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LLLLLLLLEEEEEEEEGGGGGGGGAAAAAAAACCCCCCCCYYYYYYYY        IIIIIIIITTTTTTTTEEEEEEEEMMMMMMMM::::::::    
TTTTTTTThhhhhhhheeeeeeee        AAAAAAAArrrrrrrrmmmmmmmmoooooooorrrrrrrr        OOOOOOOOffffffff        AAAAAAAAttttttttrrrrrrrriiiiiiiisssssssssssssssseeeeeeeessssssss        
By Mike Bourke, Johnn Four & Michael K TumeyBy Mike Bourke, Johnn Four & Michael K TumeyBy Mike Bourke, Johnn Four & Michael K TumeyBy Mike Bourke, Johnn Four & Michael K Tumey    

 

This is one of eight Legacy Items included 
in Assassin’s Amulet which we are re-
presenting here in a format optimized for 
use in play. There is no additional 
information included (other than this 
introduction); but the content is organized 
differently. 

These supplements are organized into five 
parts. The first is this introduction. The 
second contains page(s) with the name, 
description, and an image of the item, as the 
typical PC would perceive it. The third part 
consists of a series of tables describing the 
Legacy Powers, with any appropriate notes 
– the first describes only the First 
Inheritance, the second describes both First 
and Second Inheritances, and so on. The 
fourth contains the history of the item, 
which is something a Player may discover – 
eventually. It also contains the 
pronunciation guide. The final part contains 

the GM-only information that completes the 
Description of the Legacy Item. 

Page Numberings have been manipulated 
throughout. This is not just one game 
supplement – it is nine. Each of the pages in 
section three has the SAME page number, 
so the player never needs to know that the 
Legacy Item contains a further power to be 
unlocked, or how long it will be until it 
happens. The GM simply hands the newly-
printed page containing the additional 
Legacy Power to the player as a 
replacement for the one he already has. The 
remaining page numbers within the 
supplement are also tailored accordingly. 

We have also included a page for additional 
notes, with NO page number showing. This 
can be printed as many times as necessary. 
Just print as many copies of the page as you 
need to contain the additional info for the 
player. Enjoy…. 
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The Armor of AtrissesThe Armor of AtrissesThe Armor of AtrissesThe Armor of Atrisses 
(Thankfully, minus cape) 

 

 

Words are incapable of 
painting a true picture 
of what the eye beholds 
when apprehending the 
Armor of Atrisses. 

Polished to the point of 
gleaming; inlays of 
silver, gold, platinum, 
rubies, amethyst and 
emerald; with angel 
and dragon wings; 
spaulders and spikes; 
stars and the moon; a 
cape of purple, red and 
green stripes overlaid 
with a white eagle in 
flight.  

Atrisses was a despot 
who ruled with an iron 
hand. As he grew older, 
he became senile and 
began to lose his grip 
over the population. To 
prove he was still the 
most powerful man in 
his domain, he had a 
suit of plate mail made 
to the highest possible 
standards by the finest 
craftsmen and artisans. 
Constructed and 
decorated to his exact 
specifications, the result 
was so gaudy to be 

gauche; over 100,000gp worth of gems 
encrusted it, for example, magically fused to 
the metal in a process now lost. When the 
armor was complete, he killed the artisans 
and mages who had constructed it so there 
could never be another like it. 
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Inheritance Base 
Ranking 

Modified 
Ranking 

Description 

First 4 3 Leadership, character becomes incapable of 
losing hope 

  Total: 3  

Notes:Notes:Notes:Notes:    
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Inheritance Base 
Ranking 

Modified 
Ranking 

Description 

First 4 3 Leadership, character becomes incapable of 
losing hope 

Second 4 3 Fortification, Light 

  Total: 6  

Notes:Notes:Notes:Notes:    
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Inheritance Base 
Ranking 

Modified 
Ranking 

Description 

First 4 3 Leadership, character becomes incapable of 
losing hope 

Second 4 3 Fortification, Light 

Third 4 5 +2 Initiative, +2 Cha 

  Total: 11  

NotesNotesNotesNotes::::    
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Inheritance Base 
Ranking 

Modified 
Ranking 

Description 

First 4 3 Leadership, character becomes incapable of 
losing hope 

Second 4 3 Fortification, Light 

Third 4 5 +2 Initiative, +2 Cha 

Fourth 6-2=4 3 Fortification, Medium 

  Total: 14  

Notes:Notes:Notes:Notes:    
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Inheritance Base 
Ranking 

