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OATHBOUND PALADINS           
 

As described in the Pathfinder® Roleplaying Game: Ultimate Magic ™ sourcebook, an oathbound paladin 
is devoted to one or more causes, swearing oaths which grant access to new spells and add to or alter 
typical paladin abilities, but also impose additional edicts and codes of conduct. An oathbound paladin 
can take multiple oaths as long as none of those oaths alter or replace the same paladin class features. If 
a paladin violates the code of his or her oath, he or she loses the class abilities associated with that oath 
until he or she atones. A paladin that violates his or her paladin’s code also loses his or her oath abilities. 
   Alternate class features, codes of conduct, and compatible deities are listed for each of the new oaths 
described below, as are oath spells. A paladin’s oath adds one spell to the paladin spell list at each spell 
level that he or she can cast, including spell levels for which he or she would only gain one or more spells 
per day if his or her Charisma were high enough to grant bonus spells at that level. Oathbound paladins 
taking more than one oath may prepare any one of their oath spells in that spell slot, similar to the way 
a cleric chooses one of his or her domain spells to prepare in a domain spell slot. 
              
 
 
 

OATH OF BATTLE 
 

Your oath is simple and your calling is clear: wherever evil threatens 
goodly folk, you will be there to root it out and cut it down. 
 

Deities: Abadar, Iomedae, Torag 
 

Code of Conduct: Fight evil where it dwells or lairs; never back down 
from a conflict with real evil. Do not suffer the irredeemable to live; 
smite down the profane with both haste and humanity.  
 

Oath Spells: 1st–true strike, 2nd–bull’s strength, 3rd–magic vestment, 
4th–greater heroism 
 
 

Battle-Born (Ex): The paladin gains a single combat feat for which he 
qualifies as a bonus feat. At 4th, 10th, and 13th levels, the paladin 
gains one combat feat each for which he qualifies as a bonus feat. At 
4th level and at 13th level, the paladin may choose to learn a new 
bonus feat in place of a bonus combat feat he has already learned. In 
effect, the paladin loses the bonus combat feat in exchange for the 
new one. The replaced feat cannot be listed as a prerequisite for 
another feat, prestige class, or ability that the paladin possesses. 
   This ability replaces smite evil. 
 

Bond of Battle (Ex): At 4th level, the paladin gains Weapon Focus with 
the favored weapon of his deity if he chooses a bonded weapon as 
his divine bond, or gains the Mounted Combat feat while mounted on 
his bonded mount if he chooses the mount as his divine bond. 
   This ability alters divine bond. 
 

Aura of Protection (Su): At 8th level, any creature attempting to use 
the aid another action to grant a bonus to an ally’s next attack roll 
against the paladin or any ally within 10 ft. takes a penalty on its aid 
another attack roll equal to the paladin’s Charisma modifier. 
   This ability replaces aura of resolve. 
 

Deific Avatar (Sp): At 20th level, the paladin may activate or dismiss 
a transformation spell-like ability as a standard action, usable at will. 
The caster level for this spell-like ability is 20th, and only a spellcaster 
with a caster level of 20 or higher may attempt to dispel it. 
   This ability replaces holy champion. 

OATH OF LAW 
 

To you, the law is no mere means by which a cause is championed or 
upheld; it is that which separates the civilized world from savagery. 
 

Deities: Abadar, Asmodeus, Iomedae 
 

Code of Conduct: Enforce and uphold both the letter and the spirit of 
the law when and where it does not directly and immediately conflict 
with the cause of good. Make no exceptions or exemptions for any 
man or woman; the integrity of the law is paramount. 
 

Oath Spells: 1st–command, 2nd–arrow of law2, 3rd–dimensional 
anchor,  4th–order’s wrath 
 
 

Detect Chaos (Su): This ability works like the standard paladin’s detect 
evil special ability, except that the paladin detects chaotically-aligned 
creatures and objects rather than evil-aligned ones. 
   This ability replaces detect evil. 
 

