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Shield
Shieldbearer

Historical Perspective
Throughout military history no single piece of equipment 

has been more ubiquitous or more valued by the rank-and-
file soldier than the shield. It exists in every culture, and 
although the shape and size may vary, the shield’s primary 
function is always the same — to prevent or deflect harm 
from the user. 

The majority of shields come in two basic types: punch or 
strapped. Strapped shields are affixed to a warriors arm, and are 
typically held close to the body. Strapped shields act as a more 
passive defense, requiring little movement on the part of the 
user to intercept a blow. Classic examples of the strapped shield 
are the Greek aspis and the Norman kite shield.

Punch shields usually feature a central boss, a rounded 
dome of metal in which the user can place his hand and grip 
a handle. Punch shields are held away from the body and are 
typically used in a more aggressive style, warding off blows by 
“punching” them away. Classic punch shields include the Roman 
scutum and the linden wood shields used by the Vikings. 

The history of the shield is long and complex, but there is 
little doubt that it was a vital piece of the warrior’s kit from the 
beginning of organized warfare. There is ample pictorial and 
physical evidence that the shield was in wide use during the 
earliest periods of the Bronze Age, and could be found in the 
hands of Sumerian, Assyrian, and Egyptian warriors. These early 
shields came in a variety of shapes and could be constructed 
from leather, leather over wood, or even wickerwork. 

During the later Bronze Age, the round shield rose to 
prevalence, most likely due to the influence of the Greek aspis, 
which had taken on its characteristic form by the 5th century 
BCE. The aspis, sometimes call a hoplon, was a dished, bowl-
shaped shield made of wood and often reinforced with a thin 
layer of bronze. This was the shield utilized by the Spartans at 
Thermopyle, and the one most widely recognized as the shield 
of the hoplite.

The shield continued to evolve under the Romans, and the 
iconic shield of the Roman Military, the scutum, was in use 
by the 3rd century BCE. The early scutum was oval in shape, 
although the rectangular model replaced it by the time of 
Imperial Rome. The scutum was constructed of planks of wood, 
which were bent to form a semi-cylindrical shape, and fitted 
with a large boss of bronze, brass, or iron to ward away enemy 
blows. With this shield, the Roman legions conquered most of 
the known world.

The evolution of the shield in the Middle Ages led to a 
number of new and innovate shapes, although none more 
distinctive than the kite shield. The classic kite shield consisted 
of a wide, rounded top that tapered down into a narrower point. 
This allowed a mounted warrior to better cover his flank, and a 
footman to protect his leading leg in melee. This type of shield 
was closely associated with the Normans, and many examples 
of the kite shield can be seen in the famous Bayeux Tapestry. 

The shield became less and less common on the battlefield 
as plate armor became more widespread in the late Middle 
Ages and Early Renaissance. Many warriors began to carry 
two-handed weapons to defeat the heavy armor of their foes, 
leaving no room to carry a shield into battle. By the late 17th 
century, the shield had all but disappeared from the field of war, 
as advances in firearms made virtually all armor obsolete. 

Design Notes
Throughout this series I have attempted to rectify certain 

shortcomings, as I see them, in the d20 system. There are many 
weapons and other pieces of equipment that were incredibly 
valuable to the historical warrior, but have simply not received 
their due. One of the most glaring of these oversights has been 
with the game for decades — the devaluing of the shield. 

At this point, there is very little reason for a fighter with 
a high Strength score to even consider using a shield. A two-
handed weapon plus the Power Attack feat provides such a 
massive offensive advantage that it always outshines the 
almost negligible defensive bonuses provided by a shield. The 
same holds true for the dexterous fighter: Why use a shield 
when you can simply wield two weapons and increase your 
damage output by two, three, or even fourfold?  

My primary objection to the shield in the d20 system is 
that it is a huge break from realistic combat, one of the most 
obvious in the entire game. Now, I know that the point of 
d20 is not to simulate real combat, but the shield was such 
a vital part of a warrior’s kit that at least some effort should 
be spent towards making it a viable option for fighters. I 
designed the shieldbearer class in an effort to provide an 
answer to this problem. 

The abilities of the shieldbearer class are drawn from 
how the shield was used in historical combat, and, I must say, 
from my own experience in full-contact fighting sports such 
as the SCA. The point was to allow the shield to do in the d20 
system what it was designed to do in real life. This includes 
everything from preventing a blow from landing to making 
it a viable option for all types of fighters. In addition, more 
combat options are provided for shield users, from feinting to 
capitalizing on a shield’s offensive capabilities. 

