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Ulcimace
Covenanc Magic

“We are wolves of the guard, soldiers of the light.

Hunted and haunted, by the beasts of night.

Friend to all and foe to none, Love and loyalty bind us as
one.

Time and tide shall heal all wounds

Memories and madness shall not consume.

10 death and despair we shall never surrender,

The pact never to be forsaken, or torn asunder.”

- Melissa de la Cruz, Wolf Pact

Mortals perform covenant magic to borrow the power
of spirits, creating possibilities that would otherwise be
difficult or impossible by mortal means. This practice
takes many forms, but all hinge on covenants, supernat-
ural bargains that grant benefits linked to spirits like fey,
outsiders, and undead. Easily the most influential and
famous users of covenant magic are rare mystics who
derive a vast array of powers from strange spirits using
the base classes described in Chapter 1 of this book:
the covenant mage and the dervish. Covenant mages
manifest the broadest array of spiritual magic, although
their magic is rawer that that used by true spellcasters.
Their rarer but no less dedicated peers, the dervishes,
are warriors who train their bodies to move with fluid
grace even as they meditate to draw upon the essence of
powerful spirits. Chapter 2 describes class options for
covenant mages and dervishes as well as numerous other
classes. Chapter 3 describes the covenant magic and
specific covenants used throughout the rest of the book
and available to any character who takes the proper feat.
Chapter 4 first describes the feats used by the most
numerous of all practitioners: those dabblers who enter
into a single covenant with a spirit patron willing to
help them accomplish something important that seems
impossible by mortal means. The rest of Chapter 4
includes other character options such as spells for inter-
acting with and calling many sorts of spirits, traits and
drawbacks for those whose lives are shaped by spirits or
covenant magic, other feats for those who use covenant
magic, and rules for mythic users of covenant magic.
Advice on how to create backgrounds and campaigns
for users of covenant magic, ways to find covenant
patrons, as well as variant rules for covenants paid for

in service or other non-wealth offerings are found in
Chapter 5. Chapter 6 ends the book with simple tem-
plates to add covenant classes to monsters, example stat
blocks for NPCs who might aid or oppose characters,
and one example PC of the covenant mage and dervish
classes at 1st and 7th level.

A Note on Names: The first covenant magic class
introduced with the covenant magic system in 2013
was published under the name “medium” but for ease
of play in light of other uses of the term, it is updated
under the name “covenant mage” here.
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A covenant mage glimpses beyond the physical world
into the realm of spirits, seeing the world as spirits do.
Sometimes called mediums, covenant mages are natural
emissaries for beings from beyond the veil. A covenant
mage is marked from a young age by her proficiency at
seeing and communicating with spirits of one or more
varieties. Thanks to this talent, she attracts a spirit guide
to help her mediate between her fellow mortals and crea-
tures beyond their ken. A covenant mage’s abilities often
manifest only after a harrowing or life-changing experi-
ence that pushes her mind or body to its breaking point.

A covenant mage generally provokes a strong reaction
from others—she is either revered for seeing beyond the
boundaries of common mortals or feared for her associa-
tion with dangerous otherworldly beings. Spirits, for this
purpose, generally include fey, outsiders, and undead. In
combat, a covenant mage often relies upon her trance to
keep her alive, her covenants and spirit boons to attack,
and spell-like abilities to empower her allies or hamper
her foes.

Alignment: Covenant mages are more often than not
similar in alignment to the spirits they most often deal
with, but may be of any alignment.

Starting Wealth: 2d6 x 10 gp (70 gp average)

Hit Die: d8.

Class skills

The covenant mage’s class skills are Craft (Int), Diplo-
macy (Cha), Fly (Dex), Intimidate (Cha), Knowledge
(history) (Int), Knowledge (nature) (Int), Knowledge
(planes) (Int), Knowledge (religion) (Int), Linguistics
(Int), Perception (Wis), Profession (Wis), Sense Motive
(Wis), Spelleraft (Int), Use Magic Device (Cha)

Skill Ranks Per Level: 4 + Int modifier.

