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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 Contfribute: 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 fitle, 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
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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 1.0 © 2000, Wizards of the Coast, Inc.

System Reference Document. © 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. © 2009, Paizo Publishing, LLC; Author: Jason
Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.
Advanced Player’s Guide. Copyright 2010, Paizo Publishing, LLC; Author: Jason
Bulmahn.

Pathfinder Roleplaying Game Ultimate Combat. © 2011, Paizo Publishing, LLC;
Authors: Jason Bulmahn, Tim Hitchcock, Colin McComb, Rob McCreary, Jason
Nelson, Stephen Radney-MacFarland, Sean K Reynolds, Owen K.C. Stephens,
and Russ Taylor.

The Book of Experimental Might. © 2008, Monte J. Cook. All rights reserved.
Tome of Horrors. © 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.

Marid from the Tome of Horrors Ill. © 2005, Necromancer Games, Inc.; Author:
Scott Greene.

Player Paraphernalia #25 The Charger (New Base Class) ©2015, The Knotty-
Works; Author: John Buckley

Player Paraphernalia #38 The Way of Armor | (Alternate Archetypes) ©2015, The
Knotty-Works; Author: John Buckley

d20pfsrd.com. Copyright 2010, John Reyst.

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

endorse this product.

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
pathfinderRPG/compatibility for more information on the
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Roleplaying Game Compatibility License. See http://paizo.com/
compatibility license. Some rights reserved.
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Welcome to the thirty eighth issue of Player
Paraphernalia, a hodge podge of character ideas
and alternate rules that may be used with the
Pathfinder Roleplaying Game (Paizo, Inc©). This
issue takes one of the heavy armored archetypes
and reworks it for the barbarian, cavalier,
inquisitor, and paladin classes. In addition

the Charger (a new base class introduced in
Player Paraphernalia #25) is also treated to this
archetype.

Armor Master (Barbarian Archetype)

Rage is an awesome power, except for the
fact that enemies seem to have an easier
time bashing the raging barbarian due to his
headless rush into battle and lack of concern
for his own safety. However, there are some
that have learned to offset this liability by
mastering the art of the use of armor and
shields. These armor masters can avoid
attacks that may normally avoid armor and
over time even become immune to critical
strikes and the deadly stealth attacks from
the most accomplished of assassins.

Class Abilities

Weapon and Armor Proficiencies: The armor
master is proficient with light, medium, and
heavy armors as well as shields (except
tower shields). Even though the armor
master may wear heavy armor, some of his
other class abilities may place limitations
while wearing it.

Deflective Shield (Ex): At 3 level, the armor
master specializes with the shield, gaining the
ability to deflect attacks that normally ignore
the target's physical protection. He gains a
+1 bonus on his touch AC as long as he has
his shield in hand. This bonus increases by +1
for every three levels beyond 3 (maximum
of +6 at 18™ level) with a limitation that

il

the bonus cannot exceed the AC bonus
normally granted by the shield based on
type and magical enhancement bonuses.

This ability replaces the barbarian’s trap
sense class ability.

Armored Defense (Ex): The armor master
gains damage reduction while wearing
armor; DR 1/-for light armor, DR 2/- for
medium armor, and DR 3/- for heavy armor
at 7™ level. The damage reduction increases
as the armor master attains new levels, and

1 point is added to the DR for light armor, 2
points for the medium armor, and 3 points for
heavy armor at 11", 15", and 19" levels to a
maximum of DR 4/ for light armor, DR 8/- for
medium armor, and DR 12/- for heavy armor.

The damage reduction from this ability

does not stack with other types of damage
reduction other than admantine armor.
Damage reduction from this ability is also lost
if the armor master is helpless, stunned, or
UNCONSCiOUs.

This ability replaces the barbarian’'s damage
reduction class ability.

Fortification (Ex): The armor master learns

to shield himself from critical injury at 10"
level, gaining the light fortification special
ability. This protection increases to moderate
fortification special ability at 14" level.
Fortification gained from this ability does not
stack with any other form of fortification, the
armor master must take the better form of
fortification offered.

This ability replaces the barbarian's rage
power gained at 10" and 14™ level.

