MONETARY BREAKDOWN

The money used in Fantasy Hero is based on precious metals, with a decimal system. The highest value
coin is worth ten of the next lower, and so forth. Listed with the weapon is an equivalent in American
Dollars.

This is the standard coinage:

Gold Crown (GP) = 100 SP ($1000)
Silver Shield (SP) = 10 CP ($10)
Copper Wreath (CP) = 10 IP ($1)
Iron Star (IP) = 1/10 CP (ten cents)

The IP breaks into five roughly equal pieces called "Pents", worth approximately two cents each.

The equipment list has been divided into hopefully logical categories and alphabetized for ease of use.
The list is hardly exhaustive, but it is fairly extensive and should cover most things. Not all items listed are
available in ever location, some are quire rare and difficult to obtain; some may even require an extended
wait.

Following the list of equipment is a list of services, taxes, and other non-equipment commodities. The list
gives the cost average, with prices varying based on the location. Many services are not available in
smaller towns, and some are only available in wild, frontier areas (like tracker).

Any equipment with an unusual or game-related effect has that listed

All costs are in copper unless marked otherwise (gold or iron typically) for average gear. Prices will vary
by location, quality, and the rarity of the item

KG WT refers to the weight of the item in kilograms; listed weight is empty where applicable, unless
otherwise noted

DEF is the defense of the item should it be damaged

BOD is the body of the item, should it be damaged

SIZE refers to the concealment roll modifier caused by both the size and bulk of the item.



EQUIPMENT LISTS

FULL SUITS OF ARMOR
EQUIPMENT COST | KGWT | DEF | BOD | SIZE-
Heavy Cloth (DEF 1) 30 3.5 3 6 2
Soft Leather (DEF 1) 35 3.5 4 6 2
Heavy Leather (DEF 2) 50 5.0 4 7 3
Laminated Cloth (DEF 2) 45 3.5 3 6 3
Padded Cloth (DEF 3) 50 5.0 4 8 4
Cuir Boullis (DEF 3) 70 7.0 5 8 4
Studded Leather (DEF 3) 70 7.0 6 8 3
Brigandine (DEF 4) 100 10.0 6 9 4
Ring Mail (DEF 4) 110 10.0 7 9 4
Scale Mail (DEF 4) 140 14.0 7 10 4
Bezainted (DEF 5) 140 14.0 7 11 4
Splint Mail (DEF 5) 160 14.0 8 11 5
Chain Mail (DEF 6) 200 20.0 8 12 4
Lammellar (DEF 6) 225 18.0 7 11 5
Banded Mail (DEF 6) 200 20.0 8 12 5
Plate and Chain (DEF 7) 280 28.0 8 13 6
Field Plate Armor (DEF 7) 290 28.0 8 14 7
Plate Armor (DEF 8) 400 40.0 8 15 7
Jousting Plate (DEF 9) 650 50.0 8 15 8
*Size assumed to be worn. Size of a full suit listed in the armor section
TRAVEL PROVISIONS
EQUIPMENT COST | KGWT | DEF | BOD | SIZE
Backpack (holds 20 KG at ¥2 weight) 20 1.0 2 1 4
Belt Pouch (holds 3 KG at 1 KG) 5 2 1 0 2
Candle (1" radius light, 10 minutes) 4i -- 0 0 --
Chest (small, 1m®) 15 3.0 3 1 5
Chest (large, 2m®) 35 5.0 4 2 8
Cooking Equipment 2i 15 4 2 5
Crampons (+1 climbing) 15 .25@ 3 1 1
Fishing Equipment (+1 survival) 2 -- 0 0 1
Grappling Hook (+3 climbing) 15 2.0 5 2 5
Hammer (for spikes D6-1 HKA) 8i 5 4 1 4
Ice Axe (+1 climb, +2 on ice) 50 15 5 4 5
Iron Flask 25i A4 4 1 1
Lantern (bullseye 8”) 15 1.0 2 1 5
Sack (large, hold 10 KG at % weight) 15i .35 1 1 2
Mapcase (bone, waterproof) 50 5 3 1 3
Mapcase (leather) 15 4 2 0 3
Oil Flask (1 liter, 5 hours light) 5 1.0 1 1 5
Porcelain Flask (1 pint) 3 3 2 0 1
Quiver (20 arrow capacity) 8 5 0 1 2
Quiver (10 arrow capacity) 35i 3 0 1 2
Rope (150 KG, 20 meters) 4 10.0 3 1 8
Rope (250 KG, 20 meters) 10 15.0 4 1 9
Sack (large, hold 10 KG at % weight) 15i .35 1 1 2
Sack (small holds 5 KG at % weight) 12i .25 1 1 1

| EQUIPMENT | COST | KGWT | DEF | BOD | SIZE ]