Class Feacures

The following are class features of the covenant mage.
Weapon and Armor Proficiencies: The covenant mage
is proficient with simple weapons and light armor, but

not with shields.

Influence (Su): As soon as the covenant mage begins to

explore her powers, she draws the attention of distant
spirits who see her destiny entwined with theirs, are in-
trigued by her talents, or find her otherwise interesting,.
They mark her with their power, whether she wishes it or
not. Each influence is associated with a particular sort of
extreme event, and though not all covenant mages with
the same influence realize their powers in the same way,
many share a common link to the same sort of event.

As she grows in power, this relationship often changes

to her exerting her own influence to impress, coerce,

or charm spirits into granting her greater amounts of
power. The influence imparts the covenant mage with
automatic knowledge of a single language used by associ-
ated spirits. In addition, during her trance, she can also
borrow the power of such spirits in the form of bonus
spell-like abilities and covenants that she need not pay
for nor make any formal agreement to gain. If a cov-
enant gained this way calls for choices to be made when
the covenant is formed, the covenant mage makes the
choice when she reaches the level that first grants it, and
may change her choice any time she gains a covenant
mage level. The bonus language, covenants, and spell-
like abilities are determined by the influence chosen.
Once a covenant mage’s choice of influence has been
made, it cannot be changed.

At 20th level, a covenant mage’s influence becomes
fundamental, allowing her to become a permanent part
of the spirit world. The effect of her fundamental influ-
ence depends on her influence.

Spell-Like Abilities: A covenant mage’s spirit guide
imparts the secrets of a number of spell-like abilities
which the covenant mage chooses from the covenant
mage spell list, as indicated on the class table. Since
spell-like abilities lack components, they can be activated
with only a thought from the covanent mage and are not
subject to spell failure from armor or deafness, though
they still require attention and can be disrupted by at-
tacks or distractions. Spell-like abilities are not spells, so
they cannot be countered and cannot be used to coun-
ter spells. They can be dispelled normally. A covanent
mage’s spell-like abilities are cast as a standard action that
provokes attacks of opportunity unless the spell’s casting
time is normally shorter. All a covenant mage’s spell-like
abilities count as psychic, rather than arcane or divine.
This permits them to use occult skill unlocks for skills in
which they are trained.

Since these spell-like abilities require a certain measure
of attention from the covenant mage’s spirit guide to
maintain, she can have no more than one instance of any



Table: Covanent Mage

Base Base Base Special

Spell-like Abilities Known

Fort: Ref Wil 0 1st 2nd 3rd 4th 5th 6th
Save Save Save
Ist +0 +0 |+0 [+2 |Influence, spirit boon, spirit 4 (—|— |—|— [— [—
guide, trance, trance covenant
(least), trance spell-like ability (0)
2nd [ +1 +0  [+0 +3 [ Detect spirits, item activation, 511 |— |— |— |[— |—
trance spell-like ability (1st)
3rd +2 +1 +1 +3 | Séance, spirit boon 512 |— |— |— |[— |—
4th +3 +1  [+1 +4 | Magic circle against spirits, trance [6 |3 |— |— [— |— [—
spell-like ability (2nd)
5th +3 +1 +1 +4 | Trance covenant (lesser) 6 (3 |1 — |- |— |—
6th | +4 +2  |+2  [+5 | Quell spirits, trance spell-like abil- |6 |3 [2 |[— |— [— |—
ity (3rd)
7th [ +5 +2 |+2 |[+5 | Spirit boon 613 [3 |[—|— [|[— |—
8th | +6/+1 +2  [+2 [+6 | Expel spirits, spirit binding, trance |6 |3 |3 1 |— |— |—
spell-like ability (4th)
9th +6/+1 +3 |43 +6 | Trance covenant (major) 6 — = |—
10th | +7/+2 +3 +3 +7 | Greater trance, trance spell-like 6 — = |—
ability (5th)
11cth |[+8/+3 +3 [+3 |[+7 | Spirit boon 6 (3 |3 |3 |[I — | —
12th [+9/+4 +4 |[+4 [+8 | Trance spell-like ability (6th) 63 |3 3 |2 — | —
13th | +9/+4 +4 |+4 [+8 |Trance covenant (greater) 613 [3 [3 |3 |— |—
14th [ +10/+5 +4 [+4 [+9 | Trance spell-like ability (7th) 63 [3 |3 |3 I
15th [+11/+6/+1 |+5 [+5 [+9 | Spirit boon 6|3 |3 3 (3 2 |—
16th [+12/+7/+2 |+5 [+5 [+10 | Trance spell-like ability (8th) 613 |3 3 |3 3 |—
17th | +12/+7/+2 |+5 +5 +10 | Trance covenant (superior) 613 |[3 3 3 3 1
18th [+13/+8/+3 |+6 |[+6 [+11 | Trance spell-like ability (9th) 63 [3 |3 |3 3 |2
19th | +14/+9/+4 |+6 [+6 [+11 | Spirit boon 63 |3 |3 |3 3 |3
20th [+15/+10/+5|+6 |[+6 [+12 |Fundamental influence, supernal |6 |3 |3 3 |3 3 |3
trance

