Guide to Armor Loot and Health Enhancers

Armor loot components
 

This section covers all known armor loot and is designed to provide information regarding what the different loot do, and what makes them valuable. It is intended to be a guide for both Armorsmiths and loot hunters.

 

The alert reader will notice that this guide is heavily inspired by the pre-Combat Upgrade loot guide written by Furia. It also is a compilation of the many threads posted after the CU on loot and enhancers, so thank you to the entire community for the input.

 

Types of Components and Enhancers
 

Armor crafting follows 3 steps and each step can be enhanced:

 

Segments -> Cores -> Appearance (final armor piece)

 

Armor Segments holds one optional slot for a segment enhancer, called Armor Segment Enhancer. Most of the loot enhancers go into this slot, however the loot is usually dedicated to one type of armor (Battle, Assault or Recon). This is clearly stated on the enhancer.

 

Looted armor segments can be used in the place of segments crafted by Armorsmiths, when crafting armor. They are generally of lower quality than the segments that Armorsmiths can craft, and the AS will have to spend a lot of resources to make the Cores anyway. They are in general useless compared to regular crafted segments which can be made in large factory runs, however it might be of interest for new AS learning their trade. 

 

Looted Armor segments can not be enhanced by segment enhancers.

 

Armor Cores holds one optional slot for an enhancer, called Core Enhancer. Currently no Core Enhancers have been confirmed to exist.   Looted cores can be used in place of the cores crafted by Armorsmiths. These are of much higher interest as they offer a quick and cheap way of making display armor or even armor for sales to the cheap, lower end market. In general they offer less protection than a skilled AS can craft, but the resource savings is significant. Since they drop in limited runs, they require some effort to use. 

 

Looted Core segments can not be enhanced by core enhancers.

 

Armor Appearance holds 3 optional slots for enhancers: 

* Feathered Appearance Enhancer: Made using the Peko Peko Albatross feather, see below 

* Appearance Enhancer: Known to hold the looted Interwoven Armor Appearance enhancer 

* Bio-mechanical Cartridge: Currently no confirmed use, it is believed to be reserved for future content.

 

This is the final step of the creation of armor and when working with enhancers, the appearance is almost exclusively hand crafted. Hence, these enhancers are very easy to use and most of the time required if you want to reach the +50 health cap on an armor piece.

 

Other armor related loot   
 

RIS Crafting Components are vital in the crafting of RIS armor appearance. They consist of the Reclusive Gurk King Hide, Woolamander Harrower Bone Fragment and Giant Dune Kimogila Scales. After the patch which increased the loot drop rate and introduction of stacks, these have become fairly easy to come by. Note that the Peko Peko albatross feather is needed to complete the RIS quest but is not required to make RIS armor appearance.

 

Geonoisian Cubes was used in the Interwoven R.I.S. segments before the Combat Upgrade, however this has been removed from the game. The cubes are now only used by Weaponsmiths.

Guide to health enhancing
 

The enhancers are added to dedicated slots in the Segment, Core or Appearance. It is normally clearly stated on the enhancer which of these 3 parts it can be used to enhance. Segment enhancers are normally dedicated to a specific armor type: Assault, Battle or Recon. If you are uncertain whether an Enhancer fits a certain slot, open the crafting tool on the applicable segment/core/appearance. Click on the Enhancer, and any available slots will be highlighted.

 

So far the only known enhancers implemented in the game are health enhancers. The cap on extra health in armor is +50 per armor piece (appearance) which combines to maximum +350 in total. This is only possible for Advanced armor with 7 pieces. Gloves and boots can not be enhanced.

 

Enhanced segments put into cores are cumulative. You do not have to enhance each segment you add to a core. When making single cores, these segments do not have to be identical. Some armor pieces (appearances) calls for multiple identical cores (i.e. helmet, chest and leggings). In order to make these, you will need identical segments from factory runs. 

 

For the purpose of calculating the health bonus when using identical cores, the health bonus from only one core is used.

 

Example 1: You have made 3 identical cores for use in a Chest piece. Each core has a health bonus of +32. You decide to not add anything when creating the Appearance and the final health bonus for your chest piece will be +32 (not +96).

 

Example 2: You make 3 different segments with a +10, +8 and a +13 health enhancer. You then combine these into an Advanced Core, and the core comes out with 10+8+13 = 31 health. You did not have any Core Enhancers, but you have a +15 Feathered Appearance and decide to use it in making a Bicep (which requires only 1 core). The end result shows a total health bonus of 31+15 = 46, just 4 points shy of the cap.