Sleeping Roll 12 15 2 2 7
Spike (hammer damage ap to wall) 7i 5 3 1 2
Tinderbox (start fire 11-) 1 2 2 1 3
Torch (4" radius) 3i 2 1 1 3
Trap (bear) (entangle 2D6 HKA) 45 2.5 6 5 8
Trap (vermin) (entangle D6-1 HKA) 15 5 4 3 4
Trap (wolf) (entangle, D6+1 HKA) 30 1.25 5 5 6
Tent (one man; shelter and LS cold) 20 5.0 3 2 7
Tent (four man; shelter and LS cold) 30 25.0 3 3 12
Tent (one man; shelter and LS cold) 50 75.0 3 4 18
Waterskin (1/2 quart capacity) 2 .25 1 1 2
Full waterskin -- 1.0 -- -- 4
RATIONS AND FOOD
EQUIPMENT COST | KGWT EF OD | SIZE
Ale (one quart) 3 1 1 0 3
Ale (two gallons) 50 7 1 3 6
Hard liquor (quart) 25 1.0 1 3 4
Hard liquor (quart, dwarven) 45 1.0 1 3 4
Horse Food (one week) 40 40 1 5 15
Mead (quart, dwarven) 20 1 1 0 4
Mead (quart) 5 1 1 0 4
Trail Food (one day) 5i 5 0 1 2
Trail Food (one week) 3 2.5 1 4 7
Waybread (one week, +1 REC) 35 1.2 1 4 6
Wine (quart average) 18 1 1 0 4
Wine (quart elven) 75 1 1 0 4
Wine (quart fine) 25 1 1 0 4
CLOTHING AND WEATHER GEAR
EQUIPMENT COST | KGWT EF OD | SIZE
Belt and Scabbard 6 2 4 3 5
Cloak (LS cold to 10°) 18 4 0 0 2
Desert Robes (LS: to 90°) 22 .25 1 1 3
Full Parka (LS:to -20°, 1rPD,ED) 45 2.5 2 1 3
Furs (LS: to 0°, 1rPD,ED) 35 15 1 1 2
Nobility clothing (sunday best) 120 .75 2 1 4
Peasant clothing 8 5 2 1 3
Rain Skins (waterproof) 12 2.5 1 1 4
Townsman clothing 14 5 2 1 3
Workman'’s Gloves (1 DEF hands) 1.5 .16 3 1 1




MISCELLANEOUS EQUIPMENT

EQUIPMENT COST | KGWT EF OD | SIZE
Abacus 25 3 3 1 5
Bell (small copper) 8i .01 1 1 1
Bell (large) 35 2.0 7 5 5
Book (50 pages, leather bound) 50 .45 3 2 4
Bowl 4i .02 1 1 1
Chain (per meter) 12 2.25 7 1 6
Charcoal Pencil 2i .01 0 0 --
Cloth (per meter cotton) 15 1.2 1 1 5
Cloth (per meter silk) 35 1.1 1 1 4
Cloth (per meter linen) 20 1.3 2 1 5
Cloth (per meter rough) 5 1.45 2 1 6
Cloth (per meter wool) 25 2 2 1 6
Firewood (per hour burning) 1i 2 4 3 5
Glass (pane, square foot) 50 2 0 1 1
Ink (pint, common) 35 2 3 1 1
Ink (pint, rare) 75 2 3 1 1
Map (city or local area) 50 .01 0 1 1
Paint, 2 pint (blue, red) 7.5 2 3 1 1
Paint, ¥ pint (green) 15 2 3 1 1
Paint, ¥ pint (metallic) 20 2 3 1 1
Paint, ¥ pint (other) 6 2 3 1 1
Paint, 2 pint (purple) 175 2 3 1 1
Paper (ream 10x14") 15 1 1 1 1
Parchment (ream 10x14") 10 .8 1 1 1
Sailcloth per yard 18 1.3 2 1 5
Seal (metal, complex design) 25 .02 4 1 1
Seal (metal, simple design) 19 .02 4 1 1
Scroll (per meter) 45i .05 0 1 1
Toy 5-15i - 1 0 2
Vellum (ream 10x14") 17 2 3 1 1

