
Light Armour
Requires Armour Training (light) for proficiency. Untrained characters apply the armour check penalty to attack 
rolls and all Strength and Dexterity-related checks.
Cost: This is the armour's purchase Difficulty.
Bonus: The Toughness bonus granted by the armour.
Max Dodge (optional): This is the maximum dodge bonus to Defense this type of armor allows. Heavier armors 
limit mobility.
Penalty: The armour check penalty applies to Acrobatics, Climb, Escape Artist, Jump, Stealth, and Sleight of Hand 
checks. Double the normal armor check penalty also applies to Swim checks.
Weight: This column gives the weight of the armour sized for a Medium wearer. Armour fitted for Small 
characters weighs half as much, and armour for Large characters weighs twice as much.
Toughness: The toughness of the armour versus sunder attempts.

Armour Cost Bonus Max Dodge Penalty Weight Toughness
Armbands 6 1 lbs 2

Armor, Bezainted Leather 19 +3 +5 -3 23 lbs 11

Armor, Bronze Studded Leather Block 15 +3 +5 -1 18 lbs 8

Armor, Incan Cotton 12 +2 +5 -1 20 lbs 8

Aztec Cotton Armor 20 +2 +5 -2 20 lbs 9

Breast Plate, Tortoise 16 +3 +5 -2 20 lbs 9

Breast Plate, Bone Hair Pipe 6 +0 N/A 0 .5 lbs 0

Buckskin 13 +2 +6 0 8 lbs 3

Chainmail Shirt, Bronze 19 +4 +4 -2 27 lbs 12

Chainmail Shirt, Iron 20 +4 +4 -2 26 lbs 12

Chainshirt, Byzantine Early Steel 20 +4 +4 -2 25 lbs 12

Cloth Armor, Heavy (Padded) 9 +1 +8 0 10 lbs 4

Cloth Armor, Studded 13 +2 +5 0 15 lbs 6

Cloth, European Padded 11 +1 +8 0 10 lbs 5

Corded Armor 15 +2 +6 -1 14 lbs 6

Cuirass, Bronze Plated Linen 14 +3 +5 -2 25 lbs 11

Cuirass, Iron Scaled Linen 17 +4 +4 -3 24 lbs 11

Cuirass, Linen 13 +2 +5 0 12 lbs 5

Furs and Hides 11 +2 +5 -1 12 lbs 4

Jigap 13 +2 +7 0 12 lbs 5

Lamellar, Bronze-Bound Leather 18 +3 +4 -2 23 lbs 10

Leather Armor, Tanned 12 +2 +6 0 15 lbs 7

Leather, Bronze Studded 15 +3 +5 -1 15 lbs 7

Leather, Cuir-bouille 13 +2 +6 0 15 lbs 7

Leather, Cuir-bouille Studded 16 +3 +5 -1 20 lbs 10

Leather, Lacquered 17 +3 +5 -1 16 lbs 8

Mail Shirt, Shark Tooth# 15 +3 +4 -1 18 lbs 7

Padded Armor, Byzantine 11 +1 +9 0 10 lbs 4

Padded Armor, Silk 13 +1 +9 0 8 lbs 4

Paper Armor, Chinese Pirate 11 +1 +7 0 7 lbs 2

Scaled Jack 19 +4 +4 -3 22 lbs 11

Skin Armor 0 +1 +6 -1 8 lbs 2

Wood and Hide Armor 12 +2 +4 -2 18 lbs 8

# Grappling with someone in a shark tooth mail shirt automatically inflicts +1 Damage to an unarmoured foe, and 
will also automatically damage soft armours made of cord, cloth, or leather(treat as a sunder attempt). Any strength 
bonuses (from either combatant) increases the automatic damage accordingly.



Medium Armour
Requires Armour Training (heavy) for proficiency. Untrained characters apply the armour check penalty to attack 
rolls and all Strength and Dexterity-related checks.
Medium and heavy armour slows you down; if your base speed is 30 ft, this armour will slow you to 20 ft.

