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Introduction 
I am both surprised and not surprised at the mysteries 

released to date for the oracle. To me, the concept of 
mysteries indicates that the oracle should strive to view life 
(or unlife, if attempting to see through undead eyes) 
through the lens of that mystery in order to attain 
enlightenment. I feel that an oracle should always seek to 
unlock the secrets the mystery holds. The default options 
presented can be simplified to the four elements, fighting, 
life, afterlife, unlife, nature and arcana. Further 
supplements (including some published by Pathfinder 
Compatible publishers) expand the gambit some by 
including additional elements, variations on death, 
disease, serpents, the moon and so on. While I can 
certainly see a dwarf contemplating metal or stone or an 
evil character finding meaning through rot or bones, I have 
yet to find any as a larger concept that really excite me, 
personally, as a player. I am not surprised by these 
obvious choices for oracles to contemplate since these 
options are hard-coded (to borrow a programming term) 
into the game itself. Yet, that is what surprises me. They 
are obvious choices. By definition, a mystery should not be 
obvious. 

To help bring some mystery back to oracle mysteries, I 
present you with two new options: Fitness and Joy. An 
oracle who attempts to find enlightenment through the 
mystery of Fitness is someone who is physically in shape 
but constantly works out to become stronger, tougher, and 
faster--a true model of health. 

Those who are familiar with Shadowsfall will remember 
the Joy mystery. I see someone who contemplates joy not 
as a person who is obsessed with happiness, but rather 
someone who can find the motivation to keep going 
despite setback after setback. A joyous oracle is one who 
seeks to understand how a soul overcome with sorrow or 
loss can still celebrate the good times. 

If you like what you see here, be sure to tell a friend about 
this or other class option supplements we present. Maybe 
that gamer will find joy in one of our print or PDF releases. 

Dale McCoy, Jr 
May 2013 

Fitness 
Class Skills: An oracle with the Fitness mystery adds 

Acrobatics, Climb, Fly, and Swim to her list of class skills. 
Bonus Spells: jump (2nd) aspect of the bear APG (4th), 

deadly juggernaut UC (6th), aspect of the wolf APG (8th), 
bull's strength, mass (10th), overland flight (12th), curse of 
ineptitude (14th), divine vessel APG (16th), time stop (18th). 

Revelations: A oracle with the Fitness mystery can 
choose from any of the following revelations. 

Climb (Ex): You gain a climb speed equal to half your 
base speed. At 10th level, your climb speed increases to 
your full base speed. 

Divine Endurance (Su): You are immune to the fatigued 
condition. At 14th level, you become immune to the 
exhausted condition. You must be at least 7th level before 
selecting this revelation. 

Divine Physique (Su): You gain a +2 sacred/profane 
bonus to either your Strength, Dexterity or Constitution 

score. At 15th level, this bonus increases to +4. You must 
be at least 11th level before selecting this revelation. 

Healthy Moves (Ex): Your base speed increases by 10 
feet. At 5th level, you receive Dodge as a bonus feat. At 
10th level you receive Mobility as a bonus feat. You do not 
need to meet the prerequisites to receive these feats. 

Inspired Maneuvers (Su): You gain a +1 sacred/profane 
bonus to your CMB. At 5th level and every 5 levels 
thereafter, this bonus increases by +1 (to a maximum of 
+5 at 20th level). 

Slow Fall (Ex): This ability functions like the monk ability 
of the same name. Your effective monk level is equal to 
your oracle level –3. You must be at least 7th level before 
selecting this revelation. 

Slowing Touch (Su): Your touch keeps a creature from 
moving as fast as it normally would. As a standard action, 
a creature you have successfully touched has its speed 
reduced by 5 feet. A successful Fortitude save negates 
this penalty. This penalty applies to all mundane forms of 
movement and does not affect movement granted from 
spells, spell-like abilities, and supernatural abilities. At 7th 
level this penalty increases to 10 feet.  At 14th level, this 
penalty increases to 15 feet. This ability can never reduce 
a creature’s speed below half its base speed. You can use 
this ability once per day, plus one additional time per day 
for every three levels you possess. 