TACK AND RIDING GEAR

EQUIPMENT COST | KGWT EF OD | SIZE
Bit and Bridle* 35 .75 4 1 4
Blinders (10 PRE defense w/facing) 3 -- 0 0 --
Horse Shoe, each 1@ - 0 0 -
Pack Harness 24 4.0 5 3 16
Riding Crop (+5 PRE control mount) 15 -- 0 0 1
Saddle* 120 7.0 5 2 12
Saddle Bags 45 3.5 4 3 7
Saddle Blanket 3i 1.0 2 1 4
Spurs (+5 PRE control mount) each 4 2 3 1 1
Yoke 55 11.0 5 6 9




FARMING SUPPLIES

EQUIPMENT COST | KGWT | DEF | BOD | SIZE
Anvil (large forge anvil) 150 150 8 12 16
Anvil (small) 110 30 8 8 12
Barrel (large sealed and waxed) 35 3 5 10 16
Full barrel 28
Barrel (small sealed and waxed) 15 1.8 5 7 11
Full barrel 14
Farming Tool 2 1.25 5 3 9
Handsaw (D6-1 HKA) 2 5 5 2 4
Padlock 75 1 7 2 4
Plough 55 65 7 8 16
Spinning Wheel 25 12 6 4 18
LIVESTOCK
EQUIPMENT COST | KGWT | DEF | BOD | SIZE
Camel 100 - -- - -
Cow 40 - -- - -
Dog (hunting) 55 -- -- -- --
Dog (guard) 80 -- -- -- --
Donkey/Mule/Burro 120 -- -- -- --
Elephant 5GP -- -- -- --
Hawk/Falcon 250 - -- - -
Horse (riding) 280 -- -- -- --
Horse (unbroken riding) 175 -- -- -- --
Horse (war) 3GP -- -- -- --
Horse (untrained war) 2GP -- -- -- --
Horse (draft) 135 -- -- -- --
Horse (quality war) 5GP -- -- -- --
Ox 75 - -- - -
Pony 90 - -- - -
TRANSPORT
EQUIPMENT COST | KGWT | DEF | BOD | SIZE
Cart 55 80.0 6 9 18
Galley 2500 - 6 40 -
Howdah 130 75.0 5 10 18
Litter 125 35.0 5 8 18
Longboat 160 150.0 6 14 18
Merchant Ship 1500 -- 5 30 --
Raft 15 25.0 5 8 18
Rowboat 80 85.0 5 12 18
Sloop 1200 - 5 25 -
Wagon 50 110.0 6 12 18
Warship 15 GP -- 6 35 --




EXOTIC EQUIPMENT

EQUIPMENT COST | KGWT EF | BOD | SIZE
Acid (1 pint 1D6 DEF drain) 25 .25 3 1 2
Compass (direction sense) 50 3.5 5 3 5
Dwarven Compass 200 .25 3 3 2
Dwarven Pocket Timepiece 250 2 4 1 1
Lockpicks (no —3 lockpick) 18 .01 2 1 -
Magnifying Glass (micro vision) 100 2 1 1 3
Musical Instrument (bugle) 50 .25 4 2 3
Musical Instrument (drum) 20 3 4 2 6
Musical Instrument (guitar) 150 1.0 4 2 4
Musical Instrument (harp) 350 8.0 5 4 11
Musical Instrument (lute) 85 .25 4 3 5
Musical Instrument (lyre) 45 3 4 3 6
Musical Instrument (recorder/flute) 25 15 2 1 3
Musical Instrument (syrinx) 15i A 1 0 1
Musical Intrument (Whistle) 12i A 1 0 1
Naptha 75 1.0 4 2 4
Sextant (+3 navigation) 150 .25 2 0 3
Spectacles 150 -- 1 0 1
Spyglass (+4 telescopic +/-) 150 1.0 5 3 5
LUXURIES
EQUIPMENT COST | KGWT EF | BOD | SIZE
Cologne/Perfume (50 ml, cheap) 80 2 3 1 2
Cologne/Perfume (50 ml, very fine) 150 2 3 1 2
Cooking Spices (exotic and rare) 150 A 1 1 1
Cooking Spices (imported) 20 A 1 1 1
Cooking Spices (local) 50 A 1 1 1
Dye (blue, red, common colors) 75 15 3 1 2
Dye (green, very common colors) 15 15 3 1 2
Dye (purple, uncommon colors) 175 15 3 1 2
Dye (other teams) 60 15 3 1 2
FURNISHINGS
EQUIPMENT COST | KGWT EF | BOD | SIZE
Chair 50 3.0 4 4 -
Couch 175 10.0 5 10 -
Chandelier 500 12.0 4 8 -
Desk 110 10.0 5 10 -
Mattress (feather) 350 55.0 5 18 -
Mattress (straw) 90 8.0 5 6 --
Table (large) 130 10.0 5 9 -
Table (small) 90 8.0 5 6 --
Tapestry 100 5.0 3 5 --
Various small furniture 75 5.0 4 6 -
Various large furniture 150 8.0 5 10 --




