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Ironclad (Archetype)

They bumble. They jangle. They barely function well
enough to follow the simplest of orders. And yet the
creators of these automatons beam like proud parents
whose baby has just taken her first steps. It may be cute
and all, but that sort of primitive functionality is liable to
get somebody killed. That is, somebody on YOUR side
killed. The way you see it, why develop a brain to put in
an iron shell when you can develop an iron shell to put
around your brain?

Ironclads have the following class features.
Blueprints and Inventions

Primary Blueprint: A primary blueprint is a schematic
containing a number of inventions. An ironclad begins
play with a single primary blueprint, and never gains
additional primary blueprints. This primary blueprint can
contain a number of inventions whose build point (BP)
total is equal to or less than the ironclad's class level.

Secondary Blueprints: A secondary blueprint is a
schematic containing a number of inventions. An ironclad
begins play with a single secondary blueprint. Each
secondary blueprint can contain a number of inventions
whose build point (BP) total is equal to or less than 2. At
3rd level and every three levels thereafter, the number of
BP worth of inventions that an ironclad may place in a
secondary blueprint increases by +1, for a maximum BP
total of 8 at 18th level. In addition, at 5th level and every
five ironclad levels thereafter, the ironclad receives an
additional secondary blueprint, for a total of five
secondary blueprints at 20th level.

This ability replaces the Blueprints section of the
Blueprints and Inventions class feature.
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Suit Up (Ex): At 1st level, an ironclad gains the ability to
wrap himself up in a form-fitting metallic suit whose
invention loadout is a combination of his primary
blueprint and his choice of one of his secondary
blueprints. If an invention that cannot be taken multiple
times is present in both the primary blueprint and the
chosen secondary blueprint, then the resulting suit is only
treated as having that invention taken once. Suiting up is
a full-round action that provokes attacks of opportunity
and can only be performed if the ironclad has both hands
free, while leaving a suit is a full-round action that
provokes attacks of opportunity. Once a suit has been left,
it cannot be put back on, forcing the ironclad to
continually suit up with new suits if he needs to slip out of
them to blend in more easily. Given their form-fitting
nature, ironclad suits fit only the ironclad and cannot be
shared, and any bonuses given him by visible clothing,
such as that granted by the courtier's outfit, do not apply
while a suit is actively worn.

When suiting up, an ironclad gains temporary hit points
equal to twice his ironclad class level. These temporary hit
points last until the ironclad leaves his suit or until the
suit is destroyed. A suit is destroyed if the ironclad
wearing it is reduced to below o0 hit points. Like leaving a
suit, the fragments of a destroyed suit cannot be put back
on, forcing the ironclad to suit up again should he recover
from such a blow. Inventions and other effects that trigger
on the destruction of an automaton trigger on the
destruction of a suit. The ironclad may suit up once per
day at 1st level, plus an additional time per day at 2nd
level and every three ironclad levels beyond 2nd.

Given the aim of an ironclad's suit is purely physical,
inventions that grant ranks in a skill or tag skills as class
skills have no effect if built into a suit. Further, any non-
design inventions that would normally grant an
automaton an untyped bonus grant the wearer of a suit an
enhancement bonus instead. Design inventions that grant
an untyped bonus continue to grant an untyped bonus.
Given the fact that an ironclad is not artificial, inventions
that repair damage do not heal the ironclad; instead, they
grant a number of temporary hit points equal to half the
amount of healing they normally provide. These
temporary hit points last for 1 minute. Further, inventions
that allow a standard tinker to ride on top of an
automaton, such as the saddle invention, allows the
ironclad to give any other willing creature a ride. The
cockpit invention cannot be used by an ironclad for
obvious reasons.

Inventions that grant proficiency with a weapon never
create copies of that weapon; the ironclad must supply all
of his own equipment. That said, one of the key
weaknesses of automatons, the fact that magical
equipment shorts out their primitive, artificial minds,
does not apply to an ironclad. As a result, he may wear,
wield, or use magical equipment while suited up;
however, an ironclad's suit covers his entire body, making
it so magic items worn against the skin are effectively
sandwiched between that skin and a sheet of invention-
ridden metal. All such sandwiched equipment whose
effects require line of sight to function do not function
while a suit is worn. The sole exception to this is if the
target is the ironclad himself. Additionally, many magic
items that require delicate manipulations to function
cannot be used while worn between the skin and a sheet
of metal. As a suit slides under pouches, backpacks, and
the like as it is deployed, many ironclads carry their use-
activated items in a pouch to get around this limitation;
handy haversacks are also wildly popular.
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If the ironclad has a feat that an invention grants, then he
may prepare suit blueprints as though that invention were
already present in the blueprint. Similarly, if an ironclad
has reliable access to a feat through his suits, he is treated
as though he actually has that feat for the purpose of
meeting the prerequisites of other feats. If not wearing a
suit that grants a particular feat he doesn't actually have,
however, the ironclad gains no benefit from taken feats
that have the suit-granted feat as a prerequisite. If the
ironclad has equipment or physiology that closely mimics
the effects of an invention, such as a pair of arms being
much like the arms invention, or a quiver being much like
the quiver invention, then he may prepare suit blueprints
as though that invention were already present in the
blueprint.

