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ROLEPLAYING GAME COMPATIBLE

NEW FERTS

ARCANE MYSTERIES

Seeking answers to the mysteries that plague your
mind, you sought solace in higher learning and
arcane study. Over time, your power has been
shaped—or shaped itself—to suit your refined
mindset.

Prerequisites: Mystery class feature, character
level 1.

Benefit: You exchange your mystery class feature
for the wizard’s arcane school class feature, as if a
wizard of equal level. You still use your Charisma
for spellcasting. You cannot choose the universalist
school with this feat. Whenever you would choose
a mystery spell, you may instead choose a spell of
appropriate level from your chosen arcane school.
Whenever you would gain a revelation, you may
instead choose an item creation or metamagic feat,
provided you meet the prerequisites.

ASCENDED MYSTERY,

Months of constant meditation granted you the
ability to wield your powers more frequently.

Prerequisites: Mystery class feature, Path to
Ascendance, Extra Ascendance.

Benefit: You may expend uses of Path to
Ascendance to use revelation abilities that have a
fixed number of uses per day.

The limitations of your eyesight have given you the
ability to see things others can't.

Prerequisites: Oracle’s curse class feature,
clouded vision curse, oracle level 5th.

Benefit: Once per day, you may cast see invis-
ibility.

ATHFINDER

Written By Mike Wallace
DEEPER MYSTERIES

Contact with the myriad forces of this world have
given you accidental insights into mysteries you
were never meant to see, but which have left a
mark on you regardless.

Prerequisites: Mystery class feature, oracle level
8th.

Benefit: Choose a second mystery. You do not
gain access to its class skills. However, whenever
you gain a mystery spell or revelation, you may
choose which mystery to learn from.

DISTRACTING BABBLE

You 're never quite sure what you're saying when
the curse comes over you, but those who under-
stand you find your words disorienting.

Prerequisites: Oracle’s curse class feature,
tongues curse, oracle level Sth.

Benefit: You gain a +2 insight bonus to your AC
against opponents who understand any language
you speak.

The mysteries of your oracular abilities drew you
to a monastery, and through devotion and faith you
have honed your erratic powers in service to your

deity.

Prerequisites: Mystery class feature, character
level 1.

Benefit: You exchange your mystery class feature
for one cleric domain and the channel energy
class feature, as if a cleric of equal level. Channel
energy deals or heals damage equal to 1d6 plus
1d6 for every 4 oracle levels beyond 1st (2d6 at
Sth, 3d6 at 9th, etc.). Whenever you would gain a
revelation, you may instead choose a channeling
feat, provided you meet the prerequisites.

Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder Roleplaying Game from Paizo
Publishing, 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.
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EXTRA'ASCENDANGE

You are slowly overcoming the limitations of your ascended
power, allowing you to wield it more frequently.

Prerequisites: Path to Ascendance, oracle level 8th.

Benefit: You may use Path to Ascendance an additional
number of times per day equal to your Wisdom modifier.

EXTRA'REVELATION

The mysteries you study have opened up to you, revealing
more to you than they would to others.

Prerequisites: Mystery class feature, oracle level 8th.

Benefit: You may choose another revelation from your
mystery.

EYEFOR'AN EAR
You may be deaf, but your eyesight is perfect.

Prerequisites: Oracle’s curse class feature, deafened curse,
oracle level 5th.

Benefit: You gain a competence bonus on Reflex and
Will saves to avoid being blinded equal to half your oracle
level.

Strengthening your convictions has allowed you to shrug
off your curse for far longer than normal.

Prerequisites: Iron Will, Path to Ascendance, oracle level
10th.

Benefit: Your Path to Ascendance ability now lasts for 10
minutes + 10 minutes times your Wisdom modifier.

IMPROVED MYSTERIES

You've learned a trick or two about tapping into the
mysteries of existence, letting you use them more often.

Prerequisite: Mystery class feature.

Benefit: Your mystery revelations with fixed uses per day
gain another use per day.

Now your allies can share in your curse. While it s not
comfortable for them, they might find some newfound
appreciation for what you suffer.

Prerequisites: Shared Curse, oracle level 10th.

You may target a friendly character with Shared Curse,
conferring both its negative and positive effects, based on
your oracle level.

Your body is rotting away, and it might not stop with
death...