TAXES and SERVICES

SERVICE COST SERVICE COST
Apartment Rental/month 300 Merchant’s License 1 year 1
Ballet/Theatre show 50 Moneychangers, per silver 1
Bridge toll on foot 1 Monthly tax/sp 1
Bridge toll mounted/wagon 5 Register Nobility 5 gold
Burial 50sp River Travel per day 8
Citizenship in Morien 15sp Room (common) 3ip
Coat of Arms registry 1 gold week 20
Coming of Age ceremony 50 Room (luxury) 5
Funeral Service 20sp week 30
Gate Tax 1 Room (plain) 2
Guild Dues per month 20 week 12
Inheritance tax/sp 5ip Sauna, one hour 1
Item Appraisal 50 Sea Travel (luxury) per day 5sp
Item Storage/week 15 Sea Travel (plain) per day 3cp
Land tax, per acre 1sp Shave, bath, haircut 2ip
Land Travel (luxury) per day 2sp Shop rental/month 15sp
Land Travel (plain) per day 1cp Stable care/day lcp
Legal Documentation 10sp Sword Tax, per weapon lip
Matrriage (plain) 12sp Tattoo 6
Marriage (fancy) 35sp Tax at border crossing 2cp
Massage 8 Teamster's License 25
Meal (exotic) 12 Transfer ownership 35
Meal (fancy) 5 Title per year (per perk pt) 25sp
Meal (plain) 2




Armor in Jolrhos is often the difference between life and death. The character is vulnerable to attacks that
he will face regularly without some kind of protection, and few are capable of sufficient magic to replace
armor entirely. This section deals with armor in some detail, but only the first part is important to the
player.

ARMOR COST

Armor, to put it simply, is expensive. It is made of expensive materials, is not a commonly purchased
item, and almost all armor must be tailored to the buyer. The cost for armor here is 1 silver (10 copper)
per kilo of weight. Thus, a suit of armor weighing 12.75 kilograms would cost 12 silver and 7% copper to
purchase. This will vary by location and other factors, such as the player’s reputation and the quality of the
smith.

ARMOR TYPES

There are three basic types of armor: Soft, Composite, and Hard. These are detailed below. Within these
types there are many different styles of armor that have been made through the years, some of which are
identical in all but name with others, representing the fact that there are little actual differences in types.
The information listed in this section is for a full suit of the given armor.

Soft Armor
Soft armor is made of flexible, light material such as leather. It offers protection for little weight, but is
insufficient against heavier weapons. This kind of armor typically will take a few turns to put on a full suit.

HEAVY CLOTH (DEF: 1, SUIT: 3.5 KG):
A heavy, single layer armor made of woven or quilted material. Some heavy clothing counts as cloth
armor (such as winter clothes).
SOFT LEATHER (DEF: 1, SUIT: 3.5 KG):
Untreated, single layer animal skin. Leather clothing or coats count as soft leather armor.
HEAVY LEATHER (DEF: 2, SUIT: 5 KG):
A heavyweight, but flexible animal skin, made with multiple layers. This will look less like clothing than
armor.
LAMINATED CLOTH (DEF: 2, SUIT: 3.5 KG):
Layers of cloth with wax or another laminate over them, bonding a single armor made from plates of
cloth. This setup gives fair protection with less weight, but is vulnerable to heat.
PADDED CLOTH (DEF: 2, SUIT: 5 KG):
Heavy, multilayer cloth with padding sewn between. This looks like wearing a blanket suit.
CUIR BOULLIS (DEF: 3, SUIT: 7 KG):
Leather armor boiled in wax and shaped in plates. The result is a heavy, but well protective armor that
keeps its shape.