Indestructible (Ex): At 20™ level, the armor
master gains complete immunity to critical
hits and precision based attacks including
the rogue’s sneak attack while he is

|
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http://www.d20pfsrd.com/gamemastering/combat#TOC-Touch-Attacks
http://www.d20pfsrd.com/classes/core-classes/barbarian#TOC-Trap-Sense-Ex-
http://www.d20pfsrd.com/classes/core-classes/barbarian#TOC-Trap-Sense-Ex-
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Damage-Reduction
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Damage-Reduction
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Damage-Reduction
http://www.d20pfsrd.com/equipment---final/special-materials#TOC-Adamantine
http://www.d20pfsrd.com/classes/core-classes/barbarian#TOC-Damage-Reduction-Ex-
http://www.d20pfsrd.com/classes/core-classes/barbarian#TOC-Damage-Reduction-Ex-
http://www.d20pfsrd.com/magic-items/magic-armor/magic-armor-and-shield-special-abilities/fortification
http://www.d20pfsrd.com/magic-items/magic-armor/magic-armor-and-shield-special-abilities/fortification
http://www.d20pfsrd.com/magic-items/magic-armor/magic-armor-and-shield-special-abilities/fortification
http://www.d20pfsrd.com/magic-items/magic-armor/magic-armor-and-shield-special-abilities/fortification
http://www.d20pfsrd.com/classes/core-classes/barbarian#TOC-Rage-Powers-Ex-
http://www.d20pfsrd.com/classes/core-classes/barbarian#TOC-Rage-Powers-Ex-
http://www.d20pfsrd.com/bestiary/rules-for-monsters/universal-monster-rules#TOC-Immunity-Ex-or-Su-
http://www.d20pfsrd.com/gamemastering/combat#TOC-Critical-Hits
http://www.d20pfsrd.com/gamemastering/combat#TOC-Critical-Hits
http://www.d20pfsrd.com/classes/core-classes/rogue#TOC-Sneak-Attack
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wearing armor. In addition, the armor
master’'s donned armor is not subject to
being sundered unless it has the fragile armor
quality.

This ability replaces the barbarian’s Mighty
Rage class ability.

Armor Master (Cavalier Archetype)

Where most hone their skills with the lance
and rhetoric to inspire others, there are some
that choose to instead focus on perfecting
their own defenses to the peak of perfection.

' The armor master understands that even

though the armor they wear and shield they
carry provides some protection on their
own merit, it takes intense training and skill
to coax every ounce of protection on the
battle field.

Class Abilities

Deflective Shield (Ex): At 3 level, the armor
master specializes with the shield, gaining the
ability to deflect attacks that normally ignore
the target's physical protection. He gains a
+1 bonus on his touch AC as long as he has
his shield in hand. This bonus increases by +1
for every three levels beyond 3 (maximum
of +6 at 18™ level) with a limitation that

the bonus cannot exceed the AC bonus
normally granted by the shield based on
type and magical enhancement bonuses.

This ability replaces the Cavalier's Charge
and Mighty Charge cavalier class abilities.

Armored Defense (Ex): The armor master
gains damage reduction while wearing
armor; DR 1/- for light armor, DR 2/- for
medium armor, and DR 3/- for heavy armor
at 4™ level. The damage reduction increases
as the armor master attains new levels, and

1 point is added to the DR for light armor, 2
points for the medium armor, and 3 points
for heavy armor at 9™, 14%, and 19" levels

to a maximum of DR 4/- for light armor, DR
8/- for medium armor, and DR 12/- for heavy
armor.

The damage reduction from this ability
does not stack with other types of damage
reduction other than admantine armor.
Damage reduction from this ability is also
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lost if the armor master is helpless, stunned, or
UNCoNsCious.

This ability replaces the additional Challenge
the cavalier normally gains at 4", 10™, and
16™M levels. The armor master gains a total of
4 Challenges per day at 19" level.

Fortification (Ex): The armor master learns to
shield himself from critical injury at 5" level,
gaining the light fortification special ability.
This protection increases to moderate
fortification special ability at 14" level.
Fortification gained from this ability does not
stack with any other form of fortification, the
armor master must take the better form of
fortification offered.