You will note that I have not included the buckler and 
tower shield as options for the shieldbearer class. The reason 
for this is quite simple: both the buckler and tower shield 
(pavise) had very specialized roles in historical combat, and 
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would not have been carried by the rank and file warrior. In 
addition, both of these shields actually provide a substantial 
benefit in game terms already – the tower shield provides 
cover and the buckler can be used with two weapons or with 
a two-handed weapon. 

Class Overview 
The shieldbearer is that rarest of warriors who focuses 

not on the further development of his offensive skills, but 
on the evolution of those skills that would keep him from 
harm. His use of the shield is second to none, and although 
the shieldbearer is quite adept at intercepting and deflecting 
blows, he has also perfected the art of using the shield as 
an offensive weapon. A skilled shieldbearer can shrug off 
immense amounts of damage, lessen the effects of a dragon’s 
breath, or ruthlessly smash his opponent with the iron-
rimmed edge of his shield.

Shieldbearers are drawn primarily from the fighter 
class, although barbarians, paladins, martial clerics, and 
even the occasional ranger or rogue can be found among 
the ranks. In fact, anyone with an eye to preserving his 
health in battle can certainly gain from the skills offered  
by the class. 

Humans and the overly pragmatic dwarves are the most 
common race to take levels in the shieldbearer prestige 
class, while elves and half-orcs are the least likely due to 
their propensity toward two-handed or missile weapons. Of 
the savage races, only hobgoblins use shields with enough 
regularity to warrant taking levels in shieldbearer.

NPC shieldbearers can be found anywhere fighting men are 
common. Professional soldiers, especially those that belong to 

well-organized armies, skilled in tight formation fighting, quite 
commonly have a level or two in the prestige class.

Class Features
Weapon and Armor Proficiency: A shieldbearer gains no 

additional proficiency with any weapons or armor. 
Fighter Feat Advancement: At each shieldbearer level 

the character is considered to have gained one level of fighter 
for the purposes of qualifying for specific fighter feats, such 
as Weapon Specialization. He does not, however, gain any 
other benefit a character of the fighter class would have 
gained, except for access to feats. For example, a character 
with 9 levels of fighter and 3 levels of shieldbearer would 
have 12 total fighter levels for the purpose of qualifying  
for feats, and could take the Greater Weapon Specialization 
feat, normally only available to characters with 12 true  
levels of fighter.

Bolstered Bulwark (Ex): When a shieldbearer fights 
defensively or takes the total defense action, the shield bonus 
granted by his shield increases by a number equal to his 
shieldbearer level. For example, if a 2nd level shieldbearer with 
a small steel shield decides to fight defensively, he gains a +3 
shield bonus from his shield rather than the standard +1.

Shield Parry (Ex): Once per round, as an immediate 
action, when a shieldbearer is hit in combat with a melee 
attack, he may attempt to negate the hit by intercepting the 
blow with his shield. The hit is negated if the shieldbearer’s 
shield parry check (base attack bonus + either Dex or Str 
bonus + shieldbearer level) is greater than his opponent’s 
attack roll. Shieldbearers using small shields apply their 
Dexterity bonus to the shield parry check, while shieldbearers 
using large shields apply their Strength bonus.
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Hit Die: d10
Class Skills: Climb (Str), Concentration (Con), Craft 
(Int), Intimidate (Cha), Jump (Str), Profession (Wis),  
and Swim (Str)
Skill points at each level: 2 + Int modifier

ENTRY REQUIREMENTS 
Base Attack Bonus: +5
Feats: Shield Proficiency (small or large),  
Improved Shield Bash
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If a hit is successfully negated, the opponent rolls 
damage as normal, which is then applied to the shield after its 
hardness is subtracted. For example, if a shieldbearer were to 
successfully parry an ogre’s club with his large steel shield, 
his shield would take the normal rolled damage of 2d8+7, 
which averages out to 16 points. The shield’s hardness would 
absorb 10 points, while the remaining 6 would be subtracted 
from the shield’s hit points. As you can see, a shield, even 
a magical one, could be destroyed in fairly short order in a 
protracted combat with a powerful opponent. 

Unhindered Bulwark (Ex): At 2nd level, a shieldbearer 
subtracts his level from the armor check penalty of any small or 
large shield he uses, possibly negating the penalty completely.

Shield Ability (Ex): At 2nd and 3rd level, a shieldbearer 
learns a special shield ability, which must be chosen from the 
list of abilities below.

• Greater Shield Bash (Ex): When a shieldbearer bashes with 
his light or large shield, he inflicts damage as if he were 
one size category larger. For instance, a Medium-sized 
shieldbearer with a large steel shield would inflict 1d6 
points of damage with a successful shield bash. Greater 
shield bash also applies to spiked shields and any shield 
with the bashing special ability. 