Prerequisites: Oracle’s curse class feature, wasting curse,
oracle level 5th.

Benefit: Like undead, you restore health from negative
energy and lose health from positive energy.

MARK OFCASSANDRA

The greatest tragedy of a prophecy ignored is surviving to
see the result.

Prerequisites: Oracle’s curse class feature, powerless
prophecy curse, oracle level 5th.

Benefit: Whenever you are staggered during the first round
of combat, you gain a +2 circumstance bonus to your
armor class until the end of combat.

MARTYR'S STEP

The path of the crippled is already difficult enough without
further hindrance.

Prerequisites: Oracle’s curse class feature, lame curse,
oracle level 5th.

Benefit: You never suffer penalties to Acrobatics checks
due to naturally slippery, narrow, or uneven ground.

NATURE'S GUIDANCE

Driven or fleeing from society to escape the confusion of
your powers, you eventually discovered a sense of peace in
the natural world that has shaped your power accordingly.

Prerequisites: Mystery class feature, character level 1st.

Benefit: You exchange your mystery class feature for the
druid’s nature bond class feature, as if a druid of equal
level. Starting at 4th level, you may use the wild shape
class feature, as if a druid of equal level, once per day plus
another time per day per 2 levels afterward (6th, 8th, etc.).

OGRE'S MAW/

Your ravenous hunger comes with a kind of desperate
strength that belies your stature.

Prerequisites: Oracle’s curse class feature, hunger curse,
oracle level 5th.

Benefit: When you determine the damage of your bite
attack, treat yourself as one size category larger.
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ONE HAND,TO,THE FLAME

During your meditations, you held both hands to the flame.
One remained burned, but the other was miraculously
healed!

Prerequisites: Oracle’s curse class feature, blackened
curse, oracle level 5Sth.

Benefit: Only your main hand is burned. You may equip a
light weapon in your offhand without suffering the penalty
of the blackened curse.

PATHTO'ASCENDANCE

A revelation has come to you, burning itself into your mind
so as to momentarily cleanse the failings of your body.
With time, you’ve come to understand that you will over-
come your frailties by rising above them.

Prerequisites: Oracle’s curse class feature, oracle level
Sth.

Benefit: Once per day, as a simple action, you may
ignore the penalties of your oracle’s curse for a number of
rounds equal to 2 + your Wisdom modifier. At oracle level
10th and every 5 levels afterward, you may use Path to
Ascendance another time per day, to a maximum of 4 per
day at 20th level.

POLTERGEIST/AURA

The unnatural forces that make life so difficult for you
sometimes make for unlikely allies.

Prerequisites: Oracle’s curse class feature, haunted curse,
oracle level 5th.

Benefit: Opponents who drop items also suffer from the
haunted curse; any item they drop lands 10 feet away from
them in a random direction.

e

Embracing the debilitating effect of your oracular abilities
has enabled you to share it with others for a brief time.

Prerequisites: Oracle’s curse class feature, Path to
Ascendance.

Benefit: As a standard action, you can inflict the negative
effects of your oracle’s curse on a target within 30 feet. A
successful Will save negates this effect. The curse remains
in effect for a number of rounds equal to 2 + your Wisdom
modifier. Using Shared Curse expends one use of Path to
Ascendance.

THRICE;CURSED

You were born under a bad sign, friend. Three of them, as
matter of fact.

Prerequisites: Oracle’s curse class feature, character level
1.

Benefit: You suffer from the effects of three oracle’s
curses, instead of one.

Note: Abilities that suppress or share your curse, such

as Path to Ascendance and Shared Curse, only affect

one curse at a time. For example, one use of Path to
Ascendance only suppresses one curse, Shared Curse only
allows you to bestow one curse on a target, and so forth.

WOLETONGUE

Your curse suggests you have werewolf blood in your
veins, or perhaps you are a reincarnation that never fully
“took™?

Prerequisites: Oracle’s curse class feature, wolf-scarred
face curse, oracle level 5th.

Benefit: You can speak with animals, as per the spell, at
will. However, this effect only works with wolves, dogs,
and other canines.
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Designation of Open Game Content: All Text

OPEN GANE LiC

TERSI( [T

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, correc-
tion, 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 deriva-
tive 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, environ-
ments, 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 prod-
ucts 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.

3.0ffer 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 distrib-
uting, 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 unenforce-
able, 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.

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.
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