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Introduction
Players have long wanted a chance to play as monsters, and 
GMs are always on the lookout for new and creative ways 
to torment their player characters. Pathfinder Roleplaying 
Game: Horror Adventures provided new rules for corruptions 
as a potential way to kill both of those birds with one stone, 
giving players access to exciting and monstrous abilities, 
while simultaneously tainting them and eroding their 
humanity and sense of self. While the eleven corruptions 
presented in Horror Adventures each come with a selection 
of nine or ten manifestations, ensuring that each corruption 
offers enough options to provide players with some choices at 
low levels, those who fully embrace their corruption and wind 
up with the maximum number of available manifestations 
will largely exhaust these options. This book provides five 
new manifestations for the lich, lycanthropy, possessed, 
promethean, and shadowbound corruptions, giving 
players with those corruptions access to a wider variety of 
manifestations.

New Lich Manifestations
The following manifestations are available to characters with 
the lich corruption.

Devour Soul
You can devour the souls of others to increase your magical 
might, and the need to consume such vital essences is 
overwhelming.
Prerequisite: Manifestation level 8th.
Gift: As a standard action, you can consume the soul of a 
recently slain individual, granting you additional power. 
When you attempt to devour a soul in this way, the target 
receives a Will save to resist the effect as though they were 
alive (DC = 15 + your manifestation level). If the target fails 
her saving throw, you consume her soul, preventing the target 
from being returned to life by any means until you are slain 
and her soul is set free. Additionally, when you devour a soul 
in this way, you gain a +1 bonus to the saving throw DCs of 
your spells and spell-like abilities, as well as of any ability 
granted by the lich corruption, for 1 hour per Hit Dice of the 
creature whose soul you consumed. 
Stain: You must continue to consume souls to survive. Each 
day you go without successfully consuming at least one soul 
causes you to suffer 1 point of permanent Constitution and 
Charisma drain. Additionally, the souls you consume attempt 
to reassert themselves immediately after you consume them. 
If the creature had 10 or fewer Hit Dice, you must succeed on 
a Will save (DC = 10 + 1/2 the Hit Dice of the creature whose 
soul you consumed + that creature’s Charisma modifier) 
or be confused. If the creature had 11 or more Hit Dice, you 
must succeed on a Will save (DC = 10 + 1/2 the Hit Dice of the 
creature whose soul you consumed + that creature’s Charisma 
modifier) or have your body be taken over by that creature, as 
though by the spell possession. This effect lasts indefinitely, 
but you receive a new saving throw each day to resist the 
effect. 

Dread Return 
You cannot truly be slain, coming back to haunt the world 
each time you die.
Prerequisite: Manifestation level 9th.
Gift: When you die, you may attempt a Will save (DC 25) to 
return to life 24 hours later, with your body reforming at the 
spot you had fallen. If the save is a failure, you may attempt 
a new save after 1 week, after 1 month, and after 1 year. If you 
fail all these saves, you may no longer be returned to life in 
this way.
Stain: You may not be returned to life with magic, except for 
a wish or miracle spell.

Touch of Stunning 
Your corrupting touch damages the body and soul of those 
you grasp.
Gift: As a standard action, you can make a melee touch 
attack. If you hit, the target must succeed on a Fortitude save 
(DC = 15 + your manifestation level) or be stunned for 1d4 
rounds.
Stain: The poison fueling your corruption grows stronger as 
the taint flows out from you. You suffer a -2 penalty on saving 
throws made to resist your corruption progressing, as well as 
to resist the effects of stains from your corruption.

Undead Constitution
Your ever more lifeless form allows you to eschew the 
necessities of food, drink, and even air, but your body is 
poorly suited to fighting off the struggles that plague the 
living.
Prerequisite: Cadaver’s countenance.
Gift: You no longer need to eat, drink, sleep, or breathe, and 
you are unaffected by inhaled poisons as well as harmful 
gasses and fogs that are poison effects, including the cloudkill 
spell and similar effects.
Stain: The death and reanimation of some of your organs 
makes it difficult to resist harmful effects, causing you to 
suffer a -4 penalty on all Fortitude saves. 