particular spell-like ability active at a time; casting that
spell-like ability again ends the duration of any ongoing
copy of that spell-like ability. The nonmagical effects of
the spell-like abilities are not necessarily undone, and
instantaneous and permanent spell-like abilities are not
subject to this limitation. A duration of permanent until
triggered does not count as permanent and ends without
triggering if that ability is activated again. A spell that
heals hit points or removes conditions can successfully
affect a target no more than once per day.

Each spell-like ability of the highest level that the cov-
enant mage can cast is available 3 times per day; spell-
like abilities of lower levels are available at will. The save

DC for a spell-like ability is equal to 10 + spell level +

the covenant mage’s Charisma modifier. In order to use a
spell-like ability, the covenant mage must have a Cha-
risma score of at least 10 + spell level.

A few covenant mage spell-like abilities can be under-
cast, as noted in the spell description. For a covenant
mage, this means that she can cast the spell at the level
she knows, or at any lower level. If she casts it at a level
lower than her highest level of spell-like abilities known,
it does not count against the number of times per day
that spell-like ability can be used. Whenever a covenant
mage adds a spell to her list of spell-like abilities known
that can be undercast, she can immediately learn a spell
in place of each lower-level version of that spell-like abil-
ity she knows. In essence, she loses each earlier version




and can replace it with another spell of the same level
that is on her spell list.

Upon reaching 4th level, and at every even-numbered
covenant mage level after that (6th, 8th, and so on), a
covenant mage can choose to learn a new spell in place
of one she already knows. In effect, the covenant mage
loses the old spell in exchange for the new one. The new
spell’s level must be the same as that of the spell being
exchanged. A covenant mage may swap only a single
spell at any given level, and must choose whether or not
to swap the spell at the same time that she gains new
spells known for the level. This is in addition to any re-
placement allowed due to learning a higher-level version
of a spell that can be undercast.

Aligned Spell-like Abilities: A covenant mage cannot
choose to learn a spell with an alignment descriptor un-
less she has a matching alignment or has a covenant with
a creature with a matching alignment.

Spirit Boons: At certain times, a covenant mage’s spirit
guide can learn to impart a new boon upon its mistress.
A covenant mage gains one spirit boon at 1st, 3rd, 7th,
11th, 15th, and 19th levels, each chosen from among
the list below.

Consult the Fallen (Su): You can speak with the dead, as
the spell, for a number of rounds per day equal to your
covenant mage level. These rounds do not need to be
consecutive. At 11th level, you can ask a single question
to your spirit guide and send it to get a one-to-three
word answer from any dead creature you can name or
unambiguously identify (such as with exact time and
place of birth or death), even if not enough of its body
remains for it to answer, provided you send your spirit
guide from within 30 feet of the location where the
named creature died. Using this spirit boon in this way
costs 10 rounds of duration and your guide is absent
until it returns with the answer after that time.

