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Introduction

 In a time now long forgotten by most mortals, an 
ancient and advanced race of alien humanoids called the 
zogot began experimenting with new sources of energy 
to power their cosmic empire. In the depths of the void of 
space, aboard a great science vessel, the Ghiermor, the zogot 
stumbled upon a font of power unlike any they had ever 
encountered. Some claim the source of this energy was the 
ghost of a star long dead, others that it was the still-beating 
heart of a dead god, and some others claim that it must have 
been a gate to another universe still undergoing creation. 
Whatever the case, what the zogot discovered was a source of 
mythic power: pure, unwilled, and unclaimed by any in their 
reality. 

 The zogot studied this power and discovered its 
secrets in a formulaic and scientific fashion, learning what 
differentiated it from other powers and how to identify its 
sources. Through research and experimentation, the zogot 
came to gain complete understanding of the nature of this 
strange and overwhelming power in a way no mortal was ever 
meant to understand. Eventually, the zogot learned how to 
blend this power with their own advanced machinery in order 
to create technological wonders, the likes of which have never 
been seen before or since. These relics required the mythic 
energy discovered in order to function, and while the zogot 
experienced some early success in attempting to harvest the 
raw form of mythic energy, they found that the mythic energy 
potential in all living creatures served as a better and more 
convenient way of harvesting and utilizing these devices.

 Because the amount of mythic energies inherent to 
living creatures is generally too small to have any effect on the 
zogot’s devices, it was deemed necessary that they somehow 
create a device to awaken this potential in every zogot. After 
much experimentation, the zogot created a chamber which 
could harvest mythic energy from between dimensions, and 
use it to enhance an otherwise unremarkable creature with 
mythic power. The zogot’s machines imbued their society 
with mythic power, which soon came to power everything in 
their lives, from their weapons and devices for transportation, 
to food and entertainment. 

 The zogot used their newfound power to explore 
the galaxy, waging war and enslaving all those they met, 
as none could stand up to their power. Even the lowliest of 
the zogot possessed the strength of the mightiest heroes 
of other cultures. For an age, the zogot ruled unchallenged 
across the galaxy, before their society suddenly crumbled. 
Over time, the use of the machines to provide mythic energy 
had become less and less effective, requiring more time to 
be spent in them to utilize their potential and operate their 
war machines. This effectively stopped their conquest and 
gave their former slaves a chance to fight back against them, 
bringing about the end of the Zogot Empire. Though the 
final fall of the zogot still remains a mystery, a few relics and 
trinkets of their once great empire have survived, described 
here. 

Alien Relics

 The following section details several new magic 
items that make use of mythic power in various ways, and are 
flavorfully appropriate in sci-fi campaigns, or as relics from a 
sci-fi civilization. 

ANCIENT ZOGOT BLASTER
Aura faint evocation; CL 3rd 
Slot none; Price 10,000 gp; Weight 1 lb.
CONSTRUCTION
Requirements Craft Magic Arms and Armor, scorching ray; 
Cost 5,000 gp
 
 The ancient blaster superficially resembles a 
typical pistol, but is much more advanced in appearance 
and construction. The handle and body are both made of a 
strange, pale yellow metal of unknown origin and the trigger 
mechanism is flawless. The weapon takes no ammunition 
or powder, and instead utilizes the user’s own power for 
operation. 

 The wielder of an ancient blaster must have 
proficiency with firearms in order to operate the device, and 
it counts as a pistol for the purposes of feats such as Weapon 
Focus and for class abilities which reference a particular 
type of weapon. It has a range increment of 500 feet and a 
maximum range of 2,500 feet. While the weapon requires 
no ammunition, it is useless except to those who possess the 
mythic power required to operate the weapon. In order to 
charge the weapon, the wielder must expend 1 use of mythic 
power. This allows the weapon to function for up to 1 hour 
before it goes inert again. The weapon also draws upon 
the wielder’s mythic might to determine its power. It deals 
1d12 points of damage for every 2 mythic tiers the wielder 
possesses (minimum 1). An ancient blaster never misfires 
and deals x3 damage on a critical hit. An ancient blaster deals 
full damage to objects, ignoring hardness. A character can 
add magic weapon special abilities to the ancient blaster. It 
counts as a mundane masterwork weapon for the purposes of 
determining the costs of these abilities. 

ANCIENT ZOGOT CANNON
Aura strong evocation; CL 15th 
Slot none; Price 200,000 gp; Weight 1,000 lbs.
CONSTRUCTION
Requirements Craft Magic Arms and Armor, polar ray; Cost 
100,000 gp

 True relics of the zogot, these immense weapons 
were used on their battleships and to defend their invincible 
fortresses, using the mythic energy of many individuals to 
produce a beam of near-limitless power. The ancient cannon 
appears as a large tube of golden metal affixed to a ball-
shaped mount, allowing for 360° aiming in all directions, and 
hangs suspended above a control platform which provides 
room for up to 10 operators. When fired, the cannon produces 
a beam of golden light which causes high energy explosions 
upon making contact. 