Undead Puppet Master
Your connection to the minds of the dead allows you to easily 
manipulate them. 
Gift: You can affect undead with mind-affecting effects, even 
though they are normally immune. 
Stain: You lose any immunity to mind-affecting effects you 
might possess, and cannot gain immunity to mind-affecting 
effects. Additionally, you suffer a -1 penalty on all Will saves 
made to resist mind-affecting effects. 
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New Lycanthropy Manifestations
The following manifestations are available to characters with 
the lycanthropy corruption.

Eyes of the Night 
Your animalistic senses are suffused with evil allowing you to 
see all.
Prerequisite: Feral senses.
Gift: You can see twice as far with your low-light vision. At 
manifestation level 3rd, the range of the scent ability granted 
by feral senses is doubled, and you gain darkvision 60 feet.
Stain: Creatures of the animal type (except those of your 
lycanthrope type) can sense the evil in you and treat you as 
though their starting attitude towards you is one step lower 
than it would normally be. 

Feral Claws
When you shift form, your hands transform into massive feral 
claws that can damage and rend your foes.
Prerequisite: Shift form.
Gift: When you shift form, your hands become massive sharp 
animal claws that deal 1d4 + your Strength modifier points of 
piercing and slashing damage on a successful hit.
Stain: Your clawed hands are twisted and sharp, unable to 
hold weapons effectively or be useful in spellcasting. While in 
your shifted form, you suffer a -4 penalty to attack rolls made 
with held weapons and 25% spell failure on any spell that has 
somatic components. 

Howl of the Night 
You can issue a mighty animalistic call while shifted, 
panicking those that hear it. 
Prerequisites: Shift form.
Gift: As a standard action, you can howl, causing creatures 
within a 30-foot radius that can clearly hear you to succeed 
on a Will save (DC = 10 + your manifestation level + your 
Charisma modifier) or be frightened for 1d4 rounds. Even 
creatures that succeed on this saving throw are shaken. You 
can use this ability at will, but must wait at least 1 minute 
between uses.
Stain: You long to howl and hunt at all times, and you suffer 
a -4 penalty on saves to resist involuntary shifting.

Nightmare Shift
When you shift forms, you have more terrible natural attacks. 
This nightmarish form longs to escape your body and cause 
you to shift.
Prerequisites: Shift form, manifestation level 5th.
Gift: Natural attacks granted when you shift form deal 
damage as though you were 1 size category larger and 
overcome damage reduction as though they were magic, 
silver, and evil-aligned weapons.
Stain: Whenever you suffer damage, you must make a saving 
throw to avoid involuntarily shifting.

Poison Claws
Your claws carry a deadly poison possessed only by 
lycanthropes.
Prerequisites: Feral claws, shift form.
Benefits: Your claws carry the following poison.
Werewolf poison—injury; save Fort (DC 10 + 1/2 your HD + 
your Con modifier); frequency l/round for 6 rounds; effect 1d4 
Str or Dex damage; cure save. The save DC is Constitution-
based.
Stain: Your claws are even harder to use, causing you to suffer 
an additional -2 penalty on attack rolls made with weapons 
while shifted, and an additional 15% spell failure chance to 
cast spells with somatic components while shifted.

New Possessed Manifestations
The following manifestations are available to characters with 
the possessed corruption.

Death Delayed 
If you would die, the spirit can take control over your body in 
order to preserve your life force. 
Gift: Whenever you are subject to a death effect that offers a 
saving throw, you may give the spirit 1 point of influence in 
order to automatically succeed on the saving throw. 
Stain: Eager to take control of you, the spirit makes it hard to 
resist death on your own. You suffer a penalty on all Fortitude 
saving throws equal to the number of points of influence the 
spirit has.

Frantic Souls
When the possessing spirit gains influence over you, you both 
act in frantic harmony.
Prerequisite: Manifestation level 5th.
Gift: Whenever the possessing spirit has at least 3 points of 
influence over you, you can use haste as a spell-like ability 
with a caster level equal to your character level, except that 
you can only affect yourself with this ability. When you 
use this ability, you must make a Will save (DC = 15 + your 
manifestation level) or the spirit gains 1 point of influence 
over you.
Stain: You are constantly at odds with the spirit inside of you, 
slowing down your reactions and causing you to suffer a -4 
penalty on initiative checks. 