An ironclad does not need to give himself a directive to
use inventions built into his suit. Instead, so long as his
Intelligence is 3 or greater, he follows the rules for
invention use as though he were an alpha, with the
exception that he also counts as the tinker for the purpose
of reloading inventions that can be restocked, such as
compartments.

Feats and abilities that grant additional uses of the deploy
automaton class feature grant additional uses of the suit
up class feature.

This ability replaces deploy automaton, directives, HALT!,
and the swarm.

Innovation Rewiring: Innovations and greater
innovations that normally modify standard automatons
or standard automaton blueprints instead modify the
ironclad while in a suit or suit blueprints, respectively.
Since the ironclad never learns how to give directives or
how to deploy automatons, he cannot learn innovations
that teach him new directives or new kinds of automaton
blueprints, such as megadroid or kamikaze directive.
Innovations that grant a normal tinker standard
automaton blueprints grant an ironclad a secondary
blueprint instead. Finally, innovations that modify the Hit
Dice of automatons do not modify the Hit Dice of an
ironclad. Instead, whenever he uses the suit up class
feature, he gains twice that many temporary hit points.
These temporary hit points last until the ironclad leaves
his suit or until the suit is destroyed.

Innovations

Whenever an ironclad gains an innovation, he may select
one of the following innovations in addition to the choices
granted to standard tinkers.

Extra Munitions

Your organic brain takes up less space than these first-
generation artificial ones. This lets you slap on an extra
battery pack or maybe a couple bundles of spare parts.

Benefit: Whenever you prepare your secondary
blueprints, you may select a single invention present on
each of those blueprints that has a limited number of
daily uses. The selected invention can be used an
additional time per day.

Heightened Reflex Protocol
You are faster, better, stronger!

Benefit: While wearing an ironclad suit, you have a +3
bonus to initiative rolls.

Iron Man Construction

You focus on installing additional plating where it won't
slow you down.

Benefit: The number of temporary hit points granted by
the suit up class feature increases by +5.

Overcharged Capacitors

The burst of energy granted by suiting up can be a potent
shield, while it lasts.

Prerequisite: Iron man construction innovation.

Benefit: Whenever you have temporary hit points, you
have DR 3/-.

Overheat
Sometimes, a man needs to explode.

Benefit: As a standard action while wearing an ironclad
suit, you may explode as per the kamikaze directive.
Unlike the kamikaze directive, you are not instantly killed
by exploding, but you automatically fail your Reflex save
against the explosion and your current ironclad suit is
destroyed after the action resolves (meaning its granted
temporary hit points can absorb damage). You are treated
as though you have the kamikaze directive for the purpose
of meeting the prerequisites of inventions.

Retrieval Folds

You constantly put your suit on without thinking of what
equipment was left out of your reach. Accordingly, you
eventually added in a way to fetch equipment.

Benefit: As a full-round action that provokes attacks of
opportunity, you may reach into your ironclad suit to
retrieve equipment that you were wearing close to the
skin when you put your suit on. Armor, boots, shirts, and
other large objects are simply too large to remove, though
amulets, rings, potions, wands, and other small objects
can be retrieved quite readily.

Walking Fusillade

There's a crossbow on top of your head! You may as well
make use of it.

Prerequisite: Weapon mount invention.

Benefit: Whenever you make a full attack with a ranged
weapon in your hands, you may make a single attack with
the ranged weapon in your weapon mount as though you
were making an offhand attack. The normal penalties for
two-weapon fighting apply.
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Greater Innovations

Whenever an ironclad gains a greater innovation, he may
select one of the following greater innovations in addition
to the choices granted to standard tinkers.

Complex Fittings

With a little work, you learn how to install inventions
that typically require the power output of an alpha
automaton.

Prerequisite: Designer innovation.

Benefit: Your primary blueprint is treated as an alpha
blueprint for the purpose of being allowed to include an
invention with the Alpha descriptor. (See Tinkering 301:
Pimp My Alpha.)

Ejector Protocol
When you explode, it's a good idea to get OUT of there.
Prerequisite: Overheat innovation.

