Ghastly Agent

Obsessed with the morbid trappings of death and the afterlife, the ghastly agent dedicates himself to walking with spirits and patrolling the edges of the boundaries between this world and the next. He communes with ghosts, deals with the undead, and roams ancient graveyards in his quest to bring himself to a better understanding with his own fate.

The ghastly agent need not be evil in intent. Many use their abilities to keep restless hordes of walking dead at bay, confining them to their tombs. Others may sell their abilities to forlorn relatives of the recently deceased by contacting their lost loves on the other side. Still others truly are evil, summoning forth all manner of undead horrors to slaughter the innocent so that they might come closer to the true face of the ultimate fate.

Clerics, sorcerers, and wizards constitute the traditional ghastly agents, using their more immediate access to the other planes to regularly consort with the dead. Fighters, barbarians, monks, and paladins that turn down the path of consorting with spirits become professional zombie-hunters, ridding towns and villages of hungry corpses, while bards and rogues become paranormal investigators to discover the origins of whatever dark meddlings would disturb those passed on. Druids and rangers are intimately familiar with the wild spirits of nature, so it is only natural many would devote their energies to associating with them.

Hit Die: d6

Requirements: 
To qualify to become a ghastly agent, a character must fulfill all the following criteria. 

· Base Attack Bonus: +6 

· Knowledge (the planes) +5 

· Feats: Skill Focus (Knowledge (the planes)) 

Class Skills: The ghastly agent's class skills (and the key ability for each skill) are Concentration (Con), Craft (Int), Knowledge (the planes)(Int), Intimidate (Cha), Hide (Dex), Move Silently (Dex), Spot (Wis), and Spellcraft (Int).

	The Ghastly Agent

	Class Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Abilities

	1st
	+1
	+2
	+0
	+0
	Detect undead, familiarity

	2nd
	+2
	+3
	+0
	+0
	Affect undead/ 1, speak with dead

	3rd
	+3
	+3
	+1
	+1
	Resistance to death's touch

	4th
	+4
	+4
	+1
	+1
	Affect undead/ 2, Commune with spirits, Improved familiarity

	5th
	+5
	+4
	+1
	+2
	Spirit guide

	6th
	+6
	+5
	+2
	+2
	Affect undead/ 3

	7th
	+7
	+5
	+2
	+2
	Deeper familiarity

	8th
	+8
	+6
	+2
	+3
	Affect undead/ 4

	9th
	+9
	+6
	+3
	+3
	

	10th
	+10
	+7
	+3
	+3
	Affect undead/ 5, Ethereal Jaunt, true familiarity


Class Features
All of the following are class features of the ghastly agent prestige class.

Weapon and Armor Proficiency: Ghastly agents are proficient with all simple weapons, light and medium armor, and shields. They are also proficient with all martial weapons that deal bludgeoning damage (which comes in handy against the common skeletal form of the undead) and with the scythe, the symbolic weapon of death, harvester of all souls.

Detect Undead: The ghastly agent is eerily attuned to the signs of an undead presence. Thus, at will, he can detect the undead as a spell-like ability. This duplicates the effects of the spell detect undead.

Familiarity: The ghastly agent's obsession with death gives him a better understanding of the way undead creatures are constructed and how they operate. From his knowledge of arcane and divine magic lines, he can deliver a form of sneak attack to undead creatures. Whenever a ghastly agent is able to deliver a precision shot to an undead creature, whenever it is denied its Dexterity bonus, he can deal an addition +1d6 damage to it. Because of the precise, almost surgical nature of this action, any ranged attacks of this nature must be made within 30 feet of the undead target. At 4th level, his familiar improves and he gains a +2d6 damage bonus. At 7th level, he is truly in tune with the ethereal points of an undead creature's anatomy and he gains a +3d6. Finally, at 10th level, he knows the undead as surely as he knows himself. Not only does he gain a +4d6 damage bonus when an undead creature's Dexterity is denied, but he can also use this ability during attacks of opportunity provoked by the undead; taking advantage of their slip to sneak in a stab at their essential make-up. 