Malevolence 
You can take possession of another character by surrendering 
your body to the possessing spirit.
Gift: Once per day, you can possess another character, 
as with the spell possession. A Will save (DC = 10 + your 
manifestation level + your Charisma modifier) negates this 
effect. The caster level for this effect is equal to twice your 
manifestation level. While possessing a character in this way, 
the spirit takes control of your own body and can do as it 
pleases.
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Stain: When the duration of the effect ends, you must 
succeed on a Will save (DC 15 + your manifestation level) or 
the possessing spirit retains control over you, increasing their 
influence to 5 points. 
Special: Upon receiving this manifestation, you must take 
both the gift and the stain, even with the useful corruption or 
vile corruption variants. 

Spirit Knowledge
You can tap into some of the spirit’s knowledge of the wider 
workings of the universe in order to gain insight into what’s 
happening around you. 
Gift: You gain a bonus on all Intelligence- and Wisdom-
based skill checks equal to the number of points of influence 
the spirit has. Additionally, you can give the spirit 1 point of 
influence in order to reroll a single Intelligence or Wisdom 
check, or an Intelligence- or Wisdom-based skill check.
Stain: The spirit represses some of what you learn. When it 
has at least 3 points of influence over you, it can selectively 
block up to 5 minutes of your memory, as with the spell 
modify memory.

Spirit Lash
You can force the spirit to temporarily lash out in a show of 
violent energy that damages nearby creatures.
Gift: As a standard action, you can unleash a burst of spirit 
energy that damages creatures within a 10-foot-radius 
spread centered on you, causing them to suffer an amount 
of bludgeoning damage equal to 1d10 + 1 per manifestation 
level. A Reflex save (DC = 10 + your manifestation level + your 
Charisma modifier) halves this damage. 
Stain: When you use this ability, you suffer 1d10 points of 
bludgeoning damage and must succeed on a Will save (DC = 
10 + your manifestation level + the damage dealt in this way) 

or the spirit gains 1 point of influence over you.
Special: Upon receiving this manifestation, you must take 
both the gift and the stain, even with the useful corruption or 
vile corruption variants. 

New Promethean Manifestations
The following manifestations are available to characters with 
the promethean corruption.

Artificial Optics
You have had to replace your eyes with artificial ones; these 
new sensors are more acute than your previous ones, but dull 
the world of color and fine detail.
Gift: You gain darkvision to a range of 30 feet and have 
telescopic vision that allows you to ignore the penalty on 
sight-based Perception checks due to distance, though 
the maximum range of your vision is still limited by the 
environment. You become immune to blindness. 
Stain: Your new eyes view the world in a cold and remote 
way, causing you to miss the vital details of life. You suffer a 
penalty on all Perception and Sense Motive checks equal to 
1/2 your manifestation level. 

Deep Focus 
Part of your mind is artificial, allowing you to deeply focus on 
a given task, but giving you a robotic weakness for command.
Prerequisite: Greater shattered mind.
Gift: You gain a +2 bonus to Intelligence checks and 
Intelligence-based skill checks for each manifestation level 
you possess. 
Stain: Once per day, at the GM’s discretion, whenever you 
hear a spoken command you must make a Will save (DC 15 + 
your manifestation level) or carry out the spoken command 
to the best of your ability. 
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Magic Resistant
You are resistant to magical attacks.
Prerequisites: Corruption stage 2, manifestation level 5th.
Gift: You gain an amount of spell resistance equal to 10 + 
twice your manifestation level. 
Stain: You must attempt to resist any spell cast upon you 
using this spell resistance, including beneficial spell effects.

