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Introduction

The afterlife is, by its nature, a strange and mysterious realm,
not meant to be fully understood by mortals. Even in games
like the Pathfinder Roleplaying Game, where characters

may die and live again, or magically travel all the way to

the afterlife to check in on how the souls of some of their
departed friends and enemies are getting on, death and what
comes after manages to hold a few secrets that the living

will never truly understand. In each installment of Weekly
Wonders: Archetypes of the Afterlife, we look at a particular
way that characters may be touched or affected by a brush
with the afterlife, and present several archetypes that explore
that premise.

For this installment, we focus on the restless, those souls
who, unable to accept that their lives have ended, still linger,
desperately trying to influence the world of the living.
Often, these spirits carry the burden of some unfinished
business, and only by setting their affairs in order will they
ever find peace. Many of the archetypes in this book focus
on characters who are able to interact with and heal these
restless spirits, perhaps because of their own brush with
death. In other cases, the character may be possessed by
restless spirits, or may even prey upon them, consuming their
spiritual essence for power.

New Archetypes

The following archetypes are presented in alphabetical order,
based on the name of the class that they modify.

Spiritologist (Arcanist)

Not generally accepted in most arcane academic circles as a
true science, spiritology concerns itself with the classification
and study of a wide range of spirits, especially those that most
traditional arcane disciplines are unable to interact with.
Gifted with a unique ability to see and speak to spirits that
elude others, spiritologists often find themselves absorbed

in an intricate web of otherworldly creatures just beyond the
perception of those around them.

Commune with Spirits (Su): A spiritologist has the

unique ability to perceive and speak with spirits of all kinds,
including those that are normally invisible and intangible
except to members of certain classes. She can see and interact
with entities such as shaman spirits, medium spirits, and

so on, and can speak and interact with these spirits directly,
although she is not able to perform séances like a medium
or bond with such spirits like a shaman. In addition to these
spirits, a spiritologist can also see and speak with the spirits
of recently departed individuals. While the presence and
availability of such spirits is subject to GM discretion, as a
general rule, assume most spirits remain within 6o feet of
either their body or the location of their death for a number
of days equal to twice their Hit Dice before either moving on
to the afterlife or forming into a haunt, spectral undead, or
similar creature.

A spiritologist can speak with and question these spirits
(as well as those that have formed into haunts and undead
creatures) if desired, using the normal rules for Diplomacy
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to adjust their attitude and convince them to provide
information. Most haunts and undead creatures have a
starting attitude of hostile, while other spirits tend to have
starting attitudes of indifferent. A spiritologist has no ability
to compel spirits to provide information that they don’t wish
to, but is always able to make herself understood, even to
spirits that would not normally be capable of communicating
intelligently.

In addition to being able to speak with spirits, the
spiritologist can also take on tasks from them. Because these
spirits can be seen and interacted with by so few, it is not d
uncommon that they have needs and desires that only the ,
spiritologist can grant. The availability and nature of such

tasks is subject to GM discretion, but if a spiritologist agrees

to take on a spirit’s task, she immediately gains a single point

in her arcane reservoir, as the spirit transfers some of its .
spiritual essence to her, and once she completes the spirit’s =,
task, she gains 2 additional points in her arcane reservoir.

While there are no automatic repercussions for taking on a

spirit’s task and failing to accomplish it, abusing the trust of

spirits is likely to earn their ire. L

Arcane reservoir points gained in this fashion are spent last,
and are not lost when the spiritologist rests, nor do they
count towards the number of arcane reservoir points the
spiritologist gains each day.

This ability replaces the consume spells class feature.

Exploits: A spiritologist gains access to the following
exploits, in addition to those available to all arcanists.

Calm Spirit (Sp): The spiritologist is able to soothe
troubled spirits. The spiritologist can expend 1 point
from her arcane reservoir to cast calm spirit° as a spell-
like ability.

Draining Touch (Su): The spiritologist can expend 3
points from her arcane pool to wreathe her hand in
spectral energy, allowing her to make an incorporeal
melee touch attack. On a hit, this attack deals 1d4 points
of ability damage to the ability score of the spiritologist’s
choice, and causes the spiritologist to heal 5 hit points. If
the spiritologist makes the attack at the time the ability
is activated, she can use the ability and attack as a single
standard action. Otherwise, each is a separate standard
action. If the touch attack is not made within 1 minute of
activating the ability, it is wasted.