Psychic Assault (Su): You can send your spirit guide to
assault the mind of a foe within 100 feet. The victim’s
mind reels and its body spasms, dealing 1d8 damage.
The victim is allowed a Will save for half damage. This
is a mind-affecting compulsion effect and is only effec-
tive against living creatures. This ability can be used a
number of times per day equal to your Charisma bonus
(minimum 1). The damage increases by 1d8 at 3rd level
and every odd level thereafter. Starting at 3rd level, the
victim becomes fatigued if it fails its Will save. At 7th
level, it becomes fatigued whether or not the save suc-
ceeds. At 11th level, it becomes exhausted if it fails its

save and fatigued if he succeeds.

Sap Speed (Su): With a melee touch attack, you can
drain a living or undead creature’s mental energy, pre-
venting it from taking as many actions and allowing
yourself to take more. The creature is staggered for 1
round and you gain an extra move action to use during
your current turn. If you have not yet used your regular
move action for this turn, you can spend both move ac-
tions to take a single withdraw action. At 11th covenant
mage level, the target must also succeed on a Will saving
throw or suffer the effects of slow for 1 round and grant
you the benefits of baste for 1 round.

Spirit Interference (Su): As a standard action, you call
upon your spirit guide to cloud the mind of a living
or undead foe within 30 feet, similar to a minor form
of possession. Protection from good and any other effect
that prevents or ends possession can prevent or end this
power as if you were attempting to possess the target.
The target can resist with a successful Will saving throw
against DC 10 + 1/2 your covenant mage level + your
Charisma modifier. If it fails, it is nauseated for 1 round
as the spirit guide prevents it from properly controlling
its body. If it succeeds, it is instead sickened for 1 round.

Spirit Ward (Su): You can call upon the spirits to form
a shield around you that blocks incoming attacks and
grants you a +4 armor bonus. At 7th level, and every
four levels thereafter, this bonus increases by +2. At 13th
level, this shield causes arrows, rays, and other ranged
attacks requiring an attack roll that miss you to have a
50% chance of being reflected back at the creature that
fired them. You can use this shield for 1 hour per day per
covenant mage level. This duration does not need to be
consecutive, but it must be spent in 1-hour increments.

Staggering Invocation (Su): As a standard action, you
can speak a word of power to cause a creature within
30 feet to become staggered for 1 round with no sav-
ing throw. If the target has no more Hit Dice than you,
it must succeed on a Will save or be dazed for 1 round
instead of staggered. The save DC is 10 + 1/2 your
covenant mage level + your Charisma modifier. This is
a mind-affecting sonic effect that does not require your
spirit guide’s presence.

Stigmata (Su): As a standard action, you can touch a
creature and accept a part of its wounds onto yourself.
You suffer an amount of damage equal to your covenant
mage level and the creature you touched is healed of
twice that many points of damage. This ability can be
used once per day even if your spirit guide is absent, plus
one additional time per day at 3rd level and every four
levels thereafter.



Two Minds (Su): Your spirit guide adds its willpower
to your own. You gain a +2 bonus on Will saves against
enchantment spells or effects as long as your spirit guide
is present. At 7th level, you may reroll a failed Will save
once per day as an immediate action while your spirit
guide is present. You must take the second result, even if
it is worse.

Undead Repulsion (Su): You gain Turn Undead as a
bonus feat. You can channel positive energy a number of
times per day equal to 3 + your Charisma modifier, but
only to use Turn Undead. You can take other feats to add
to this ability, such as Improved Channeling, but not
feats that alter this ability, such as Alignment Channel.
Your spirit guide need not be present to use this ability.

Undead Servitude (Su): You gain Command Undead as
a bonus feat. You can channel negative energy a number
of times per day equal to 3 + your Charisma modifier,
but only to use Command Undead. You can take other
feats to add to this ability, such as Improved Channeling,
but not feats that alter this ability, such as Alignment
Channel. Your spirit guide need not be present to use

this ability.