 The cannon must be operated by at least two 
creatures with mythic tiers. Aiming the cannon is a free 
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action. In order to fire the cannon, each creature operating it 
must contribute a single use of mythic power. One full round 
after the first creature contributes a use of mythic power to 
the cannon’s operation, the cannon fires, producing a 1,000-
foot line of pure mythic energy which deals 1d10 points of 
damage per mythic tier of all the creatures who contributed a 
use of mythic power to the cannon’s operation (for example, 
if 5 creatures with 5 mythic tiers contributed a use of mythic 
power, the beam would deal 25d10 points of damage). At 
least one additional creature must contribute a use of mythic 
power within that round, or else the cannon does not fire, 
and the first creature’s use of mythic power is wasted. A 
successful Reflex save (DC equal to the total mythic tier of all 
creatures who contributed to the cannon [maximum DC 40]) 
reduces this damage by half.

 
ANCIENT ZOGOT POWER SUIT
Aura faint evocation; CL 1st 
Slot body; Price 25,000 gp; Weight 10 lbs.
CONSTRUCTION
Requirements Craft Magic Arms and Armor shield; Cost 
12,500 gp

 This exoskeleton was crafted in ancient times by 
aliens familiar with mythic power in order to protect their 
troops from harm in their conquest of the universe. The body 
suit resembles a suit of full plate, except that it is crafted from 
much lighter materials which are rare in most undeveloped 
worlds and are, in fact, a plastic derivative. 

 An ancient power suit uses the wearer’s own mythic 
power in order to better protect him. The wearer gains an 
armor bonus equal to his mythic tier, or his armor bonus is 
increased by ½ his mythic tier if he is also wearing armor. An 
ancient power suit counts as heavy armor for the purposes 
of class abilities and other effects which care about the type 
of armor the wearer is wearing, but does not require Heavy 
Armor Proficiency. Additionally, as an immediate action, the 
wearer of an ancient power suit can expend one use of mythic 
power in order to create an invisible shield which grants him 
a +10 shield bonus to AC until the beginning of his next turn. 

ANCIENT ZOGOT STEALTH UNIT
Aura faint illusion; CL 3rd 
Slot belt; Price 36,000 gp; Weight 1 lb.
CONSTRUCTION
Requirements Craft Magic Arms and Armor, invisibility; 
Cost 18,000 gp

 This belt, constructed for use by zogot assassins 
and commandos in their war for galactic conquest, emits 
an energy field which hides the wearer from sight by using 
his own mythic energy to conceal him from the world. The 
belt itself is relatively plain in appearance, consisting of two 
thin black cords with dark black spheres hanging suspended 
between them. The iron buckle has a single button, which 
can be used to trigger the stealth field. 

 An ancient stealth unit uses the wearer’s own mythic 
power in conjunction with alien technology in order to hide 
him. The wearer gains a competence bonus on all Stealth 
checks equal to twice his mythic tier. Additionally, the wearer 
is constantly concealed from those lacking the mythic power 

to pierce the veil of the stealth field, conferring a 20% miss 
chance on all attacks made against the wearer by non-mythic 
creatures. Finally, the wearer of an ancient stealth unit can 
expend one use of mythic power in order to become invisible, 
as the spell invisibility, for a number of minutes equal to 10 
times his mythic tier. Activating this ability is a standard 
action.

ANCIENT ZOGOT TRANSPORTER
Aura moderate conjuration; CL 9th 
Slot feet; Price 90,000 gp; Weight 1 lb.
CONSTRUCTION
Requirements Craft Magic Arms and Armor, teleport; Cost 
45,000 gp

 These boots were used by the zogot in ancient times 
for both civilian and military use, allowing them to easily 
get about without needing to move. The boots are made of 
an unidentifiable silvery metal of advanced construction. 
Three deep blue glass gems run up the center of these sturdy 
boots, flanked by two rows of five vibrant red glass beads. 
When power is channeled into the boots, the gems light up 
in accordance with the mode of transport in use, with the 
red gems becoming aglow before the short-ranged transit 
and the blue gems flowing into light only when the advanced 
transportation function is used. 

 An ancient transporter is a device for rapid and 
repeatable teleportation by those in possession of mythic 
power and has two functions. The first function of the boots 
is a short-ranged transit which can be used repeatedly by 
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those in possession of mythic power with little effort. This 
ability allows the user to vanish from one point to reappear 
in another location that is up to 10 feet away per mythic tier 
he possesses. Activating this ability is a move action, and 
it functions like the spell greater teleport, except that the 
distance traversed is far more limited and the wearer can only 
transport himself and up to 200 lbs. of objects. 

 The second feature of the ancient transporter is the 
long-range teleport. As a full-round action, the wearer of an 
ancient transporter can expend a single use of mythic power 
in order to teleport as though by the spell teleport, except 
that the distance is limited to up to 1 mile per mythic tier he 
possesses. 

