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The Spiritualist
Presented here is an early draft of a new class, the 
spiritualist. To celebrate Halloween, and as a bit of 
a challenge for myself, I’m attempting to iterate and 
complete this class before the end of the month. As 
you’ll see, it combines elements of the sorcerer and 
warlock classes as well as introducing some original 
and innovative mechanics.

The spiritualist was written to be used in settings 
that emphasize gothic horror, such as Ravenloft. It can 
be used in any setting you choose, as the DM, but its 
themes are more fatalistic than those presented in the 
Player’s Handbook. Spiritualists learn to cast spells after 
a brush with death that leaves them irrevocably changed. 
They channel spirits of the dead, infused with negative 
emotions, to enhance their own power.

As always, I am interested in any and all constructive 
feedback you have on this concept. In particular I am 
looking forward to what kinds of themes and mechanics 
readers are looking to find in the channeling spirits 
mechanic. Thanks in advance for reading and, if you 
give the spiritualist class a try, please let me know how it 
goes and what you think!

—Benjamin

Creating a Spiritualist
Spiritualists are torn between the worlds of the living 
and the dead. As you create your spiritualist character, 
the most important question to consider is: how do 
you see your role as a medium between these two 
worlds? Are your abilities the unwanted repercussions 
of a traumatic experience you’ll never forget? Did the 
instance of your brush with death mark the start of a 
new and better life for you? Do you wish you could turn 
your senses away from the spirits of the departed? Did 
your awareness of the ethereal realm bring about an 
unexpected reunion with someone you lost?

Spiritualists are further defined by the circumstances 
of their near death experience and the spirits they most 
frequently contact. Were you the child of a minor noble, 
targeted for assassination as a way of intimidating the 
upper class? Did you grow up in a rural village only to 
find that one year a plague swept through and only you 
survived? Were you traveling from one city to the next 
when a pack of wolves set upon you and your caravan 
and nearly took your life? The moment you came within 
a breath of dying, but didn’t, you became a spiritualist.

As a spiritualist, the unquiet dead seek you out, 
pleading for you to intervene on their behalf. What kind 
of requests are you most sympathetic to? Has a spirit 
ever asked you to do something you were unwilling 
to do? Have you ever agreed to help a spirit and later 
regretted it? Do you feel greater responsibility to the 
dead or the living? Are the spirits of the departed tools to 
use for your own gain or companions in their own right?

The answer to these questions will define you as a 
spiritualist.

Quick Build
You can make a spiritualist quickly by following these 
suggestions. First, Charisma should be your highest ability 
score, followed by Dexterity or Constitution. Second, 
choose the acolyte, charlatan, or hermit background.

Class Features
As a spiritualist, you gain the following class features.

Hit Points
Hit Dice: 1d6 per spiritualist level
Hit Points at 1st Level: 6 + your Constitution modifier
Hit Points at Higher Levels: 1d6 (or 4) + your 

Constitution modifier per spiritualist level after 1st

Proficiencies
Armor: Light armor
Weapons: Simple weapons, nets
Tools: None

Saving Throws: Wisdom, Charisma
Skills: Choose two from Arcana, Deception, History, 

Insight, Intimidation, Investigation, Medicine, 
Perception, Performance, and Religion.

Equipment
You start with the following equipment in addition to the 
equipment gained by your background.

• (a) a component pouch or (b) a crystal or (c) a 
reliquary or (d) a spirit board or (e) a totem

• (a) a burglar’s pack or (b) a priest’s pack or (c) a 
scholar’s pack

• Leather armor and a simple weapon of your choice

Pact Magic
Your ability to pierce the veil that separates the living 
from the dead grants you the ability to cast spells. 
See chapter 10 of the Player’s Handbook for the 
general rules of spellcasting and this document for the 
spiritualist spell list.

Cantrips
You know two cantrips of your choice from the 
spiritualist spell list. You learn additional spiritualist 
cantrips of your choice at higher levels, as shown in the 
Cantrips Known column of the Spiritualist table.

Preparing and Casting Spells
The Spiritualist table shows how many spell slots you 
have. The table also shows what the level of those slots 
is; all of your spell slots are the same level. To cast one 
of your spiritualist spells of 1st level or higher, you must 
expend a spell slot. You regain all expended spell slots 
when you finish a short or long rest.