Phase Lurch (Su): The spiritologist is able to briefly make
herself incorporeal. By expending 1 point from her arcane
reservoir as a standard action, she becomes incorporeal
until the beginning of her next turn. If she expends

2 points instead of 1, she can use this ability as an
immediate action in response to being attacked, allowing
her to become incorporeal before the attack hits.

Séance (Su): The spiritologist can hold a limited séance
with a medium spirit she encounters, gaining limited
access to that spirit’s abilities. Doing so takes 1 minute,
and the spiritologist must expend 1 point from her arcane
reservoir. The spiritologist gains the séance boon benefit
for the spirit in question. If the spiritologist expends 1
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additional point from her arcane reservoir when she uses of the appropriate spell level. She may do so even if the
this ability, she also gains the spirit’s spirit bonus, using spell does not appear on the sorcerer/wizard spell list.
the bonus of a medium of the same level as her arcanist If the spiritologist expends an additional 2 points from
level. her arcane reservoir when using this ability, she may also
choose one of the spirit’s hexes, and she gains that hex
Spirit Calling (Sp): The spiritologist is able to call spirits for the rest of the day. She must meet any prerequisites of
that have passed on. The spiritologist can expend 2 the hex.
points from her arcane reservoir to cast call spirit°* as a

spell-like ability.

Hate Channeler (Bloodrager)

Telekinesis (Sp): The spiritologist can expend 3 points

from her arcane reservoir to cast telekinesis as a spell- For a select few bloodragers of particularly hardy mind and

like ability. The spiritologist must be at least gth level to body, the restless dead are neither a source of dread and

select this exploit. terror, nor something to be pitied, but instead, are seen as a
potential source of power. These bloodragers, known as hate

Wandering Spirit Bond (Su): The spiritologist can bond channelers, feed on the anger, despair, and other negative

with a shaman spirit she encounters, gaining limited emotions that empower the restless dead, and by consuming

access to the spirit’s magic. Doing so requires 10 minutes,  these spirits can empower their own abilities.

and the spiritologist must expend 2 points from her

arcane reservoir. If she does, she treats the spirit’s spirit Detect Undead (Sp): At 1st level, a hate channeler gains

magic spells as though she had prepared them for the an innate ability to sense the presence of undead creatures.

day, allowing her to cast them with any unused spell slot  He can cast detect undead as a spell-like ability at will.
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Additionally, he gains a bonus equal to his bloodrager level
on Perception checks made to notice undead creatures,
and may automatically make Perception checks to notice
such creatures, even if he isn’t aware of them and wouldn’t
normally be able to.

This ability replaces the fast movement class feature.

Consume Haunt (Su): At 3rd level, a hate channeler gains
the ability to absorb the rage, anguish, and other negative
emotions that empower a haunt, taking the haunt into
himself and using its essence to further empower him. As a
standard action, he can force a single haunt within 30 feet to
succeed on a caster level check (DC = 11 + the hate channeler’s
bloodrager level) or be absorbed into the bloodrager. If

the haunt fails this check, it is absorbed. Otherwise, it is
unaffected, and immune to this effect for 24 hours.

While absorbed, a haunt cannot be harmed, but is unable
to take its normal effect. Instead, an absorbed haunt may
attempt to influence the hate channeler, forcing the hate
channeler to succeed on a Will save to avoid suffering its
influence (DC = the haunt’s normal saving throw DC, or, if
it does not normally grant a save, 10 + 1/2 the haunt’s CR). If
the haunt successfully influences the hate channeler, it can
compel the hate channeler to engage in a particular type of
behavior, based on the nature of the haunt. For example, a
haunt formed from the victims of a burning building might
influence the hate channeler to set things on fire, whereas

a haunt formed from the bones of cannibal victims might
push the hate channeler to consume the flesh of intelligent
creatures. Whatever the nature of the influence, the hate
channeler must act on it in some fashion within 24 hours,
but is free to do so in the manner of his choosing, and is not
directly under the control of the haunt.

