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Introduction

The Mythic Adventures book provides a large number
of mythic versions of existing spells, which grant mythic
spellcasters the ability to cast super-charged versions of spells
that they know. While the list of spells that were “mythified”
is impressive, many spells fell through the cracks. Missing
Mythic Magic is an attempt to take these spells and give them
the mythic treatment as well, eventually giving every spell in
the game a mythic version.

New Mythic Spells

All of the mythic spells in this book are based on
spells from the Pathfinder Roleplaying Game Core Rulebook.
The spells are presented in alphabetical order. For more
information on mythic spellcasting or mythic tiers in general,
see Mythic Adventures.

CURE MODERATE WOUNDS, MASS .

You add your mythic tier to the number of hit points
cured by the spell. Additionally, you add your mythic tier to
the number of targets you can affect with this spell, and you
can target any creature you can see, regardless of distance
between them and yourself or any other creature affected by
this spell.

Augmented (5): If you expend 3 uses of mythic
power, you can heal all creatures in a much larger area. If you
do, every non-hostile living creature within a 1-mile radius
heals a number of hit points equal to 2d8 + your mythic tier.

Augmented (7*"): If you expend 5 uses of mythic
power, you can fully restore a single moderately-wounded
creature to perfect health. If the target of this version of the
spell has at least 50% of his maximum hit points when the
spell is cast, then he is immediately healed to his maximum
hit point total, regardless of how many hit points of damage
he may have. This augmented version has no effect on
creatures that have less than 50% of their maximum hit
points, and cannot be used offensively to harm undead
creatures.

CURE SERIOUS WOUNDS, MASS .

You add your mythic tier to the number of hit points
cured by the spell. Additionally, you add your mythic tier to
the number of targets you can affect with this spell, and you
can target any creature you can see, regardless of distance
between them and yourself or any other creature affected by
this spell.

Augmented (5): If you expend 3 uses of mythic
power, you can heal all creatures in a much larger area. If' you
do, every non-hostile living creature within a 1-mile radius
heals a number of hit points equal to 3d8 + your mythic tier.

Augmented (7*"): If you expend 5 uses of mythic
power, you can restore a single seriously-wounded creature
to reasonable health. If the target of this version of the spell
has less than 50% of his maximum hit points when the spell
is cast, then he is immediately heals enough hit points to
make his current hit point total equal to 1/2 his maximum hit
points (rounded up), regardless of how many hit points of
damage he may have. This augmented version has no effect
on creatures that have more than 50% of their maximum
hit points, and cannot be used offensively to harm undead
creatures.

CURSE WATER .

Unholy water created by this spell is more potent.
It deals an amount of damage equal to 2d4 + twice your
mythic tier to good outsiders, instead of the normal amount.
Additionally, it deals 2d4 points of damage to clerics,
paladins, and similar characters who worship good-aligned
deities. Finally, it deals 1d4 points of damage to other
creatures of good alignment, such as good humanoids.

Augmented: If you expend two uses of mythic
power, then any creature damaged by the unholy water
created by this spell must succeed on a Fortitude save (DC
equals the spell’s saving throw DC) or be weakened by the
water’s insidious evil nature. Mythic creatures that fail this
saving throw are sickened for 1d4 rounds, while non-mythic
creatures that fail this saving throw are nauseated for 1d4
rounds, instead.

Augmented (3'): If you expend three uses of mythic
power, you can transform a much larger body of water into
unholy water, although if you do so, the transformation is
temporary. The amount of water to be transformed cannot
exceed one 5-foot cube of volume per mythic tier you possess,
and the transformation lasts for a number of minutes equal
to your mythic tier. During this time, any character can
fill an empty vial from the affected water as a move action,
after which point the vial can be thrown as normal for
unholy water (it still deals more damage, as outlined above).
Alternatively, good outsiders, as well as clerics that worship
good-aligned deities, that are submerged in the water
suffer 10d6 points of damage each round that they remain
submerged, while other good creatures suffer 5d4 points of
damage each round that they remain submerged. When the
effect ends, all water affected by this spell returns to normal,
even if it was already put in a vial.

DANCING LIGHTS \ -

The spell’s duration increases to concentration + 1
minute (it is still dismissible). Additionally, you may choose
to have the lights cast light like a torch regardless of what
configuration you choose. If you choose to have the lights
take the form of four lanterns or torches or the form of four
glowing spheres, the lights do not need to remain within 10
feet of each other, and can move freely and independently
throughout the spell’s range. If you choose to have the lights
take the form of a single glowing, humanoid shape, you may



choose to have that shape take on the appearance of any
Small or Medium humanoid creature. Anyone that observes
the light in this form can clearly tell that it is not a physical
creature, but may be able to be convinced that it is some
sort of incorporeal creature or similar. You can even attempt
to make the lights resemble a specific individual, but doing
so requires a Disguise check (opposed by the observer’s
Perception check) in order to make the resemblance
convincing.

