Armor	Cost	AC	Max Dex	Penalty	Failure	(30')	(20')	Weight


Light Armor


	Padded	5 gp	+1	+8	-0	5%	30'	20'	10 lb


	Leather	10 gp	+2	+6	-0	10%	30'	20'	15 lb


	Studded Leather	25 gp	+3	+5	-1	15%	30'	20'	20 lb


	Chain Shirt	100 gp	+4	+4	-2	20%	30'	20'	25 lb


Medium Armor


	Hide	15 gp	+3	+4	-3	20%	20'	15'	25 lb


	Scale Mail	50 gp	+4	+3	-4	25%	20'	15'	30 lb


	Chainmail	150 gp	+5	+2	-5	30%	20'	15'	40 lb


	Breastplate	200 gp	+5	+3	-4	25%	20'	15'	30 lb


Heavy Armor**


	Splint Mail	200 gp	+6	+0	-7	40%	20'	15'	25 lb


	Banded Mail	250 gp	+6	+1	-6	35%	20'	15'	30 lb


	Half-Plate	600 gp	+7	+0	-7	40%	20'	15'	40 lb


	Full Plate	1,500 gp	+8	+1	-6	35%	20'	15'	30 lb


	Dwarven Boiler Plate	2,000 gp	+10	+0	-8	80%	15'	10'	160 lb


Shields


	Buckler	15 gp	+1	---	-1	5%	---	---	5 lb


	Wooden


		Small	3 gp	+1	---	-1	5%	---	---	5 lb


		Large	7 gp	+2	---	-2	15%	---	---	10 lb


	Steel


		Small	9 gp	+1	---	-1	5%	---	---	6 lb


		Large	20 gp	+2	---	-2	15%	---	---	15 lb


	Tower Shield*	30 gp	*	---	-10	50%	---	---	45 lb


Extras


	Dragon*	x5 + 500 gp	+2	+2	+2	---	---	---	75%


	Gauntlet


		Locking*	8gp	---	---	*	---	---	---	+5 lb*


	Masterwork*	x2 + 200 gp	---	+2	+1	-5%	---	---	---


	Spikes


		Armor	+50 gp	---	---	---	---	---	---	+10 lb


		Shield	+10 gp	---	---	---	---	---	---	+5 lb





*	See description of armor/shield/extra for details.


**	When Running in heavy armor, you only move triple your normal speed.





Armor	Description/Special Qualities


Dragon		Dragon armor and shields require a skilled craftsman to make.  All statistics listed modify the existing armor type.  Hide armor, any type of plate armor, and shields may be made from dragons.  Dragon full plate grants the wearer the evasion and improved evasion feats against attacks of the same types as the dragon's immunities.


Dwarven Boiler Plate		Dwarven boiler plate grants the wearer the evasion and improved evasion feats against non-electricity attacks.  The swim skill may not be used by a character wearing dwarven boiler plate.


Gauntlet, Locking		Locking gauntlets are used to prevent a weapon from being taken away from the user.  Locking or unlocking the gauntlet takes a full-round action that provokes attacks of opportunity.  Once a weapon is locked in the gauntlet, the wielder has a +10 bonus to any rolls to prevent being disarmed in combat.  A hand wearing a locked gauntlet cannot be used for spellcasting or skills.  A locking gauntlet may replace another gauntlet on a suit that already has gauntlets.


Masterwork		Masterwork armor and shields require a skilled craftsman to make.  All statistics listed modify the existing armor type.  Any armor or shield may be made as masterwork.


Shield, Tower		A tower Shield provides cover.  In most cases, the user decides how much cover a tower shield provides.  Tower shields do not provide cover from targeted spells; the spellcaster simply targets the shield.  You cannot bash with a tower shield.


Spikes, Armor		Spikes may be added to any armor, adding to cost and weight.  Armor spikes are treated as a martial weapon (1d6 piercing, crit x2), requiring a successfull grapple check to hit.


Spikes, Shield		Spikes may not be added to any shield other than bucklers and tower shields, adding to cost and weight.  Attacking with shield spikes is treated as a martial weapon (1d6 piercing, crit x2), requiring a successfull shield bash to hit.





