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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.

LONGSTRIDER

The bonus to movement speed increases to 20 feet,
and applies to one additional form of movement (burrow,
climb, fly, swim, etc.) for every mythic tier you possess.

Augmented: If you expend two uses of mythic
power, then movement augmented by mythic longstrider
is not slowed by natural difficult terrain such as brambles,
snow, or sand. When your mythic tier reaches 4%, movement
augmented by mythic longstrider is not slowed by difficult
terrain of any kind.

Augmented (4%): If you expend three uses of
mythic power, then as long as you are affected by the spell,
whenever you use the 5-foot step action, you can move up to
10 feet, instead of moving 5 feet.

MAGE HAND .

You can target one or more magical or non- maglcal
unattended objects weighing up to 5 Ibs. per mythic tier you
possess. Additionally, moving an object requires only a swift
action, instead of a move action.

Augmented (3'): If you spend two uses of mythic
power, you gain far greater control over the mythic mage
hand, allowing you to do more with it. When you successfully
concentrate on the spell, you may use the mythic mage hand
to attack, perform combat maneuvers, or manipulate objects,
in addition to allowing you to telekinetically move objects. An
attack with mythic mage hand uses your base attack bonus
+ your primary spellcasting ability score modifier, and deals
1d4 points of nonlethal damage (or damage as appropriate for
a weapon currently manipulated with mythic mage hand).
These attacks receive no bonus to damage as a result of either
your Strength score or your primary spellcasting ability score.
The mythic mage hand can also perform disarm or steal
combat maneuvers, and uses your caster level + your primary
spellcasting ability score modifier as its CMB. If the attempt
is successful and the item is within the weight limit of mythic
mage hand, it also becomes a target of the spell. Mythic
mage hand can also be used to manipulate objects in a purely

physical fashion if they are within the spell’s weight limit; for
instance, you could make a door open and close or a clock
chime, but could not activate a magical wand.

MAGE’S FAITHFUL HOUND,

You can choose a number of creatures besides
yourself equal to 3 + your mythic tier which are never
considered intruders and thus do not cause the hound to
start barking. These creatures can see the hound as though
it were not invisible. Additionally, the hound’s bite attack
gains a bonus on attack rolls equal to your mythic tier and
overcomes all forms of damage reduction. Further, once the
hound begins barking, it can freely move anywhere within 30
feet of where it originally appeared, allowing it to follow and
attack intruders within this range. Treat the hound as having
a movement speed of 30 feet for this purpose. Finally, the
spell never ends as a result of you being more than 100 feet
away from the hound.

Augmented (5%): If you spend three uses of mythic
power, the hound gains the ability to follow you. It will not
move on its own, but at any time, as a swift action, you can
direct the hound to move 30 feet towards you. You must be
within 100 feet in order to give this command. If the hound
is within 30 feet of a creature other than you or one of the
designated individuals at the end of its movement, it begins
barking.

MAGE’S LUCUBRATION

You may prepare the chosen spell twice, effectlvely
granting you an additional spell slot of the same spell level in
which to prepare the spell a second time.

Augmented (3"): If you spend two uses of mythic
power, you may choose to prepare the mythic version of
any spell prepared in this way, even if you do not know the
mythic version of that spell. You may choose whether to have
both copies of the spell be prepared as the mythic version, or
just one. You must still expend a use of mythic power in order
to cast the mythic version of the spell.

Augmented (7t"): If you spend three uses of
mythic power, you may prepare any spell you know of the
appropriate level in the chosen spell slot.

MAGE’S MAGNIFICENT MANSION

Add your mythic tier to the number of 10- foot cubes
which comprise the mansion, and to the number of servants
which staff the mansion. You also gain one semi-translucent
butler, which is more powerful than the other servants; this
butler functions as an unseen servant with a Strength score
of 18 and an Intelligence score of 14, and speaks all languages
you know. Finally, you can choose to replace the magnificent
foyer with a magnificent courtyard. If you choose to do so,
this increases the size of the door to any dimensions you see
fit, up to a total area of twice your caster level squared (so
that the height and width are each equal to twice your caster
level), such as to admit horses and other unusually-sized
creatures. Once inside, you can make the entrance visible or
invisible at will.



Augmented (3'): If you spend two uses of mythic
power, the mansion remains for one day per caster level, and
the entire structure can be made visible or invisible at will
(a standard action, which you must be within sight of the
mansion to make). Similarly, the mansion’s foodstuffs are
refreshed each day at dawn, and can contain any foods or
drinks of a non-magical nature that you choose.