ZOGOT FORCE CHARIOT
Aura moderate transmutation; CL 9th
Slot none; Price 30,000 gp; Weight 750 lbs.
CONSTRUCTION
Requirements Craft Wondrous Item; Cost 15,000 gp
 
 This ancient relic is a device for travel, resembling a 
platform on which up to 4 Medium creatures can comfortably 
stand, and which is surrounded on all sides by low iron walls, 
about 3 feet tall. Mounts for heavy weapons are affixed to 
each of the corners and a single door allows for entrance 
(without the need to leap over the edge). The whole piece is 
made of a shining silvery metal of unknown origin, which 
is slightly harder than adamantine (hardness 22), and it 
noiselessly floats above the ground at all times. 

 A force chariot can only be controlled by a creature 
with at least 1 mythic tier and functions as an object affected 
by an overland flight spell with an unlimited duration. The 
force chariot can support up to 5,000 pounds of weight 
without difficulty. A single creature with at least 1 mythic tier 
can steer the force chariot telepathically as a move action. A 
force chariot has a movement speed of 75 feet. By expending 
a single use of mythic power as a swift action, the force 
chariot can be used to take true flight, allowing it to fly at a 
speed of 200 feet with perfect maneuverability for 1 hour. A 
force chariot has 22 hardness and 250 hit points but suffers 3 
times normal damage from electricity attacks, which ignore 
its hardness.

ZOGOT FORCE FIELD PROJECTOR
Aura moderate evocation; CL 7th 
Slot gloves; Price 28,000 gp; Weight 10 lbs.
CONSTRUCTION
Requirements Craft Magic Arms and Armor, shield; Cost 
14,000 gp

 Created at the height of zogot power, these gloves 
have the capacity to emit a circle of mythic energy as a force 
field to protect or imprison any creature touched. The gloves 
themselves are six-fingered, although they function for any 
creature wearing them, even if the wearer lacks the zogot’s 
extra thumb. In appearance, the gloves are a simple mixture 
of black felt and a metal similar to steel, laid on the back in 
strange patterns. 

 In order to activate the power of a force field 
projector, the wearer must touch the creature he wishes to 

encircle in force (he may also choose to target himself in 
this way). Only one glove needs to be applied to a target in 
order to encircle him; this allows the wearer to encircle two 
creatures other than himself, although if he targets himself, 
the sphere of force surrounding the wearer would prevent 
him from including another creature. If a target is unwilling, 
the wearer must succeed on a touch attack. Once applied, 
the wearer must expend a use of mythic power to surround 
the target in a sphere of pure force, as though by the spell 
resilient sphere, except that the sphere of force has hardness 
equal to 10 times the wearer’s mythic tier and 200 hit points. 
The force fields created by this effect last for 1 round per 
mythic tier the wearer possesses. 

ZOGOT MYTHIC POWER CHAMBER
Aura strong universal; CL 17th
Slot none; Price 100,000 gp; Weight 10 lbs.
CONSTRUCTION
Requirements Craft Magic Arms and Armor, wish and 
miracle, creator must have 10 mythic tiers; Cost 50,000 gp

 This ancient artifact is one of the legendary alien 
mythic power infusion units and resembles a small room 
made of brilliant multihued metal which shimmers and 
gleams with unnatural light. A single door permits entrance 
into the machine, which contains a chair suitable for Medium 
or Small humanoids and a number of strange probe-like 
appendages which crackle and spark with lightning of every 
color. A thick smell of blood and ozone fills the chamber at 
all times.

 By spending 1 full hour inside a mythic power unit, 
a creature can become infused with the mythic power 
discovered by the aliens who created it. This mythic power 
is from an unknown and cosmic source and so can never 
confer a mythic path, unless that path says otherwise. A 
creature with no mythic tier gains a single mythic tier and 1 
use of mythic power, the ability to surge for 1d6 and a single 
universal path ability of his choice for which he qualifies. This 
mythic tier and use of mythic power vanish after 24 hours, 
leaving the user fatigued. 

 If the user already has one or more mythic tiers, his 
tier is treated as though it were one higher than it actually is 
for the purposes of effects which are dependent on his mythic 
tier, and he gains 2 additional uses of mythic power per day. 
Finally, the mythic creature’s surge dice size increases by one 
step, to a maximum of 1d12. If the user already had a 1d12 for a 
surge dice, he adds 1 to all surge rolls, instead. These bonuses 
last for a number of days equal to the user’s modified mythic 
tier. Multiple uses do not stack.

 Rumors persist that a non-mythic creature who 
spends an extended period of time within the power 
chamber, and the zogot mythic power chamber is configured 
in the right way, the creature will be infused with permanent 
mythic power, increasing his mythic rank to 1. These rumors 
have yet to be substantiated however, and many have died in 
the attempt, from overexposure to the mythic energies the 
machine uses. Nonetheless, rumors still persist that if one 
were truly able to understand how the machine worked, or 
if the potential subjects were more resilient, that such a feat 
might be possible.
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