Armour Cost Bonus Max Dodge Penalty Weight Toughness
Breastplate Armor, Chinese 22 +5 +3 -4 30 lbs 15

Breastplate, Minoan Bronze 16 +4 +2 -3 30 lbs 13

Breastplate, Mycenaen Bronze 22 +5 +3 -4 32 lbs 14

Breastplate, Segmented 23 +5 +4 -3 26 lbs 13

Brigandine, Chinese 24 +5 +3 -5 41 lbs 19

Byrnie, Chainmail 22 +5 +2 -4 30 lbs 14

Chainmail, Bronze 21 +5 +2 -5 42 lbs 18

Chainmail, Early Steel 21 +5 +2 -5 40 lbs 18

Chainmail, Iron 21 +5 +2 -5 41 lbs 18

Chainmail, Late Steel 22 +5 +2 -5 40 lbs 19

Chainmail, Reinforced 22 +5 +3 -4 43 lbs 20

Chainmail, Steel Plated 23 +6 +2 -6 45 lbs 21

Chainshirt, Russian Double 22 +5 +3 -5 29 lbs 14

Coat of Plates 23 +5 +3 -4 25 lbs 13

Cuirass, Iron 22 +5 +3 -3 31 lbs 14

Hauberk, Late Steel Brigandine 22 +5 +3 -4 34 lbs 16

Hauberk, Middle Steel Brigandine 22 +5 +3 -4 34 lbs 16

Hide Armor, Rhino 17 +4 +3 -4 27 lbs 12

Hides, Heavy 16 +3 +4 -3 25 lbs 12

Karacena 22 +5 +2 -3 25 lbs 13

Keiko, Iron 22 +5 +3 -5 33 lbs 15

Lamellar, Bone 16 +4 +3 -4 26 lbs 11

Lamellar, Bronze 16 +4 +3 -5 32 lbs 13

Lamellar, Iron 17 +4 +2 -5 31 lbs 14

Lamellar, Late Steel 18 +5 +2 -5 29 lbs 14

Leather Armor, Plate Reinforced 23 +5 +3 -4 30 lbs 15

Leather, Steel Plated 19 +4 +2 -4 26 lbs 12

Nio Do 22 +5 +3 -4 34 lbs 16

Plate, Bone 13 +3 +4 -3 22 lbs 9

Plated Armor, Chinese (Mirrors) 23 +5 +3 -4 40 lbs 19

Scale Armor, Damascened 21 +4 +3 -4 30 lbs 16

Scale Mail, Bronze 17 +4 +3 -4 32 lbs 14

Scale Mail, Iron 17 +4 +3 -4 31 lbs 14

Scalemail, Chinese Steel 18 +4 +3 -4 30 lbs 15

Shirt, Brigandine Late Steel 12 +4 +4 -3 29 lbs 14

Shirt, Brigandine Middle Steel 11 +4 +4 -3 29 lbs 14

Shirt, Plated Bronze 14 +3 +4 -3 22 lbs 9

Slat Armor 16 +3 +4 -3 25 lbs 11

Tanko 23 +5 +3 -4 31 lbs 14

Tatami Do 22 +5 +3 -5 35 lbs 17

Yoroi 17 +4 +4 -3 28 lbs 13



Heavy Armour
Requires Armour Training (heavy) for proficiency. Untrained characters apply the armour check penalty to attack 
rolls and all Strength and Dexterity-related checks.
Medium and heavy armour slows you down; if your base speed is 30 ft, this armour will slow you to 20 ft.

Armour Cost Bonus Max Dodge Penalty Weight Toughness
Banded Armor, Bronze 22 +5 +1 -5 36 lbs 16