Whether the hate channeler is influenced by a haunt he
absorbs or not, he is empowered by its negative emotions.
Whenever he absorbs a haunt, he gains a number of hate
points based on the CR of the haunt. By default, he gains
3 hate points whenever he absorbs a haunt. For every 5
points by which the haunt’s CR exceeds his level, he gains
1additional point, and for every 5 points by which his level
exceeds the haunt’s CR, he gains 1 less point. Points gained
in this way can be expended at any time to gain one of the
following benefits of the hate channeler’s choice:

e [Extra Bloodrage: The hate channeler can expend 1
hate point as a swift action to gain 2 additional daily
rounds of bloodrage.

e Extra Damage: The hate channeler can expend
1 hate point as a free action when he hits with an
attack, before rolling damage, to deal an additional
1d6 points of negative energy damage to the target.
This causes the hate channeler’s weapon to be
wreathed in a red-black aura of energy for the attack.
This additional damage has no effect on undead
creatures.

e Extra Spell: Beginning at 4th level, the hate
channeler can expend 1 or more hate points as a swift
action in order to regain a single expended spell slot
whose spell level is less than or equal to the number
of points expended in this way.
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e Vicious Weapon: The hate channeler can expend 1
hate point as a move action to grant a single weapon
he is touching the vicious weapon special ability for
1 minute.

The hate channeler can’t have more hate points at any one
time than 3 + his Charisma modifier. Any unspent hate points
are lost the next time that the hate channeler rests. If the
hate channeler has o hate points left when he rests, and there
are none left over to be lost, then any haunt he absorbed that
day that failed to influence him is permanently destroyed,

as though its destruction entry had been met. Otherwise, "
all haunts that the hate channeler absorbed return 24 3
hours after the hate channeler begins resting. At the GM’s
discretion, certain particularly potent haunts may never be

able to be permanently destroyed in this fashion.

This ability replaces the blood sanctuary class feature, as well L
as the bloodline power gained at 4th level. Beginning at 8th

level, whenever the hate channeler would gain a bloodline

power, he may choose to either gain the appropriate

bloodline power for that level, or gain a lower-level bloodline L
power that he has not yet gained.

Spellcasting: A hate channeler’s magic is full of darkness
and malice, spurred on by the malignant energy he
constantly absorbs. He casts spells from the antipaladin

spell list, rather than the bloodrager list. He still casts spells
spontaneously, and his number of spells known, as well as all
other factors relating to his spellcasting, remain unchanged.

This ability modifies the spellcasting class feature.

Absorb Spirit (Su): At gth level, a hate channeler gains the
ability to absorb incorporeal undead in a fashion similar to
the way he absorbs haunts. Instead of making a caster level
check, an affected undead makes a Will save (DC = 10 + 1/2
the hate channeler’s bloodrager level + the hate channeler’s
Charisma modifier) to resist being absorbed. The incorporeal
undead can attempt to influence the hate channeler in the
same way as a haunt. Incorporeal undead absorbed in this
way may be destroyed permanently in the same fashion as
a haunt would be. If it is not, it reforms 1d1o miles from the
hate channeler in a random direction.

This ability replaces the bloodline feat gained at gth level.

Vital Rager (Ex): At 14th level, a hate channeler is better
able to resist the kinds of life-draining effects typical of many
undead. While raging, the hate channeler gains a +4 bonus
on saving throws made to resist ability drain, energy drain,
and negative levels.

This ability replaces the indomitable will class feature.

Spirit Blade (Magus)

Some magi are particularly attuned to the call of the restless
dead, and are able to hear the vengeful whispers of angry
spirits in their mind at all times. Known in some circles as
spirit blades, these magi are able to channel the hate and rage
of the restless dead into their weapons, and use it as a shield
against their enemies’ attacks.
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Spiritual Weapon (Su): At 1st level, as a swift action, a spirit
blade can expend 1 point from his arcane pool to channel the
rage and malevolence of the restless dead into his weapon,
causing any weapon he is holding to gain the vicious weapon
special ability for 1 minute, even if the weapon does not have
an enhancement bonus. For every four levels beyond 1st, the
power and intensity of the spite that he channels into the
weapon grows, causing it to deal an additional 1d6 points of
damage with each successful hit, both to his target and to
himself.

Unlike other magi, a spirit blade cannot expend points from
his arcane pool to grant a weapon an enhancement bonus or
any weapon special ability besides vicious.

