System changes for d20 System

STANCE COMBAT

A New d20 Combat Mechanic

By Joshua Chewning (cheeplives@yahoo.com)
One of the most confusing and often time-consuming portions of any d20 game is the combat system.  The existing combat system is rife with confusing elements (i.e. Attacks of Opportunity, non-staggered initiative, etc.) and problems that trip up most players.  The Stance Combat System was created in an attempt to both simplify and speed up combat as well as to add some more realism to the entire combat process and to give some more options to players. 

This system was designed to be used with the Weapon Skill System created by Joshua Chewning.  If you are not using the Weapon Skill System Rules then change any and all references to a character’s Weapon Skill to be the character’s Total Attack Bonus for the weapon being used (including any magical, extraordinary, supernatural, etc. effects).  

THE STANCE COMBAT SYSTEM

Step 1) Initiative

2d10 + Initiative Modifiers.  This is rolled every combat round.  Initiative is staggered with the character’s first Action or Maneuver happening on their rolled Initiative and then each additional Action or Maneuver occurring on five less than the previous Action or Maneuver.  Creatures with Natural Attacks get two Attack Actions per Initiative count.  Creatures also do not suffer Multiple Action penalties for their natural attacks.

Step 2) Stances

When declaring their rolled Initiative, the characters also declare their Combat Stance.  There are four Stances: Aggressive, Conservative, Defensive, and Neutral.  Each has a different effect on the character in combat.

The Aggressive Stance is used when the character is choosing to throw caution to the wind and devote extra concentration to the task at hand.  This means that a character using the Aggressive Stance is foregoing any attempts at reactionary defense in order to improve the odds of their action.  Characters in the Aggressive Stance lose any and all Reactions in combat for that round due to their concentration.  This concentration is rewarded, however, with a +5 bonus to one Action being performed (that would be a +5 to the Skill Use Action or Attack Actions or a +5 to their Defensive AC for Defensive Actions).  Characters in the Aggressive Stance also are more prone to being attacked by opponents around them, and thus draw Reactions from anyone that threatens them, regardless of the Action or Maneuver being performed.

· +5 to any one Action (either die roll or AC bonus)

· Draw Reactions from anyone that threatens them for any Action or Maneuver performed

· Cannot use Reactions in combat

A character utilizing the Neutral Stance is not doing anything in particular to increase or lessen their abilities in a combat round.  In general, this is the assumed Stance of a character is none is specified.  The Neutral Stance awards no bonuses or penalties in combat

· No penalties or bonuses

A character using the Defensive Stance is concerned with caution and Reactions rather than any overt Actions.  While this behavior improves reactions to an attack, it precludes the ability to act normally.  As such, the Defensive Stance allows the character to double their number of Reactions in a combat round but does not allow them to take any Actions in that combat round.  

· Doubles the number of Reactions available to the character

· Offsets the -5 Reaction Penalty for any Reactions taken

· Cannot take any Actions or Full-round Activities in the combat round

· Can take Maneuvers in the combat round

The Conservative Stance is in many ways the opposite of the Aggressive Stance.  Character utilizing this Stance in combat use caution in performing their actions.  As such, the character performs the action in such a way as to not be as overt in their actions, restricting others from Reacting to their Actions.  However, with this caution comes a price.  Behaving too conservatively forces characters to limit their maneuverability in combat (no Maneuvers) as well saddling the character with a penalty (-2) to all actions being performed due to the caution.  

· Cannot perform any Maneuvers in the combat round

· No action performed by the character this round draws a Reaction

· -2 Penalty to all Actions (either die roll or AC Bonus)

Step 3) Actions

All combatants get the following options each combat round: one Maneuver and any number of Actions or Reactions.  The amount of Actions or Reactions that can be taken are limited by the character’s their Speed statistic (see below).  Each Action or Reaction executed in a combat round beyond the first carries with it a penalty that will eventually limit the total activity that can be completed in a round.  That penalty also applies to the character’s Maneuver for the round.

The Maneuver (M) can be used for movement or to perform types of maneuvers.  A more detailed list of what constitutes a Maneuver is below.  

The Action (A) represents the meat of the character’s activity in a combat round.  The character can use their Action for a whole host of options that will be detailed below.