Modified 
Ranking 

Description 

First 4 3 Leadership, character becomes incapable of 
losing hope 

Second 4 3 Fortification, Light 

Third 4 5 +2 Initiative, +2 Cha 

Fourth 6-2=4 3 Fortification, Medium 

Fifth 3 4 +2 AC 

  Total: 18  

Notes:Notes:Notes:Notes:    
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Inheritance Base 
Ranking 

Modified 
Ranking 

Description 

First 4 3 Leadership, character becomes incapable of 
losing hope 

Second 4 3 Fortification, Light 

Third 4 5 +2 Initiative, +2 Cha 

Fourth 6-2=4 3 Fortification, Medium 

Fifth 3 4 +2 AC 

Sixth 4 5 +2 Str, +2 Dex 

  Total: 23  

Notes:Notes:Notes:Notes:    
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Inheritance Base 
Ranking 

Modified 
Ranking 

Description 

First 4 3 Leadership, character becomes incapable of 
losing hope 

Second 4 3 Fortification, Light 

Third 4 5 +2 Initiative, +2 Cha 

Fourth 6-2=4 3 Fortification, Medium 

Fifth 3 4 +2 AC 

Sixth 4 5 +2 Str, +2 Dex 

Seventh 3 4 Endure Elements 3/day 

  Total: 27  

Notes:Notes:Notes:Notes:    
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Inheritance Base 
Ranking 

Modified 
Ranking 

Description 

First 4 3 Leadership, character becomes incapable of 
losing hope 

Second 4 3 Fortification, Light 

Third 4 5 +2 Initiative, +2 Cha 

Fourth 6-2=4 3 Fortification, Medium 

Fifth 3 4 +2 AC 

Sixth 4 5 +2 Str, +2 Dex 

Seventh 3 4 Endure Elements 3/day 

Eighth 5 4 +2 Con, +2 AC, +2 Fort Save, +2 Will Save 

  Total: 31  

Notes:Notes:Notes:Notes:    
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Inheritance Base 
Ranking 

Modified 
Ranking 

Description 

First 4 3 Leadership, character becomes incapable of 
losing hope 

Second 4 3 Fortification, Light 

Third 4 5 +2 Initiative, +2 Cha 

Fourth 6-2=4 3 Fortification, Medium 

Fifth 3 4 +2 AC 

Sixth 4 5 +2 Str, +2 Dex 

Seventh 3 4 Endure Elements 3/day 

Eighth 5 4 +2 Con, +2 AC, +2 Fort Save, +2 Will Save 

Ninth 6 5 As Breastplate of Command 

  Total: 36  

Notes:Notes:Notes:Notes:    
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Origins & History: 

Atrisses was a despot who ruled with an 
iron hand. As he grew older, he became 
senile and began to lose his grip over the 
population. To prove he was still the most 
powerful man in his domain, he had the 
eponymous suit of plate mail made to the 
highest possible standards by the finest 
craftsmen and artisans. Constructed and 
decorated to his exact specifications, the 
result was so gaudy to be gauche. 

When the armor was complete, he killed the 
artisans and mages who had constructed it 
so there could never be another like it. To 
ensure his presence was still intimidating to 
the commons, he chose one in every ten to 
be summarily executed in celebration of its 
completion. 

This had the opposite effect to that which 
Atrisses intended; rather than intimidating 
his fractious subjects, it angered them to 
such an extent they were willing to risk 
death to overthrow the tyrant. 

They rose up in rebellion, which Atrisses 
ruthlessly suppressed, only for the rebellion 
to resurrect itself from seemingly nowhere. 

In time, they overthrew the aging tyrant. 
Without heirs (he had put them to death 
when they became old enough to threaten 
his rule) his dynasty was, in historical 
terms, short-lived. 

The leader of the successful rebellion 
attempted to destroy the armor as a symbol 
of the overthrow of the tyrant, but no fire 
could be made hot enough. He then decided 
to wear it, as a symbol of victory over the 
tyrant, and was promptly drawn into one 
quest against all the odds after another for 
the rest of his life. In the end, one of these 
hopeless causes killed him. The same thing 
happened to the half-elf who inherited the 
armor from him, and to the woman who 
inherited it from the half-elf, and on and on. 
It is still unclear whether the armor draws 
the wearer to hopeless causes or draws the 
causes to the wearer.... 