This ability modifies the arcane pool class feature.

Magus Arcana: At 3rd level, a spirit blade gains access to the
following magus arcana, in addition to those available to all
magi.

Occult Training (Ex): The spirit blade is well trained
in the occult. He gains access to occult skill unlocks
as though he were able to cast psychic spells.
Additionally, he can expend 1 point from his arcane
pool to use an occult skill unlock even if he has
already used that occult skill unlock that day (or that
week, in the case of automatic writing).

Phase Lurch (Su): The spirit blade is able to briefly
make himself incorporeal. By expending 1 point from
his arcane pool as a standard action, he becomes
incorporeal until the beginning of his next turn.

If he expends 2 points instead of 1, he can use this
ability as an immediate action in response to being
attacked, allowing him to become incorporeal before
the attack hits.

Spirit Calling (Sp): The spirit blade is able to call
spirits to him. The spirit blade can expend 2 points
from his arcane pool to cast call spirit°* as a spell-like
ability.

Telekinesis (Sp): The spirit blade can expend 3 points
from his arcane pool to cast telekinesis as a spell-like
ability. The spirit blade must be at least gth level to
select this magus arcana.

Phantom Protection (Su): At 7th level, a spirit blade is
constantly surrounded by an aura of ghostly malevolence
while engaged in combat, granting him a 10% miss chance
against melee attacks, and a 20% miss chance against ranged
attacks. At 13th level, this protection improves, granting him
a 20% miss chance against melee attacks, and a 50% miss
chance against ranged attacks.

This ability replaces the medium armor and heavy armor
class features.
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Spirit Shepherd (Psychic)

Few things are as wretched as a restless spirit, unable to
move on to the afterlife, trapped in a place they don’t belong
and are rarely able to interact with directly. Thankfully,

there are some who take pity on such lost souls, and devote
their time and ability to helping these tormented spirits
move on to the next world. One such type of individuals are
the spirit shepherds, a type of psychic who specializes in
communicating with restless spirits and helping to ease their
pain and passage to the next life.

Empathic Séance (Su): Beginning at 2nd level, a spirit
shepherd gains the ability to communicate empathically
with haunts and spirits. The spirit shepherd is aware of

the presence of any incorporeal undead, haunts, or similar
restless spirits within 120 feet, although she does not know
their exact location, nature, or even number, simply whether
or not one is present. As long as the spirit shepherd can feel
a spirit’s presence, she can attempt to communicate with it
empathically, exchanging feelings, visions, and so on with the
spirit. The spirit must be willing to engage in conversation,
or this has no effect. A spirit shepherd could use this ability
to make a Diplomacy check to request that the spirit leaves
them and their party in peace, or to request information
from the spirit, or to offer to help the spirit find peace and
move on to the afterlife. Because of the nature of empathic
communication, highly technical, complex, and precise
requests are likely to fail or be misunderstood. Similarly,
information gleaned from such conversation tends to be
cryptic and vague.

This ability replaces the detect thoughts class feature.

Spirit Speaker (Sp): At gth level, a spirit shepherd can cast
calm spirit®* as a spell-like ability at will, though she can
use it only once against any individual haunt or incorporeal
undead each day. Additionally, she can cast call spirit®* as a
spell-like ability once per day.

This ability replaces the telepathic bond class feature.

Sever Ties (Su): At 17th level, a spirit shepherd can directly
cut the ties that bind a haunt or incorporeal undead creature
to the world of the living. Once per day, as a standard action,
the spirit shepherd can force a single haunt or incorporeal
undead within 60 feet that she is aware of to succeed on

a Will save (DC = 10 + 1/2 the spirit shepherd’s psychic

level + the spirit shepherd’s Wisdom modifier) or have its
connections to the living world severed. Haunts do not
receive a saving throw, but instead the spirit shepherd must
succeed on a caster level check (DC = 10 + the haunt’s CR)
instead. A haunt affected by this ability is destroyed, as
though the actions in its destruction entry had been carried
out, while an incorporeal undead suffers 1d6 points of
damage per psychic level the spirit shepherd possesses, and is
treated as though any unfinished business, spiritual anchors,
or other considerations relating to its rejuvenation ability,

if it has one, had been resolved, allowing it to be destroyed
permanently. If the undead creature is not destroyed within
24 hours, this effect fades, and its rejuvenation begins to
function as normal once again.