Lawbinder (Su): At 3rd level, the paladin gains a +2 sacred bonus on 
any Knowledge (history), Knowledge (local), or Profession skill check 
made regarding civic or local laws. 
   At 9th level, the paladin gains the ability to bind a divine spell to a 
creature, which comes into effect if that creature breaks its word to 
him. A creature must voluntarily give its word to the paladin in order 
for you to activate this ability. The paladin can lawbind any 1st-level 
divine spell as a free action as a part of that spell’s casting. The spell 
must be one that targets the creature, and it does not take effect 
normally. Instead, the bound spell is brought into effect if or when 
the creature breaks any promise or vow freely given to the paladin 
prior to the activation of this ability. This spell-binding effect remains 
potent for a number of days equal to the paladin’s class level once 
activated. After this time has passed, the creature is free to break its 
promises without magical consequence. 
   At 12th level, the paladin may cast up to 2nd-level divine spells in 
this way, at 15th level, the paladin may cast up to 3rd-level divine 
spells in this way, and at 18th level, the paladin may cast up to 4th-
level divine spells in this way. 
   This ability replaces the paladin’s mercies. 
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OATH OF LIBERTY 
 

Free will is the divine spark, the right of every sentient creature. Any 
mortal law that would suppress that spark is thus divinely unlawful. 
 

Deities: Erastil, Sarenrae, Shelyn 
 

Code of Conduct: Oppose cruelty, tyranny, and slavery wherever they 
lurk. Free will is a divine right, and slavery is never lawful, even when 
and where the laws of mortals would deem it so. 
 

Oath Spells: 1st–longstrider, 2nd–protective spirit1, 3rd–dispel magic, 
4th–freedom of movement 
 
 

Merciful Freedom (Sp or Su): At 3rd level, the paladin gains a mercy 
which unlocks manacles and shackles binding the target as though 
using a knock spell effect. 
   At 9th level, the paladin may expend one daily use of his lay on hands 
ability to cast knock as a spell-like ability targeting any door that the 
paladin touches. The caster level for this spell-like ability is equal to 
the paladin’s class level. 
   This ability replaces the mercies gained at 3rd and 9th levels. 
 

Blade of Liberty (Su): At 5th level, the paladin must choose a bonded 
weapon as his divine bond. The paladin may not use this ability to 
grant the axiomatic, flaming, or flaming burst special abilities to his 
weapon, instead adding ghost touch and thundering to the list of 
special abilities that he may add to his divinely-bonded weapon. 
Additionally, the paladin’s weapon grants the paladin a sacred bonus 
on all attack and damage rolls made to sunder objects equal to the 
paladin’s Charisma modifier (if any) whenever it is enhanced by the 
divine bond ability in any way. 
   This ability alters divine bond. 
 

Aura of Mercy (Su): At 11th level, the paladin gains an ability to grant 
all allies within 10 ft. the power to deliver his mercies with a touch. A 
mercy used in this way still subtracts from the paladin’s daily uses of 
the lay on hands ability. Using this ability is a free action. Evil creatures 
gain no benefit from this ability. 
   This ability replaces aura of mercy. 

OATH OF REDEMPTION 
 

Perhaps you have walked a wicked path yourself, or perhaps you are 
simply an idealist. One way or another, yours is the path of redemption. 
 

Deities: Iomedae, Sarenrae, Shelyn 
 

Code of Conduct: Offer the misguided, the profane, and the wicked 
succor and surrender. Make every effort to guide evil and lawless 
opponents along the path of redemption, even if such an effort must 
come at great cost or great risk to you. Any well-meaning fool can 
put a villain to the sword; your calling is higher than that. 
 

Oath Spells: 1st–forbid action2, 2nd–confess1, 3rd–terrible remorse2, 
4th–atonement 
 
 

Subduing Smite (Su): Weapon attacks that the paladin makes against 
the target of his smite evil ability deal nonlethal damage, including any 
damage dealt by weapon properties such as frost or flaming. 
   This ability alters smite evil. 
 

