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Below is a selection of feats from the Pathfinder Roleplay-
ing Game that have been repurposed to serve the antipala-
din class from the Advanced Player’s Guide. A Purple Duck 
Diversion is a collection of scribbles and ideas that Stefen 
or I work on when we need a quick break from our other 
products. All of these products are listed as on Rpgnow for 
free and as a tip jar version (for those that want to donate 
$1 for this work).

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.

Channelled Weapon Strength
You draw upon your channel energy to enhance the de-
structive power of your weapon and those of allies adja-
cent to you. 
Prerequisites: Channel negative energy 3d6.
Benefit: As a swift action, you can spend a use of your 
channel energy to grant yourself a +2 profane bonus to 
attacks with your deity’s favored weapon. This bonus lasts 
1 minute per cleric level or effective cleric level. When you 
benefit from this bonus, allies with a weapon favored by 
your deity also gain a +2 profane bonus to attacks while 
they are adjacent to you.

Dragonboon Aura
Those withing your dragonboon aura, suffer a greater pen-
alty to resist fear effects.
Prerequisites: Aura of cowardice class feature, caster level 
8th

Benefit: When fighting in combat alongside a dragon, your 
aura of cowardice expands to a 20-foot-radius emanation, 
and enemies within the aura cannot become immune 
to the dragon’s frightful presence by making their saving 
throw. 
Normal: If a character makes their saving throw against a 
dragon’s frightful presence they are immune to its effects 
for 24 hours.

Aura of Terror
Your aura of cowardice becomes more potent, as your 
incredible menace is amplified.
Prerequisites: Aura of cowardice class feature, caster level 
8th.
Benefit: Your aura of cowardice expands to a 20-foot-radi-
us emanation. Enemies within the aura who have to make 
a save vs. fear effect must roll their save twice and keep 
the worst result.
Normal: The aura of cowardice affects each enemy within 
a 10 feet and grants them a -4 penalty to saving throws 
against fear.

Corrupted Faith
Not only are you a carrier of disease like most antipaladins, 
but you are intensity to the effects of disease you carry. 
Prerequisite: Plague bringer class feature.
Benefits: Any disease you spread with your plague bringer 
class feature gains a +4 profane bonus on its resistance DC.

Corruption Charge
When you charge, you do so with the power of your vice.
Prerequisite: Touch of corruption class feature.
Benefit: When you hit with a charge attack, you can ex-
pend all of your remaining uses of touch of corruption to 
deal extra damage equal to 1d6 per use of touch of corrup-
tion expended + your Charisma bonus. This damage comes 
from unholy power and is not subject to damage reduc-
tion, energy immunities or energy resistance.

Empower Death
Your channelled negative energy empowers nearby un-
dead.
Prerequisite: Channel negative energy class feature.
Benefit: As a standard action, you can channel negative 
energy to empower all undead within 30 ft for a number of 
rounds equal to your Charisma modifier.  Undead affected 
by this power gain a +4 bonus to Str and Dexterity for the 
duration of the feat. Channelling energy in this way does 
not heal or harm creatures.
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Extra Cruelty
Your touch of corruption ability adds an additional cruelty.
Prerequisites: Touch of corruption class feature, cruelty 
class feature.
Benefit: Select one additional cruelty from which you 
qualify. When your use touch of corruption to harm others, 
it also receives the additional effect of this cruelty.
Special: You can gain this feat multiple times. Its effects 
do not stack. Each time you take this feat, select a new 
cruelty.

Extra Touch of Corruption
You can use your touch of corruption ability more often.
Prerequisite: Touch of corruption class feature.
Benefit: You can use your touch of corruption ability two 
additional times per day. 
Special: You can gain Extra Touch of Corruption multiple 
times. Its effects stack.

Greater Cruelty
Your cruelty has intensified.
Prerequisites: Cha 13; touch of corruption class feature, 
cruelty class feature.
Benefit: When you use your touch of corruption to harm 
another creature, you may decide to not apply a cruelty 
condition and instead add +2d6 points of damage to the 
touch of corruption instead. Alternatively you can reduce 
the touch of corruption damage by 2d6 to affect the target 
creature with two cruelties.