You prepare the list of spiritualist spells that are 
available for you to cast, choosing from the spiritualist 
spell list. When you do so, choose a number of 
spiritualist spells equal to your Charisma modifier + half 
your spiritualist level, rounded down (minimum of one 
spell). The spell must be of a level for which you have 
spell slots.

For example, when you are 5th level, you have two 
3rd-level spell slots. To cast the 1st-level spell forsaken 
chains, you must spend one of those slots, and you cast 
it as a 3rd-level spell. Casting the spell doesn’t remove it 
from your list of prepared spells.

You can change your list of prepared spells 
when you finish a long rest. Preparing a new list of 
spiritualist spells required time spent in meditation and 
communion with the spirits of the departed: at least 1 
minute per spell level for each spell on your list.
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Spellcasting Ability
Charisma is your spellcasting ability for spiritualist 
spells. Your ability to call out to the unquiet dead and 
reach into the minds of the living comes from a powerful 
sense of self. You use your Charisma whenever a 
spiritualist spell refers to your spellcasting ability. In 
addition, you use your Charisma modifier when setting 
the saving throw DC for a spiritualist spell you cast and 
when making an attack roll with one.

Spell save DC = 8 + your proficiency bonus + 
your Charisma modifier

Spell attack modifier = your proficiency bonus + 
your Charisma modifier

Ritual Casting
You can cast a spiritualist spell as a ritual if that spell 
has the ritual tag and you have the spell prepared.

Spellcasting Focus
You can use a crystal, reliquary, spirit board, or totem 
(see chapter 5, “Equipment”, of the Player’s Handbook) 
as a spellcasting focus for your spiritualist spells.

Death’s Threshold
At 1st level, your psychic abilities stem from the cause of 
your near death experience, called a threshold: beast & 
briar, bloody blade, or plague & poison, each of which is 
detailed at the end of the class description. Your choice 
grants you features at 1st level and again at 6th, 14th, 
and 18th level.

Channel Spirit
Your connection to death allows you to channel the 
restless spirits of the dead. While channeling these 
spirits you remain in control of your behavior and 
actions. In exchange for the vicarious experience of 
living once more, the spirit lends you a portion of its 
mystical power.

At 2nd level, you know one spirit. You can perform a 
10 minute ritual to channel a spirit you know. The spirit 
remains channeled until you go unconscious or use an 
action to dismiss it. When you gain certain spiritualist 
levels, you come to know additional spirits of your 
choice, as shown in the Spirits Known column of the 
Spiritualist table.

Additionally, when you gain a level in this class, you 
can choose one of the spirits you know and replace it 
with another spirit.

Ectoplasm
Starting at 2nd level, you learn to manipulate the 
invisible and ethereal energy of death, ectoplasm. Your 
access to this substance is represented by a number of 
ectoplasm points. Your spiritualist level determines the 
number of points you have, as shown in the Ectoplasm 
Points column of the Spiritualist table.

You can spend these points to activate certain 
spiritualist features, most of which are dependent on 
the spirit you have channeled. Additionally, you can use 
a bonus action on your turn to convert your ectoplasm 
points into additional Spell Slots. The Creating Spell 
Slots table shows the cost of creating a spell slot of a 
given level. You can create spell slots no higher in level 
than you can cast with your Pact Magic. You lose unused 
spell slots created in this way when you take a long rest.

When you spend an ectoplasm point, it is unavailable 
until you finish a long rest, at the end of which you 
regain all of your expended ectoplasm.

Sixth Sense
At 3rd level, you can use an action and expend 1 
ectoplasm point to open your senses to the invisible 
world for 1 hour. When you do, you gain blindsight out 
to a range of 120 feet. Within this range, you can also 
see into the Ethereal Plane.

At 5th level, while you are using your sixth sense, you 
can use an action to cast the speak with dead spell 
without spending a spell slot or having the spell prepared.

Thanatophobia
At 3rd level, you are proficient in death saving throws.

