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Disabling effects are an important part of the game, giving 
players and baddies alike a multitude of options to bewitch, 
ensnare, petrify, and even outright kill a target. But all too 
often, these ‘save or suck’ crowd control effects leave players 
twiddling their thumbs or playing with their phones until the 
spell either wears off or another player jumps to their rescue. 
With Sidebar: Alternative Death Effects, you’ll find a new way 
to keep players invested in the game even after they bite the 
dust!

The Sidebar product line brings you an assortment of ideas, 
homebrew rules, and various options from the talented pool 
of writers at Fat Goblin Games for use with the Pathfinder 
Roleplaying Game. These short and low-priced products are 
perfect for Game Masters and Players who want to integrate 
unique new options to their games.  

Diagnosing Death
Death effects. Those big, game-ending effects that wizardly 

powerhouses and world-destroying beasts throw about with 
abandon. And as a player, they’re the sort of things you never, 
ever want targeted at you.

Death effects are almost as iconic to tabletop gaming as 
the dice themselves. But, perhaps too often, death effects are 
resolved with just a single roll of a single die. (Pun very much 
intended.) Encounters with death effects are almost univer-
sally of a grand scale... but does that ever really lessen the 
impact of having a beloved character turned to ash in a matter 
of seconds?

Assuming the players survive the encounter, a death effect’s 
only real consequence is the drain it puts on the party. The 
loss of team wealth, and the freshly resurrected, weakened 
party member, only make the group more susceptible to 
future deaths. Of course, the deceased party member could 
simply be replaced—but if the new character comes in with 
free wealth, that only further unbalances the party. And if he 
doesn’t? Well, you’d better hope that new character is also a 
small-sized polearm-based martial character!

Don’t misunderstand me; death effects can be great! They 
create instant tension. Unlike whittling a target down with hit 
point damage, a death effect is quick. Permanent. Frontloaded 
with massive amounts of damage or straight up death, they 
aren’t the sort of injuries you can walk off with a quick tap 
from the cure-light-wand. Death is a decisive tide-turner, no 
matter its source. Players rally around death effects. It really 
hammers in the fact that this particular encounter is serious.

But that encounter should still be fun for the player de-
feated by a single die roll of fate!

Death to Death  
Effects

Instead of imposing instead death, death effects instead 
incur a death-like state. This achieves the same short-term 
result—instantly removing a creature from the battlefield and 
doubling down on the encounter’s difficulty—but removes the 
long-term penalties of resurrection costs and negative levels.

With this optional rule, the souls of creatures targeted by 
death effects do not immediately depart for the afterlife. Souls 
linger in a quasi-ghostlike state, trapped between the mortal 
coil and the world beyond. Its body remains comatose and 
lifeless, on the verge of death. 

Deathless Souls
Souls and spirits lingering is a frequent concept in fan-

tasy—they’re one of the most common sources of the unquiet 
dead! And while not every spirit needs to hang around the 
mortal coil for centuries of torment, the act of being suddenly 
shunted from life to unlife can be disorienting enough to keep 
a spirit lingering for a minute or two.  

Deathless souls are the disembodied spirits of any creature 
that is slain by a death effect. While only echoes of the living, 
they are still capable of acting with limited agency for a short 
time. A free soul is a ghostly, ethereal creature with a perfect 
fly speed of 60 feet. A free soul must stay within 100 feet of its 
body at all times, or else immediately depart to the afterlife. 
Despite being ethereal, deathless souls cannot directly interact 
with any other creatures, material or ethereal. A deathless soul 
may communicate empathically with any creature it can see 
within 60 feet.

The only other non-movement action that a deathless soul 
may take is alter fate:

Alter Fate (Su) A deathless soul may touch a creature as a 
standard action, changing fate in a single instant. If used on an 
ally, that ally may choose to reroll a single d20 roll in the next 
minute. He must use the new result, even if it is worse. Alter 
fate may instead be used on an enemy as a melee touch attack. 
If successful, that creature must roll twice on its next d20 roll 
within the next minute and take the worse result. A creature 
can only have its fate altered once by any one free soul.
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A deathless soul lingers for 1 minute minus a number of 
rounds equal to half the caster level of the death effect that 
slayed them (which means a 20th-level caster would still 
instantly kill his target). A creature or effect without a caster 
level instead uses its HD.