This ability replaces the telepathy class feature.
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Specter of Justice (Vigilante)

It is not uncommon for a spirit with unfinished business to
attempt to reach out to mortals in order to accomplish their
goals and hopefully be able to find peace. Often, this is a
frustrating and futile effort for the spirit, especially those
not strong enough to become powerful incorporeal undead,
such as ghosts and shadows. There is still some hope for
such spirits, though, especially if their unfinished business
involves justice, because when such a dispossessed spirit
comes into contact with a particularly receptive individual,
it can sometimes engage in a sort of symbiotic possession.
Together, the spirit and the possessed form a special type of
vigilante known as the specter of justice.

Possessed (Su): A specter of justice has a vigilante and social
identity, just like any other vigilante, but the source of the
differentiation comes from the fact that the specter of justice
is possessed by a restless spirit that yearns to complete some
unfinished business. While the specter of justice is in his
social identity, he is in control of his actions, and the restless
spirit is merely an observer, as though with the spell riding
possession®®. Similarly, when the specter of justice is in his
vigilante identity, the spirit is in control of his actions, and
the vigilante is an observer.

Unlike most vigilantes, for a specter of justice, it takes

only 1 round to change identities. Further, because of the
supernatural nature of the possession, when the specter of
justice changes to his vigilante identity, the restless spirit
inhabiting him creates a disguise from ectoplasm. This
disguise can include any simple mundane elements, such as
hats, masks, cloaks, hoods, and so on, or it can even distort
the appearance of the vigilante’s face, causing it to take on the
appearance of the possessing spirit’s face, instead. Whatever
appearance the specter of justice’s vigilante identity takes,

it is always the same, and should relate in some way to the
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possessing spirit. The ectoplasmic disguise can be removed
as easily as a normal disguise, but appears spontaneously
whenever the specter of justice changes to his vigilante
identity, and vanishes without a trace when he returns to
his social identity. Because the restless spirit possessing the
specter of justice is a distinct entity, its alignment is not
restricted to being within one step of the specter of justice’s
social identity.

Like most vigilantes, attempts to use divination spells to learn
about or locate one identity do not reveal information about
the other identity. Similarly, scrying spells attempting to
locate the restless spirit that possesses the specter of justice
fail to find it as long as the specter of justice is in his social
identity. Divination spells can still reveal information about
who the restless spirit was in life. A creature benefitting

from true seeing that looks at the specter of justice in either
identity can identify that they are possessed, and can see the
restless spirit possessing the specter of justice clearly. At the
GM’s discretion, other methods of divination may hint at,

but not completely reveal, the specter of justice’s dual nature.
For example, the read aura occult skill unlock (Pathfinder [
Roleplaying Game: Occult Adventures) might reveal that the
character has two auras.

Due to the special bond between the specter of justice and
the restless spirit that possesses him, the spirit is unable to
leave the specter of justice’s body or use any supernatural
powers related to being a restless spirit, other than those
granted by this archetype. Further, if either of the specter of
justice’s identities is affected by a mind-affecting effect (such
as dominate person), both identities are affected.

This ability modifies the dual identity class feature.

Ghostly Strike (Su): Whenever a specter of justice makes an
attack while in his vigilante identity, he can choose to infuse
his weapon with some of his ghostly essence. If he does so,
the attack is made as an incorporeal touch attack, instead of
a normal attack. The specter of justice can use this ability a
number of times per day equal to 3 + his Charisma modifier.
He must declare that he is using this ability before the attack
roll is made.

At 8th level, the specter of justice can use this ability as a
move action, causing it to affect the next attack he makes
before the end of his turn. If he does so, he does not expend
one of his daily uses of this ability.

This ability replaces the vigilante specialization class feature.

Social Talents: A specter of justice can choose from any of
the following social talents, in addition to those available to F
other vigilantes. I

Ghostly Knowledge (Ex): The specter of justice can draw
upon the knowledge and expertise that the restless spirit
possessing him had in life. Choose a single Knowledge N
skill, or any two Craft or Profession skills. The specter :
of justice gains a number of ranks in each of the chosen
skills equal to his vigilante level.

