of-war/disciplines-and-maneuvers
http://www.d20pfsrd.com/path-of-war/feats#TOC-Weapon-Group-Adaptation-Combat-
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 Rising Enchantment (Ex): You may 
add your tier to the upper limit of a bonded 
items weapon or armor enhancements for the 
purposes of possible temporary enhancements. 
The item still may not have an enhancement 
bonus greater than +5.
 Rage of Mages (Ex): You may expend a 
use of mythic power when casting a spell. For 
one round per level of the spell cast your BAB 
becomes equal to your caster level, but only 
with your bonded weapon.
 Regalia of Power (Ex): Select one worn 
item and a corresponding body slot, this item 
now counts as a bonded item and you may add 
your tier to its caster level. If your statistics are 
better than the those governing the DCs of the 
bonded item you may substitute them.
 Reign of Forge-lord (Su): You may treat 
copies made by your Rites of Replication as your 
bonded item. You may select one enchantment 
spell or telepathy power per tier that you may 
exert through your copies by expending a use 
of mythic power. You must have both the Rites 
of Replication and Unseen Hand abilities to 
choose this power.
 Secret Arts II (Su): Select three martial 
maneuvers of 4th, 5th and 6th level respectively. 
None of these maneuvers may be from the 
same school. Your initiator level for these 
maneuvers equals the highest initiator level 
you have plus half your tier or twice your tier, 
whichever is greater. DCs for these maneuvers 
are determined by the statistic of your choice. 
Each of these maneuvers may be readied once. 
You may only execute these maneuvers with 
your bonded item (which must be a weapon). 
You may select one martial stance equal to 
your tier of lower but may only assume it when 
wielding your bonded item. 
 Shelter of Steel (Su): If you are slain 
while your bonded item is in your possession, 
you may expend a use of mythic power as a 
free action. If you do, your spirit migrates into 
the item in a manner similar to a magic jar 
spell. You are aware of events near the item 

to a radius of 5’ per tier. If another creature 
touches your bonded item you may expend 
a use of mythic power to attempt to possess 
them as per a mind swap spell, see Pathfinder 
Roleplaying Game Occult Adventures handbook 
for additional information.
 Unseen Hand (Su): Your item is always 
considered in your possession. By expending a 
use of mythic power you may strengthen the 
link for 1 minute per tier. You may perceive 
the area around your item as though you were 
using a clairvoyance/clairaudience spell. During 
this time you may trigger it with your actions 
even when you are not near it. Personal spells 
and powers may be activated on creatures 
carrying or wielding your item as though they 
were you. 

6th-Tier Wielder Path Abilities:

You must be at least 6th tier to select these 
path abilities.
 Axis of Light and Dark (Su): Select two 
bonded items. When you expend a daily use of 
one of these items, the other regains a daily use 
of power of the same or lower equivalent level. 
You must possess Twin Steel or Regalia of Power 
mythic path ability to select this path ability. 
Each power of each of the selected bonded 
items can be charged a maximum number of 
times equal to your tier in this way. If you have 
a bonded item with less available powers than 
the other, you may only charge to the limit of its 
avaiable usage but may distribute the new uses 
to powers between the paired items remaining 
abilities as you see fit.
 Cloud of Power (Su): Select an effect 
your bonded item can create. You may expend 
a use of power as a free action to cause that 
effect to target an additional creature within 
5’ per tier of you or your bonded item. No 
creature can be affected more than once by 
a single effect. The aura of energy from this 
effect is impossible to hide and draws attention 
to your bonded item.

http://www.d20pfsrd.com/path-of-war/disciplines-and-maneuvers
http://www.d20pfsrd.com/path-of-war/disciplines-and-maneuvers
http://www.d20pfsrd.com/magic/all-spells/m/mind-swap
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 Master of the Many (Su): You may use 
Shelter of Steel even when your bonded item is 
not in your possession. You may activate Reign 
of the Forge-lord powers and spells once per 
day without expending mythic power. You may 
use Shelter of Steel on an creature bearing 
a copy of your item made through Rites of 
Replication or an item under the impact of 
Essence of Creation.
 Secret Arts III (Su): Select three 
martial maneuvers of 7th, 8th and 9th level 
respectively. None of these maneuvers may be 
from the same school. Your initiator level for 
these maneuvers equals the highest initiator 
level you have plus half your tier or twice 
your tier, whichever is greater. DCs for these 
maneuvers are determined by the statistic of 
your choice. Each of these maneuvers may 
be readied once. You may only execute these 
maneuvers with your bonded item (which must 
be a weapon). You may expend a use of mythic 
power to ready any Secret Arts maneuver as a 
swift action.
 Uniform of Legend (Ex): Select one item 
per tier you possess and one body slot it can 
occupy. As long as you wear that item in the 
chosen slot it is considered a bonded item. You 
must possess the Regalia of Power path ability 
to select Uniform of Power. 
 Optimum Power (Su): Each power you 
have selected with Improved Evolved Power or 
Expanded Power gain another free usage per 
day. You may select another spell or power 
within the same limitations of Evolved Power 
but may also include powers from Improved 
Evolved Power or Expanded Power.