Augmented (3'): If you expend two uses of mythic
power, then the dancing lights created by the spell have a
hypnotic, siren-like effect on those who see them, compelling
such creatures to move towards the lights. Any creature
that sees the lights must succeed on a Will save or become
fascinated by the lights. Creatures fascinated in this way are
compelled to move towards the lights. Affected creatures will
not subject themselves to obvious dangers (such as moving
through the threat range of hostile creatures, crossing deep
chasms, etc.) in order to follow the light. Anything that ends
the fascination effect (including any obvious threat) also ends
the compulsion to move towards the lights.

DARKVISION .

While affected by the spell, you can see perfectly
in darkness of any sort, including magical darkness that
normally prevents even darkvision. Additionally, the range of
the darkvision increases by 5 feet per mythic tier you possess.
Further, the darkvision provided by this spell does not
depend on normal, mundane eyesight, and even if you are
blinded (whether before the spell is cast or during the spell’s
duration), you are able to see with the darkvision granted by
this spell.

DAZE .

Add your mythic tier to the number of Hit Dice the
target can possess before becoming immune to the spell (for
example, if you are mythic tier 1, the spell can affect creatures
of up to 5 Hit Dice, and if you are mythic tier 6, the spell can
affect creatures of up to 10 Hit Dice, and so on). This only
applies to non-mythic creatures. Mythic creatures with 5 or
more Hit Dice remain unaffected.

Augmented: If you expend two uses of mythic
power, the target is stunned for 1 round, instead of dazed
(being stunned causes the target to drop all held items, suffer
a -2 penalty to AC, and lose his Dexterity bonus to AC, in
addition to being unable to act).

DAZE MONSTER y : ‘

This spell can affect any non-mythic creature whose
Hit Dice are less than or equal to twice your mythic tier,
instead of only being able to affect creatures of 6 Hit Dice
or less (it can still affect any creature of 6 Hit Dice or less,
regardless of your mythic tier).

Augmented: If you expend two uses of mythic
power, the target is stunned for 1 round, instead of dazed
(being stunned causes the target to drop all held items, suffer
a -2 penalty to AC, and lose his Dexterity bonus to AC, in
addition to being unable to act).

Special: Any character that knows the mythic
version of daze also knows the mythic version of daze
monster, as long as that character also knows the non-mythic
version of both spells.

DEATH WARD . ‘

The target is completey immune to death effects and
spells with the death descriptor. He also gains immunity to
ability drain (but not ability damage).

Augmented (3'): If you expend two uses of mythic
power, you also ward the target, to a limited extent, against
other forms of death. The first time that the target would be
reduced to o or fewer hit points during the spell’s duration,
he immediately heals a number of hit points equal to your
caster level + your mythic tier, and he gains fast healing 5
for a number of rounds equal to your mythic tier thereafter.
These benefits only apply the first time that the target is
reduced to o or fewer hit points, and if he is reduced to o or
fewer hit points again during the spell’s duration, he does not
receive any special protection.

DEATHWATCH ’ .

The spell’s duration increases to 1 hour/level.
Further, in addition to the information normally granted
by the spell, you also learn if the target is currently affected
by any diseases or poisons, although you do not learn the
exact nature of any diseases or poisons that may be detected.
Finally, the mythic version of deathwatch can also detect
the frequency with which the creature has metaphysically
brushed with death, by detecting the taint of death upon
their aura. This falls into one of several categories, as outlined
below:

Light: The target has been in very few life-or-death
situations, is not in imminent danger of death, and has never
killed a sentient creature.

Moderate: The target may have been in a handful
of life-or-death situations, or there may be a reasonable
likelihood that he will die in the near future, or he may have
killed a small number of sentient creatures.

Heavy: The target is likely in life-or-death situations
fairly often, and has almost certainly killed at least a few
sentient creatures (possibly dozens). Alternatively, he is very
likely to die in the very near future.

Extreme: The target has a combination of the
following factors: is frequently in life-or-death situations, has
killed many (20+) sentient creatures, and/or is likely to die in
the near future.



DEEPER DARKNESS

The illumination level in the spell’s area
automatically drops to supernatural darkness, regardless
of the existing light conditions. Even creatures that can
normally see in supernatural darkness find their vision cloudy
and obscure, imposing a 20% miss chance on any attacks that
they make. This does not apply to mythic creatures that can
see normally in supernatural darkness.