The SpirTualiST

Level
Proficiency

Bonus
Ectoplasm 

Points Features
Cantrips
Known

Spells
Slots

Spell Slots
Level

Spirits 
Known

1st +2 — Pact Magic, Death’s Threshold 2 1 1st —
2nd +2 2 Channel Spirit, Ectoplasm 2 2 1st 1
3rd +2 3 Sixth Sense, Thanatophobia 2 2 2nd 1
4th +2 4 Ability Score Improvement 3 2 2nd 2
5th +3 5 Sixth Sense improvement 3 2 3rd 2
6th +3 6 Death’s Threshold feature 3 2 3rd 3
7th +3 7 — 3 2 4th 3
8th +3 8 Ability Score Improvement, Potent Spellcasting 3 2 4th 3
9th +4 9 — 3 2 5th 3
10th +4 10 Grim Reaping 4 2 5th 4

CreaTing Spell SloTS

Spell Level Ectoplasm Cost
1st 2
2nd 3
3rd 5
4th 6
5th 7
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Ability Score Increase
When you reach 4th level, and again at 8th, 12th, 16th, 
and 19th level, you can increase one ability score of your 
choice by 2, or you can increase two ability scores of 
your choice by 1. As normal, you can’t increase an ability 
score above 20 using this feature.

Potent Spellcasting
Starting at 8th level, you add your Charisma modifier to 
the damage you deal with any spiritualist cantrip.

Grim Reaping
At 10th level, when a living creature within 30 feet of 
you dies you can use your reaction to gain half your 
maximum ectoplasm points and temporary hit points 
equal to twice your level in this class. Once you use this 
feature, you must finish a long rest before you can use 
it again.

Death’s Thresholds
Every spiritualist has come face to face with their 
own mortality and lived to tell the tale. The cause and 
circumstance surrounding this experience create a strong 
psychic impression on the spiritualist, molding the nascent 
mystical powers of the spellcaster. These experiences 
can be divided into broad categories, thresholds, that 
describes a spiritualist’s near death experience and 
defines their unique relationship with death.

Beast & Briar
A violent encounter with a wild beast or the sting 
of poisonous nettles nearly laid you low. When you 
survived, you discovered your experience had changed 
you. Not only were you aware of the inconstant 
boundary between life and death, you also found you 
had a connection to the natural world.

Expanded Spell List
The nature of your near death experience expands the 
magic available to you. The following spells are added to 
the spiritualist spell list for you.

Grey Gardener
Starting when you choose this threshold at 1st level, 
you gain the druidcraft cantrip, which is considered a 
spiritualist cantrip for you. This cantrip does not count 
against the number of spiritualists cantrip you know. 
Additionally, moving through nonmagical difficult terrain 
costs no extra movement and you have advantage on 
saving throws against plants that are magically created 
or manipulated to impede movement, such as those 
created by the entangle spell.

Possess Beast
At 6th level, you can use an action to try to possess a 
beast you can see within 120 feet. When you do, choose 
a beast within range and spend any number of ectoplasm 
points. Roll 5d8 + an additional 1d8 for every ectoplasm 
point you spent. If the total number equals or exceeds 
the current hit points of the beast, you possess it. This 
possession ends after a number of hours equal to your 
level in this class, when you use an action to end it, or 
when the possessed creature is reduced to 0 hit points.

While you possess the creature, you experience things 
from the beast’s perspective through its senses and have 
complete control of its actions. During this time, you 
cannot cast spells or take actions that would require 
your own body to move to be successful and you are 
blind and deaf in regards to your own senses.

After you use this feature, you must finish a long rest 
before you can use it again. 

Plague & Poison
Just when a disease or toxin brought you to the brink 
of death, your fever broke and you survived. The 
foreign element that nearly killed you left a permanent 
mark on you, giving you an unnatural affinity for 
plagues and poisons. Some spiritualists of this 
threshold appear perpetually ill or afflicted by the toxin 
that nearly killed them.

Expanded Spell List
The nature of your near death experience expands the 
magic available to you. The following spells are added to 
the spiritualist spell list for you.

Inured to Toxins
Starting when you take this threshold at 1st level, you 
have resistance to poison damage. In addition, you 
have advantage on saving throws against disease and 
being poisoned.

Devitalizing Touch
At 6th level, when you touch a creature you can unleash 
a devastating disease into their system. When you do, 
you may expend any number of ectoplasm points. The 
creature loses 1d6 hit points + an additional 1d6 for 
each ectoplasm point you spent. The creature must 
succeed on a Constitution saving throw or have its 
maximum hit points reduced by the same amount. 
This reduction in maximum hit points ends when the 
creature finishes a long rest.

After you use this feature, you must finish a long rest 
before you can use it again. 