Reward of Corruption
When you lay on hands, divine energy ripples through you, 
granting you corruption.
Prerequisite: Touch of corruption class feature.
Benefit: Each time you use your touch of corruption ability, 
you gain a +1 profane on all attack rolls for 1 round.

Reward of Death
When you use touch of corruption, you are also healed.
Prerequisite: Touch of corruption class feature.
Benefit: Each time you use your touch of corruption to 
harm a creature, you heal a number of hit points equal to 
your Charisma bonus. This power has no effect if you use 
touch of corruption to heal undead.

Ultimate Cruelty
By using your touch of corruption, you can bring back the 
dead as an undead servitor.
Prerequisites: Cha 19, Greater Cruelty, touch of corruption, 
cruelty class feature.
Benefit: You can expand 10 uses of touch of corruption to 
bring a single dead creature back to life as a create un-
dead spell with the caster level equal to your antipaladin 
level. You must provide the material component for create 
undead or choose to accept 1 temporary negative level; 
this level automatically goes away after 24 hours, never 
becomes a permanent negative level, and cannot be over-
come in any way except by waiting for the during to expire.

Unsanctioned Detection (Redux)
You can focus your ability to detect an alignment for more 
practical and mundane purposes.
Prerequisite: A specific detect alignment class feature.
Benefit: As a swift action, you can focus the clarity granted 
by your detect alignment ability to heighten your aware-
ness of other things. This gives you a +10 axiomatic/en-
tropic/profane/sacred (depending on the nature of your 
power) bonus on Perception and Sense Motive checks for 
one round. This expends your use of the detect alignment 
ability for the next 24 hours.

Unsanction Knowledge (Redux)
You have searched through forbidden texts and are privy to 
powerful but proscribed magic.
Prerequisites: Int 13, the ability to cast 1st level paladin or 
anitpaladin spells.
Benefit: Paladins pick one 1st level spell, one 2nd level spell, 
one 3rd level spell and one 4th level spell from the bard, 
cleric, inquisitor or oracle spell lists. Antipaladins pick one 
1st level spell, one 2nd level spell, one 3rd level spell and 
one 4th level spell from the alchemist, cleric, inquisitor or 
witch spell lists. Add these spells to your spell list as spells 
of the appropriate level. Once chosen the spells cannot be 
changed.

Word of Corruption
Using the same profane energy as your touch of corruption 
ability, you can harm others at a distance.
Prerequisite: Touch of corruption class feature.
Benefit: You may use your touch of corruption to heal 
another creature at a range of 30 ft as a standard action 
that does not provoke an attack of opportunity. You must 
be able to speak and have a free hand to use this ability. 
The target suffers half the amount they would normally be 
harmed if you had touched them, but gains the benefits of 
your cruelty as normal.
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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 (“Wiz-
ards”). 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 ma-
terial 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) “Distrib-
ute” means to reproduce, license, rent, lease, sell, broad-
cast, 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 Con-
tent 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 descrip-
tions 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 Contribu-
tor (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 ex-
act 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 cre-
ation and/or You have sufficient rights to grant the rights 
conveyed by this License.
6. Notice of License Copyright: You must update the COPY-
RIGHT 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 compat-
ibility, except as expressly licensed in another, indepen-
dent 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 Trade-
mark in conjunction with a work containing Open Game 
Content except as expressly licensed in another, indepen-
dent 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 automati-
cally if You fail to comply with all terms herein and fail to 
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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.
Advanced Player’s Guide. Copyright 2010, Paizo Publishing, 
LLC; Author: Jason Bulmahn.
Anger of Angels. © 2003, Sean K Reynolds.
Book of Fiends. © 2003, Green Ronin Publishing; Authors: 
Aaron Loeb, Erik Mona, Chris Pramas, Robert J. Schwalb.
Angel, Monadic Deva from the Tome of Horrors, Revised. 
© 2002, Necromancer Games, Inc.; Author: Scott Greene, 
based on original material by E. Gary Gygax.
Angel, Movanic Deva from the Tome of Horrors, Revised. 
© 2002, Necromancer Games, Inc.; Author: Scott Greene, 
based on original material by E. Gary Gygax.
Brownie from the Tome of Horrors, Revised. © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on 
original material by E. Gary Gygax.
Daemon, Ceustodaemon (Guardian Daemon) from the 
Tome of Horrors, Revised. © 2002, Necromancer Games, 
Inc.; Author: Scott Greene, based on original material by E. 
Gary Gygax.
Daemon, Derghodaemon from the Tome of Horrors, 
Revised. © 2002, Necromancer Games, Inc.; Author: Scott 
Greene, based on original material by E. Gary Gygax.
Daemon, Hydrodaemon from the Tome of Horrors, Re-
vised. © 2002, Necromancer Games, Inc.; Author: Scott 
Greene, based on original material by E. Gary Gygax.
Daemon, Piscodaemon from the Tome of Horrors, Revised. 
© 2002, Necromancer Games, Inc.; Author: Scott Greene, 
based on original material by E. Gary Gygax.
Froghemoth from the Tome of Horrors. © 2002, Necro-
mancer Games, Inc.; Author: Scott Greene, based on origi-
nal material by E. Gary Gygax.
Ice Golem from the Tome of Horrors. © 2002, Necroman-
cer Games, Inc.; Author: Scott Greene.
Iron Cobra from the Tome of Horrors. © 2002, Necroman-
cer Games, Inc.; Author: Scott Greene, based on original 
material by Philip Masters.
Marid from the Tome of Horrors III. © 2005, Necromancer 
Games, Inc.; Author: Scott Greene.