Banded Armor, Chinese 23 +6 +1 -6 35 lbs 17

Banded Armor, Damascened 27 +6 +1 -6 35 lbs 18

Breastplate and Mail, Byzantine Early Steel 25 +7 +0 -8 48 lbs 22

Chainmail, Rivetted 23 +6 +1 -6 45 lbs 21

Chainmail, Russian Double 24 +6 +2 -6 35 lbs 17

Do-Maru 23 +6 +1 -6 45 lbs 21

Field Plate, Late Steel 28 +8 +1 -6 50 lbs 23

Field Plate, Middle Steel 28 +8 +1 -6 50 lbs 23

Half Plate and Leather Armor 25 +6 +2 -5 35 lbs 17

Hatomune Do 27 +8 +0 -7 52 lbs 23

Hotoke Do 25 +7 +0 -7 51 lbs 23

Late Brigandine Steel 24 +6 +2 -5 41 lbs 19

Lorica Hamata 22 +5 +2 -5 41 lbs 18

Lorica Segmentata 22 +5 +3 -4 39 lbs 17

Lorica Squamata 22 +5 +3 -5 41 lbs 18

Mail, Iron Scale and Chain 22 +6 +0 -7 39 lbs 17

Mail, Scale and Plate 25 +7 +0 -8 51 lbs 22

Maru Do 23 +6 +1 -6 44 lbs 20

Middle Brigandine Steel 24 +6 +2 -5 41 lbs 19

Mogame Do 26 +7 +1 -7 47 lbs 21

Nuinobe Do 24 +6 +2 -5 42 lbs 19

Okegawa Do 25 +7 +0 -7 53 lbs 24

O-yoroi 25 +7 +0 -7 50 lbs 23

Persian Charioteer Armor# 23 +6 +1 -9 42 lbs 19

Plate Armor, Damascened and Scale 25 +7 +0 -8 52 lbs 25

Plate Armor, Half 23 +6 +1 -6 45 lbs 21

Plate Armor, Maximillian Late Steel 30 +9 +0 -7 48 lbs 22

Plate Armor, Maximillian Middle Steel 30 +9 +0 -7 48 lbs 22

Plate Armor, Tournament# 28 +9* -1* -8 45 lbs 21

Plate Mail, Three Quarter 27 +7 +1 -6 45 lbs 21

Plated Mail, Bakhteretz 22 +6 +0 -7 49 lbs 22

Plated Mail, Kolontar 23 +6 +1 -7 47 lbs 21

Plated Mail, Sind 25 +7 +0 -7 50 lbs 23

Platemail, Half Middle Steel 25 +7 +0 -7 50 lbs 23

Platemail, Light Middle Steel 24 +6 +1 -5 40 lbs 19

Ringmail, Greek Bronze 22 +5 +1 -6 37 lbs 12

Ringmail, Greek Iron 22 +5 +1 -6 36 lbs 12

Scale Armor, Chinese Mountain Pattern 23 +6 +0 -6 45 lbs 21

Splint Mail, Bone 22 +5 +0 -7 34 lbs 15

Splint Mail, Early Steel 22 +6 +0 -7 45 lbs 21

Splint Mail, Wood 22 +5 +0 -7 35 lbs 14

Tsuzumi Do 23 +6 +1 -7 46 lbs 21

Yokinoshita Do 26 +7 +1 -6 49 lbs 4



Shields
Requires Shield Training to use effectively. Untrained characters apply the armour check penalty to attack rolls and 
all Strength and Dexterity-related checks.
Bonus: Dodge bonus granted by the shield.