Spirits
Spiritualists channel disembodied spirits, allowing 
these ectoplasmic beings to live vicariously through the 
spiritualist’s body in exchange for access to the spirit’s 
mystic talents.

BeaST & Briar expanded SpellS

Spell Levels Spells
1st animal friendship, entangle
2nd animal messenger, spike growth
3rd conjure animals, plant growth
4th grasping vine, polymorph
5th commune with nature, tree stride

plague & poiSon expanded SpellS

Spell Levels Spells
1st detect poison and disease, purify food and drink
2nd lesser restoration, protection from poison
3rd enemies abound XGE, life transference XGE

4th blight, sickening radiance XGE

5th contagion, enervation XGE
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Hate
Spirits of hate died under bitter circumstances and 
passed on with nothing in their hearts but ill will towards 
their enemies. In death, they rage against every perceived 
slight and never forget a grudge. While channeling a spirit 
of hate, you gain the following abilities.

Spell List. While you are channeling a spirit of hate, 
the following spells are considered spiritualist spells 
prepared by you.

Hateful Heart. When you make a saving throw against 
being charmed, you can use your reaction and spend 2 
ectoplasm points to succeed on the saving throw. You 
have advantage on attack rolls you make against the 
creature that tried to charm you until the end of your 
next turn.

Litany of Loathing. As an action you can spend 1 
ectoplasm and recite a litany of grievances against a 
creature you can see within 60 feet. The target must 
succeed on a Charisma saving throw or take 2d6 
psychic damage and the first attack each creature 
makes against the target before the end of your next 
turn has advantage.

Jealousy
Spirits of jealousy spent their final moments fixated on 
a person, object, or status that they understood would 
soon be forever beyond their grasp. In death, they are 
obsessed with control and possession. While channeling 
a spirit of jealousy, you gain the following abilities.

Spell List. While you are channeling a spirit of 
jealousy, the following spells are considered spiritualist 
spells prepared by you.

Possessive Rage. When you make an attack roll 
against a creature who is charmed or summoned, you 
can spend 1 ectoplasm point to gain advantage on the 
attack roll.

Thief of Hearts. When a creature you can see within 
60 feet fails a saving throw against being charmed, you 
can use your reaction and spend 2 ectoplasm points to 
redirect their affection towards you. When you do, the 
creature succeeds on the saving throw and is charmed 
by you for 1 minute or until it takes damage from you or 
one or your allies.

Madness
A spirit of madness may not have been insane in life 
but all spent their last living moments cracking under 
intense psychological pressure. In death, they are 

consumed by derangement. While channeling a spirit of 
madness, you gain the following abilities.

Spell List. While you are channeling a spirit of 
madness, the following spells are considered spiritualist 
spells prepared by you.

Fracture Psyche. When a creature you can see within 
60 feet makes a saving throw against an illusion, you can 
spend 2 ectoplasm points to give that roll disadvantage.

Malleable Mind. When you take psychic damage, 
you can spend 2 ectoplasm points to gain resistance 
to psychic damage until the end of your next turn. The 
creature who dealt the triggering psychic damage to you 
takes an equivalent amount of psychic damage.

Terror
Spirits of terror passed away in a state of absolute fear. 
In the afterlife, they have become fixated on afflicting 
others with the same sensation. While channeling a 
spirit of terror, you gain the following abilities.

Spell List. While you are channeling a spirit of terror, 
the following spells are considered spiritualist spells 
prepared by you.

Friend of Fear. When a creature you can see within 60 
feet makes a saving throw against being frightened, you 
can spend 2 ectoplasm points to give that roll disadvantage.

Horrifying Visage. When you make a Charisma 
(Intimidation) ability check, you can spend 1 ectoplasm 
point to gain advantage on the roll.