Composite Armor

Composite armor types combine metal sections with soft armor, usually in layers. The protection offered
is good, without the weight of Hard Armor. This type of armor takes somewhat longer to put on at least 3
turns.

STUDDED LEATHER (DEF: 3, SUIT: 7 KG):
A suit of heavy leather armor with reinforcing strips and metal studs for added protection.

BRIGANDINE (DEF: 4, SUIT: 10 KG):

Two layers of leather or quilted heavy cloth armor with metal scales sandwiched between them.
RING MAIL (DEF: 4, SUIT: 10 KG):

Non overlapping rings of metal sewn onto heavy leather armor.
SCALE MAIL (DEF: 5, SUIT: 14 KG):

Heavy leather armor with overlapping metal scales attached.
BEZAINTED ARMOR (DEF: 5, SUIT: 14 KG):

Overlapping metal discs riveted onto heavy leather armor.
SPLINT MAIL (DEF: 5, SUIT: 14 KG):

Heavy leather armor with horizontal strips of metal riveted onto it.

Hard Armor

Hard armor is made of heavy metal sections or plates. It offers excellent protection, at the cost of great
weight and lowered defense against energy attacks. Hard armor takes quite a while to put on, from 3
turns for a suit of chainmail to over five minutes for a full suit of jousting plate, more without some sort of
assistance.

CHAINMAIL (DEF: 6, SUIT: 20 KG):
Many interlocking metal rings and links formed into a flexible suit of armor.
BANDED MAIL (DEF: 6, SUIT: 20 KG):
Several bands of metal riveted horizontally into a full suit.
PLATE AND CHAIN (DEF: 7, SUIT: 28 KG):
Light armored plates fastened to chainmail over critical areas.
FIELD PLATE (DEF: 7, SUIT: 30 KG):
Large articulated metal plates attached by screws and buckles, or leather straps in cheaper versions.
Protection is not as complete as full plate armor. For weight of individual sections, use 3x Ringmail
weight.
PLATE ARMOR (DEF: 8, SUIT: 40 KG):
Very good protection made by tightly fitted metal plates formed to the body of the buyer. Plate armor is
very heavy and restrictive.
JOUSTING PLATE (DEF: 9 SUIT: 50 KG):
Heavier plate mail, very decorated, made for jousting tournaments. Usually not worn anywhere but in
tournaments due to the incredible weight and lack of flexibility (-1 DCV and DEX roll additional for full
suit). For the weight of individual sections, use 5x Ringmail weight.



ENCUMBRANCE

ENCUMBRANCE MODIFIERS
TOTAL DCV/ END/
WEIGHT DEX TURN MOVE
/STR ROLL

1-10% -- 1 --
11-25% -1 2 --
26-50% -2 4 -1”
51-75% -3 6 -2"
76-100% -4 8 -3”
101-125% -5 10 -4”
126-150% -6 12 -5”
151-175% -7 14 -6”

*: Only to cancel effects caused by encumbrance

Adding the total KG WT of all equipment carried, and comparing it to the character’'s maximum lift by
strength determines a Character’s encumbrance. For example, if Gronan the Barbarian has 20 STR, he
can lift 400 kg. He is carrying 100 KG worth of equipment, and thus is at 50% Encumbrance.

The DCV/DEX roll modifier applies to all Dex based skills and DCV, it does not affect OCV for the
character. This roll also is the modifier to some skill rolls such as the Magic Roll to cast spells.

END per Turn is the amount of END per turn the character expends extra to maintain this burden. This is
calculated at the end of the turn, before the post-12 recovery.

Movement is the modifier to ALL movement that the burden causes to the encumbered person. This can
reduce movement to zero. Swimming can be very dangerous while heavily burdened.

