DISCLAIMER: This is very much an experiment.  I have no idea how easy to abuse this is, but I suspect that there will be at least one major loophole that I've overlooked here.

Collectives have somehow found a way to clone themselves, creating a mystical or mechanical copy of their own body.  These bodies act in unison (usually...), using teamwork to bring down enemies.  As Collectives progress in level, they gain more and more duplicates, and those duplicates begin to grow more and more into separate beings.

--

The Collective

1st Circle – Duplicator (Su): With twenty minutes of meditation, mechanical tinkering, incantations, playing with a cardboard box, or some other process requiring focus, you may create or summon a perfect clone of yourself.  This clone looks identical to you (although it need not carry the same weapons, clothes, armor, or other items) and has all of your statistics.  You and your clone count as one character for all purposes, including wealth/number of items and number of actions.
Effectively, this clone counts as an extension of your own being into another square and share the same action pool.  For example, you could take a move action, followed by your clone taking a standard action and a swift action in a different square, but both of you could not take a standard action in the same round, because you draw from the same pool of actions.
Additionally, you may split movement and multiple attacks between your bodies.  For example, a first level Collective with a 30 ft move speed who is flurrying could make one attack from each body and then move both his bodies a total of 30 ft (split between the two in whatever way he wishes).
You and your clone share the same pool of hit points.  If one of you takes damage, the pool of hit points that you share decreases.  If one of you dies, both of you do.  If an effect (such as an attack, a healing spell, or paralysis) affects one of you, then it affects both of you.
If your clone moves out of [Medium] range of you, it immediately ceases to exist, leaving possessions behind, and causing you to be [Stunned] for one [Round].  That clone may only be brought back with another twenty minutes of focus in the same manner in which the clone was created.  Thus, it is important to designate which of you is the “original” at all times.
You gain one additional clone for each additional circle you have in this track, up to a maximum of 7 clones at 7th circle.
You are always telepathically communicating with all of your clones.

2nd Circle – Teamwork (Ex): You learn to cooperate with your other bodies, confusing and surrounding enemies.  If one of your clones targeted an opponent with an offensive action in the previous [Round], and you or another one of your clones targets the same opponent with an offensive action in the current [Round], you and all your clones gain a +2 bonus to attack rolls and AC against that opponent for the rest of the [Encounter].  This bonus does not stack with itself.

3rd Circle – Strength in Numbers (Ex): Your Teamwork bonus now increases by 1 for each [Round] after the second that you or your clones target the same opponent with offensive actions, to a maximum of your circles in this track.
Additionally, your clones may now move anywhere within [Long] range of you without disappearing, but a distance between you and one of your clones longer than [Long] range will still result in that clone disappearing and you being [Stunned] for one [Round].

4th Circle – Simultaneous Barrage (Ex): You may let loose a sudden flurry of attacks, one coming from each of your bodies.  Once per [Encounter] per 4 levels, as a standard action, you and all of your clones may make a single attack.  Each attack must be targeting the same opponent, and that opponent only.

5th Circle – Containment (Su): Your clones start to become more and more like individuals.  When you or one of your clones is affected by a containable condition (listed below), you may make a Will save (DC 10 + the level of the opponent who inflicted it) or limit the effect of that condition to whichever one of your bodies it was inflicted upon.
All of the following are containable conditions:
[Blinded], [Checked], [Confused], [Dazed], [Dazzled], [Deafened], [Entangled], [Fatigued], [Frightened], [Knocked down], [On fire], [Prone], [Revealed], [Shaken], and [Slowed].
Additionally, your clones may now move anywhere within [Extreme] range of you without disappearing, but a distance between you and one of your clones longer than [Extreme] range will still result in that clone disappearing and you being [Stunned] for one [Round].

6th Circle – Overwhelm (Su): You can use the mystical energies you used to create your clone bodies to release blasts of force. Once per [Encounter], as a standard action, you and all of your clones may simultaneously emit a burst of energy.  All opponents within [Close] range of each source of the emanation take damage equal to 3 x your character level, and must make a Will save (DC 10 + 1/2 your level + your KOM) or be [Slowed] for one [Round].  The damage does not stack with itself, nor does the [Slow] effect.  After this burst of energy, you and all of your clones are [Fatigued] for 2 [Rounds].

7th Circle – Army of Seven (Su): Your extra bodies reinforce you, making you stronger and tougher, and have become almost like new individuals, separate from you.  Once per [Encounter], after taking a move or standard action, you may exchange a swift action for either an additional move action or an additional standard action.  This move or standard action must be taken by a body of yours other than the one that took your original move (or standard, respectively) action for the round.  You gain an extra 70 hit points (1 per two levels for each clone you have) and a +7 bonus on new saves granted to you by your Containment ability, and in addition to the containable conditions granted by your Containment ability, all of the following are now containable conditions:
[Battered], [Blown away], [Cowering], [Exhausted], [Flat-footed], [Nauseated], [Panicked], [Paralyzed], [Sickened], and [Stunned].
Additionally, your clones may now move any distance from you without disappearing.


