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Magic Shields

Ancestor Shield 
CL: 15th Weight: 5 lbs. Price: 20,153 GP 
Aura: strong transmutation 
Slot: shield 

This light wooden shield has ancient runes painted or
carved on its face. 

Crafted by shamans to grant its wielder the power of
the ancestor spirits, an ancestor shield functions as a
+1 ghost touch light wooden shield.  

Once per day on command, the shield can grant its
bearer the aid of the ancestors. This aid comes in the
form of one of the following spell effects, choose by
the bearer; Bear’s Endurance, Bull’s Strength, Cat’s
Grace, Eagle’s Splendor, Fox’s Cunning, or Owl’s
Wisdom. This effect last for 1 minute. 

Construction Requirements Cost 

Craft Magic Arms and Armor, 
bear’s endurance, bull’s strength, 
cat’s grace, eagle’s splendor, 
etherealness, fox’s cunning, owl’s 
wisdom 

10,153GP 

Archer’s Shield 
CL: 7th Weight: 7 lbs. Price: 19,909 GP 
Aura: moderate illusion 
Slot: shield 

This +2 light steel shield is shaped in such a way that
it allows the wielder to properly hold and shoot a
shortbow (though not a longbow) while still
benefiting from the shield bonus. 

Up to three times per day as a free action, the wielder
of an archer’s shield can command the next arrow
fired to trail a line of sparkling violet flame in its wake.

If a creature is struck by this arrow, the target is 
affected by an isolate spell for 8 rounds, causing the 
target to become invisible and silent, but only to its
allies. 

Any creature with an attitude of indifferent or worse 
toward the target, and any creature that wishes the 
target harm, can see the target normally. The target 
can see and hear itself, can cast spells with verbal 
components, and can use command words normally, 
but any effect that requires allies to see or hear the 
target does not function. An ally that can see invisible 
creatures can both see and hear the target of isolate.

If the target succeeds at a DC 15 Will save, the 
duration of the isolation is reduced to 1 round. 

Construction Requirements Cost 

Craft Magic Arms and Armor, 
isolate, creator must be proficient 
with a shortbow 

10,009 GP 

Dragonwing Shield 
CL: 5th Weight: 10 lbs Price: 17,257 GP 
Aura: faint transmutation 
Slot: shield 

This is a +2 light fortification heavy wooden shield. 
The shield is carved in the shape of folded dragon 
wings. Once per day, it can be commanded to fly (as 
the spell), carrying the wielder. The shield can carry 
up to 133 pounds and move at 60 feet per round, or 
up to 266 pounds and move at 40 feet per round. 

Construction Requirements Cost 

Craft Magic Arms and Armor, fly 8,707 GP 



Egis of the Void 
CL: 7th Weight: 10 lbs. Price: 32,155 GP 
Aura: moderate evocation 
Slot: shield 

The matte surface of this +1 light fortification
voidglass buckler is cold to the touch. The shield’s
face contains a disorienting field of flickering stars. 

On command, the wearer of this shield can take 1
point of Wisdom drain to banish a single creature 
within 30 feet into the void. The target of this ability
must succeed at a DC 16 Will save or be teleported
into the airless void of space. The target can attempt
a new saving throw as a full-round action each round
to return. While banished in this way, the target takes
3d6 points of cold damage per round and must hold
its breath or begin to suffocate. If the Wisdom
damage is negated or does not occur, the ability does
not function. If the Wisdom drain is healed before the 
target dies or escapes on their own accord, any 
banished creature returns, and the shield becomes
permanently non-magical. 

Construction Requirements Cost 

Craft Magic Arms and Armor, 
teleport 

17,155 GP 

Freedom’s Bastion 
CL: 9th Weight: 15 lbs. Price: 26,170 GP 
Aura: moderate abjuration 
Slot: shield 

A freedom’s bastion is a +2 heavy steel shield that
typically displays a sunburst symbol above a stylized
scene of mountains and forests. 

The wielder of a freedom’s bastion gains a +2 sacred
bonus on saving throws against spells and effects with
the lawful descriptor. 

Once per day, the wielder can cast protection from
law as a swift action. 

Construction Requirements Cost 

Craft Magic Arms and Armor, 
protection from law 

13,170 GP 

Guardian’s Shield 
CL: 10th Weight: 6 lbs Price: 73,659 GP 
Aura: moderate abjuration & evocation 
Slot: shield 

This +3 light steel shield is always circular in shape. 
When used for a shield bash it functions as a +2 
weapon in the hands of most users. Yet in the hands 
of a ranger or brawler, the shield gains an additional 
+1 enhancement bonus (for a total enhancement 
bonus of +3) and gains the returning special ability. 
It can be hurled with a 30-foot range increment. 
When hurled, it deals an extra 2d8 points of damage 
against creatures of a particular subtype choose by 
the creator. It deals an extra 1d8 points of damage 
against any other target. 

Construction Requirements Cost 

Craft Magic Arms and Armor 
,creator must be a ranger of at least 
10th level; 

36,909 GP 

Scorpion Sting 
CL: 10th Weight: 15 lbs. Price: 9,170 GP 
Aura: moderate transmutation 
Slot: shield 

This +2 heavy steel shield is fashioned in the 
appearance of a scorpion with its tail wrapped around 
the edge. Three times per day as a free action, the 
scorpion’s tail can be commanded to attack 
(independently of the shield wearer), striking with 
the wielder’s base attack bonus (including multiple 
attacks, if the wielder has them) and dealing 2d6 
points of piercing damage. This attack is in addition 
to any actions performed by the wielder. 