MAGE’S PRIVATE SANCTUM

The edges of the spell’s area form a barrier that
is difficult to traverse, and creatures other than you that
attempt to do so must succeed on a Will save or be unable
to pass the ward’s boundaries for 24 hours. At any time, as a
standard action, you may choose to exempt a creature from
this effect. Additionally, as long as you are within the spell’s
area, you are always aware of the presence of other creatures
within the spell’s area. As a standard action, you can learn the
number of creatures within the spell’s area, as well as their
direction. Finally, you alone can use divination scrying effects
on creatures within the area, and such creatures receive a -4
penalty on any saving throws to resist those spells.

Augmented (10*): If you spend ten uses of mythic
power, the area of the spell increases to a 1-mile cube. This
version of the spell can only be made permanent by a mythic
permanency spell.

MAGE’'S SWORD

The sword is partlcularly difficult to get rld of.
The DC of any dispel check made to remove the sword
is increased by an amount equal to your mythic tier.
Additionally, if attacking a creature with spell resistance,
and the check to overcome that creature’s spell resistance is
failed, the sword is not dispelled, though it cannot attack that
creature again for the duration of the spell.

Augmented (4™): If you expend two uses of
mythic power, the sword gains an additional number of
enhancements. The sword’s enhancement bonus increases
to be equal to your mythic tier. You can substitute some
or all of this enhancement bonus increase in order to add
special abilities with an enhancement bonus equivalent to
the sword, instead, but the total enhancement bonus plus
the enhancement bonus equivalent of these abilities cannot
exceed your mythic tier.

MAGIC AURA

This version of the spell can conceal the nature
of even exceptionally powerful objects such as artifacts,
though doing so reduces the duration to only 1 hour/level.
Additionally, you can use this spell in order to alter the auras
of creatures and objects, instead of just masking them. This
allows you to designate a creature as the spell’s target, and
also allows you to alter auras. When altering an aura, you
can make an object or creature with an alignment that would
register to a detect spell register as a different alignment,
though you cannot change the strength of that aspect of the
aura (for example, you could make a strong evil aura seem
like a strong lawful aura, but could not make it seem like an
overwhelming evil aura).

Additionally, you can change the school of magic
that a magical item’s aura reflects, which causes any creature
examining the item to suffer a -2 penalty on his Will save
to resist the effect, and, at your discretion, can provide
misinformation as to the item’s function. If you choose to
provide misinformation about the item, as part of casting
the spell you must succeed on a Spellcraft check with a DC
equal to 10 + the caster level of another item you wish to
cause the target item to mimic. If you do, and the creature
examining the target item fails his Will save, the item can
still be identified, though it will reveal the properties of the
item you disguised it as, instead of its true properties. If the
chosen item is unrealistic for the disguised item (such as a
hat of disguise that was altered to seem to have the properties
of a tan bag of tricks), any creature examining the item gains
a +4 bonus on his Will save.

MAGIC CIRCLE AGAINST CHAOS

All creatures within the circle gain the beneﬁts of a
mythic protection from chaos spell. Additionally, chaotically-
aligned outsiders have difficultly entering the circle if it
is focused outside, regardless of whether or not they were
summoned. Any such creature attempting to pass the circle
must succeed on a Will save or suffer 1d6 points of damage
per mythic tier you possess, and be unable to enter the circle
this round. Even if the creature succeeds his Will save, he still
suffers 1d6 points of damage per mythic tier you possess as he
crosses the threshold of the circle. Finally, creatures within
the circle are immune to the confused condition.

Augmented (5%): If you spend three uses of mythic
power, you can trap outsiders within the circle. To do this, you
must focus the circle inward. You can trap any chaotically-
aligned outsider once he enters the circle, regardless of how
he came to be there. The trapped outsider cannot leave unless
he succeeds on a Will save, which can be attempted once per
hour. Unlike a normal inward-focused circle, the ring of silver
dust cannot be broken, except by non-chaotic creatures, and
extradimensional travel outside of the circle is very difficult:
subjects inside the circle are treated as though they were
affected by dimensional anchor.

This version of the spell can be made permanent by a
mythic permanency spell.

MAGIC CIRCLE AGAINST EVIL

As mythic magic circle against chaos, except against
evil outsiders. Additionally, creatures within the circle cannot
be made into undead creatures, instead of being immune to
the confused condition.

MAGIC CIRCLE AGAINST GOOD

As mythic magic circle against chaos, except against
good outsiders. Additionally, creatures within the circle
gain a +2 bonus to attack and damage rolls against good-
aligned creatures, instead of being immune to the confused
condition.

MAGIC CIRCLE AGAINST LAW

As mythic magic circle against chaos, except against
lawful outsiders. Additionally, creatures within the circle



T 25

are immune to paralysis, instead of being immune to the
confused condition.