Occult Training (Ex): The specter of justice is well trained
in the occult. He gains access to occult skill unlocks as
though he were able to cast psychic spells. Additionally,
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for each occult skill unlock he has access to (i.e., those for
which he has ranks in the appropriate skill), he can use
that occult skill unlock 1 additional time per day, except
in the case of automatic writing, in which case he can use
it 1 additional time per week. Finally, once per day, he can
use an occult skill unlock for a skill he has no ranks in, as
though he had ranks in that skill.

Remote Haunting (Sp): The specter of justice can send
the restless spirit that possesses him to haunt the dreams
of a specific individual. This functions as the spell
nightmare, with a few exceptions. Rather than unlimited
range, the target must be within 1 mile per vigilante level.
The saving throw DC is equal to 10 + 1/2 the specter of
justice’s vigilante level + the specter of justice’s Charisma
modifier, but the various Will save modifiers outlined

in nightmare apply. If the specter of justice’s vigilante
identity is not evil, then dispel evil does not end the
effect, but dispel chaos, dispel good, or dispel law will
have the same effect if the specter of justice’s vigilante
identity is of the corresponding alignment, and any of
the four spells will work if the specter of justice’s vigilante
identity is true neutral. Instead of causing the specter of
justice to be stunned, successfully dispelling the effect

in this fashion causes the restless spirit to vanish for

24 hours. Finally, the specter of justice does not need

to enter a trance, regardless of whether the target is
currently sleeping or not. However, as long as the restless
spirit is haunting the target (the entire time the target
spends attempting to rest, plus any amount of time spent
waiting for them to go to sleep), the specter of justice
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must remain in his social identity and cannot switch to
his vigilante identity. The specter of justice must be at
least 5th level to select this social talent.

Vigilante Talents: A specter of justice can choose from

any of the following vigilante talents, in addition to those
available to other vigilantes. Unlike most vigilante talents,
these talents can only be used while the specter of justice is in
his vigilante identity.

Frightful Moan (Su): The specter of justice can emit a
bone-chilling moan of supernatural agony as a standard
action. All living creatures within 30 feet of him must
succeed on a Will save (DC 10 + 1/2 the specter of
justice’s vigilante level + the specter of justice’s Charisma
modifier) or be shaken for 2d4 rounds. Creatures that
fail their saving throw by 5 or more are frightened for
1d4 rounds and then shaken for 2d4 rounds, instead, and
creatures that fail their saving throw by 10 or more are
panicked for 1d4 rounds, then frightened for 1d4 rounds,
and finally shaken for 2d4 rounds, instead. Creatures that
knew the restless spirit possessing the specter of justice
when that spirit was alive, or have some other direct
connection to that spirit, suffer a -4 penalty on saving
throws made to resist this effect. This is a mind-affecting
emotion and fear effect. The specter of justice can use
this ability 3 times per day. A creature that successfully
resists this effect is immune to it for 24 hours. The
specter of justice must be at least gth level to select this
vigilante talent.
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Possession (Sp): The restless spirit possessing the specter
of justice can leave his body and possess another creature
for a short time. The specter of justice must be in his
vigilante identity to use this ability, and he immediately
reverts to his social identity upon doing so. The creature
to be possessed must be within 120 feet, and is entitled to
a Will save (DC 10 + 1/2 the specter of justice’s vigilante
level + the specter of justice’s Charisma modifier) to
resist the effect. This functions similarly to the spell
possession, except that the specter of justice’s social
identity remains in his body and is able to act normally
(albeit limited to his social identity), while his vigilante
identity controls the target. The specter of justice can
use this ability for a number of minutes per day equal

to 10 times his vigilante level, which must be spent in
10-minute increments. Maintaining the possession is
even more difficult during dangerous situations such as
combat, and each round of combat that the possessed
creature engages in counts as using 10 minutes of this
ability. If a possessed creature dies, the restless spirit

is able to return to the specter of justice regardless of
distance, and does not die, but the remaining daily use
of this ability is reduced by 1 hour. The specter of justice
must be at least 11th level to select this vigilante talent.

