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9 Armiger FeAts

#1 With A Bullet Point
	 One	Idea.	One	Page.	One	Dollar

	 Sometimes	 rules	 supplements	 read	 like	 the	 world-setting	
bible	 of	 frustrated	 novelists.	 While	 solid	 world-building	 is	 a	
useful	skill,	you	don’t	always	need	four	paragraphs	of	flavor	text	
to	tell	you	swords	are	cool,	magic	is	power,	shadows	are	scary,	and	
orcs	are	savage.	Sometimes	a	GM	doesn’t	have	time	to	slog	through	a	
page	of	history	for	every	magic	weapon.	Sometimes	all	that’s	needed	are	
a	few	cool	ideas,	with	just	enough	information	to	use	them	in	a	game.	
Sometimes,	all	you	need	are	bullet	points.

 #1 With A Bullet Point is	a	line	of	very	short,	cheap	PDFs	each	
of	which	gives	the	bare	bones	of	a	set	of	related	options.	It	may	
be	five	spells,	six	feats,	eight	magic	weapon	special	abilities,	
or any other short set of related rules we can cram into about 
a	page.	 Short	 and	 simple,	 these	PDFs	 are	 for	GMs	 and	
players	who	know	how	 to	 integrate	 new	 ideas	 into	
their	 campaigns	 without	 any	 hand-holding,	 and	
just	need	fresh	ideas	and	the	rules	to	support	them.	
No	in-character	fiction	setting	the	game	world.	No	
charts	and	tables.	No	sidebars	of	explanations	and	
optional	rules.	Just	one	sentence	of	explanation	for	
the	High	Concept	of	the	PDF,	then	bullet	points.
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The high ConCepT:	Nine	feats	designed	to	
augment	the	options	and	utility	of	armigers	
(from The Genius Guide to the Armiger) or, if 
armigers	 aren’t	 being	 used	 in	 a	 campaign,	
that	 can	 be	 taken	 by	 fighters	 (using	 their	
fighter	 class	 levels	 as	 armiger	 levels	 for	
prerequisites).

Armored hulk
You’ve	learned	to	use	the	weight	and	bulk	of	

your	armor	to	your	benefit.
Prerequisites:	Armiger	1,	Str	13,	heavy	armor	

proficiency.
Benefit:	 You	 gain	 a	 bonus	 to	 your	 CMD	

against	 bull	 rush,	 drag,	 grapple,	 reposition,	
overrun,	and	trip	maneuvers.	This	bonus	is	equal	
to	your	current	armor	check	penalty.

BrACe for impACT
You’re	trained	to	stand	in	the	path	of	charging	

foes.
Prerequisites:	Armiger	3.
Benefit:	You	treat	all	1-handed	and	2-handed	

weapons	as	if	they	had	the	brace	weapon	feature.	
If	you	ready	an	attack	against	a	charging	foe	with	
a weapon that normally has the brace feature, 
you	gain	 a	 +2	 bonus	 on	 your	 attack	 roll.	When	
you	ready	to	attack	a	charging	foe,	you	gain	a	+2	
bonus	to	AC	against	that	foe’s	charge	attack.

hArd To kill
Even when you have taken blows that 

would	slay	a	lesser	man,	you	cling	to	life,	if	not	
consciousness.

Prerequisites:	 	 Con	 13,	 heavy	 armor	
proficiency,	armiger	level	3.

Benefit:	When	you	are	wearing	heavy	armor,	
the	first	hit	point	of	lethal	damage	you	take	each	
round	 is	 converted	 to	nonlethal	damage.	 If	you	
are	10th	level	or	higher,	the	first	2	points	of	lethal	
damage	 you	 take	 each	 round	 when	 wearing	
heavy	armor	is	converted	to	nonlethal	damage.

helmed ConfidenCe
You draw	confidence	 and	a	 sense	of	 security	

from	the	protection	granted	by	your	helment.
Prerequisites:	 Armiger	 1,	 Heavy	 Armor	

Proficiency,	Iron	Will.
Benefit:	While	wearing	a	helmet,	you	gain	a	+2	

bonus	to	Will	saves.	This	bonus	increases	to	+3	at	8th	
level,	and	+4	at	16th	level.

push BACk
It’s	both	difficult	and	dangerous	to	try	to	push	

you	around.
Prerequisites:	Armiger	3,	Str	13,	Improved	Bull	

Rush,	Improved	Shield	Bash,	Power	Attack,	Shield	
Proficiency

Benefit:	When	a	foe	attempts	a	bull	rush,	drag,	
grapple,	reposition,	overrun,	or	trip	maneuver	–	or	
a	 sunder	maneuver	against	your	 shield	–	and	 the	
attacker’s	CMB	check	fails	to	match	or	exceed	your	
CMD	 against	 the	 maneuver,	 the	 target	 provokes	
an	attack	of	opportunity	from	you.	You	may	only	
use	this	attack	of	opportunity	to	make	a	shield	bash	
attack,	but	 if	you	successfully	deal	damage	 to	 the	
target	it	is	also	knocked	prone.