MAGIC JAR

You can determine the exact nature of creatures
within range, gaining insight into their souls. In addition
to being able to determine the exact locations and creature
types of creatures, you can see them as though you had eyes,
and gain a bonus equal to your mythic tier on all Knowledge
checks to identify creatures from within the magic jar.
Additionally, once you have successfully taken control
of a creature’s body, you can expend one use of mythic
power in order to activate any of the host’s extraordinary or
supernatural abilities that do not rely on the host’s mental
power (for example, you could breathe fire or become ethereal,
but could not communicate telepathically).

Augmented (6): If you spend two uses of mythic
power, then if the host body dies, you can choose to instantly
teleport the receptacle to your location as a free action,
allowing you to safely retreat to the receptacle and avoid
dying immediately.

MAGIC MOUTH

You can make the mouth say anything you like up to
10 minutes in length. Additionally, the mythic magic mouth
can be triggered a number of times equal to your mythic tier
before it is expended. The conditions must still be met for
each activation, and the magic mouth says the same thing
each time it is activated.

: : =

Augmented (5%): If you spend three uses of mythic
power, you can have the mythic magic mouth cast a single
spell of 5t level or lower, which has only verbal components,
each time it is activated. You must have the chosen spell
prepared (or available to cast, if you are a spontaneous caster)
and must expend that spell slot when casting the mythic
magic mouth.

MAGIC STONE

Stones augmented by mythic magic stone
automatically strike their targets unerringly (you still make
an attack roll to see if the attack was a critical threat, and
the attack still misses if the target is beyond the attack’s
maximum range). Additionally, the stones deal an additional
amount of damage equal to your mythic tier. Finally, the
stones deal double damage against giants as well as undead
creatures, and cause such creatures to be staggered for 1
round if the attack is a critical hit.

MAGIC WEAPON

This spell affects an additional number of weapons
equal to your mythic tier. Additionally, if you cast magic
weapon on a weapon that already has an enhancement bonus
of +1 or higher, you can have that weapon gain any weapon
special ability with an enhancement bonus equivalent of +1.
If you cast this spell multiple times on the same weapon, its
effects do not stack, and the previous ability is replaced by
the new ability.

Augmented: If you expend two uses of mythic
power, the weapons targeted by this spell overcome damage




reduction as though they were any one of the following kinds
of weapons: cold iron, silver, adamantine, the alignment of
your choice, or epic.

MAJOR CREATION ;

You can even create cold iron items with thls spell,
and all items created by this spell last for 24 hours per mythic
tier, regardless of their composition. Finally, you can create
objects of great beauty or complexity without needing to
make a Craft check.

Augmented (5): If you expend ten uses of mythic
power, you can create a magic item, as long as that item’s
caster level does not exceed 1/2 your caster level. Magic items
created by this spell last for 10 minutes.

Special: Any character that knows the mythic
version of minor creation also knows the mythic version of
major creation, as long as that character also knows the non-
mythic version of both spells.

MAJOR IMAGE

The spell’s duration is increased by a number of
rounds equal to your mythic tier. Additionally, you create a
number of figments up to your mythic tier, each of which can
be moved independently as part of the same action. Finally,
the figments can produce intelligible speech, although they
can do so only while you concentrate on the spell, and it is
difficult to cause more than one figment to speak intelligently
at the same time, unless they all say the same thing. In order
to do so, you must make a Linguistics check (DC 15 + 3 per
speaking figment beyond the first). Failure on this check
means that all of the figments speak unintelligible nonsense
that round, instead.

Augmented (2"): If you expend 2 uses of mythic
power, then for the spell’s duration, you can choose one of the
figments and see what it sees, hear what it hears, feel what it
feels (including tactile and thermal sensations), smell what it
smells, and taste what it tastes. If the figment takes the image
of a creature with special hearing, vision, or some other
special sense, you do not gain the benefits of those senses.
On the other hand, you can still sense as though you were the
figment even if the figment’s form is something that could
not have such senses, such as a stone. It is a standard action
to switch between your own senses and those of the figment,
and while using the figment’s senses, you are unable to use
your own, and are treated as blind and deaf.

Special: Any character that knows the mythic
version of minor image also knows the mythic version of
major image, as long as that character also knows the non-
mythic version of both spells.

MARK OF JUSTICE

In addition to pumshlng the subject for performlng
a certain activity, this version of the spell can also make it
difficult for the target to perform that activity in the first
place. If you choose, you may cause the mark of justice
to force the target to succeed on a Will save any time he
attempts to perform the specified action, or be unable to do
so. This is a mind-affectiong compulsion effect.