• Improved Shield Defense (Ex): The shieldbearers expertise 
with his shield allows him to better protect vital parts of 
his anatomy when exposed to area effects, such as breath 
weapons and certain spells. Whenever the shieldbearer is 
exposed to an area effect that allows a Reflex saving throw 
(breath weapon, spell, etc.) he receives a +2 bonus on the 
saving throw when wielding a large shield or a +1 bonus 
when wielding a small shield.

• Improved Shield Parry (Ex): If a shieldbearer successfully 
negates a hit using the shield parry action (detailed above), 
he can immediately make a shield bash against that 
opponent at his full attack bonus.

• Shield Brace (Ex): A shieldbearer can use a readied action 
to set his shield against a charging foe. On his readied 
action the shieldbearer makes a shield bash attack and, if 
successful, deals normal damage and forces the charging 
foe to make a Fortitude saving throw equal to the damage 
dealt. If the charging creature fails the saving throw, it is 
shoved back 5 feet.

• Shield Feint (Ex): As a move action, a shield bearer may 
use his shield to feint by screening his weapon, blocking 
his opponent’s vision, or any number of other furtive 
maneuvers. To use a shield feint, the shieldbearer makes 
a Bluff check opposed by a Sense Motive check from his 
target. The target may add his base attack bonus to this 
Sense Motive check, and the shieldbearer may add his 
shieldbearer level to the Bluff check. If the Bluff check 
result exceeds the target’s Sense Motive check result, the 
next melee attack made by the shieldbearer against the 

target does not allow him to use his Dexterity bonus to 
AC (if any). This attack must be made on or before the 
shieldbearer’s next turn.
A shield bearer with the Improved Feint feat may use shield 
feint as a swift action.

• Shield Wall (Ex): Whenever a shieldbearer is adjacent to 
one or more characters using a light or large shield, he 
gains a +1 bonus to AC and a +1 bonus on all Reflex saving 
throws. If any of the adjacent characters is a shieldbearer 
with the same ability (or a character with an equivalent 
ability), the bonuses rise to +2. 
Impenetrable Bulwark (Ex): At 3rd level, a shield-

bearer’s shield always seems to find its way between him and 
a damaging blow. At this level, the shieldbearer gains damage 
reduction of 2/— when wielding a large shield, or 1/— when 
wielding a small shield.

New Shield Special Ability
Mighty Bashing: A shield with this special 

ability is designed to perform particularly potent 
shield bash attacks. A mighty bashing shield 
deals damage as if it were a weapon of three size 
categories larger (a Medium light shield thus 
deals 1d8 points of damage and a Medium heavy 
shield deals 2d6 points of damage). In addition, a 
mighty bashing shield allows it owner to make a 
special shield charge attack. When the wielder of 
a mighty bashing shield makes a successful shield 
bash attack in conjunction with a charge, he forces 
his opponent to make Fortitude save equal to the 
damage inflicted or be knocked prone. A mighty 
bashing shield acts as a +2 weapon when used to bash. 
(Only light and heavy shields can have this ability.)

Moderate transmutation; CL 8th; Craft Magic  
Arms and Armor, bull’s strength, greater magic 
weapon; Price +2 bonus.
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MAZZOG “THE WALL” CR 10
Male Ogre Fighter 4/Shieldbearer 3 
CE Large Giant  
Init +1; Senses darkvision 60 ft., low-light vision;  
 Listen +3, Spot +3 
Languages Common, Giant

AC 25, touch 10, flat-footed 24 
 (-1 size, +1 Dex, +5 natural, +7 armor, +3 shield) 
hp 110 (11 HD); DR 2/— 
Fort +16, Ref +5, Will +4

Speed 30 ft. (6 squares) in +1 banded mail;  
 base speed 40 ft. 
Melee +1 throwing returning warhammer +19/+14  
 (2d6+11/x3) or 
Melee +1 throwing returning warhammer +13/+8  
 (2d6+11/x3) and +1 mighty bashing heavy steel  
 shield +9 (4d6+6) 
Ranged +1 throwing returning warhammer +12  
 (2d6+11/x3) 
Space 10 ft.; Reach 10 ft.  
Base Atk +10; Grapple +22 
Atk Options Cleave, Point Blank Shot, Power Attack,  
 greater shield bash, improved shield parry, shield parry 
Combat Gear potion of bull’s strength, potion of cat’s  
 grace, potion of cure serious wounds (2), 

Abilities Str 26, Dex 12, Con 18, Int 8, Wis 10, Cha 4 
SQ bolstered bulwark, impenetrable bulwark,  
 unhindered bulwark,  
Feats Cleave, Far Shot, Improved Shield Bash, Point  
 Blank Shot, Power Attack, Weapon Focus  
 (warhammer), Weapon Specialization (warhammer),  
Skills Climb +8, Jump +11, Listen +3, Spot +3  
Possessions combat gear plus +1 throwing returning  
 warhammer, +1 banded mail, +1 mighty bashing large  
 steel shield, cloak of resistance +2

Bolstered Bulwark (Ex): When Mazzog fights 
defensively or takes the total defense action, the 
shield bonus granted by his shield increases by a 
number equal to his shieldbearer level (+3). 