Toughened Body (Ex): You gain a +1 natural armor 
bonus to your armor class. This bonus increases to +2 at 
7th level and +3 at 14th level. 

Weakening Attack (Su): You can draw the strength from 
your enemies and use it to give yourself life. As a standard 
action, you can inflict 1d3 points of Strength damage upon 
a creature within 30 feet. You gain a number of temporary 
hit points equal to the amount of Strength damage inflicted 
times 5. The temporary hit points last a number of hours 
equal to your Charisma modifier (minimum 1). A 
successful Fortitude save means the creature suffers a –1 
Str penalty that lasts a number of rounds equal to your 
oracle level. You can use this ability once per day at 7th 
level and one additional time per day for every 4 levels you 
possess beyond 7th. You must be at least 7th level before 
selecting this revelation. 

Wings of Strength (Su): As a swift action, you can 
manifest a pair of bird-like wings that grant you a fly speed 
of 80 feet with average maneuverability. You can use 
these wings for 1 minute per day per oracle level. This 
duration does not need to be consecutive, but it must be 
spent in 1 minute increments. At 14th level, your 
maneuverability increases to good. You must be at least 
7th level before selecting this revelation. 

Final Revelation: Upon reaching 20th level, you 
become a paragon of fluid motion. You do not provoke 
attacks of opportunity by moving through or casting spells 
in threatened areas. Whenever you threaten a critical hit, it 
is automatically confirmed. When you are below 0 hit 
points, you do not die until your negative hit point total 
exceeds twice your Constitution score. 

Joy 
Class Skills: An oracle with the joy mystery adds 

Linguistics and all Perform skills to her list of class skills. 
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Bonus Spells: bless (2nd), hideous laughter (4th) good 
hope (6th), death ward (8th) dance of a hundred cuts UM 
(10th), joyful rapture UM (12th), waves of ecstasy UM (14th), 
euphoric tranquility APG (16th), overwhelming presence UM 
(18th) 

Revelations: An oracle with the joy mystery can choose 
from any of the following revelations. 

Bardic Performance: An oracle can perform an inspiring 
performance. Half of the oracle’s levels (minimum 1) count 
as bard levels for determining the effects of the bardic 
performance. The oracle must already possess bardic 
performance from another class before taking this 
revelation. 

Crippling Sorrow (Su): You know how a lack of joy can 
crush a creature’s spirit and affect every action the 
creature takes. As a standard action, you can discourage 
your enemies. All enemies within 100 feet who can hear 
and understand you gain a –1 penalty on attack rolls, skill 
checks, and saving throws for a number of rounds equal to 
your Charisma modifier. At 10th level, this penalty 
increases to –2. You can use this ability once per day, plus 
one additional time per day at 5th level and every five 
levels thereafter. This is a language-dependent effect. 

Euphoric Healing (Su): Once per day, when you cast a 
cure spell (a spell with “cure” in its name), your healing 
directs a wave of the euphoria to the target, healing the 
creature for an additional 1d8 points of damage. At 5th 
level and every five levels thereafter, you can use this 
ability one additional time per day. This does not deal 
additional damage to creatures that sustain damage from 
cure spells. 

Heartening Presence (Ex): Your presence encourages 
your allies to carry on in their pursuits. As a standard 
action, you can encourage your allies. All allies within 100 
feet who can see you gain a +1 morale bonus on attack 
rolls, skill checks, and saving throws for a number of 
rounds equal to your Charisma modifier. At 10th level, this 
bonus increases to +2 and removes all fear effects. You 
can use this ability once per day, plus one additional time 
per day at 5th level and for every five levels thereafter. 

Instant Friends (Su): As a standard action, you can 
influence a creature to be friendly. A single creature within 
30 feet that can understand you must succeed on a Will 
save, or it is regarded as a friend and ally, as per the spell 
charm person. This lasts for a number of minutes equal to 
the oracle’s level. This duration does not need to be 
consecutive, but it must be spent in 1-minute increments. 
This is a language-dependent effect. 