Augmented: If you expend two uses of mythic
power, then instead of centering the effect on an object, you
can center it on any point you desire within medium range
(100 feet + 10 feet/level) at the time that you cast the spell. If
you do, the radius of the darkness effect increases by 5 feet
per mythic tier you possess.

DELAY POISON _ ;

The spell also temporarily halts the effects of any
diseases that the target might be suffering from, in addition
to poisons. Further, while the spell does not actively cure

any ability damage or other effects inflicted by poisons or
diseases, the mythic version does temporarily suspend them,
effectively “curing” the target of such ability damage for the
spell’s duration. The ability damage returns at the end of the
spell’s duration, however. Finally, because the target is able to
recover and rest from the effects of the poison and/or disease,
the spell also aids the target’s body in combatting these
effects, and the target gains a bonus equal to your mythic tier
on his next saving throw to resist the effects of any poisons
or diseases that he was suffering from when the spell was
initially cast.

DELAYED BLAST FIREBALL ,

The damage dealt increases to 1d10 points of fire
damage per caster level (maximum 20d10). Any creature that
fails its Reflex saving throw catches on fire, taking 2d6 points
of fire damage each round until the fire is extinguished.
Attempts to extinguish this fire use the spell’s save DC.

Additionally, you can delay the detonation up to
1 minute per mythic tier you possess, rather than up to 5
rounds. Further, if you choose, when you cast the spell, you
can designate a specific trigger that will cause the bead to
detonate at an earlier time than the chosen amount of delay.
There are three types of triggers from which to choose, each
of which is outlined below.

Command: This causes the bead to detonate as soon
as a specific command word (chosen by you at the time you
cast the spell) is spoken aloud within earshot of the bead.
Any creature can speak this command word to cause the bead
to detonate.

Proximity: This causes the bead to detonate as soon
as any creature comes within 10 feet of it.

Violence: This causes the bead to detonate if any
creature within 20 feet makes an attack of any kind, or
casts a spell, or uses a spell-like or supernatural ability. The
explosion occurs before any triggering spell is actually cast,
and may require the caster to succeed on a concentration
check to avoid losing the spell.

DEMAND _

Add your mythic tier to the number of words that
can be included in the suggestion effect. Additionally,
you can send the demand to an unfamiliar creature. You
must either describe the intended recipients in general or
specific terms (such as “orcs,” “the queen of this country,”
or “left-handed half-elven males”) or specify restrictions
such as range, creature type, and alignment (such as “all
good-aligned humanoids in the castle on the hill”). If a
greater number of creatures meet your description than the
maximum number you can send to (normally one, if the spell
is unaugmented), the closest ones to you receive the message.

Augmented (5): If you expend three uses of mythic
power, you can send the demand to a number of creatures



equal to your mythic tier. Each affected creature must receive
the same suggestion.

Augmented (7*"): If you expend five uses of mythic
power, you can cause the spell to carry the effect of a geas/
quest spell, instead of a suggestion. This also allows you to
create as detailed and lengthy instructions as you like. The
target is still entitled to a saving throw to resist the effect.

Special: Any character that knows both the mythic
version of sending and the mythic version of suggestion
also knows the mythic version of demand, as long as that
character also knows the non-mythic version of all three
spells.

DESTRUCTION . ‘

Add your mythic tier to your caster level to determine
the amount of damage the target suffers if he fails his saving
throw. The amount of damage that he suffers if he succeeds
his saving throw increases to 10d10. If the target dies as a
result of the spell (whether he succeeds on his saving throw
or not), you may choose to have his equipment and carried
possessions be destroyed along with his body, in which case
any and all non-artifacts in his possession are completely
and irrevocably destroyed. Finally, the creature’s soul is
destroyed, preventing him from becoming a ghost or similar
undead creature, and preventing any method of resurrection,
including true resurrection, from working on the creature
without first using a wish or miracle to restore the target’s
soul. Restoring the soul of a creature who was destroyed by
a mythic destruction counts as a very powerful request for
miracle (and therefore requires the expenditure of 25,000 gp).

DETECT ANIMALS OR PLANTS ‘

The spell no longer requires your concentration to
maintain, and lasts for 10 minutes per caster level even if you
cease concentrating on it. You must still concentrate in order
to gain information however, and if you stop concentrating,
the spell effectively becomes dormant until you resume
concentration. Additionally, the “kind” of animal or plant
that you can choose to detect becomes somewhat more
relaxed, allowing you to specify “dog-sized mammals” or
“birds” or “fruit-bearing plants,” instead of having to specify
the exact species of animal or plant. Finally, when you learn
the condition of a plant or animal, you also learn whether it
has more Hit Dice than you, fewer Hit Dice than you, or the
same number of Hit Dice as you.