Spirit Guide (Sp): Every covenant mage possesses a
spirit guide, an insubstantial phantom that speaks to her
mind, watches over her, lends her its strength and wis-
dom, and offers her its services in contacting spirits and
using spell-like abilities. The guide automatically grants
her a single guidance spell effect whenever she enters a
trance (as described below); the bonus can be used at
any time during the trance. At 4th level and every three
levels thereafter, the competence bonus granted by the
spirit’s guidance increases by 1 when applied to any at-
tack roll, saving throw, or skill check against one or more
fey, outsiders, or undead, to a maximum of a +7 total
bonus at 19th level. If the covenant mage has a spirit
guide from another class (such as rage prophet or der-
vish), add those levels together to determine her effective
covenant mage level for this purpose.

Some spirit boons require a covenant mage to send her
spirit guide away for a time. If the covenant mage enters
a trance while her spirit guide is absent, it does not grant
her its guidance undil it returns, at which time it grants
her its guidance immediately if she is still in a trance.

Trance (Su): As a move action, a covenant mage can
enter a trance to align herself with the powers of the
spirit world. A covenant mage can maintain her trance
for a number of rounds per day equal to 4 + her Cha-
risma modifier. Temporary increases to Charisma, such

as those gained from the trance and spells like eagle’s
splendor, do not increase the total number of rounds that
the covenant mage can maintain a trance per day. She
gains an additional 2 rounds of trance per level she gains
after 1st.

While in a trance, the covenant mage gains guidance
as described in her spirit guide ability and taps into the
power of her spirit influence. The covenant mage gains
a +4 insight bonus to her Constitution and Charisma
scores. In addition, she gains temporary access to one or
more covenants and spell-like abilities determined by her
influence.

A covenant mage in trance can vocalize or speak on
behalf of the spirit patrons whose power she is currently
channeling, but cannot control her voice, and thus can-
not use spell trigger or command word items, nor can
she cast spells with verbal components or language-de-
pendent spell-like abilities aside from those derived from
her influence (though she can still use other spell-like
abilities), nor can she use skills or performance abilities
that require her voice. A covenant mage cannot enter a
rage during a trance and cannot enter a trance during a
rage; she is immune to rage effects as long as the trance
lasts.

A covenant mage can end her trance as a free ac-
tion, but only if her trance has lasted at least a number
of rounds equal to or greater than half her class level.
Thereafter, she is fatigued for 2 rounds for every round
she spent in her trance. She cannot enter a new trance
while fatigued or exhausted, but can otherwise enter a
trance multiple times during the same encounter. If a
covenant mage falls unconscious during a trance, the
trance persists for 1 round (provided she is not out of
rounds of trance), ending 1 round after she fell uncon-
scious. This extra round counts against her number of
remaining rounds of trance.

Trance Covenant (Su): A covenant mage gains access
to a least covenant determined by her influence while

in her trance. Each of these abilities can be used once
per trance unless the ability can normally be used more
often. If a covenant gained this way calls for choices to
be made when the covenant is formed (such as choosing
which ability score gift of glory I applies to), the cov-
enant mage makes the choice when she reaches the level
that first grants it, and may change her choice about the
covenant’s effect any time she gains a covenant mage
level. At 5th level, she also gains a minor covenant. At
9th level, she also gains a major covenant. At 13th level,
she also gains a greater covenant. At 17th level, she also



gains a superior covenant. All covenants gained are de-
termined by her influence.

Unlike most covenants, trance covenants do not have
a patron; the covenant mage uses her own statistics to
determine their effects. A covenant mage can gain con-
tinuous access to the covenant by making an appropriate
offering to a patron who could grant the covenant (al-
though she remains limited by any limitations described
in the covenant). This does not require paying for a
purification ritual and does not require a feat. Thereafter,
the covenant mage uses the patron’s statistics or her own
to determine the covenant’s effects, whichever is better.

Trance Spell-Like Abilities (Sp): While in a trance, the
covenant mage gains access to additional spell-like abili-
ties determined by her influence. She can use each spell-
like ability once per trance. Like other covenant mage
spell-like abilities, the covenant mage can have only one
of each spell active at any given time. At Ist level, she
gains access to a 0-level spell-like ability. At every even
level, she gains access to another spell-like ability of the
next higher spell level (spell level 1st at covenant mage
level 2nd, spell level 2nd at covenant mage level 4th, and
so on).