Pronunciation guide 

Atrisses: rhymes with "Ulysses" 
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GM Information SectionGM Information SectionGM Information SectionGM Information Section    
In play 

The wearer should become involved in 
hopeless causes, the more hopeless the 
better. Should any be resolved, something 
even more hopeless will replace it. With the 
First Inheritance, this involvement may be 
peripheral; thereafter, if the character does 
not commit to such a cause, the cause will go 
out of its way to involve the character. From 
the First Inheritance, the character becomes 
incapable of losing hope for success and will 
pursue the quest regardless of the odds. 
From the Second Inheritance, even if the 
character sees no hope for victory, he will 
work to achieve success anyway, and seek to 
alter the circumstances that make a contest 
seem unwinnable. At the same time, the 
wearer gains the capabilities to attract others 
to his cause, whatever it might be. 

You should ensure you can always think of a 
route to achieve victory, no matter how 
improbable or difficult. If you cannot, use a 
random or coincidental event to change the 
situational dynamics to open up such an 
avenue. 

The Leadership ability that is the First 
Inheritance should be a slight variation on 
the standard one insofar as the membership 
of the followers can vary a lot more than 
usual. 1/3 should be there because they 
believe in the cause; 1/3 believe in the 
wearer; and the remaining third should be 
allies of convenience who come and go, 
intelligence sources nominally on the side of 
the wearer, and so on. 

To phrase it another way, 1/3 will betray the 
leader for the cause, and 1/3 cannot be 
trusted at all. Just 1/3 are loyal to the 
character. Even then, the character must do 
nothing to alienate them, remaining their 
idealized leader, or they will desert him. 
While they will always act in what they 
perceive to be the way the wearer would 
want them to act, they are fully capable of 
error and self-deception. Meanwhile, the 
wearer knows, if he must due to betrayal, he 
can always start again; such are the followers 
who he deems trustworthy 

Suggested Unlocking Challenges 

Low level: 
• Privately express support for a 

hopeless cause 
 

• Give money in support of a hopeless 
cause (500gp per character level) 
 

• Negotiate bipartisan agreement 
between two opposed parties for a 
cause they both agree. 

Mid level: 
• Publicly support a hopeless cause in 

such a way the character is associated 
with the stance by senior public 
officials 
 

• Give money in support of a hopeless 
cause (2,000gp per character level) 
 

• Defend a hopeless cause from attack 
by overwhelming political or social 
opposition 
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High level: 
• Take and defend a position on a 

matter of social, economic or political 
policy or doctrine in a place where 
the character's position will be 
unpopular 
 

• Give money in support of a hopeless 
cause (5,000gp per character level) 
 

• Achieve a lasting and substantial 
victory for a cause of national 
significance that was hopeless before 
the character became part of the 
cause 

Designer’s notes: The Armor of Atrisses 

This is the most powerful of the Legacy 
Items offered here as examples. Unless the 

campaign extends into epic Levels, no 
character will get close to the Seventh, 
Eighth or Ninth Inheritances. 

Note that the Leadership ability conferred by 
the item is a variation on the usual 
description, as outlined in a roleplaying 
requirements section following the table of 
abilities. 

While named for the first wearer, it is not his 
Legacy the item contains; rather, it is the 
Legacy of those slaughtered by him 
following the grassroots rebellion. 
Alternatively, perhaps they were merely the 
first to feel the effects of the Legacy of 
someone else's hopeless cause, given the way 
it kept resurging. 

 

The following page can be printed to 
provide additional notes to a player who has 
come into possession of the Armor of 
Atrisses. The font used for body text in the 
other pages is Book Antiqua, 11 pt, which 
should be available on any Windows 
system. 
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Notes (cont):Notes (cont):Notes (cont):Notes (cont):    
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OPEN GAME LICENSE Version 6.+aOPEN GAME LICENSE Version 6.+aOPEN GAME LICENSE Version 6.+aOPEN GAME LICENSE Version 6.+a    
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 
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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, LLC; Author: Jason Bulmahn, 
based on material by Jonathan Tweet, Monte 
Cook, and Skip Williams. 

Assassin’s Amulet. Copyright 2010, 
RoleplayingTips.com; Authors Michael K. 
Tumey, Mike Bourke, Johnn Four. All Rights 
Reserved 

_____________________________________________________________________________________________  

PathfinderPathfinderPathfinderPathfinder    
Pathfinder is a registered trademark of Paizo 
Publishing, LLC. 

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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