A Full-round Activity (FRA) is a special type of option in Combat that consists of any actions that requires so much activity as to take up all of the character’s options of in the combat round.  This means that a character performing a FRA cannot take a Maneuver, Action, or any Reactions for the round.
The Reaction (R) is a special maneuver that can only be performed in response to another character’s Action that directly effects the character.  Characters can React to any opponent that has taken an overt physical action in the character’s threatened area. This means that so long as the opponent is within a “threatened” area, as determined by weapon reach, a character can React to most actions an opponent will do in combat (such as attack, move, or cast a spell).  Characters can also React to any opponents that perform any Action or Maneuver within their “threatened” area if that opponent is using the Aggressive Stance.  A Reaction still counts against the character’s maximum number of Actions in a given round as well as any penalties from said actions.  Reactions cannot draw Reactions, regardless if the Action taken with the Reaction would normally draw a Reaction.  Reactions always have a –3 penalty assessed to any associated rolls (but not to any static bonuses) due to acting “out of turn” and in response to someone else.  This penalty is in addition to any Multiple Action penalties.

All-out Move (FRA) – A character utilizing the All-out Move is really pushing their body to the limits.  Utilizing the All-out Move quadruples the character’s Move Score for that action so long as the character isn’t too encumbered.  If a character is carrying a Heavy Encumbrance or wearing Heavy Armour, then the character can only triple their Move score with the All-out Move.  This comes at a price, though, making the character more vulnerable to hits.

· Requires both the Action and Maneuver of a round to perform.

· A character with Light or Medium Encumbrance (or in Light or Medium Armour) can move up to four times their Move score.  A character with Heavy Encumbrance or Armour can move three times their Moves score.

· A character is considered Flat Footed while moving in this manner

· All-out Move Maneuvers cannot be punctuated by an Action

· An All-out Move always draws a Reaction

Attack (A or R) – In combat, Attacks cover any type of attack the character wishes to make, be it melee or ranged.

· An Attack Action is performed at the character’s Weapon Skill and is unmodified

· An Attack Reaction is performed immediately after the opponent’s attack and is performed at a –3 to the character’s Weapon Skill on top of any Multiple Action Penalties.

· Attacks draw Reactions

Cast a Spell (A or FRA) – Casting a Spell in combat depends on the Casting Time listed for the Spell.  Casting a Spell with a One Action casting time takes the Action portion of a character’s combat round.  A Spell that is marked as having a Full-round casting time requires that the character spend both their Maneuver and Action portions of their combat round in the Full Round Activity to Cast.  Some spells have longer Casting Times (one minute and up).  These spells require the Full Round Activity of the character casting those spells for the entirety of the Casting Time.

· Cast a Spell is considered an Action if the Casting Time for the spell is listed as “1 Action.”

· Casting a Spell is considered to be a Full-Round Activity for all other spells with a Casting Time greater than “1 Action” until the end of the casting time (be it a round to many minutes).

· Casting a Spell draws a Reaction

Defend (R) – Defense is a simple action that can only be done as a Reaction to another’s attack.  All characters are assumed to be defending themselves when they are attacked.  A character that chooses to use the Defense Reaction is trying to improve their defensive capabilities at the cost of a Defensive attack.  

· Defensive Reactions adds a +2 Dodge modifier to the character’s AC for the attack that drew the Reaction. This bonus is not subject to the -3 penalty for Reactions, since it is an unrolled bonus
· Defensive Reactions count as a normal Reaction for Multiple Action penalties

· Defense does not draw a Reaction
Total Defense (FRA) – Characters using the Defense Full Round Action are trying to actively defend themselves from an attack.  The bonuses from this Full Round Action last until the character’s next combat round.

· A Total Defensive Full Round Action adds a +5 Dodge bonus to the character’s AC for all Actions that occur after they declare the Total Defense.  This bonus lasts until the character’s next combat round.

· Every 5 Ranks in the Tumble skill raises the Defense AC bonus by +1 for Actions

· Total Defense doesn’t draw a Reaction

Observe (A) – The Observe Action is used to “hold” an additional action until a specific condition is met.  That means that the character can cover an area waiting for an opponent to pop-up, for example.  Using the Observe Action does not change the character’s Initiative score.  Instead, the character is given a free Reaction Attack that occurs BEFORE the opponent who met the criteria gets their Action.  Doing this, however, sacrifices all other Actions or Reactions until the character performing the Observe Action either cancels the Action or the criteria are met.  Thus a character who is using the Observe Action can only use their Maneuver Actions.  Canceled Observe Actions must be done on the character’s Initiative and allows them to act normally for the round that the Observe Action was canceled.  

· Observe Action can hold an action until some preset criteria are satisfied.  Must sacrifice all Actions and Reactions until the Observe Action is completed or canceled.

