Armor Rules Playtest (ignore existing rules until this playtest ends)

Armor is way you can protect your body from damage and from carrier attacks.  There are two kinds of armor (see below)

Take whichever column is higher A, or B:

Column A: Costume

Costume armor is awarded for costumes (but not real armor.)  This armor cannot be repaired, however it can be refitted, even when it is breached.  Costume armor can be worth 1-4 points.  This armor is not tagged and therefore cannot be stolen.

Column B: Regular Armor

Coverage (award points based on coverage of armor.)

Coverage is a number awarded based on the coverage of the armor on your body.  It is the Armor Marshal’s discretion where you fall:

0-5%: 1 point

6-10%: 2 points

11-15%: 3 points

16-25%: 4 points

26-30%: 5 points

31-40%: 6 points

41-50: 7 points

51-60: 8 points

61-70: 9 points

71-80: 10 points

81-90: 11 points 

91-100: 12 points

Material Multiplier

Take the number from above and multiply it using the chart below.  That number is your armor rating.

	Thin Leather
	No multiplier

	Thin Leather w/ studs
	1.5 multiplier (rounded up)

	Thick Leather
	2.0 multiplier 

	Thick Leather w/studs
	2.5 multiplier (rounded up)

	Scale/Chain Mail
	3.0 multiplier

	Metal Plate Mail
	4.0 multiplier

	Fake Materials (i.e. barrel plate or soda tap chain)
	Between, No multiplier and 2.0.


-Regular armor when breached must be repaired to full by a smith, if not breached, armor can be refitted up to full.

-Different armor types worn will be graded separately, and then added together at the end for armor rating.  For example, someone is wearing Heavy Leather Pauldrons, and a light jerkin. They would be graded for 2 points for the coverage of the pauldrons then multiple that by 2 for 4 points, then 3 points coverage for the jerkin.  4+3=7 in armor rating.  (This is just an example situation.)