 

Example 3: You know you can do better, so you make 1 segment with a +20 enhancer, 1 segment with a +14 enhancer and 1 regular segment with no enhancer. The 3 segments are combined to make an Advanced Core which comes out with +34 health. You add a +20 Feathered Appearance enhancer when making the other Bicep, in theory bringing the total to +54, however the final piece only shows +50 health. This is caused by the cap of maximum +50 health in each armor piece.

 

How many enhancers will you need to make identical cores?
 

A full set of armor normally requires 11 Cores. If you are making Advanced Cores (3 segments per core), 3 x 11 = 33 enhancers is required to fully enhance all the segments. However since the chest, leggings and helmet requires identical cores, you will have to make factory runs of both segments and cores. You will loose 1 enhancer per schematic which means that minimum 3 x 13 = 39 enhancers are needed to get the job done.

 

It is important to remember that when making Advanced Cores, the 3 segments in the core do not have to be identical. Hence the easiest way to fully enhance a full set of armor is to make three runs of segments using 3 stacks with 13 enhancers in each. This will leave you with 11 identical cores.

 

The arm pieces are often best made by hand for both segments and cores to save loot and use the odd leftovers. In that case you will need 3 stacks of 9 enhancers to make the 7 identical cores needed to cover the helmet/chest/leggings.

 

Note that some armor has chest pieces that cover a larger part of the body (i.e. Mabari and Ubese). Mabari has 3 armor pieces that can be enhanced, while Ubese has 5 pieces. Since the Health cap is per appearance (armor piece) you will not be able to reach +350 health if you decide to enhance one of these armors.

 

Depending on the quality of your loot, you may not have to enhance each Segment in the Core to reach the cap. You should always make your Core and Appearance Enhancers first to see how much you have to invest into the segments.

 

Note: Currently there is a bug associated with factory runs using loot drop. Make sure you un-stack all the loot before you put it into your factory; otherwise your entire stack may be eaten while making the first piece.
The Loot List
 

Loot drop per armor type
 

Below is a list of the known creatures and NPC that drop loot sorted per armor type. For details of each drop, consult the Loot List.

 

Assault Armor Segment and Cores: 
Brakaset, Krayt Dragons, Klikniks, Sharnaff

 

Battle Armor Segment and Cores: 

Nightsisters (TBC), Voritor, Fambaa, Kimogila, Rancor, Gorax

 

Reconnaissance Armor Segment and Cores: 

Krayt Dragons, Bounty Hunter marks

 

Assault Armor Enhancers: 

Rancor, Kimogila

 

Battle Armor Enhancers: 

Fambaa, Krayt Dragons, Nightsisters, Janta

 

Reconnaissance Armor Enhancers: 

Nightsisters, Sharnaff

 

Core Enhancers: 

Acklay

 

Appearance Enhancers: 

Peko Peko Albatross, Acklay

 

RIS Appearance: 

Giant Dune Kimogila, Woolamander Harrower, Reclusive Gurk King

 

Loot Details 
 

Armor loot shows a great variation in stats with no apparent “base” value. The ranges that have been observed are listed below. The armor segment and core loot are generic and will not show what it has been looted off.

 

The components have been rated using a 1-5 star rating system. As a general rule, 3 stars and up is normally worth saving. Evaluation of armor loot is very subjective; one person’s trash could be another’s treasure. Hence, the statements in the loot list should be taken as general advice. For prices, please consult your local trade forum.

 
Armor Segments and Cores  

 

Brackaset (Basic Assault Core) 

Used in: Assault Armor 

Dropped by: Brackasets on Dathomir 

Kinetic: 1250 to 1700

Energy: ? 

Base: ?

Summary: Basic cores have very limited usefulness as they offer next to nothing in terms of protection. Can be used for display armor.

Usefulness Rating: * *

 

Fambaa (Standard Battle Core) 

Used in: Battle Armor 

Dropped by: Fambaa on Naboo 

Kinetic: 2100 to 3310 

Energy: 2100 to 3310 

Base: 2100 to 3310 

Summary: Useful for making cheap low-end Battle armor. 

Usefulness Rating: * * *

 

Gorax (Advanced Battle Core) 

Used in: Battle Armor 

Dropped by: Gorax on Endor 

Kinetic: 5300

Energy: 5300 

Base: 5300 

Summary: Useful for making cheap, decent Battle armor. 