ENCUMBRANCE LEVELS: With this talent, the character is able to move about more freely and
comfortably while bearing significant burdens. Each time an Encumbrance Level is purchased, it moves
the level of encumbrance up one step on the chart.

EXAMPLE: Bronan is very strong and used to carrying his armor and weapons around, he buys 1
Encumbrance Level. Now at 100% weight encumbrance, he is considered to be at 75% weight,
and the penalties for that amount of encumbrance apply instead. Bronan simply moves better and
is less adversely affected by his encumbrance.



SECTIONAL ARMOR

Based on the information above, the player may choose only to buy partial armor for his character. This
has the advantage of costing less and being lighter, but granting less coverage. The chart below gives the
weight (and thus cost) for buying individual parts of armor. It is listed by the defense the armor gives, and
this defense can be compared above to the armor (Chain Mail above has 6 defense, so for partial
chainmail, you would use the 6 DEF column below).

The location the armor covers is given by roll (see the Hit Location chart on your character sheet) and
name for that piece. Generally speaking, the chart goes from head to toe in descending order.

SECTIONAL ARMOR BY DEFENSE (rPD)

LOCATION ARMOR DEFENSE

NAME ROLL 1 2 3 4 5 6 7 8

Full Helm (3-5) .16 .23 .32 46 .65 .93 1.3 1.85
Coif (4-5,9) .55 .79 1.1 1.57 2.2 3.15 | 441 .36
Helmet (4-5) .15 21 .29 42 .58 .83 1.17 | 1.67
Cap (5) A 14 19 .28 .39 .56 .78 1.11
Gauntlets (6-7) A1 .58 .81 1.16 1.62 2.31 3.24 | 4.63
Gloves (6) .16 .23 .32 46 .65 .93 1.3 1.85
Brassards (7-9) .58 .53 1.17 1.67 2.33 3.33 4.67 | 6.67
Vambraces @) 24 .35 .49 .69 .67 1.39 1.94 | 2.78
Rerebraces (8) .24 .49 .78 .96 1.36 1.94 2.27 | 3.89
Pauldrons (9 41 .58 51 1.16 1.62 2.32 3.24 | 4.63
Hauberk (7-14) 2.85 4.07 5.70 8.15 11.4 16.3 22.8 | 32.6
Corselet (9-15) 2.46 3.47 4.86 6.94 9.72 13.9 194 | 27.8
Byrnie (9-14) 2.27 3.24 4.54 6.48 9.07 13.0 18.2 | 25.9
Cuirass (9-13) 2.03 2.89 4.05 5.79 8.10 11.6 16.2 | 23.2
Vest (10-13) 1.62 2.31 3.24 4.63 6.48 9.26 13.0 | 185
Breastplate (9-13) 1.28 1.83 2.56 3.66 5.12 7.32 10.2 | 146
Skirtplate (12-13) .75 1.06 1.49 2.12 2.98 4.26 5.96 | 8.52
Chausses (14-18) .57 .81 1.13 1.62 2.27 324 | 454 | 6.48
Leggings (24-17) .55 .79 1.1 1.57 2.2 3.15 | 441 6.3
Skirt (14 24 .35 .49 .69 97 1.39 1.94 | 2.78
Greaves (16-17) .15 21 .29 42 .58 .83 1.17 | 1.67
Boots (17-18) .06 .09 A3 19 .26 .37 .52 74
Knee Cops (15) .16 .23 .32 46 .65 .93 1.3 1.85
Demigreaves (16) A 14 .19 .28 .39 .56 .78 1.11
Anklets an .05 .07 A 14 19 .28 .39 .56
FULL SUIT (3-18) 3.5 5 7 10 14 20 28 40




DETAILED ARMOR INFORMATION

ARMOR TYPE rPD rED PD ED KG WT DEF | BOD
Heavy Cloth 1 1 1 1 3.5 3 6
Soft Leather 1 1 1 1 3.5 4 6
Heavy Leather 2 2 2 2 5.0 4 7
Laminated Cloth 2 2 2 1 3.5 3 6
Padded Cloth 2 2 2 2 5.0 4 8
Cuir Boullis 3 3 3 3 7.0 5 8
Studded Leather 3 2 3 2 7.0 6 8
Brigandine 4 3 4 3 10.0 6 9
Ring Malil 4 3 4 3 10.0 7 9
Scale Malil 5 4 5 4 14.0 7 10
Bezainted 5 4 5 4 14.0 7 10
Splint Malil 5 4 5 4 14.0 8 11
Chain Malil 6 4 6 5 20.0 8 12
Lammellar 6 5 6 5 20.0 7 11
Banded Mail 6 4 6 4 20.0 8 12
Plate and Chain 7 5 7 6 28.0 8 13
Field Plate 7 5 7 6 28.0 8 14
Plate Armor 8 6 8 7 40.0 8 15
Jousting Plate 9 6 9 7 50.0 8 16