Telekinesis (Sp): The specter of justice can telekinetically
move objects, similar to a poltergeist. He can use
telekinesis for a total number of rounds each day equal to
twice his vigilante level, when using the sustained force
or combat maneuver version of the spell. He can also use
the violent thrust version of the spell, but each time it
does so counts as 5 rounds’ worth of his daily allotment.
His caster level for this effect is equal to his vigilante
level. The saving throw DC is equal to 10 + 1/2 the
specter of justice’s vigilante level + the specter of justice’s
Charisma modifier. The combat maneuver bonus for this
effect is also Charisma-based. The specter of justice must
be at least 7th level to select this vigilante talent.

New Phantom Emotion

There is no class that is quite so intrinsically connected to
the afterlife as that of the spiritualist, and, even more to the
point, the spiritualist’s constant companion, the phantom.
For each installment of Archetypes of the Afterlife, we present
a new emotional focus for phantoms that is thematically
linked to the aspect of the afterlife that that installment
explores. Although not emotions in the traditional sense,
these new emotional foci provide exciting new flavor and
mechanical options for phantoms, giving more breadth and
depth to these spiritual companions.

The Restless

The phantom’s spirit remains tied to the mortal world in
some fashion. Typically, this is because the phantom has
some kind of unfinished business, but it may also mean that
the phantom is simply unable to cope with the fact that it has
died, or it may literally be prevented from passing on due to
some curse, occult ritual, or other effect. While most restless
spirits become haunts or undead of some kind, this one has
managed to become a phantom, though it is still no closer to
finding peace.
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Skills: The phantom gains a number of ranks in Intimidate
and Sleight of Hand equal to its number of Hit Dice. While
confined in the spiritualist’s consciousness, the phantom
grants the spiritualist Skill Focus in each of these skills.

Good Saves: Fortitude and Reflex.

Diehard: The phantom gains the Diehard feat as a bonus
feat, even if it doesn’t meet the prerequisites.

Quarry (Ex): As a swift action, the phantom can designate a
single creature it can see as its quarry, focusing its attention
on that foe to the exclusion of all else. It gains a +2 bonus on
attack and damage rolls made against its quarry, as well as on
all skill checks made against its quarry. As long as its quarry
lives, it suffers a -2 penalty on attack rolls, damage rolls,

and skill checks that do not involve its quarry (such as those
made against other creatures). The phantom can “release” a
creature from being its quarry, but its single-minded nature
makes this difficult, and it must succeed on a DC 20 Will
save to clear its mind of the lost quarry. The phantom can try
again on a failure, but each attempt takes 10 minutes. If the
phantom’s quarry is killed or subdued, it can cease treating
that creature as its quarry at any time.

Increase Fear (Su): When the spiritualist reaches 7th level,
as a swift action, the phantom can emit a 20-foot-radius aura
that amplifies the fear conditions of enemies within it if they
fail their Will saving throws (DC = 10 + 1/2 the phantom’s Hit
Dice + the phantom’s Charisma modifier). A shaken enemy in
the aura becomes frightened, a frightened creature becomes
panicked, and a panicked creature cowers. This effect lasts
either as long as the enemy stays within the aura and is under
the condition of the initial fear effect, or for a number of
rounds after it leaves the aura equal to 1/2 the phantom’s Hit
Dice, or until the end of the original fear effect’s duration,
whichever comes first. A creature that succeeds at the saving
throw is immune to this effect from the same phantom for 24
hours.

This is a mind-affecting fear effect. The phantom can use this
ability in either ectoplasmic or incorporeal form.

Telekinesis (Sp): When the spiritualist reaches 12th level,
the phantom can use telekinesis as a spell-like ability with a
caster level equal to its master’s level. It can use telekinesis for
a total number of rounds each day equal to twice its master’s
spiritualist level, when using the sustained force or combat
maneuver version of the spell. It can also use the violent
thrust version of the spell, but each time it does so counts as
5 rounds’ worth of its daily allotment. The phantom uses its
Charisma modifier to determine its combat maneuver bonus
and the saving throw DC for this ability. The phantom must
be in ectoplasmic form to use this ability.

Draining Touch (Su): When the spiritualist reaches 17th
level, the phantom’s slam attacks each deal an additional
1d6 points of damage against living creatures, and causes
the phantom to heal an amount equal to this bonus damage,
similar to a vampiric touch spell. This has no effect against
constructs, undead, and other non-living targets, and any
effect that prevents this extra damage from being dealt also
prevents the phantom from healing.
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