Construction Requirements Cost



Craft Magic Arms and Armor, 
summon nature’s ally IV 

4,670 GP 

Shield of Enemy Detection 
CL: 10th Weight: 5 lbs Price: 25,153 GP 
Aura: moderate abjuration & divination 
Slot: shield 

At will, this +1 light wooden shield pulses in the
wielder's hand and points in the direction of any
creature or creatures hostile to the bearer (nearest
ones first). These creatures can be invisible, ethereal,
hidden, disguised, or in plain sight. Detection range
is 60 feet. If the bearer of the shield concentrates for
a full round, the shield pinpoints the location of the
nearest enemy and indicates how many enemies are 
within range. The shield can be used to pinpoint
three times each day, each use lasting up to 10
minutes. Activating the shield is a standard action. 

Construction Requirements Cost

Craft Magic Arms and Armor, Craft 
Wondrous Items, true seeing 

12,553 GP 

Shield of Hidden Flame 
CL: 3rd Weight: 6 lbs. Price: 4,279 GP 
Aura: moderate transmutation 
Slot: shield 

This +1 light steel shield is decorated with silver studs
and vaguely resembles a metal mask covered with
runes. 

As a standard action, the wearer can command it to
transform into a normal arm-band, bracer, or
gauntlet. In this form it does not count as occupying
the arm or hand slot, but also does not function while
in this hidden form. It also does not interfere with any 
items already occupying the arm and/or hand slot. A
second command turns it back into its light shield
form.  

Once per day, while in shield form, the wearer can use 
it to cast burning hands. 

Construction Requirements Cost 

Craft Magic Arms and Armor, 
burning hands, minor creation 

2,219 GP 

Shield of Liberation 
CL: 9th Weight: 6 lbs Price: 65,159 GP 
Aura: moderate abjuration 
Slot: shield 

This +2 light steel shield is adorned with an
indestructible crystalline orb containing a continual 
flame. 

The shield of liberation allows the wielder to act as if 
continually under the effect of a freedom of 
movement spell. 

On command, the wielder of a shield of liberation 
may touch a creature that has failed a save against a 
charm, compulsion, or possession effect. Doing so 
grants that creature a new saving throw to end the 
effect. If this new save fails, the effect remains and the 
shield’s touch cannot further affect it. 

Once per day on command, the wielder can use break 
enchantment, as the spell. 

Construction Requirements Cost 

Craft Magic Arms and Armor, Craft 
Arms and Armor, cast out, break 
enchantment, continual flame, 
freedom of movement 

32,659 GP 



Shield of the Slimelord 
CL: 5th Weight: 10 lbs. Price: 14,170 GP 
Aura: faint evocation 
Slot: shield 

This +1 bashing heavy steel shield is carved in the
shape of screaming humanoid face that appears gaunt
and almost skeletal. 

While in combat the eyes and mouth of this face ooze
an acidic green goo, gaining the corrosive weapon 
special ability when used to make shield bash attacks.

On command, the wielder can make the shield belch
forth smoke as a smokestick, but this smoke does not
impair the shield user’s vision.  

Once per day, the wielder may cause the shield to
spray the sickly green goo. This functions as a
burning hands spell but deals acid damage instead of
fire. 

Construction Requirements Cost 

Craft Magic Arms and Armor, acid 
arrow, burning hands 

7,170 GP 

Stone Shield 
CL: 17th Weight: 15 lbs. Price: 50,170 GP 
Aura: strong transmutation 
Slot: shield 

At first glance this +1 heavy steel shield appears to be
made of stone, but is actually dull-grey pitted metal. 
Once every 2 days, on command, it can affect one 
creature it touches with flesh to stone, as the spell but
requiring a melee touch attack. This effect only
functions as an attack—it can’t be activated to target
a creature or weapon as it strikes the shield. 

Construction Requirements Cost 

Craft Magic Arms and Armor, flesh 
to stone 

25,170 GP 

Winter Aegis 
CL: 6th Weight: 10 lbs. Price: 15,170 GP 
Aura: moderate evocation 
Slot: shield 

The face of this +1 bashing heavy steel shield is 
embossed with the image of dark clouds and falling 
snow over a mountainous landscape.  

When used to make a shield bash attack, the shield’s 
wielder can make a trip maneuver as a free action 
against her target without provoking an attack of 
opportunity from the creature being tripped.  

Once per day on command, the wielder can cause the 
winter aegis to emit a blast of chilling wintery air as 
the frost fall spell. 

Construction Requirements Cost 

Craft Magic Arms and Armor, bull’s 
strength, frost fall 

8,170 GP 

Wyrm Tooth Shield 
CL: 5th Weight: 15 lbs. Price: 18,170 GP 
Aura: faint divination and enchantment 
Slot: shield 

This +1 grinding heavy steel shield is studded with 
teeth, horns, and fangs from a smaller dragon or 
dragon-like creature. 

In addition to the shield’s grinding ability, the shield 
allows the wielder to use detect magic at will and true 
seeing once per week. As long as the shield is 
equipped, it also grants the wearer immunity to the 
trap the soul spell. 

Construction Requirements Cost 

Craft Magic Arms and Armor, 
detect magic, keen edge, true seeing 

9,170 GP 
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