Armour Cost Bonus Penalty Weight Toughness
Scutum 14 +2 -2 15 lbs 8

Shield, Aboriginal Fire 4 +1 -1 3 lbs 2

Shield, Great Bark 13 +3 -3 15 lbs 5

Shield, Great Bronze 16 +3 -3 22 lbs 9

Shield, Great Early Steel 16 +3 -3 25 lbs 12

Shield, Great Iron 16 +3 -3 26 lbs 12

Shield, Great Late Steel 17 +3 -3 25 lbs 13

Shield, Great Middle Steel 16 +3 -3 25 lbs 13

Shield, Great Wooden 14 +3 -3 13 lbs 6

Shield, Large Bark 9 +2 -2 10 lbs 3

Shield, Large Bronze 13 +2 -2 17 lbs 7

Shield, Large Copper 13 +2 -2 16 lbs 7

Shield, Large Early Steel 14 +2 -2 15 lbs 8

Shield, Large Grass 10 +2 -2 7 lbs 2

Shield, Large Hide 9 +2 -2 8 lbs 3

Shield, Large Iron 14 +2 -2 16 lbs 8

Shield, Large Late Steel 15 +2 -2 15 lbs 9

Shield, Large Leather 11 +2 -2 9 lbs 4

Shield, Large Middle Steel 14 +2 -2 15 lbs 15

Shield, Large Viking Wooden 12 +2 -2 10 lbs 5

Shield, Large Wooden 11 +2 -2 10 lbs 5

Shield Skirt, Leather# 9 +1 -- 1 lbs 1

Shield, Small Middle Steel 12 +1 -1 6 lbs 5

Shield, Small Bark 4 +1 -1 4 lbs 1

Shield, Small Bronze 9 +1 -1 5.5 lbs 3

Shield, Small Copper 9 +1 -1 5.5 lbs 3

Shield, Small Early Steel 11 +1 -1 6 lbs 4

Shield, Small Hide 4 +1 -1 3 lbs 1

Shield, Small Iron 10 +1 -1 6 lbs 5

Shield, Small Late Steel 12 +1 -1 6 lbs 5

Shield, Small Leather 8 +1 -1 4 lbs 2

Shield, Small Reed 3 +1 -1 2 lbs 0

Shield, Small Viking Wooden 9 +1 -1 5 lbs 3

Shield, Small Wooden Shield 8 +1 -1 4 lbs 2

Shield, Tower Early Steel 18 Cover -10 60 lbs 26

Shield, Tower Hide 15 Cover -8 21 lbs 8

Shield, Tower Late Steel 18 Cover -10 60 lbs 27

Shield, Tower Middle Steel 18 Cover -10 60 lbs 27

Shield, Tower Wooden 16 Cover -10 45 lbs 19

# A leather shield skirt may only be attached to large and great shields. The wearer can block a non-critical hit with 
the skirt (treat as a sunder attack on the skirt). Note that this usually destroys the skirt.

All text is designated Open Content.



OPEN GAME LICENSE Version 1.0a 

The following text is the property of Wizards of the Coast, Inc. and is 
Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights 
Reserved. 

1. Definitions: 

a. "Contributors" means the copyright and/or trademark owners who 
have contributed Open Game Content; 

b. "Derivative Material" means copyrighted material including 
derivative works and translations (including into other computer 
languages), potation, modification, correction, addition, extension, 
upgrade, improvement, compilation, abridgment or other form in which 
an existing work may be recast, transformed or adapted; 

c. "Distribute" means to reproduce, license, rent, lease, sell, broadcast, 
publicly display, transmit or otherwise distribute; 

d. "Open Game Content" means the game mechanic and includes the 
methods, procedures, processes and routines to the extent such content 
does not embody the Product Identity and is an enhancement over the 
prior art and any additional content clearly identified as Open Game 
Content by the Contributor, and means any work covered by this 
License, including translations and derivative works under copyright 
law, but specifically excludes Product Identity. 

e. "Product Identity" means product and product line names, logos and 
identifying marks including trade dress; artifacts; creatures characters; 
stories, storylines, plots, thematic elements, dialogue, incidents, 
language, artwork, symbols, designs, depictions, likenesses, formats, 
poses, concepts, themes and graphic, photographic and other visual or 
audio representations; names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, likenesses and special 
abilities; places, locations, environments, creatures, equipment, magical 
or supernatural abilities or effects, logos, symbols, or graphic designs; 
and any other trademark or registered trademark clearly identified as 
Product identity by the owner of the Product Identity, and which 
specifically excludes the Open Game Content; 

f. "Trademark" means the logos, names, mark, sign, motto, designs that 
are used by a Contributor to identify itself or its products or the 
associated products contributed to the Open Game License by the 
Contributor 

g. "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, 
modify, translate and otherwise create Derivative Material of Open 
Game Content. 

h. "You" or "Your" means the licensee in terms of this agreement. 

2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be 
Used under and in terms of this License. You must affix such a notice to 
any Open Game Content that you Use. No terms may be added to or 
subtracted from this License except as described by the License itself. 
No other terms or conditions may be applied to any Open Game 
Content distributed using this License. 

3. Offer and Acceptance: By Using the Open Game Content You 
indicate Your acceptance of the terms of this License. 

4. Grant and Consideration: In consideration for agreeing to use 
this License, the Contributors grant You a perpetual, worldwide, 
royalty-free, non-exclusive license with the exact terms of this License 
to Use, the Open Game Content. 

5. Representation of Authority to Contribute: If You are 
contributing original material as Open Game Content, You represent 
that Your Contributions are Your original creation and/or You have 
sufficient rights to grant the rights conveyed by this License. 

6. Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of the 
COPYRIGHT NOTICE of any Open Game Content You are copying, 
modifying or distributing, and You must add the title, the copyright 
date, and the copyright holder’s name to the COPYRIGHT NOTICE of 
any original Open Game Content you Distribute. 

7. Use of Product Identity: You agree not to Use any Product 
Identity, including as an indication as to compatibility, except as 
expressly licensed in another, independent Agreement with the owner 
of each element of that Product Identity. You agree not to indicate 
compatibility or co-adaptability with any Trademark or Registered 
Trademark in conjunction with a work containing Open Game Content 
except as expressly licensed in another, independent Agreement with 

the owner of such Trademark or Registered Trademark. The use of any 
Product Identity in Open Game Content does not constitute a challenge 
to the ownership of that Product Identity. The owner of any Product 
Identity used in Open Game Content shall retain all rights, title and 
interest in and to that Product Identity. 

8. Identification: If you distribute Open Game Content You must 
clearly indicate which portions of the work that you are distributing are 
Open Game Content. 

9. Updating the License: Wizards or its designated Agents may 
publish updated versions of this License. You may use any authorized 
version of this License to copy, modify and distribute any Open Game 
Content originally distributed under any version of this License. 

10. Copy of this License: You MUST include a copy of this License 
with every copy of the Open Game Content You Distribute. 

11. Use of Contributor Credits: You may not market or advertise the 
Open Game Content using the name of any Contributor unless You have 
written permission from the Contributor to do so. 

12. Inability to Comply: If it is impossible for You to comply with any 
of the terms of this License with respect to some or all of the Open 
Game Content due to statute, judicial order, or governmental regulation 
then You may not Use any Open Game Material so affected. 

13. Termination: This License will terminate automatically if You fail 
to comply with all terms herein and fail to cure such breach within 30 
days of becoming aware of the breach. All sublicenses shall survive the 
termination of this License. 

14. Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the extent 
necessary to make it enforceable. 

15.COPYRIGHT NOTICE 

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc. 

System Reference Document Copyright 2000-2003, Wizards of the 
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich 
Baker, Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell, 
based on original material by E. Gary Gygax and Dave Arneson. 

Modern System Reference Document Copyright 2002-2004, Wizards of 
the Coast, Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman, 
Charles Ryan, Eric Cagle, David Noonan, Stan!, Christopher Perkins, 
Rodney Thompson, and JD Wiker, based on material by Jonathan 
Tweet, Monte Cook, Skip Williams, Richard Baker, Peter Adkison, Bruce 
R. Cordell, John Tynes, Andy Collins, and JD Wiker. 

Advanced Player’s Guide, Copyright 2004, White Wolf Publishing, Inc. 

Blue Rose, Copyright 2005, Green Ronin Publishing; Authors Jeremy 
Crawford, Dawn Elliot, Steve Kenson, and John Snead. 

Creatures of Freeport, Copyright 2004, Green Ronin Publishing, LLC; 
Authors Graeme Davis and Keith Baker

Monte Cook Presents: Iron Heroes Copyright 2005 Monte J. Cook. All 
rights reserved.

Mutants & Masterminds, Copyright 2002, Green Ronin Publishing; 
Author Steve Kenson. 

The Psychic’s Handbook, Copyright 2004, Green Ronin Publishing; 
Author Steve Kenson. 

True20 Adventure Roleplaying, Copyright 2005, Green Ronin 
Publishing; Author Steve Kenson. 

Unearthed Arcana Copyright 2004, Wizards of the Coast, Inc.; Andy 
Collins, Jesse Decker, David Noonan, Rich Redman.

Caliphate Nights, Copyright 2006, Paradigm Concepts; Author Aaron 
Infante-Levy

Lux Aeternum, Copyright 2006, BlackWyrm Games; Author Ryan 
Wolfe, with Dave Mattingly, Aaron Sullivan, and Derrick Thomas.

Mecha vs. Kaiju, Copyright 2006, Big Finger Games; Author Johnathan 
Wright

Borrowed Time, Copyright 2006, Golden Elm Media; Authors Bruce 
Baugh and David Bolack

From Stone to Steel Copyright 2003, MonkeyGod Enterprises LP.
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