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Craft [Armorsmithing] (Int) 

Normal use: To make, modify, and repair all types of armor and shields. 

New use: Camofledge.  To modify, dull, and/or camofledge armor and shields. 

Description:  An Armorsmith can make, modify, and repair armor in an attempt to subdue it and camofledge it for the 

purposes of blending into ones surroundings and not standing out. The smith may dull, blacken, paint, or otherwise 

camofledge the armor and/or shield with a specific pattern. 

The cost of this effect is 25% of the normal cost of the armor, and to rework the camofledge also costs 25% of the armor. 

The smith must successfully modify the object (DC 10+AC of item working on) in order for the armor/shield to gain a 

+2 circumstance bonus to the characters Hide check if the character is stationary in the appropriate surroundings or 

environment and a +1 to Hide and Move Silently if moving up to half their normal speed.  

Once armor has taken damage and needs to be repaired, it also needs to be reworked for the camofledge effects also.  

 

Disguise (Cha) 
Normal use: To assume another identity, to blend in, impersonate another. 

New use: Camofledge.  To change ones shape, color, or form to blend into the wilderness. 

Description:  When needing to blend into a specific environment, the character may attempt to alter and change their 

clothing and body color to match that of their surroundings. They may also attempt to use natural resources to help blend 

in, change their body shape and silhouette.  

By using certain supplies (i.e.: grease paint, 5sp worth of colored cloth strips, cut foliage, etc…), the character may 

attempt to camofledge himself or another person. 

The character uses such supplies and spends 10 minutes to work on changing the normal appearance of a single person to 

match those of the surroundings, and to “sound proof” their gear. 

Upon a successful skill check (DC 10+ targets total unnatural armor), the character being worked on gains a +2 

circumstance bonus to their Move Silently, and +1 to Hide while moving, or +2 to their Hide if stationary. 

The camofledge last for 1d8+4 hours of normal activity and less strenuous work. If the character participates in arduous 

activity, such as swimming, climbing, running, and combat. If the character participates in these activities, there is a 50% 

chance that the camofledge has worn off or come off and must be replaced or redone. 

 

Sense Motive (Wis) 
Normal use: To use to pick up on body language, innuendo to try and determine the true motive and meaning of ones 

communications. 

New use: Sign Language. To use hand gestures to communicate instead of verbal communications. 

Description:  When characters want to remain silent and still communicate silently, they can use hand gestures and other 

body language, and not be picked up or understood by others, they may use this skill.  

The gestures must be prearranged and understood by all those wishing to communicate with it (DC 10). 

Those that do not have the benefit of understanding the predetermined signals are at a disadvantage at attempting to 

understand the code (DC 20). 

 