Augmented: If you expend two uses of mythic
power, the spell’s area takes the shape of a circle centered on
you, rather than a cone (the radius of the circle is equal to
400 feet + 40 feet/level), allowing you to detect the presence
of plants or animals in all directions.

DETECT CHAOS . _ .

This functions as the mythic version of detect evil,
except that it detects chaotic creatures, rather than evil ones,

and the augmented version of the spell gives an accounting of
chaotic acts, rather than evil acts.

Special: Any character that knows the mythic
version of detect chaos, detect evil, detect good, or detect law
also knows the mythic versions of each of the other three
spells that he also knows the non-mythic versions of.

DETECT EVIL . ‘

The spell no longer requires your concentration to
maintain, and lasts for 10 minutes per caster level even if you
cease concentrating on it. You must still concentrate in order
to gain information however, and if you stop concentrating,
the spell effectively becomes dormant until you resume
concentration.

In addition to detecting the strength of an evil aura,
you can also detect the type of evil aura that it is, meaning
that you can easily distinguish the difference between the
aura of an evil creature, an evil outsider, a cleric of an evil
deity, and so on. Combined with the strength of the aura, this
also provides you with a rough idea of how many Hit Dice or
class levels the aura’s source possesses. Further, you can also
identify the difference between creatures that are actually
evil-aligned and those that have actively evil intents at the
moment but are not necessarily evil-aligned. Finally, you can
detect lingering auras for 10 times longer than normal (1d6
minutes for auras that were originally faint, 1d6 x 10 minutes
for auras that were originally moderate, and so on).

Augmented: If you expend two uses of mythic
power, you may cast this spell in such a way that it gives you
in-depth knowledge of a single creature’s past evil deeds.
When cast in this way, the spell has a single target (the range
remains unaltered), a duration of instantaneous, and allows
the target a Will save to resist the effect. You immediately
gain knowledge of the number and types of evil acts that
the target has committed in the recent past (1 day per
caster level). You do not learn the specifics of such acts: for
example, you might learn that the target had committed
petty burglary, but you would not know what he stole, or
from whom. In addition to knowledge of the target’s recent
evil acts, you also learn the most evil act that the target has
ever performed in his life. Again, this information is vague,
and does not include any details. Killing in self-defense is not
treated as murder for the purposes of this ability.

Special: Any character that knows the mythic
version of detect chaos, detect evil, detect good, or detect law
also knows the mythic versions of each of the other three
spells that he also knows the non-mythic versions of.

DETECT GOOD . .

This functions as the mythic version of detect evil,
except that it detects good creatures, rather than evil ones,
and the augmented version of the spell gives an accounting of
good acts, rather than evil acts.



Special: Any character that knows the mythic
version of detect chaos, detect evil, detect good, or detect law
also knows the mythic versions of each of the other three
spells that he also knows the non-mythic versions of.

DETECT LAW .

This functions as the mythic version of detect evil,
except that it detects lawful creatures, rather than evil ones,
and the augmented version of the spell gives an accounting of
lawful acts, rather than evil acts.

Special: Any character that knows the mythic
version of detect chaos, detect evil, detect good, or detect law
also knows the mythic versions of each of the other three
spells that he also knows the non-mythic versions of.

DETECT MAGIC .

The spell no longer requires your concentration to
maintain, and lasts for 1 minute per caster level even if you
cease concentrating on it. You must still concentrate in order
to gain information however, and if you stop concentrating,
the spell effectively becomes dormant until you resume
concentration.

Additionally, you automatically succeed on all
Knowledge (arcana) checks made to determine the school of
magic that an aura is associated with, and gain a bonus equal
to your mythic tier on Spellcraft checks made to identify
magic items studied with this spell. Finally, you can detect
lingering auras for 10 times longer than normal (1d6 minutes
for auras that were originally faint, 1d6 x 10 minutes for auras
that were originally moderate, and so on).

Augmented: If you expend two uses of mythic
power, this spell can penetrate any amount of stone, metal
(including lead), dirt, and wood, within the spell’s range.

Augmented: If you expend two uses of mythic
power, the spell’s area takes the shape of a 60-foot radius
circle centered on you, rather than a cone, allowing you to
detect the presence of magic auras in all directions.

DETECT POISON _ ; :

You can easily discern the difference between
creatures that are poisonous and creatures that are poisoned.
Additionally, you gain a bonus equal to 5 + your mythic tier
on any checks made to determine the type of poison as a
result of this spell. If you do successfully identify the poison,
this grants you a bonus equal to your mythic tier on Heal
checks made to help treat the poison.
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