Usefulness Rating: * * * (*)

 

Kimogila (Advanced Battle Core) 

Used in: Battle Armor 

Dropped by: Kimogilas on Lok 

Kinetic: 4300 to 5430 

Energy: 4300 to 5430 

Base: 4300 to 5430 

Summary: Very useful to make cheap, decent armor. Can usually not match crafted components, but can reach surprisingly high stats. 

Usefulness Rating: * * * (*)

 

Kliknik (Advanced Assault Cores)
Used in: Assault Armor 

Dropped by: Klikniks on Yavin IV 

Kinetic: 5411 to 6886

Energy: 3411 to 4886

Base: 4411 to 5886

Summary: Very useful for making cheap, good armor. The stats will vary a lot, but the best loot can rival the best armor made by Armorsmiths.

Usefuness Rating: * * * (*)

 

Krayt Dragon (Advanced Assault Core) 

Used in: Assault Armor 

Dropped by: Krayt Dragons on Tatooine 

Kinetic: 4500 to 6400 

Energy: 2500 to 4400 

Base: 3500 to 5000 

Summary: Very useful to make cheap, decent armor. Can usually not match crafted components, but can reach surprisingly high stats. 

Usefulness Rating: * * * (*)

 

Krayt Dragon (Advanced Recon Core) 

Used in: Recon Armor 

Dropped by: Krayt Dragons on Tatooine 

Kinetic: 4300 

Energy: 6300 

Base: 5300

Summary: Very useful to make cheap, decent armor. Can usually not match crafted components, but can reach surprisingly high stats. 

Usefulness Rating: * * * (*)

 

Rancor (Advanced Battle Core) 

Used in: Battle Armor 

Dropped by: Rancors on Dathomir 

Kinetic: 5400

Energy: 5400

Base: 5400

Summary: Useful to make cheap armor with reasonable stats.

Usefulness Rating: * * * (*)

 

Sharnaff (Basic Assault Core) 

Used in: Assault Armor 

Dropped by: Sharnaff on Corellia 

Kinetic: 2139 

Energy: 

Base: 

Summary: Useful to make cheap, decent armor 

Usefulness Rating: * * *

 

Voritor Lizard (Standard Battle Core) 

Used in: Battle Armor 

Dropped by: Voritors on Dantooine 

Kinetic: 2839 to 3500

Energy: 2839 to 3500

Base: 2839 to 3500

Summary: Useful for making cheap low-end Battle armor. 

Usefulness Rating: * * *

   

Armor Enhancers   

 

The enhancers that were converted as part of the Combat Upgrade generally show much better stats than those looted post-CU, and should be valued fairly high. The conversion figure is listed under Converted. Only confirmed loot ranges have been included, however it is likely that many of the enhancers have wider ranges. 

 

At this point it is not known whether any of these enhancers add to the integrity as well.

 

Acklay (Interwoven Armor Appearance Enhancer) 

Dropped by: Acklay in the Geo cave, Yavin-4 

Used in: Appearance Enhancer slot, Appearance of any armor 

Stat: Health 

Looted Range: +11 to +16 

Converted: ? 

Summary: Very useful enhancer that can go into any armor at the appearance stage, and can be added in addition to the Feathered Appearance. This has been reported to drop in singles and stacks of 2.

Usefulness Rating: * * * * *

 

Brackaset Plates 

Dropped by: Brackasets on Dathomir 

Used in: Assault Armor segment enhancer 

Stat: Health 

Looted Range: +2 to +6

Converted: ? 

Summary: Lower end enhancer, but still useful if you are not concerned with reaching the cap. 

Usefulness Rating: * * *   

 

Fambaa Hides 

Dropped by: Fambaa on Naboo 

Used in: Battle Armor segment enhancer 

Stat: Health 

Looted Range: +4 to +7 

Converted: ? 

Summary: Lower end enhancer, but still useful if you are not concerned with reaching the cap. 

Usefulness Rating: * * *   

 

Janta Hides 

Dropped by: Janta tribesmen on Dantooine 

Used in: Battle Armor segment enhancer 

Stat: Health 

Looted Range: +5 to +10 

Converted: +10 

Summary: Very useful for health enhancing, especially loot that was converted. 

Usefulness Rating: * * * *   

 

Kimogila Scales 

Dropped by: Kimogilas on Lok 

Used in: Assault Armor segment enhancer 

Stat: Health 

Looted Range: +5 to +12 

Converted: +10 

Summary: Very useful for health enhancing of Assault armor. 