Affect Undead: At 2nd level, the empathy a ghastly agent shares with the spirits of the dead allows him to exert his force of personality onto any undead creature, battering or strengthening the spirit's hold on the material plane. This ability is identical to a cleric's ability to turn and rebuke undead, except in that its control is less specific. The ghastly agent rolls to determine level and total HD to be affected. He then can choose, regardless of alignment, to either bolster or hinder the undead that fall under his power. Bolstering empowers the undead's connection to the ethereal plane, giving it a +2 bonus to attack rolls and saving throws, while hindering does just the opposite; smothering the connection and giving them a -2 penalty to said conditions. This ability, however, does not give the agent the ability to control the undead. Thus, if he were to bolster a zombie which was attacking his party, they would continue to do so - only with an improved viciousness. The ghastly agent can use this ability once a day at 2nd level, and one additional time every two levels afterwards.

Speak with Dead: At 2nd level, the ghastly agent's deep connection to the ethereal plane grants him the ability to converse with the remains of the dead. This is a spell-like ability that he can use once a day, and duplicates the speak with dead spell.

Resistance to Death's Touch: At 3rd level, the ghastly agent's body becomes unusually resistant to the effects of death and the undead through his knowledge of these subjects, and he begins to recognize any sign of threat to his own well-being. Because of his special meditations and ponderings, the agent can add his Intelligence bonus (if positive) to all saving throws.

Commune with Dead: At 4th level, the ghastly agent's spiritual connection with the ethereal plane has become so fine tuned, he can summon forth a spirit related to a place, person, or thing to give him a piece of relevant knowledge. By focusing on the subject, and chanting a mantra, focusing his will, etc., he can summon a spirit who was regularly associated with the subject in question, and ask said spirit one question, plus a additional question for each bonus point his Charisma modifier gives him. While acting as a medium, the ghastly agent must make a Charisma check to overcome the difficulties of communing with spirits, with the conditions of the DC being described hence:

	DC
	Condition

	10 
	A friendly or cooperative spirit 

	15 
	An unaware or disinterested spirit 

	20 
	A hostile, violent spirit 

	-5 
	Spirit was intimately associated with subject 

	+5 
	Spirit was passingly knowledgable of subject 

	-7 
	Agent knows name of specific spirit associated with subject 

	-10 
	Area located in place of mass death (i.e. graveyard, battlefield, etc.) 

	+10 
	Contact spirit to ask about object, person, or place not used to summon it. 


If there is no strong connection between an object, person, or place and a spirit, the attempt will fail. For instance, a deceased king's favored royal scepter would attract his spirit, but the hunting lodge he infrequently visited with a fondness but no unusual love would not. However, the attempt should be rolled normally and the reason for failure remain unknown. Also, if the subject's very death was associated with the object, place, or thing, his connection to it would be enough to summon him to it, such as the field a great warrior king died on, or the sword he was killed with.

There is no guarantee, however, that the spirit must tell the truth when questioned. It may be as evasive, dishonest, or unwilling to respond in kind as it wishes. A spell that pushes away outsiders or undead also prevent this ability from working, and the ability cannot be used while in combat or while otherwise distracted.

This ability differs from speak with dead in that a set of remains are unneeded, and may be used as often per day as he has bonus Charisma points. A ghastly agent with no bonus Charisma points can use this ability once per day.

Spirit Guide: At 5th level, the ghastly agent attracts a spirit across the ethereal plane to aid him in his day to day activities. The spirit has no physical body on the material plane, being constantly ethereal, and any attack made it against will automatically dispel it for one day before it returns, regardless of the damage or effects.

The spirit is essentially a familiar, granting its agent the Alertness feat as a normal familiar would by supernatural means. The spirit also shares an empathic link with its owner. However, the similarity to a regular familiar ends there. What the spirit functions most usefully as is a seperate entity with a seperate set of skills. The spirit comprehends the language of living beings and regards its agent highly, and thus may be commanded to Search an area with a +4 bonus or alert its agent to something it heard or spotted, using a bonus of +2 to Listen and Spot checks.

The spirit, however, cannot talk back to its agent, and may only use a strong empathic feeling to alert the agent. For instance, a spirit commanded to search a room for a lost key might find the key in an old desk, and would radiate a strong emotion in the direction of the desk. However, it would not be able to tell which drawer the key was in, or give any information about traps other than a strong wave of cautious or worried emotion.

Ethereal Jaunt: The ghastly agent gains the favor of the guardian between this world and the next, and can freely travel back and forth between them. Three times a day, as a free action, the ghastly agent can choose to travel to the ethereal land of the dead. This is a supernatural ability that duplicates the spell ethereal jaunt.