Effects that destroy a target’s body (such as disintegrate), 
do not allow a saving throw (such as power word kill), or 
merely trap a body in a death-like state (such as flesh to stone) 
do not free the soul of the creature. Resurrection effects or 
emergency healing effects (such as breath of life) must be cast 
upon the deathless soul’s body to function, and take effect as 
normal as they guide the deathless soul back into its body.

Creatures with an Intelligence score of 2 or less cannot 
manifest deathless souls. Undead creatures and other crea-
tures without souls (such as most constructs) cannot become 
deathless souls, as death is merely returning them to their 
‘natural’ state.

Trapped Souls
Allowing the recently departed to continue to interact with 

the world gives players a considerable boost in power. Conse-
quently, GMs may wish to allow particularly cunning villains 
a means of countering these beneficent souls. Trapping the 
freed soul is not only particularly evil, but it makes the PCs’ 
imminent victory over the villain all the more pressing—now 
they must free their ally’s spirit!

To trap a deathless soul, a creature must possess a recepta-
cle suitable for housing souls. Typically called soul gems, most 
are crafted from precious gemstones or intricate glass beads. 
Soul gems cost a minimum of 100 gp, and cost an additional 
100 gp for every hit dice beyond 1 they are capable of storing 
(a 20 HD soul gem would cost 2,000 gp).

If the receptacle is presented when the death effect take 
effect, the wielder may attempt to trap the soul as a free ac-
tion. A creature may attempt a Will saving throw to negate this 
effect (DC = 10 + 1/2 the HD of the trapper + the trapper’s 
Wisdom modifier). If the initial trapping fails, the wielder may 
try again as a full-round action until the free soul departs.

Any attempt to resurrect a body whose soul is trapped in a 
soul gem requires a caster check against a DC of 10 + 1/2 HD 
of the soul gem. Failure results in the spell having no effect, 
while success shatters the target’s soul gem and returns the 
creature to life as normal. If the soul gem resides in an unholy 
location, such as that created by unhallow, the DC of this 

check increases by +2.

Trapped souls are stored indefinitely—they may not act in 
the mortal realm as a deathless soul, nor can they move to the 
afterlife. Shattering a soul gem frees the soul and allows it to 
be resurrected as normal. Particularly devious GMs may devise 
unique means of shattering a soul gem that completely eradi-
cate the soul within, though such a monumental task may be 
the goal of an entire adventure!

Access to Soul Gems
Soul gems are an incredibly powerful means of (almost) 

permanently slaying friend or foe. Don’t be afraid to make 
access to them more difficult through higher costs, esoteric 
rituals, or simply accessible only to the biggest and baddest of 
BBEGs!

Departed Souls
This is just a polite way of telling the player that yes, she is 

actually dead. Departed souls have passed beyond the mortal 
coil and may be resurrected as normal.

At least you can’t say you didn’t give your players a fighting 
chance!

Interested in seeing what else Fat Goblin Games puts 
out that might help your Pathfinder Role Playing Game?  
Check us out online at our website or your favorite retailer!

Website - www.fatgoblingames.com

RPGNow - The Open Gaming Store - Paizo.com

http://www.fatgoblingames.com
http://www.rpgnow.com/browse/pub/3865/Fat-Goblin-Games
http://shop.d20pfsrd.com/collections/fat-goblin-games
http://paizo.com/store/byCompany/f/fatGoblinGames/pathfinderRPG
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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, im-
provement, 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, inci-
dents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, 
concepts, themes and graphic, photographic and other visual or audio representa-
tions; 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 accep-
tance 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 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 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 Trade-
mark 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 ver-
sion 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.
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