Detect Spirits (Sp): At 2nd level, the covenant mage can
detect the presence of fey, undead, and outsiders (even
ethereal, incorporeal, and invisible creatures of those
types) at will. This ability functions like detect undead,
except that she detects all of these creature types and the
covenant mage only risks being stunned by spirits of an
alignment opposite her own in at least one respect (law
is opposite chaos, good is opposite evil, and nothing is
opposite a neutral component).

If the covenant mage studies a haunt with this abil-
ity long enough to learn the strength and location of its
aura, a successful Knowledge (religion) check (DC 10
+ haunt’s CR) reveals the haunt’s effect. If she exceeds
the DC of the check by 5 or more, she learns a cryptic
clue about the haunt’s origin, generally in the form of a
powerful emotion linked to a physical feature of the area
or a fleeting glimpse of the past. If she exceeds the DC of
the check by 10 or more, she also learns its destruction
condition.

Starting at 7th level, the covenant mage’s spirit guide
alerts her to the presence of spirits that could be detected
by this ability within 60 feet in any direction. She must
activate this ability and concentrate to learn more, but
learns the number of auras in the area and the strength
of the strongest aura on the first round, and the strength

and location of the auras on the second round. These
advanced abilities function only while the spirit guide is
present.

Item Activation: Although a covenant mage cannot cast
spells, at 2nd level, she can activate spell trigger items as
if her spell-like abilities were spells.

At 14th level, a covenant mage can spend a use of one
of her highest-level spell-like abilities to charge a staff
if any of her covenant mage spell-like abilities known
are among the spells in the staff and her highest-level
spell-like ability known is at least as high a level as the
highest-level spell in the staff. The spell-like ability must
have a daily limit. The covenant mage must concentrate
for 10 minutes to charge a staff and cannot do so while
in a trance.

Adept Spirit Boons: At 3rd level, a covenant mage can
choose from the following spirit boons in addition to
those available at 1st level.

Alien Contact (Sp): Your spirit guide can contact alien
beings once per day. This ability functions similarly to
contact entity I at your caster level and requires verbal
and material components. You can also call such enti-
ties to possess you with your séance ability, although
you cannot call them bodily. This spirit boon functions
as contact entity II at 7th level, contact entity III or lesser
alien offering (see page 125) at 11th level, contact entity
1V or alien offering (see page 125) at 15th level, and
greater alien offering (see page 125) at 19th level.

Forewarned (Su): Your spirit guide helps alert you to
unknown danger. You gain trap sense as a rogue of your
covenant mage level. At 7th level, you gain uncanny
dodge as a rogue. At 15th level, you gain improved
uncanny dodge as a rogue. You lose these abilities if your
spirit guide is absent.

Heighten Spell-Like Ability (Ex): Up to three times per
day, when you cast a 0-level spell-like ability, you can
treat the spell for all purposes (including the calculation
of save DC and concentration check DC) as if it were a
Ist-level spell-like ability. Using a spell-like ability this
way does not prevent you from continuing to use the
normal version of the spell at will. At 7th covenant mage
level and every three levels thereafter, you may instead
raise the spell levels of any of your lower-level spell-like
abilities to the next highest spell level. (For example, at
7th level, you may convert 0- or 1st-level spell-like abili-
ties into 2nd-level spell-like abilities; at 10th level, you
may convert 0-, 1st-, or 2nd-level spell-like abilities into
3rd-level spell-like abilities; and so on.)
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Malicious Limb (Su): As a standard action, you can
send your spirit guide away to wrest control of an op-
ponent’s limb for 1 round. If the target uses the limb
for locomotion, the limb jerks, kicks, and gives out at
inopportune moments; treat the target as entangled. If
the target can use the limb to attack, the limb attacks
him once for normal damage on his turn as a free action,
hitting automatically. In either case, he is also shaken
for that 1 round. He cannot control the limb while it is
possessed, but can otherwise act normally. The target can
resist this control with a successful Will save, in which
case he is merely shaken. This power has a range of 100
feet. Only the shaken condition is a fear effect, and it
is not cumulative with any others. Protection from good
and any other effect that prevents or ends possession can
prevent or end this power as if you were attempting to
possess the target. Only living and undead foes can be
affected by this ability; constructs are immune.