Further, in addition to the bestow curse effect, a
mythic mark of justice can be made to damage those who
violate its tenets, dealing 1d6 points of damage per mythic
tier you possess when activated. Additionally, any attempt
to remove the mark of justice with a remove curse or break
enchantment spell fails unless the caster has a mythic tier
equal to or greater than your own at the time that mark of
justice was cast.

Augmented (7): If you expend five uses of mythic
power, you can stipulate an additional number of undesirable
behaviors which trigger the mark, up to your mythic tier. For
each additional behavior you stipulate, the target gains a +2
bonus on his saving throw.

MELD INTO STONE :

While melded into the stone, you can move about as
though you had the earth glide ability of an earth elemental
of your size. Additionally, you can see out of the stone for up
to 5 feet per mythic tier you possess. The stone still blocks
your line of effect to creatures not in the stone.

Augmented (3"): If you expend two uses of mythic
power, you can reach out of the stone to touch creatures
adjacent to the stony surface. You can target creatures with
spells with a range of touch, though doing so temporarily
pulls you from the stone, allowing creatures to make an
attack of opportunity against you, even if one would not
normally be allowed. You are treated as having improved
cover against any such attack.

MENDING

You can cast this spell targetlng a fragment of an
item. Doing so causes the rest of the item to reform from that
fragment, although any other fragments of the same item
(including larger fragments, if there are any) are destroyed,
regardless of distance. Such items cannot regain their
magical properties as a result of this spell. Additionally, you
can use this spell on a construct with o hit points or fewer;
however, it can only affect an individual construct a number
of times per day equal to your mythic tier.

Augmented: If you expend two uses of mythic
power, this spell can restore the magical properties of a
destroyed magical item, provided you have all the parts and
the item has a caster level no greater than your mythic tier.

MESSAGE

Your message can only be comprehended by
creatures you point at. Nearby creatures can still hear you
speaking with a DC 25 Perception check, but the words
are garbled and nonsensical. In addition, all messages are
conveyed in every language you speak, instantly translating
its meaning to those who hear it, provided they understand
one of those languages.

Augmented: If you spend two uses of mythic power,
then wood, stone and lead barriers cannot stop your message
from reaching its intended target; however, magical silence
still prevents you from speaking or hearing messages in this
way.
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Uncover Forgotten tireang Lorg

%\;m‘yqne lnows thar knowledge is power, and rhat having options is berter
than not hz\)mg rhem. Tr should come as no cmfpﬂ se, then, thatr wizards, witehes,
and other p@\x/erflll spellcasters ave always on the lockour for new and exei ting spells
to add to their repertairves. While many spells from the Parhfinder Roleplaying Game
Core Rulebaok veceived a facelift and an upgrade in Myrhie Advenrares, rhe
soureebook that introduced mythic power ro the game of Parhfinder, dozens of spells
were left behind. Missing Myrhie Magie Volume I, and its suceessars, aim to give
each and every spell from the core rules a f ull=ﬂe~dged mythic upgrade, all the way
from A ro Z, with a special focus on making mythic spells that feel a5 over=the=top
and larger=than=life as possible.

This installment ineludes 22 m}'thlc Q]:Jw:]l from Iang<rﬂd6F to message. A
m);t-hut mage< lueubrarion gets you two spells for the priee of ane, and even allows
you to regzm any cprﬂ you Imow, instead of one that was prepanrd and expendcd
Livein luxuw in a myrble mages ngmﬁrenr mansion, whieh is not oﬂlv larger‘
wqblr 3llg,wm,g ),IQ,H ro ser up chop in crylr qung o,rhrv 1mpm\;mmrc a myfbw
magie efrele againse chaos allows you to trap any chagrie outsider in rhe eirele,
instead of juse summaoned ones, and a mythie magie Jartakeq all the guesswork out
of pwkmg a rarger, while alm safl ?guard,mg you against the d;mgerq of your host
dying. This rame eantains all thar, and much, much more!

The Myrhie Mastery series of products builds and expands on the rules for myrhic
characrers introduced in Myrhie Adventures. Gach A/I),/r-‘hrc Ma stery provides new
content and rules for mythie games, with a focus on a single theme or area of play.
While some of rhe eonrent pm,\ndrd in ]\/I)/rllrr ]\/Iche@ pmduﬂm l“(’(’llﬂ!"?“ rhe use of
){I‘hlc eharaerers and a myrhlc adventure, others, suech as those focused on explgﬂng
mythiec mensters, ean be used in games of every sort.

ROLEPLAYING GAME COMPATIBLE
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