Fighter Feat Advancement: Mazzog is considered to 
be a 7th-level fighter for the purpose of which feats  
he qualifies for.

Greater Shield Bash (Ex): When Mazzog bashes with 
his small or large shield, he inflicts damage as if he 
were one size category larger. 

Impenetrable Bulwark (Ex): Mazzog’s shield always 
seems to find its way between him and a damaging 
blow. He gains damage reduction of 2/— when wielding 
a large shield, or 1/— when wielding a small shield.

Improved Shield Parry (Ex): If Mazzog successfully 
negates a hit using the shield parry action, he can 
immediately make a shield bash against that 
opponent at his full attack bonus.

Shield Parry (Ex): Once per round, as an immediate 
action, when Mazzog is hit in combat with a melee 
attack, he may attempt to negate the hit by 
intercepting the blow with his shield. The hit is 
negated if the Mazzog’s shield parry check (+21)  
is greater than his opponent’s attack roll. If a hit  
is successfully negated, the opponent rolls damage  
as normal, which is then applied to Mazzog’s’ shield 
after its hardness is subtracted.

Unhindered Bulwark (Ex): Mazzog subtracts his level (3) 
from the armor check penalty of any small or large shield 
he uses, possibly negating the penalty completely.

Background
For most ogres, the approach to combat is fairly simple 

and straightforward — charge, smash, repeat as necessary. 
However, for one ogre, a slightly different approach to 
mayhem has served him far better. Mazzog, a villainous 
ogre mercenary, also known as “The Wall,” has learned that 
a good defense is a very good offense, and he has perfected 
the art of not getting hit.

Mazzog started his career as most ogres do: as soon 
as he was big enough to smash things he started...well, 
smashing things. He found that it was quite lucrative to 
smash things that carried gold, and so, he began to rob 
merchant caravans and others traveling upon the road 
through his clan’s territory. This worked out well for 
the young ogre until he encountered a merchant caravan 
guarded by a sizable force of men at arms. At first, this gave 
him little cause for concern, and he rushed down from his 
hiding spot and began to smash things with his usual fervor. 
He killed all of the caravan guards in short order, save one, 
a stubborn dwarf with a massive round shield. This dwarf 
managed to deflect or stop every one of Mazzog’s earth-
shattering blows, using his shield with a skill and grace the 
ogre could not hope to match. Finally, the dwarf managed 
to score a number of painful hits with his axe, and Mazzog 
was forced to retreat. 

After his embarrassing defeat at the hands of the 
dwarven shield master, Mazzog had a very innovative idea 
for an ogre. He attached a handle to a large oaken table he 
had looted form another caravan and asked members of his 
clan to try to hit him with their clubs. Mazzog’s clan mates 
readily agreed to this, and began trying to smash the young 
ogre. To Mazzog’s surprise and joy, he found that his crude 
shield allowed him to keep pace with no less than three of 
his clan mates. He could intercept their blows, and then 
strike back with his own club while they recovered. It was 
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a beautiful symphony of mayhem, and Mazzog knew that 
he had found his calling. 

As the years passed, Mazzog became better and better 
with his shield, until at last, he could lick his entire clan single-
handedly. With his new skill, the now veteran ogre decided 
to offer his services as a mercenary to any army that would 
accept one of his ilk.

Mazzog had no difficulty finding employment as a 
mercenary, and for the last six years he has served a number of 
evil tyrants, despots, and warlords. 

Mazzog is now known as “The Wall,” a moniker he is quite 
proud of. His skill with a shield and hammer has earned him an 
obscene amount of gold, and since he is still a relatively young 
ogre, he plans on earning a whole lot more. 

Appearance
Mazzog is an average-sized ogre, although he is 

considerably more muscular than most thanks to the rigorous 
training he puts himself through on a daily basis. His skin is 
a dusky gray, and his eyes and mane are an ugly mustard-
yellow. In combat, Mazzog wears a suit of blackened banded 
mail, complete with banded greaves and vambraces, and 
carries a massive rectangular shield of ironwood planks 
covered in a thin veneer of steel. His weapon is an oversized 
hammer, which he wields in one hand. The hammer is 
balanced for throwing and enchanted to return to his hand a 
few seconds after it has been hurled.
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