Open Mind (Su): You can send away your spirit guide
to open up the mind of a target creature with an Intel-
ligence score within 60 feet. It suffers a —1 penalty on
saving throws against mind-affecting effects unless it is
immune to mind-affecting effects, in which case it loses
that immunity but gains a +4 bonus on saving throws
against such effects. This effect lasts until you call your
spirit guide back as a swift action.

Soul Poppet (Su): You carry a small clay doll which al-
lows you to touch the souls of other creatures remotely.
As a full-round action that provokes attacks of opportu-
nity, you can mold the poppet to crudely resemble any
creature you can clearly see from within 30 feet. For the
next minute, or until you change the poppet’s appear-
ance, you can affect the target at a range of up to 30 feet
with touch spells by touching the poppet, but you must
still make a ranged touch attack against the victim. Your
spirit guide must be present to forge the connection. If
you lose the poppet, you can replace it with a handful of
clay and an hour-long ritual. At 7th level, you can also
affect the target with a targeted spell even if you do not
have line of sight or line of effect to it by touching the
poppet while casting a such a spell from within 30 feet.
At 11th level, you can incorporate a piece of the target’s
body (including hair, a bit of nail, or the like) while you
mold the poppet. If you do, the poppet remains attuned
to the target indefinitely (or until you attune it to a
different target) and makes spells cast through it more
effective. The target suffers a -2 penalty on saving throws
and Armor Class against spells cast through a poppet
incorporating part of its body. At 15th level, if the pop-

pet is attuned indefinitely to a target, you can perform

an hour-long ritual once per day to affect the target with
a spell at any range so long as you are both on the same
plane of existence and the spell’s normal range is touch
or greater.

Spectral Figment (Su): With 1 round of concentration,
you can send your spirit guide to manifest a figment
similar to a silent image spell. The figment manifests
at the start of your next turn. It can change to react to
events observable to a magic mouth spell, but you can-
not alter its programming except by concentrating as a
standard action while you have line of effect to it. The
figment is not an illusion, but an incorporeal manifesta-
tion. It can interact with incorporeal creatures or objects
with the ghost touch property in a manner similar to
the spell unseen servant within the figment’s area. It can
attempt to manipulate other magic items or creatures
wearing magic clothing, but has a 50% chance of failure
each time. The figment is destroyed when struck by any
attack with a spell, magic weapon, or incorporeal source
and has an AC of 10 + your covenant mage level. An
attack from a corporeal source has only a 50% chance
of destroying the figment (except for weapons with the
ghost touch property). Your spirit guide is absent until
you end the figment by calling it back as a standard ac-
tion. At 7th level, the figment resembles major image and
its effective Strength score is equal to your caster level.
At 11th level, it resembles persistent image. At 15th level,
its manipulation functions as telekinesis with the same
difficulty affecting corporeal targets.

Steal Thought (Su): As a standard action, you can send
your spirit guide to extract a single fact or moment of
memory from a target within 60 feet. The target receives
a Will save to negate the effect; if it succeeds, it immedi-
ately knows the source of this mental prying. Those who
fail this save are unaware of the intrusion and relinquish
the information unconsciously. The information can take
the form of a train of thought no longer than 25 words
or a glimpse of memory as experienced by the target
lasting no longer than 1 round. If you target a creature a
second time within 24 hours, it automatically succeeds
on its saving throw. This is a mind-affecting effect.

Totem Secret (Su): You gain a totem secret as a nature
shaman. Add your covenant mage level to your shaman
level for the purpose of this totem secret.

Wisdom of the Spirits (Su): Once per day, you can com-
mune with the spirits with a ritual chant which lasts for
1 minute, during which you can take no other actions.
When you complete the chant, you have gained mysti-
cal insight into the future. At 3rd level, this insight acts
as an augury spell with 80% effectiveness. At 6th level, it



can take the form of a divination with 90% effectiveness.
At 9th level, it can take the form of a contact other plane
spell. None of these spell effects require components.