Benefit: Whenever you explode as per the kamikaze
directive, an oversized spring hurls you up to 30 feet in a
direction of your choice as a free action. Treat yourself as
a thrown splash weapon thrown by a creature with an
attack modifier of +0 for the purpose of determining the
scatter of your ejector spring. Upon landing, you must
succeed on a DC 20 Reflex save or land prone. If you fell
far enough, falling damage applies. If you land in a square
occupied by a creature, that creature may make an attack
of opportunity against you.

Excessive Munitions

You have taken munitions storage optimization and
made it an art. A boring art.

Prerequisite: Extra munitions innovation.

Benefit: All limited use per day inventions added to your
primary blueprint can be used an additional time per day.

Explosive Shunt

You can shape your ironclad suit such that any explosion
it creates 1s fired in a different manner-.

Prerequisite: Overheat innovation.

Benefit: Whenever you explode as per the kamikaze
directive, you may choose to direct your explosion in a
line with a length equal to one-and-a-half times the radius
of a standard kamikaze explosion instead. You choose the
facing of this line.

Power Source Overload

You can explode in ways that automatons could only
dream of.

Prerequisite: Overheat innovation.

Benefit: Whenever you explode as per the kamikaze
directive, you may choose to deal acid damage rather than
fire damage.

Real-time Reforging

The presence of heat allows automated systems to knit
themselves back together.

Prerequisite: Iron man construction innovation.

Benefit: Whenever you deal fire damage while wearing
an ironclad suit, you gain 1 temporary hit point.
Temporary hit points granted by this ability stack, to a
maximum of 5 temporary hit points. These temporary hit
points last for 1 minute.

Shiny Polish

You love your ironclad suits! Every morning, you polish
each and every one of them, telling them little snippets of
their future and how they'll help you topple your foes in
the most dramatic of fashions. Your allies think it a bit
daft, but the polish can prove useful sometimes.

Benefit: Whenever a ranged touch attack made to deliver
a ray matches, but does not exceed, your touch AC, the ray
bounces off of your excessively-shiny ironclad suit. Make
a ranged touch attack against the ray's original owner. If
that ranged touch attack is a success, the original owner of
the ray is struck by his own attack. This ability only
functions while you are wearing an ironclad suit.

Titan Module

When a fight is going poorly, it may become a good idea
to swipe power from the core of an ironclad suit that
hasn't been put on yet.

Benefit: As a standard action, you may consume a daily
use of the suit up class feature to grant yourself temporary
hit points as though you had just used the suit up class
feature.

Line of Succession: At 20th level, an ironclad must
choose the progenitor line of succession.
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@ Table: The Ironclad @

Level Base Fort | Ref | Will Special Blueprints Max
Attack Save | Save | Save (Number of Blueprints / | Invention
Bonus BP Budget) Level
Primary | Secondary
1st +0 +0 +2 +0 |Innovation rewiring, 1/1 1/2 1
master’s presence,
scribe invention,
suit up—1/day
and +1 +0 +3 +0 |Craftsman +1, 1/2 1/2 1
innovation,
suit up—2/day
3rd +2 +1 +3 +1 |- 1/3 1/3 1
4th +3 +1 +4 +1 | Craftsman +2, 1/4 1/3 2
the alpha
5th +3 +1 +4 +1 | Greater innovation 1/5 2/3 2
suit up—3/day
6th +4 +2 +5 +2 | Craftsman +3, 1/6 2/4 2
innovation
7th +5 +2 +5 +2 |- 1/7 2/4 3
8th +6/+1 +2 +6 +2 | Craftsman +4, 1/8 2/4 3
suit up—4/day
9th +6/+1 +3 +6 +3 |- 1/9 2/5 3
10th +7/+2 +3 +7 +3 | Craftsman +5, 1/10 3/5 4
greater innovation,
innovation
11th +8/+3 +3 +7 +3 | suit up—5/day 1/11 3/5 4
12th +9/+4 +4 +8 +4 |Craftsman +6 1/12 3/6 4
13th +9/+4 +4 +8 +4 |- 1/13 3/6 5
14th +10/+5 +4 +9 +4 |Craftsman +7, 1/14 3/6 5
innovation,
suit up—6/day
15th | +11/+6/+1 +5 +9 +5 | Greater Innovation 1/15 4/7 5
16th | +12/+7/+2 +5 +10 +5 |Craftsman +8 1/16 4/7 6
17th | +12/+7/+2 +5 +10 +5 | suit up—7/day 1/17 4/7 6
18th | +13/+8/+3 +6 +11 +6 | Craftsman +9, Inno- 1/18 4/8 6
vation
19th | +14/+9/+4 +6 +11 +6 |- 1/19 4/8 6
2o0th | +15/+10/+5 | +6 +12 +6 | Craftsman +10, 1/20 5/8 6
line of succession,
suit up—8/day
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is
Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights
Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark
owners who have contributed Open Game Content; (b)"Derivative
Material" means copyrighted material including derivative works and
translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work may be
recast, transformed or adapted; (c¢) "Distribute” means to reproduce,
license, rent, lease, sell, broadcast, publicly display, transmit or otherwise
distribute; (d)"Open Game Content" means the game mechanic and
includes the methods, procedures, processes and routines to the extent
such content does not embody the Product Identity and is an enhancement
over the prior art and any additional content clearly identified as Open
Game Content by the Contributor, and means any work covered by this
License, including translations and derivative works under copyright law,
but specifically excludes Product Identity. (e) "Product Identity" means
product and product line names, logos and identifying marks including
trade dress; artifacts; creatures characters; stories, storylines, plots,
thematic elements, dialogue, incidents, language, artwork, symbols,
designs, depictions, likenesses, formats, poses, concepts, themes and
graphic, photographic and other visual or audio representations; names
and descriptions of characters, spells, enchantments, personalities, teams,
personas, likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects, logos,
symbols, or graphic designs; and any other trademark or registered
trademark clearly identified as Product identity by the owner of the
Product Identity, and which specifically excludes the Open Game Content;
(f) "Trademark" means the logos, names, mark, sign, motto, designs that
are used by a Contributor to identify itself or its products or the associated
products contributed to the Open Game License by the Contributor (g)
"Use", "Used" or "Using" means to use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative Material of Open Game
Content. (h) "You" or "Your" means the licensee in terms of this
agreement.