Usefulness Rating: * * * *

 

Krayt Dragon Scale 

Dropped by Krayt Dragons on Tatooine 

Used in: Battle Armor segment enhancer 

Stat: Health 

Looted Range: +5 to +12 

Converted: +15 

Summary: One of the best Battle segment enhancers out there, especially for the converted enhancers. Since Krayts are a fairly popular hunting target, these should normally be easy to come by. 

Usefulness Rating: * * * * *

 

Nightsister Fragments (Nightsister layers) 

Dropped by: Nightsisters on Dathomir 

Used in: Battle Armor segment enhancer 

Stat: Health 

Looted Range: +5 to +9 

Converted: +20 

Summary: The best Battle segment enhancer, if you use converted enhancers. Pre-CU these were called Nightsister Layers, the converted layers still retain that name. 

Usefulness Rating: * * * * *   

 Nightsister Shards 

Dropped by: Nightsisters on Dathomir 

Used in: Recon Armor segment enhancer 

Stat: Health 

Looted Range: +5 to +15 

Converted: +15 

Summary: The best Recon segment enhancer, especially for the converted enhancers which should exist in large quantities. Usefulness Rating: * * * * *

 

Peko Peko Albatross Feather 

Dropped by: Peko Peko Albatross on Naboo 

Used in: Feathered Appearance Enhancer slot, Appearance of any armor 

Stat: Health 

Looted Range: +11 to +25 

Converted: +20 / +25 

Summary: To gain access to this schematic you have to perform the RIS quest. This is the old RIS layer, which were converted to a whopping +25 health for those you fortunate having some in your stocks…The converted feathers give a +20 bonus when the FAE is made. This enhancer can be used in any armor, hence it is the most useful health enhancing loot in game. They drop in normal stacks, up to 13 in each.

Usefulness Rating: * * * * *

 

Rancor Hides 

Dropped by: Rancors on Dathomir 

Used in: Assault Armor segment enhancer 

Stat: Health 

Looted Range: +5 to +15 

Converted: +15 

Summary: The best Assault segment enhancer. This does normally not exist in the same quantities as Krayt Scales and NS shards and layers. 

Usefulness Rating: * * * * *

 

Sharnaff Plating 

Dropped by: Sharnaffs on Corellia 

Used in: Recon Armor segment enhancer 

Stat: Health 

Looted Range: +3 to +5 

Converted: ? 

Summary: Useful for health enhancing of Recon armor. 

Usefulness Rating: * * * 

 

Voritor Lizard Scales 

Dropped by: Voritors on Dantooine 

Used in: Battle Armor segment enhancer 

Stat: Health 

Looted Range: +4 to +6

Converted: +5 (TBC)

Summary: Useful for health enhancing Battle Armor.

Usefulness Rating: * * *   

 

RIS Components   
 

Peko Peko Albatross Feathers 

Used in: Feathered Appearance Enhancer (old RIS layer) 

Summary: The Feathered Appearance Enhancer is not required to make RIS, however you will need one feather to complete the quest. See also comments in the Loot List 

Usefulness Rating: * * * * *   

 

Gurk King Hides 

Used in: RIS Appearance 

Summary: Found when looting Reclusive Gurk Kings, which spawn from wild Gurk lairs when the lair is nearly destroyed, or at two static spawn points. Most common RIS component. 

Usefulness Rating: * * * * *   

 

Woolamander Harrower Bone Fragments 

Used in: RIS Appearance 

Summary: Found when looting Woolamander Harrowers, which only spawn in the right wing (as you face the entrance) of the Woolamander temple on Yavin IV. 

Usefulness Rating: * * * * *   

 

Giant Dune Kimogila Scales 

Used in: RIS Appearance 

Summary: One of the most valuable armor components in the game. They are only dropped by Giant Dune Kimogilas. These used to be extremely rare, however after the creature spawn increase, loot drop increase and introduction of loot stacks, this has become much more common. 

Usefulness Rating: * * * * *    

 

Conclusion
 

Looted armor components are a vital part of Armorsmithing. They require a lot of extra effort, especially enhancers, but will make your armor stand out and possibly tip the scale in the heat of battle. More loot has become useful after the Combat Upgrade than before, however enhancing is so far only limited to health.

 

1. Giant Dune Kimogila Scales 

2. Peko Peko Albatross Feather and Interwoven Appearance Enhancer 

3. Pre-cu converted Krayt Scales, NS Layers, NS shards and Rancor Hides 

4. Gurk King Hide and Woolamander Harrower bone fragments 

5. Any health enhancer with +10 or above. 

