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Dedication: To (Miranda Russell
My lady, My Love.

Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder Roleplaying Game from Paizo Publishing, LLC.
See http://paizo.com/pathfinderRPG for more information on the Pathfinder Roleplaying Game. Paizo Publishing, LLC does not
guarantee compatibility, and does not endorse this product.

A Dozen Armor and Shield Magical Properties Copyright © 2010 Steven D. Russell, Open Gaming License Copyright © 2007
Wizards of the Coast. All rights reserved, Pathfinder is a registered trademark of Paizo Publishing, LLC, and the Pathfinder
Roleplaying Game and the Pathfinder Roleplaying Game Compatibility Logo are trademarks of Paizo Publishing, LLC, and are used
under the Pathfinder Roleplaying Game Compatibility License. See http://paizo.com/pathfinderRPG/compatibility for more
information on the compatibility license.
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Anathema: Armor and shields of
anathema excel against certain foes. Against
a designated foe, this Armor or Shield
provides a +2 competence bonus to Armor
Class, Combat Maneuver Defense, and
Saves vs. attacks from the Designated Foe.
If any designated foe strikes a character
wearing armor or a shield of anathema it
suffers 1d6 points of damage.

To randomly determine an armor or
shield's designated foe, roll on the following
table.

01-05 | Aberrations

06-09 | Animals

10-16 | Constructs

17-22 | Dragons

23-27 | Fey

28-60 | Humanoids (pick one subtype)
61-65 | Magical beasts

66-70 | Monstrous humanoids
71-72 | Oozes

73-88 | Outsiders (pick one subtype)
89-90 | Plants

91-98 | Undead

99-100 | Vermin

Moderate conjuration; CL 8th; Craft
Magic Arms and Armor, summon monster I,
Price +1 bonus.

Athletic: This armor increases the
wearer's base land speed by 5 feet. In
addition, the armor grants the wearer a +5
competence bonus on Acrobatics, Climb and
Swim checks.

Moderate transmutation; caster level Sth;
Craft Magic Arms and Armor, longstrider;
Price +1 bonus.

Combat Maneuverability: You add 1
plus your armor or shield’s enhancement
bonus as a competence bonus to both your

Combat Maneuver Bonus and your Combat
Maneuver Defense.

Moderate transmutation; caster level Sth;
Craft Magic Arms and Armor, heroism;
Price +1 bonus.

Cover: This Armor or Shield lends its
enhancement bonus to AC as a Resistance
bonus to Reflex saves.

Moderate evocation: caster level 7™
Craft Magic Arms and Armor, wall of force;
Price +1 bonus
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Deeds: This armor or shield grants you
the benefits of a single feat if you meet the
prerequisites. The feat is chosen at the time
of creation.

Minor transmutation; CL 3rd; Craft
Magic Arms and Armor, fox’s cunning;
Price +1 bonus

Damage-Absorbing: Once per day this
armor or shield absorbs the first 10 points of
damage you take.

Moderate abjuration; caster level 7th;
Craft Magic Arms and Armor, stoneskin;
Price +1 bonus.

Energy Backlash: Anyone that strikes a
wearer of energy backlash armor (or a
shield) suffers 1d6 points of energy damage.
The creator chooses the energy type at the
time of the item’s creation.

Moderate evocation; caster level 7th;
Craft Magic Arms and Armor, fire shield,
Price +2 bonus.

Helpful: This armor property activates
when the wearer is dying, it will retrieve a
selected item (such as a first aid kit or potion
of healing) and use it on the wearer. This
item is selected by picking it up when the
armor is first donned, though it can be
changed as a standard action at will.

Minor transmutation; CL 1st; Craft
Magic Arms and Armor, mage hand; Price
+100 gp.

Pilots : This armor allows the wearer
once per day to merge with a single
construct she is touching that is at least one
size category larger than her, as a standard
action. She gains control of the construct as
per pilot shell except the construct does not
have to be willing. Use of the ability
provokes an attack of opportunity. Will save
(DC 18) negates.

Strong conjuration; CL 15th; Craft
Magic Arms and Armor, pilot shell; Price
+4 bonus.

Runic: You or another spellcaster can
place upon this armor or shield a single
glyph of warding. The glyph is triggered
only if you wish it to be triggered or you can
choose to have it triggered if you are the
subject of a successful attack by an
opponent. The glyph of warding functions
normally in all other respects.

Moderate transmutation; caster level Sth;
Craft Magic Arms and Armor, glyph of
warding; Price +1 bonus.

Tactical: This armor or shield adds +2
bonus to your attack rolls when fighting
defensively and a +2 dodge bonus to your
AC when fighting defensively.
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Minor transmutation; CL 3rd; Craft
Magic Arms and Armor, fox’s cunning;
Price +2,400 gp.

Warding: When wearing this shield
once per round as an immediate action, you
may attempt to use this shield to negate a
single melee attack made against you or
someone within your natural reach. You
may not use this power to negate a melee
touch attack. The use of this ability counts
against the number of attacks of opportunity
you have available and must be declared
before the result of the attack is known You
make a Combat Maneuver check; if you
win, the attack is negated.

Faint Abjuration; CL 9™ Craft Magic
Arms and Armor, shield; Price: +2 bonus.

Pilot Shell
Conjuration (Creation)
Level: Sor/Wiz 8
Components: V, S, M
Casting Time: 1 standard action
Range: Touch
Target: One willing creature and one
commanded or willing construct
Duration: 1 hour/level
Save: Will negates (harmless)
Spell Resistance: None

This spell creates a space within the
body of a willing construct (or one
commanded by the caster) so that the caster
or another willing creature touched can enter
it as a standard action and gain control of the
construct. The controlling creature loses all
racial and class-based special abilities but
can share all of its feats and skills with the
construct. The controller is immune to all
attack forms except for mind affecting,
negative energy, and death effects, although
the subject gains the benefits of any spell
resistance or magic immunity the construct
possesses.

All other attack forms affect the
construct first, and any effect left over after
the construct is destroyed is then applied to
the controller with all appropriate saves and
resistances applied.

The controller must be one size category
smaller than the construct in order to be
affected by this spell. If a construct has the
Swallow Whole ability then the ability loses
available space equal to the size category of
the controller.

Arcane Material Component: A small
piece of armor.
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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. All proper names and text in the description
section are product identity all other content including translated
proper names are open gaming content.

Open Content is the designated as follows: All common names the
Racial Traits, all information on classes, prestige classes, spells, and
feats.

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—2005, Wizards of the
Coast, Inc. d20 System Reference Document Copyright
2000-2005, Wizards of the Coast, Inc.; authors Jonathan Tweet,
Monte Cook, Skip Williams, Rich Baker, Andy Collins, David
Noonan, Rich Redman, and Bruce R. Cordell, based on original
material by E. Gary Gygax and Dave Arneson.

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

The Diamond Throne Copyright 2003 Monte J. Cook. All rights
reserved.
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