Mihstu from the Tome of Horrors, Revised. © 2002, Nec-
romancer Games, Inc.; Author: Scott Greene, based on 
original material by E. Gary Gygax.
Monte Cook’s Arcana Unearthed. © 2003, Monte J. Cook.
Nabasu Demon from the Tome of Horrors. © 2002, Nec-
romancer Games, Inc.; Author: Scott Greene, based on 
original material by E. Gary Gygax.
Necrophidius from the Tome of Horrors, Revised. © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on 
original material by Simon Tillbrook.
Path of the Magi. © 2002 Citizen Games/Troll Lord Games; 
Authors: Mike McArtor, W. Jason Peck, Jeff Quick, and Sean 
K Reynolds.
Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Pub-
lishing, LLC; Author: Jason Bulmahn, based on material by 
Jonathan Tweet, Monte Cook, and Skip Williams.
Pathfinder Roleplaying Game Ultimate Magic. © 2011, 
Paizo Publishing, LLC; Authors: Jason Bulmahn, Tim Hitch-
cock, Colin McComb, Rob McCreary, Jason Nelson, Stephen 
Radney-MacFarland, Sean K Reynolds, Owen K.C. Stephens, 
and Russ Taylor.
Sandman from the Tome of Horrors, Revised. © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on 
original material by Roger Musson.
Scarecrow from the Tome of Horrors, Revised. © 2002, 
Necromancer Games, Inc.; Author: Scott Greene, based on 
original material by Roger Musson.
Shadow Demon from the Tome of Horrors. © 2002, Nec-
romancer Games, Inc.; Author: Scott Greene, based on 
original material by Neville White.
Skreyn’s Register: The Bonds of Magic. © 2002, Sean K 
Reynolds.
The Book of Experimental Might. Copyright 2008, Monte J. 
Cook. All rights reserved.
The Book of Hallowed Might. © 2002, Monte J. Cook.
Tome of Horrors. Copyright 2002, Necromancer Games, 
Inc.; Authors: Scott Greene, with Clark Peterson, Erica Bals-
ley, Kevin Baase, Casey Christofferson, Lance Hawvermale, 
Travis Hawvermale, Patrick Lawinger, and Bill Webb; Based 
on original content from TSR.
Wood Golem from the Tome of Horrors. © 2002, Necro-
mancer Games, Inc.; Authors: Scott Greene and Patrick 
Lawinger.
Antipaladin Feats. Copyright 2011, Mark Gedak; Published 
by Purple Duck Games.