shield Crush
In	your	hands,	a	shield	is	a	deadly	weapon.
Prerequisites:	 Armiger	 6,	 Improved	 Shield	

Bash,	Shield	Proficiency,	Two-Weapon	Fighting.
Benefit:	 Your	 shield	 bash	 attacks	 deal	 an	

additional	1d6	points	of	damage,	and	threaten	on	a	
natural	attack	roll	of	18-20.	The	bonus	1d6	damage	
is	not	multiplied	on	a	critical	hit.

shield pArry
You	 are	 a	 master	 at	 catching	 weapons	 with	

your	shield.
Prerequisites:	Armiger	6,	Shield	Focus,	Shield	

Proficiency.	
Benefit:	When	you	have	a	shield	equipped	and	

fight	defensively	or	use	the	Combat	Expertise	feat,	
you	may	increase	your	shield	bonus	to	AC	by	+2.	
While	you	are	using	this	feat,	opponents	who	wish	
to	Sunder	your	shield	gain	a	+4	bonus	to	their	CMB	
check	to	do	so.

shrug iT off
You can use thick layers of armor to absorb 

some	attacks	against	you.
Prerequisites:	 Con	 13,	 heavy	 armor	

proficiency,	 tower	 shield	 proficiency,	 armiger	
level	1.

Benefit:	 When	 wearing	 heavy	 armor	 or	
carrying	a	tower	shield,	as	a	move	action	you	can	
buttress	 yourself	 against	 potential	 attacks.	 You	
gain	1d4	temporary	hit	points.	You	cannot	have	
more	than	4	temporary	hit	points	at	one	time	as	
a	result	of	this	feat.	If	you	are	8th	level	or	higher,	
you	 instead	 gain	 1d8	 temporary	 hit	 points	 (to	
a	maximum	 of	 6),	 and	 at	 16th	 this	 increases	 to	
1d8	 temporary	 hit	 points	 (to	 a	maximum	of	 8).	
Unused temporary hit points dissipate after one 
minute, or any time you are not in heavy armor 
or	equipped	with	a	tower	shield.

soAk iT up
You	 can	 absorb	 an	 amazing	 amount	 of	

damage.
Prerequisites:	Con	15,	armiger	7,	Endurance,	

Toughness.
Benefits:	 You	 gain	 1	 hit	 point	 per	 hit	 die	

you	 have	 when	 you	 take	 this	 feat.	 When	 you	
gain	 additional	 hit	 dice	 after	 gaining	 this	 feat,	
determine	the	hit	points	granted	by	each	hit	die	
as	follows:	d12HD	=	1d8+4	hp,	1d10HD	=	1d6+4	
hp,	 1d8HD	 =	 1d6+2	 hp,	 1d6HD	 =	 1d4+4	 hp.	 In	
each	case,	add	your	constitution	modifier	to	the	
hp	gained.



3 3

We err on the Side of AWeSome!

For	more	information	about	Super	Genius	Games	and	our	upcoming	products,	follow	us	on	
Facebook:	www.facebook.com/supergeniusgames,	via	Twitter:	Owen:	@Owen_Stephens,	and/or	

Super	Genius	Games:	@SuperGeniusRPG,	or	at	our	
Yahoo	Group:	http://games.groups.yahoo.com/group/super-genius/

All	logos	are	the	trademark	of		Super	Genius	Games	All	rights	reserved.
Published	Under	the	SRD,	OGL,	and	d20	(v	3)	License	©2000,	Wizards	of	the	Coast,	Inc.

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.

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.

DESIGNATION	OF	PRODUCT	IDENTITY:	The	Super	Genius	Games	(SGG)	and	OtherWorld	Creations	(OWC)	company	names	and	logos;	the	“#1	With	a	Bullet	Point:	9	Armiger	Feats”	name	and	logo;	all	artwork,	backgrounds,	and	logos;	all	trade	dress,	and	graphic	design	elements.
DECLARATION	OF	OPEN	CONTENT:	All	game	mechanics,	proper	names	of	classes,	prestige	classes,	archetypes,	feats,	skills,	spells,	magic	items,	monsters,	rituals,	artifacts	AND	OR	the	names	of	abilities	presented	within	this	book	are	Open	Game	Content	as	described	in	Section	1(d)	of	
the	License.
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.	Offer	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.	
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