Invite Repentance (Ex): At 2nd level, the paladin gains a competence 
bonus equal to half his class level on all Diplomacy, Intimidate, and 
Sense Motive skill checks made to interact with an evil creature. 
   This ability replaces divine grace. 
 

Spell Smite (Su): At 5th level, against the target of the paladin’s smite 
evil ability, he may add +1 to the Difficulty Class for all saving throws 
against his divine spells. At 10th level, this bonus increases to +2, and 
again to +3 at 15th level. This bonus stacks with similar bonuses, such 
as those granted by the Spell Focus and Greater Spell Focus feats. 
   This ability replaces divine bond. 
 

Path of Redemption (Ex):  At 8th level, the paladin gains Leadership 
as a bonus feat, and may attract a cohort with an alignment that is 
different than his own on both the law-chaos and good/evil spectrums, 
as long as that cohort’s alignment is not diametrically opposed to the 
paladin’s (chaotic evil). The paladin does not take a penalty to his 
leadership score for recruiting such a cohort. 
   This ability replaces aura of resolve. 

 
 
              

 

1: This spell is described in the Pathfinder® Roleplaying Game: Advanced Player’s Guide ™,  sourcebook, by Paizo Publishing, LLC. 
2: This spell is described in the Pathfinder® Roleplaying Game: Ultimate Magic ™, sourcebook, by Paizo Publishing, LLC. 
              

 
 
 
 

GENERAL FEATS            
 

Both of the feats described below are restricted by their prerequisites to oathbound members of the 
paladin class, and benefit members of that class exclusively. 
              
 
 

OATHBOUND SPELL FOCUS 
Your oath spells are particularly potent. 
PREREQUISITES: oathbound paladin 
BENEFIT: Add +2 to the Difficulty Class for all saving throws against 
your oath spells. This bonus stacks with similar bonuses, such as those 
granted by the Spell Focus and Greater Spell Focus feats. 

OATHBOUND SPELL SUITE 
You can prepare a versatile suite of oath spells. 
PREREQUISITES: Cha 17, oathbound paladin, two or more oaths 
BENEFIT: You gain twice as many oath spell slots. When you prepare 
your spells, you may not prepare the same oath spell more than once, 
unless more than one of your oaths lists that spell as an oath spell. 

http://paizo.com/pathfinderRPG/prd/advanced/advancedSpellIndex.html
http://paizo.com/pathfinderRPG/prd/ultimateMagic/ultimateMagicSpellIndex.html
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OPEN GAME LICENSE Version 1.0a 
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards 
of the Coast, Inc ("Wizards"). All Rights Reserved. 
1. 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 sublicenses shall survive the termination of this License. 
14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it enforceable. 
15. COPYRIGHT NOTICE 
Open Game License v 1.0 © 2000, Wizards of the Coast, Inc.; System Reference Document. © 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte 
Cook, Skip Williams, based on material by E. Gary Gygax and Dave Arneson. Pathfinder Roleplaying Game Core Rulebook. © 2009, Paizo Publishing, LLC; Author: 
Jason Buhlman, based on material by Jonathan Tweet, Monte Cook, and Skip Williams. Advanced Player’s Guide. © 2010, Paizo Publishing, LLC; Author: Jason 
Buhlman, based on material by Jonathan Tweet, Monte Cook, and Skip Williams. Pathfinder Roleplaying Game Ultimate Combat © 2011, Paizo Publishing, LLC; 
Authors: Dennis Baker, Jesse Benner, Benjamin Bruck, Jason Buhlman, Brian J. Cortijo, Jim Groves, Tim Hitchcock, Richard A. Hunt, Colin McComb, Jason Nelson, 
Tom Phillips, Patrick Renie, Sean K Reynolds, and Russ Taylor. Pathfinder Roleplaying Game Ultimate Magic. © 2011, Paizo Publushing. LLC; Authors: Jason Buhlman, 
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. Abandoned Arts Presents: Class Acts: Paladins © 2012, Daron Woodson; Author: Daron Woodson, based on material by Jonathan Tweet, Monte Cook, 
and Skip Williams. 
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