Joyful Casting (Su): Your inner joy manifests itself in 
your spells. Once per day you can cast one spell as if it 
were modified by the Enlarge Spell or Extend Spell feat 
without increasing the spell’s casting time or level. At 10th 
level, the feats that can be used to modify a spell with this 
ability include the Empowered Spell and Persistent  
Spell APG feats. You cannot use this ability if you are 
suffering from a fear effect. 

Perseverance (Ex): Your positive attitude keeps you 
going even in the direst of circumstances. You gain the 
Endurance feat. At 7th level you gain the Diehard feat. At 
15th level you gain the Heroic Defiance APG feat. You do 
not need to meet the prerequisites to receive these feats.  

Reckless Overconfidence (Su): You can fill an enemy 
with so much confidence that your opponent behaves in a 
foolish manner. You can target an enemy within 30 feet as 
a standard action. If the enemy fails a Will save, it takes a 
–1 penalty to its armor class for a number of rounds equal 
to your Charisma modifier. At 7th and 15th level, this 
penalty increases by an additional –1. You can use this 
ability once per day. At 10th level, you can use this ability 
one additional time per day. 

Shout of Ecstasy (Su): Whether from pain or pleasure, 
you are overcome with a euphoric feeling and shout it out 
as loud as you can. As a standard action, you shout so 
loud that it hurts those in a 15-foot cone, dealing 1d6 
points of sonic damage per two levels (minimum 1d6) and 
deafening  creatures within the area of effect for 1d4 
rounds. A Fortitude save halves this damage. You can use 
this ability once per day, plus one additional time per day 
at 5th level and every five levels thereafter. 

Uplifting Joy (Su): As a swift action, you can manifest a 
pair of butterfly-like wings made of pure joy that grant you 
a fly speed of 60 feet with good maneuverability. At 10th 
level, your speed increases to 90 feet and your 
maneuverability increases to perfect. You can use these 
wings for 1 minute per day per oracle level. This duration 
does not need to be consecutive, but it must be spent in 1-
minute increments. You must be at least 7th level to select 
this revelation. 

Final Revelation: Upon achieving 20th level, you 
become an avatar of joy and encouragement. You receive 
a bonus on all saving throws equal to your Charisma 
modifier. You become immune to fear and pain effects and 
can ignore any emotion effects you do not wish to suffer. 
As a standard action, you can remove all emotion, fear, or 
pain effects with a touch attack. Resisting this effect 
requires a Will save. You can use this ability at will. 
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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, 
royaltyfree, 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 1.0a 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 
Publishing, LLC; Author: Jason Bulmahn, based on material by 
Jonathan Tweet, Monte Cook, and Skip Williams. 

Advanced Player’s Guide. Copyright 2010, Paizo Publishing, LLC; 
Author: Jason Bulmahn.  

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.  

Oracle Mysteries. Copyright 2013, Author: Dale C. McCoy, Jr. 

Author: Dale C. McCoy, Jr 
Editor: Richard Moore 
Artist: John C. Walborn 
Open Content: the Fitness and Joy mysteries. 
Product Identity: everything else. 
Compatibility with the Pathfinder Roleplaying Game re-

quires the Pathfinder Roleplaying Game from Paizo Pub-
lishing, LLC. See http://paizo.com/pathfinderRPG for 
more information on the Pathfinder Roleplaying Game. 

Paizo Publishing, LLC does not guarantee compatibility, 
and does not endorse this product.  

Pathfinder is a registered trademark of Paizo Publish-
ing, LLC, and the Pathfinder Roleplaying Game and the 
Pathfinder Roleplaying Game Compatibility Logo are 
trademarks of Paizo Publishing, LLC, and are used under 
the Pathfinder Roleplaying Game Compatibility License. 
See http://paizo.com/pathfinderRPG/compatibility for 
more information on the compatibility license.  
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