Magical Immunity
Enough of your body is artificial that you take on a golem-like 
immunity to magic
Prerequisites: Magic resistance, manifestation level 7th.
Gift: Choose a number of spells equal to your manifestation 
level. You must choose at least 1 spell of each school of 
magic before you can choose a second spell of a given school. 
You become immune to those spells as though you had 
unbeatable spell resistance. You must choose spells that offer 
spell resistance.
Stain: When you gain this manifestation, the GM also 
chooses a number of spells equal to your manifestation 
level. You become immune to those spells as though you had 
unbeatable spell resistance.

Reinforced 
Your mechanical body parts are strengthened through 
alchemical processes to be more resilient to damage.
Prerequisite: Greater armored.
Gift: You gain an amount of damage reduction equal to 1/2 
your manifestation level, which can only be overcome by 
adamantine weapons.
Stain: Though reinforced against attack, your components 
are more vulnerable to vibration. You become vulnerable to 
sonic damage. 

New Shadowbound Manifestations
The following manifestations are available to characters with 
the shadowbound corruption.

Bleeding Gaze
Hateful energies live behind your eyes that can cause others 
to bleed profusely from their eyes, though you may also weep 
bloody tears.
Gift: Once per day per manifestation level, you can invoke 
this bleeding gaze to cause a single living creature within 
30 feet to bleed from his eyes. A creature affected by this 
ability must succeed on a Fortitude save (DC = 10 + your 
manifestation level + your Charisma modifier) or suffer 2d6 
points of bleed damage and be blinded for as long as he 
continues to suffer bleed damage. 
Stain: Once per day, at the GM’s discretion, you begin to 
bleed from the eyes, suffering an amount of bleed damage 
equal to your manifestation level and becoming blinded for 
as long as you continue to suffer bleed damage.

Cloak in Darkness 
Your growing connection to the dread plane of shadows 
allows you to disappear from the world.
Prerequisites: Stealth 1 rank, manifestation level 5th.
Gift: You can use Stealth to hide even while observed or in 
conditions of bright light. You also gain a bonus on Stealth 
checks equal to 1/2 your manifestation level.
Stain: You are faded and almost nonexistent, and do not 
last long in the minds of others. You suffer a penalty on all 
Charisma-based checks, except for Disguise and Use Magic 
Device, equal to your manifestation level.

Shadow Pain
You can project a phantom pain in others that lingers and 
amplifies their suffering. 
Gift: Any time a creature succeeds on a saving throw against 
one of your pain effects, that creature must make another 
saving throw 1 round later, with a -2 penalty on the save. If 
she fails this secondary save, she still suffers the effects of 
your pain effect as though she had failed the initial save.
Stain: This shadowy pain follows you wherever you go; 
whenever you are subject to a pain effect, you automatically 
become sickened for 1d4 rounds. 

Shadow Step
You can instantly cross the distance between two places by 
traversing the shadow realm, though you are exposed for a 
brief while to the horrors that lie therein.
Prerequisite: Manifestation level 5th.
Gift: Once per minute, you can step through shadows 
in order to transport yourself over brief distances. This 
functions like the spell dimension door, except that you must 
begin and end your movement within areas of dim light or 
darkness. You can transport yourself for a number of feet 
equal to 20 times your manifestation level.
Stain: Whenever you travel via a teleportation effect, you 
catch a brief glimpse of the horror of the Plane of Shadow, 
causing you to suffer 1 point of Wisdom damage each time 
you travel in such a manner.
Special: Upon receiving this manifestation, you must take 
both the gift and the stain, even with the useful corruption or 
vile corruption variants. 

Suffuse Darkness with Terror 
You can fill shadows with the fear that lives inside of you, but 
you are burdened by your ever-growing fears whenever you 
enter the light.
Gift: As a standard action, when in an area of darkness, you 
can project your fears into a 30-foot-radius spread centered 
on you. Any creature in that area must succeed on a Will save 
(DC = 15 + your manifestation level) or become frightened. 
You can use this ability once per day per manifestation level. 
Stain: The first time you enter an area of bright light, you 
must succeed on a Will save (DC = 15 + your manifestation 
level) or be overwhelmed by the memories of what lies in the 
darkness, causing you to become shaken until you return to 
an area of dim light or darkness. 
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