Spiritualist Spell List
CanTripS (0 level)
Blade Ward
Chill Touch
Dancing Lights
Guidance
Mage Hand
Message
Minor Illusion
Prestidigitation
Resistance
Spare the Dying
Thaumaturgy
Toll the Dead XGE

Vicious Mockery

1ST level

Bane
Comprehend Languages
Corpse Mask SV

Detect Evil and Good
Dissonant Whispers
Drain SV

False Life
Feather Fall
Fog Cloud
Forsaken Chains SV

Healing Word
Hex
Identify
Illusory Script

Spiritualist 
Level Spells

2nd hellish rebuke
3rd shadow blade XGE

5th enemies abound XGE

7th banishment
9th cloudkill

Spiritualist 
Level Spells

2nd charm person
3rd detect thoughts
5th bestow curse
7th locate creature
9th modify memory

Spiritualist 
Level Spells

2nd tasha’s hideous laughter
3rd crown of madness
5th major image
7th confusion
9th mislead

Spiritualist 
Level Spells

2nd cause fear XGE

3rd invisibility
5th fear
7th phantasmal killer
9th dream
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New Spiritualist Spells
Corpse Mask
1st-level transmutation (ritual)

Casting Time: 1 action
Range: Self
Components: V, S
Duration: 1 hour
Class: Magus (Knights Stygian), Spiritualist, Warlock, 

Wizard

Touching the corpse of a humanoid you transform your 
physical appearance - including your clothing, armor, 
weapons, and other belongings on your person - to look 
like the corpse did in life minutes before its death. You 
retain all of your own ability scores, features, traits, and 
other abilities.

While disguised as the dead you also instinctively 
mimic its mannerisms. Creatures familiar with the 
deceased humanoid can attempt to ascertain if you 
are in fact the deceased by using its action to make an 
Intelligence (Investigation) check against your spell 
save DC.

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the duration increases 
to 8 hours. When you cast this spell using a spell slot of 
5th level or higher, the duration increases to 24 hours.

Drain
1st-level necromancy

Casting Time: 1 action
Range: 30 feet
Components: V, S, M (a red ribbon)
Duration: Instantaneous
Class: Magus (Knights Stygian), Spiritualist

Stretching out your hand and pointing your finger at a 
creature within range, a flash of negative energy briefly 
connects the two of you. The targeted creature must 
succeed on a Constitution saving throw or take 3d4 
necrotic damage. If the creature fails its saving throw, 
you gain a number of temporary hit points equivalent to 
the damage the creature takes. You lose any temporary 
hit points granted by this spell after one minute.

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, each level beyond the 
first adds 2d4 to the damage dealt by this spell.

Forsaken Chains
1st-level evocation

Casting Time: 1 action
Range: 120 feet
Components: V, S, M (a length of chain)
Duration: Concentration, up to 1 minute
Class: Spiritualist

You gesture at a creature within range and three ghostly 
manacles and chains spring from the ground, latching 
onto the creature. Each time the creature moves 5 feet, 
one of the chains breaks and the creature takes 1d12 
necrotic damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, two additional chains 
latch onto the creature per spell slot above 1st level.

Stolen Life
5th-level necromancy

Casting Time: 1 action
Range: Touch
Components: V, S, M (a calendar or timepiece older 
than you are worth 1 sp or more)
Duration: Instantaneous
Class: Spiritualist

Running your fingers across a creature, their body 
is wracked with the pain of stolen life as years that 
were theirs become yours. Make a melee spell attack 
against an adjacent creature. On a hit, deal 8d8 necrotic 
damage. If that creature is a humanoid it must succeed 
on a Constitution saving throw or age 1d12 years. You 
add the years that creature aged to your maximum 
natural life span.

Mage Armor
Protection from Evil and 

Good
Ray of Sickness
Silent Image
Sleep
Tasha’s Hideous Laughter
Unseen Servant

2nd level

Augury
Aid
Blindness / Deafness
Calm Emotions
Darkvision
Detect Thoughts
Enthrall
Find Traps
Gentle Repose
Hold Person
Invisibility
Knock
Lesser Restoration
Levitate
Locate Animals or Plants
Locate Object
Phantasmal Force
Rope Trick
See Invisible
Silence
Zone of Truth

3rd level

Animate Dead
Bestow Curse
Blink
Clairvoyance

Dispel Magic
Fear
Feign Death
Major Image
Remove Curse
Revivify
Sending
Slow
Speak with Dead
Tongues

4Th level

Arcane Eye
Banishment
Confusion
Death Ward
Divination
Greater Invisibility
Hallucinatory Terrain
Locate Creature

5Th level

Contact Other Plane
Dispel Evil and Good
Dominate Person
Dream
Greater Restoration
Hallow
Hold Monster
Legend Lore
Mislead
Raise Dead
Reincarnate
Scrying
Stolen Life SV

Telekinesis
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