This ability replaces the cavalier’'s Banner
class ability at 5" level and the Greater
Banner class ability gained at 14" level.

Indestructible (Ex): At 20™ level, the armor
master gains complete immunity to critical
hits and precision based attacks including
the rogue’s sneak attack while he is wearing
armor. In addition, the armor master’s
donned armor is not subject to being
sundered unless it has the fragile armor
quality.

This ability replaces the cavalier’s Supreme
Charge class ability.

Armor Master (Inquisitor Archetype)

Chasing down enemies of the faith can

be a risky business, and though faith and
guile may be adequate for most situations
sometimes a healthy level of defense will
make the difference between success

and failure. The armor master tackles the
most deadly and dangerous heretics of the
faith, those who actively seek not only to
undermine the church, but to burn it down
to the ground.

Class Abilities

Weapon and Armor Proficiencies: The armor
master is proficient with light, medium, and
heavy armors as well as shields (except
tower shields).

Deflective Shield (Ex): At 2@ level, the armor
master specializes with the shield, gaining

the ability to deflect attacks that normally
O\ ignore the target’s physical protection.

Il |

JiH]
MH

NHWWNMH



http://www.d20pfsrd.com/gamemastering/combat#TOC-Sunder
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http://www.d20pfsrd.com/equipment---final/special-materials#TOC-Adamantine
http://www.d20pfsrd.com/classes/base-classes/cavalier#TOC-Challenge-Ex-
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http://www.d20pfsrd.com/classes/base-classes/cavalier#TOC-Supreme-Charge-Ex-
http://www.d20pfsrd.com/classes/base-classes/cavalier#TOC-Supreme-Charge-Ex-
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He gains a +1 bonus on his fouch AC as
long as he has his shield in hand. This bonus
increases by +1 for every three levels beyond
2" (maximum of +6é at 17" level) with a
limitation that the bonus cannot exceed the
AC bonus normally granted by the shield
based on type and magical enhancement
bonuses.

This ability replaces the Inquisitor's Cunning
Initiative and Stalwart class abilities.

Armored Defense (Ex): The armor master
gains damage reduction while wearing
armor; DR 1/-for light armor, DR 2/- for
medium armor, and DR 3/- for heavy armor
at 4" level. The damage reduction increases
as the armor master attains new levels, and

1 point is added to the DR for light armor, 2
points for the medium armor, and 3 points
for heavy armor at 9™, 14", and 19" levels

to a maximum of DR 4/- for light armor, DR
8/- for medium armor, and DR 12/- for heavy
armor.

The damage reduction from this ability

does not stack with other types of damage
reduction other than admantine armor.
Damage reduction from this ability is also lost
if the armor master is helpless, stunned, or
uNCconscious.

This ability replaces the Judgment gained
by the inquisitor gains at 4™, 10™, and 16™
levels. The armor master gains a total of 4
Judgments per day at 19" level.

Fortification (Ex): The armor master learns

to shield himself from critical injury at 9

level, gaining the light fortification special
ability. This protection increases to moderate
fortification special ability at 15" level.
Fortification gained from this ability does not
stack with any other form of fortification, the
armor master must take the better form of
fortification offered.

This ability replaces the teamwork feats the
inquisitor is granted at 9" and 15™ level.

Indestructible (Ex): At 20™ level, the armor
master gains complete immunity to critical
hits and precision based attacks including
the rogue’s sneak attack while he is wearing
armor. In addition, the armor master’s
donned armor is not subject to being

T
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sundered unless it has the fragile armor
quality.

This ability replaces the inquisitor’s True
Judgment class ability.

Armor Master (Paladin Archetype)

The fight against evil is never ending

and can be deadly if a champion is not
sufficiently protected. For most, reliance
upon the righteous forces of good is all that
is needed, but the armor master tends to rely
on practicalities and understands that most
of the time, the only barrier between life and
death is a thin sheet of steel or leather.

Class Abilities

Deflective Shield (Ex): At 2@ level, the armor
master specializes with the shield, gaining
the ability to deflect attacks that normally
ignore the target’s physical protection. He
gains a +1 bonus on his touch AC as long

as he has his shield in hand. This bonus
increases by +1 for every three levels beyond
2" (maximum of +6é at 17" level) with a
limitation that the bonus cannot exceed the
AC bonus normally granted by the shield
based on type and magical enhancement
bonuses.