Note that armor has different defenses against normal and killing attacks, and against physical and energy
attacks. This is because of the construction and materials of the armor in question. While chain mail will
blunt a sword's strike, it is less effective against a hammer or club. Plate armor is king against almost any
kind of attack, but will actually attract some kinds of energy attacks and provides much less protection
against them.

This chart reveals the differences in otherwise identical seeming armor types. The lighter kinds give
better overall protection, but have little DEF and will be destroyed quickly. Heavy armor does not give
equal protection against energy attacks, but are very durable.

Armor has some stats that are hidden, the defense and BOD of the armor its self, rather than the wearer.
The armor's defense is usually slightly higher than the protection it gives to the wearer, simply because it
does not feel pain of impact. Damage can transmit through the armor that does not actually harm the
equipment, especially in lighter armor.

The simplest way to handle the atrophy that armor suffers is to use an ablative activation roll for the area
struck. This starts at complete protection, and each time 2 BOD damage is done to it a lower activation
roll is used starting with 15-. If the armor fails it's activation roll, it only protects for half the total defense.
Overall attacks and attacks on the armor its self still are applied to the total protection of the armor unless
it has been taken below 0 BOD.

The BOD score given is for spells and effects that target the armor directly rather than the wearer, trying to
demolish the suit. It also assumes a full suit of armor of that type. Armor taken below 0 BOD provides no
protection for the wearer, only encumbrance. It likely is not particularly well attached either by this point.



Damaged armor can be repaired unless it is taken below x2 BOD, at which point it is simply junk. An
armorsmith skill and time can do quick repairs on a suit of armor, moving the activation cost up one (from
11- to 12-) for example, but real repairs will take time and special equipment.

EXAMPLE: Sir Stumble, wearing a suit of field plate has 1 DCV due to the encumbrance. As a result,
he is struck a lot in battle. The armor has DEF 8 and BOD 14, more than Sir Stumble (but he's not
made of metal, either).

He is hit repeatedly by a magic sword, which damages the armor each time. The sword does 10 BOD
to the armor, the armor taking a total of 2 BOD through it's defenses. Now the armor gives it's full
protection on

15-. Each 2 BOD taken, this lowers another level, to 14-, then 12-, then 11-, and so on. Eventually,
the armor is so demolished that at 8- activation, it has taken 14 BOD and is about useless. Had this
battle taken the armor below 0 BOD, it would not provide any protection.

Sir Stumble miraculously survives this cataclysmic battle, and spends a few hours patching up his
armor. He makes his armorsmith roll, and manages to repair the battered suit so that it provides full
protection on a 9-, hopefully enough to reach town and get it repaired.

PARTIAL PROTECTION

Armor does not provide complete protection, even a full suit. Small chinks in the plates, joints where
flexibility sacrifices coverage, and places the metal rings dont cover the leather under it as completely all
add up to areas of vulnerability. While some are able to target such areas with great skill (using the Find
Weakness skill), any attack might strike home on such a spot by sheer providence.

All normal, non-magic armor has a 15- activation to give full protection. Should this roll fail, it only offers
half the normal protection it would against any single attack (for example, Cuir Boullis gives 3 defense. If
the 15- roll fails, however, this is cut to 2 defense by finding a soft spot in the construction). This result
can be negated by an extraordinarily well built suit of armor, which costs up to 3 times as much, and takes
much longer to complete. Such a suit of armor also weighs more, multiply the total weight by 1.1 for its
new bulk.

This partial protection rule also makes the damaged armor act somewhat differently. As noted above, as
armor becomes damaged it provides less and less protection until it is destroyed. Due to this rule, all
armor starts at 15- half protection, and stays that way through the first damage. The rule does not
change, it simply takes longer before the protection begins to lessen noticeably.