http://www.d20pfsrd.com/path-of-war/disciplines-and-maneuvers
http://www.d20pfsrd.com/path-of-war/disciplines-and-maneuvers
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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 sub-licenses 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 Copyright 2000, Wizards of the Coast, Inc.
System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors 
Jonathan Tweet, Monte Cook, Skip Williams, based on material by E. Gary Gygax 
and Dave Arneson.
Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Inc; Author: Jason 
Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.
Advanced Player’s Guide. Copyright 2010, Paizo Inc; Author: Jason Bulmahn.
Pathfinder Roleplaying Game Ultimate Magic. © 2011, Paizo Inc; Authors: Jason 
Bulmahn, Tim Hitchcock, Colin McComb, Rob McCreary, Jason Nelson, Stephen 
Radney‑MacFarland, Sean K Reynolds, Owen K.C. Stephens, and Russ Taylor.
Pathfinder Roleplaying Game Ultimate Combat. © 2011, Paizo Inc; Authors: Jason 
Bulmahn, Tim Hitchcock, Colin McComb, Rob McCreary, Jason Nelson, Stephen 
Radney‑MacFarland, Sean K Reynolds, Owen K.C. Stephens, and Russ Taylor.
The Book of Experimental Might. Copyright 2008, Monte J. Cook. All rights 
reserved.
Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott 
Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, 
Lance Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill Webb; Based 
on original content from TSR.
Unearthed Arcana Copyright 2004, Wizards of the Coast, Inc.; Authors Andy 
Collins, Jesse Decker, David Noonan, Rich Redman
The Iconic Bestiary: Classics of Fantasy Copyright 2005, Lions Den Press; Author 
Ari Marmell
Hyperconscious: Explorations in Psionics Copyright 2004 Bruce R Cordell. All 
rights reserved.
If Thoughts Could Kill Copyright 2001–2004 Bruce R. Cordell. All rights reserved.
Mindscapes Copyright 2003–2004 Bruce R. Cordell. All rights reserved.
Unearthed Arcana Copyright 2004 Wizards of the Coast.
Mutants & Masterminds Copyright 2002, Green Ronin Publishing.
Swords of Our Fathers Copyright 2003, The Game Mechanics.
Modern System Reference Document Copyright 2002, Wizards of the Coast, Inc.; 
Authors Bill Slavicsek, Jeff Grubb, Rich Redman, Charles Ryan, based on material 
by Jonathan Tweet, Monte Cook, Skip Williams, Richard Baker,Peter Adkison, 
Bruce R. Cordell, John Tynes, Andy Collins, and JD Wiker
The Grand OGL Wiki, http://grandwiki.wikidot.com Copyright 2008-2011
Purple Duck Games; Authors: Mark Gedak, Alex Schroeder, Joel Arellano, George
Fields, Yair Rezek, Mike Whalen, Shane O’Connor, Mike Rickard, John Whamond,
Bill Browne, Eric Williamson, Slatz Grubnik, Charles R. Wenzler Jr, John Fraser,
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Psionics Unleashed. Copyright 2010, Dreamscarred Press.
Psionics Expanded. Copyright 2011, Dreamscarred Press. 
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Copyright 2003 Monte J. Cook. All rights reserved.
The Diamond Throne Copyright 2003 Monte J. Cook. All rights
reserved.
Monte Cook’s Arcana Unearthed Copyright 2003 Monte J. Cook. All
rights reserved.
Monte Cook’s Arcana Evolved Copyright 2005–2007 Monte J.
Cook. All rights reserved.
Pathfinder RPG Bestiary, © 2009, Paizo Inc;
Author: Jason Bulmahn, based on material by Jonathan Tweet,
Monte Cook, and Skip Williams.
Death in Freeport Revised, © 2000-2004, Green Ronin Publishing, LLC; Author 
Chris Pramas.
Fading Suns: d20, © 2001, Holistic Design, Inc.
Falthar’s Curios, © 2000, Green Ronin Publishing, LLC; Author Chris Pramas.
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Madness in Freeport Revised, © 2001-2004, Green Ronin Publishing, LLC; Author 
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Unearthed Arcana, © 2004, Wizards of the Coast, Inc.; Andy Collins, Jesse Decker, 
David Noonan, Rich Redman.
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Mythic Paths of the Lost Spheres takes the concepts introduced in the Pathfinder Roleplaying 
Game Mythic Adventures handbook and expands them into new options with a special eye 
toward supporting non-traditional and third party classes, multi-class  or otherwise unusual 
archetypes not currently empowered by the core mythic rules. Pathfinder Roleplaying Game 
Advanced Class Guide support. Ultimate Psionics support. Pact Magic support. Rogue Genius 
Games Genius Guide support. Over 500 new powers and path abilities, original art by Nick 
Russell and 10 new mythic paths including:

• The Worldsinger – A masterful servant of creation armed with the power of the First Song.
• The Will-of-All – A group of psychic and mystic unifiers with the power to make the Many 

into the One.
• The Timelord – Dancers of the Rivers of Ages these harness the power of time and wield 

paradox like a weapon.
• The Super-Genius – An omega level intellect with such skill that their results verge on (or 

transform into) the supernatural.
• The Scion-of-High-Sorcery – The undisputed masters of inborn sorcery and blood magic.
• The Overmage – Casters devoted to breaking down the barriers of magic and drawing on all 

the Sources of the multiverse.
• The Master-of-Shapes  – Shapeshifters on next level, these masters of transformation leave 

little of the self unexplored.
• The Hollow One – Home to vestigial lords, demons and broken spirits, these living prisons 

are powered by their curses and other burdens.
• The Hivemaster – From summoners to undead generals these are the greatest leaders of 

the magical masses.
• The Godhunter – Foes of the divine and opportunists of the overages of the faithful, these 

predators claim the power of the Gods for themselves.

Archmage. Champion. Guardian. Heirophant. Marshal. Trickster.

Classic and Archetypal…

…but on the shores of myth alone? …NO LONGER.
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