This ability replaces the Paladin’s Divine
Grace class ability and the Mercy granted at
9th and 18" level.

Armored Defense (Ex): The armor master
gains damage reduction while wearing
armor; DR 1/-for light armor, DR 2/- for
medium armor, and DR 3/- for heavy armor
at 4" level. The damage reduction increases
as the armor master attains new levels, and

1 point is added to the DR for light armor, 2
points for the medium armor, and 3 points
for heavy armor at 9™, 14", and 19™ levels

to a maximum of DR 4/- for light armor, DR
8/- for medium armor, and DR 12/- for heavy
armor.

The damage reduction from this ability

does not stack with other types of damage
reduction other than admantine armor.
Damage reduction from this ability is also lost
if the armor master is helpless, stunned, or
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This ability replaces the additional Smite Evil
the paladin normally gains at 4™, 10", and
16™ levels. The armor master gains a total of
4 Smite Evils per day at 19" level.

Fortification (Ex): The armor master learns

to shield himself from critical injury at 8™

level, gaining the light fortification special
ability. This protection increases to moderate
fortification special ability at 14" [evel.
Fortification gained from this ability does not
stack with any other form of fortification, the
armor master must take the better form of
fortification offered.

This ability replaces the paladin’s Aura of
Resolve gained at 8" level and the Aura of
Faith class ability gained at 14™ level.

Indestructible (Ex): At 20" level, the armor
master gains complete immunity to critical
hits and precision based attacks including
the rogue’s sneak attack while he is wearing
armor. In addition, the armor master’s
donned armor is not subject to being
sundered unless it has the fragile armor
quality.

This ability replaces the paladin’s Holy
Champion class ability.

Armor Master (Charger Archetype)

Born for thunder and carnage of battle,
there are those that rush head long into
battle. However, for those that master

their defenses, the odds of survival greatly
increase. The armor master learns to perfect
his own armor and shield to increase his odds
of survival when charging into the maw of
death.

Class Abilities

Deflective Shield (Ex): At 1¢ level, the armor
master specializes with the shield, gaining the
ability to deflect attacks that normally ignore
the target's physical protection. He gains a
+1 bonus on his touch AC as long as he has
his shield in hand. This bonus increases by +1
for every three levels beyond 15" (maximum
of +6 at 16™ level) with a limitation that
the bonus cannot exceed the AC bonus
normally granted by the shield based on
type and magical enhancement bonuses.
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This ability replaces the Charger’s Fast
Movement class ability.

Armored Defense (Ex): The armor master
gains damage reduction while wearing
armor; DR 1/-for light armor, DR 2/- for
medium armor, and DR 3/- for heavy armor

at 5" level. The damage reduction increases

as the armor master attains new levels, and
1 point is added to the DR for light armor, 2
points for the medium armor, and 3 points
for heavy armor at 9, 14", and 19" levels
to a maximum of DR 4/- for light armor, DR

8/- for medium armor, and DR 12/- for heavy

armaor.

The damage reduction from this ability

does not stack with other types of damage
reduction other than admantine armor.
Damage reduction from this ability is also lost
if the armor master is helpless, stunned, or
UNCONSCiouUs.

This ability replaces the additional Hard
Hitting damage the Charger normally

gains at 5™, 11", and 17" levels. The armor
master’s total Hard Hitting damage is limited
to 3dé at 14™ level.

Fortification (Ex): The armor master learns to
shield himself from critical injury at 10™ level,
gaining the light fortification special ability.
This protection increases to moderate
fortification special ability at 16™ level.
Fortification gained from this ability does not
stack with any other form of fortification, the
armor master must take the better form of
fortification offered.

This ability replaces the Charging Tactics the
charger gains at 10" and 16™ level.

Indestructible (Ex): At 20™ level, the armor
master gains complete immunity to critical
hits and precision based attacks including
the rogue’s sneak attack while he is wearing
armor. In addition, the armor master’s
donned armor is not subject to being
sundered unless it has the fragile armor
quality.

This ability replaces the charger's True
Charge class ability.
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