Séance (Sp): At 3rd level, a covenant mage learns to call
and bind spirits of many types. Although she does not
have to make deals with specific spirits to gain her class
features, she can augment her abilities further by using
this ability and making an offering of wealth to gain cov-
enants (see Chapter 3 for rules on gaining covenants).
Once per day, the covenant mage can allow herself to

be possessed by a spirit after a 10-minute ritual. During
the ritual, her spirit guide departs and is absent while

it seeks a creature that matches a description given by
the covenant mage at the start of the ritual. This ability
can retrieve the soul of a fey, outsider, or undead with a
number of Hit Dice less than or equal to the maximum
given on the table below and the spirit possesses the
covenant mage as greater possession. Specific creatures can
be called by giving their proper names, and a true name
can make it easier to trap many outsiders and fey. A pos-
sessing spirit that matches the covenant mage’s influence
is willing to bargain with her, much like creatures called
with lesser planar ally, but determine the payment re-
quired based on the spirit’s Challenge Rating rather than
its Hit Dice. Other possessing spirits are seized in a man-
ner similar to lesser planar binding (save DC 10 + 1/2
covenant mage level + Charisma modifier) and bargained
with as described in that spell.

Each round that the covenant mage is possessed by an
uncooperative spirit, she must succeed on a Will save
against DC 20 + 1/2 spirit’s CR to take any action other
than mentally communicating with the spirit. If she suc-
ceeds, she can act normally for 1 round or concentrate
on containing the spirit as a standard action to gain a +4
bonus on her next saving throw to maintain control of
her body. A possessing spirit can end the calling any time
after the covenant mage fails three of these saving throws
in a row. Likewise, a covenant mage can eject a possess-
ing spirit as a full-round action after succeeding on three
saving throws in a row.

When the spirit leaves or the séance ends, the spirit
returns to where it originated. Since the covenant mage
invited the spirit into her body, protection from evil and
related effects do not prevent the spirit from possessing
her, but they can give her a reprieve from its control for
as long as the protection lasts if she succeeds on a new
saving throw. The possession ends after 1 minute per
covenant mage level in any event. A possessing spirit can
be prevented from running off with her body by sub-

jecting her body to the same methods used to restrain a
creature called with a normal lesser planar binding spell,
but neither a magic circle nor a dimensional anchor (nor
similar effects) can keep the visiting soul from departing
when the séance ends.

Magic Circle Against Spirits (Sp): At 4th level, the cov-
enant mage can cast a spell similar to magic circle against
evil once per day. Unlike for most spell-like abilities,

she must provide the verbal and material components
for the spell, and so cannot cast it during a trance. This
magic circle functions against outsiders, undead, and fey
instead of against evil creatures. At 8th level, this ability’s
duration improves to 1 hour per covenant mage level. At
12th level, it lasts 1 day per covenant mage level. If the
covenant mage creates a new magic circle against spirits
while another of hers persists, the old one ends.

Quell Spirits (Su): At 6th level, the covenant mage can
attempt to calm nearby spirits as a standard action. All
fey, outsiders, and undead within a 30-foot burst from
the covenant mage must succeed at a Will save or be
calmed for 1 round per covenant mage level. The save
DCis 10 + 1/2 covenant mage level + Charisma modifi-
er. All active haunts (including those that have been trig-
gered but have not yet acted) in the area with caster level
less than or equal to the covenant mage’s level return to a
dormant state. Affected haunts cannot be triggered again
while the quelling lasts. This ability does not grant the
covenant mage control over affected spirits, but does pre-
vent agitated spirits from raging and joyous spirits from
reveling. Affected spirits cannot attack except to defend
themselves, and any aggressive action or damage dealt to
them breaks the effect for all affected spirits and haunts.
Quelling spirits requires speaking calmly and clearly, and
thus it cannot be done during a trance. This ability can
be used a number of times per day equal to 3 + the cov-
enant mage’s Charisma bonus (do not include temporary
increases, such as that from the covenant mage’s trance,
when calculating this number).

Intermediate Spirit Boon: 