2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only be
Used under and in terms of this License. You must affix such a notice to
any Open Game Content that you Use. No terms may be added to or
subtracted from this License except as described by the License itself. No
other terms or conditions may be applied to any Open Game Content
distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate
Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-free,
non-exclusive license with the exact terms of this License to Use, the Open
Game Content.

5.Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient rights
to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE
portion of this License to include the exact text of the COPYRIGHT
NOTICE of any Open Game Content You are copying, modifying or
distributing, and You must add the title, the copyright date, and the
copyright holder's name to the COPYRIGHT NOTICE of any original Open
Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly licensed
in another, independent Agreement with the owner of each element of that
Product Identity. You agree not to indicate compatibility or co-adaptability
with any Trademark or Registered Trademark in conjunction with a work
containing Open Game Content except as expressly licensed in another,
independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content does
not constitute a challenge to the ownership of that Product Identity. The
owner of any Product Identity used in Open Game Content shall retain all
rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly
indicate which portions of the work that you are distributing are Open
Game Content.

9. Updating the License: Wizards or its designated Agents may publish
updated versions of this License. You may use any authorized version of
this License to copy, modify and distribute any Open Game Content
originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with
every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open
Game Content using the name of any Contributor unless You have written
permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the
terms of this License with respect to some or all of the Open Game Content
due to statute, judicial order, or governmental regulation then You may
not Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to
comply with all terms herein and fail to cure such breach within 30 days of
becoming aware of the breach. All sublicenses shall survive the
termination of this License.

14 Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.
System Reference Document. Copyright 2000, Wizards of the Coast, Inc.;
Authors Jonathan Tweet, Monte Cook, Skip Williams, based on material
by E. Gary Gygax and Dave Arneson.

Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, Inc.;
Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte
Cook, and Skip Williams.

The Book of Experimental Might. Copyright 2008, Monte J. Cook. All
rights reserved.

Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors:
Scott Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey
Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick Lawinger,
and Bill Webb; Based on original content from TSR.

Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, Inc.;
Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte
Cook, and Skip Williams.

The Ironclad, a Tinker Archetype Copyright 2015 Interjection Games, LLC.
[End of License]

Notice of Open Game Content: This product contains Open Game Content
as defined in the Open Game License, above. Open Game Content may
only be used under and in terms of the Open Game License.

Designation of Open Game Content: The statistical information and
general descriptions of creatures, abilities, traps, and other related facets
of those elements within this document are Open Game Content as
described in the Open Game License and may be used as Open Game
Content.

Product Identity is not available for Use or reuse without the express
written consent of Bradley Arthur Crouch of Interjection Games.

Designation of Product Identity: Product Identity in this product includes
the following terms; Interjection Games and the Interjection Games logo.

This document is copyright Bradley Arthur Crouch of Interjection Games,
2015. It is intended for personal use and may not be redistributed or
reproduced without express written consent of Bradley Arthur Crouch of
Interjection Games.