· Observation does not draw a Reaction, but the Action that is being held is subject to Reaction rules normally once the criteria are met

Prepare/Use (M, A, or R) – The Preparation/Use Action type affords characters a chance to draw weapons, ready unwieldy weapons, stow items, open doors, and all other types of simple actions.  

· Preparation/Use Maneuvers, Actions, or Reactions can be used to prepare items, equipment, or to interact with the static environment (open doors, activate levers or winches, etc.)

· Preparation/Use Actions or Maneuvers both draw Reactions

Reassess (FRA) – Characters who use the Reassess Action type are taking their time to get their bearings in the tumult of a combat round.  Generally this allows the character to make an additional Initiative roll with a +10 bonus.  However, to Reassess in this way requires the character sacrifice both their Maneuver and Action for a round in the Full Round Activity.

· Sacrifice both the Maneuver and all Actions and Reactions for a combat round to re-roll Initiative with a +10 bonus to the roll.

· Reassessing does not draw a Reaction

Skill Use (A or FRA) – The Skill Use Action is used to cover a wide range of actions that aren’t always a part of a normal combat round.  The Skill Use Action allows the user to use one Skill or Ability in combat.  Some Skills or Actions take more time and concentration than others, and they require the character sacrifice both their Maneuver and Actions in a combat round.  Furthermore, some Skills may require multiple combat rounds to resolve (such as Gather Information, Search, or Disable Device).  In general, the Skill Use Action type precludes the use of any Reactions due to the involved nature of using most non-combat skills in combat.  The GM can decide whether a character gets their Reactions depending on the Skill used.  Some examples of Skill Use actions: picking a lock (precludes Reactions), piloting a vehicle (generally allows Reactions), etc.

· Skill Use Action allows the user to use almost any Skill or Ability in combat.  All Skills require at least an Action to use, but some Abilities take less time (and are marked as Free Actions in their description).

· Skill use that are only Actions do not draw a Reaction; Skills that require Full Round Activity in a combat round do draw a Reaction

Tactical Move (M) – A character can move any amount of their Move as a Tactical Move Maneuver in a combat round.  However, the character cannot punctuate a Tactical Move Maneuver with an Action and then complete their Tactical Move Maneuver.  

· A character can Tactical Move up to their Move score (as modified for multiple Actions).  
· Tactical Move Maneuvers cannot be punctuated by an Action.  
· A Tactical Move draws a Reaction

Multiple Actions in combat

Every character gets one Action during a Combat round.  Characters can choose to take additional Actions or a Reaction during a Combat round at a penalty.  Performing any additional Actions or a Reaction in combat imposes a –5 cumulative penalty for each additional Action being performed.  This means that the each action beyond the first suffers a –5 penalty, plus whatever penalties from additional actions that preceded it.  

Therefore, a character taking three total actions in a round would perform actions with a 0 penalty to their first, a –5 to their second, and –10 to their third.  The number of multiple actions being performed in the round must be declared on the character’s first Initiative.  

The penalties assessed for multiple actions apply to the character’s Move Score, and thus, the more Actions or Reactions taken in a combat round the less a character can move with their Maneuver option.  In the case of Movement, the highest Action penalty assessed translates into the number of feet the character’s Move is penalized for the multiple Actions.  Therefore a character using two Attack Actions and a Move Maneuver would have one Attack Action at 0, another at a –5 penalty and would lose 5 feet off (for the highest penalty of –5) of their Move for that round.

Reactions are basically special Actions that allow a character to act out of Initiative order.  A Reaction is subject to all the multiple action rules that an Action is.  Thus, a Reaction suffers the cumulative –5 Multiple-Action penalty to skill checks as well as 5-foot cumulative penalty to movement and cannot perform more Actions/Reactions in a round equal to one-fifth their Base Speed.  Reactions do not need to be declared at the character’s Initiative, but must be declared on the Initiative of the character they are Reacting to.  Reactions are considered to occur immediately after the Initiative of the character that drew the Reaction.  

For example, Fallon the Fighter is engaged in melee combat with an Orc.  Fallon has an Initiative of 8 and has a 20 Speed.  The Orc has an Initiative of 15 and a 10 Speed.  Fallon and the Orc are both in the Neutral Stance.  The GM starts the Initiative declaration phase, and starts at 0.  At Initiative 8, Fallon declares a single Attack Action for the Round and no declared Maneuvers.  At Initiative 15, the Orc declares that he will use two Attack Actions this round.  This means that the Orc can take two Actions, one at a 0 penalty and the second at a –5 penalty.  The Orc also can take a Maneuver this round but loses 5 feet off of the total distance that can be moved.  

· At Initiative 15 the Orc Attacks Fallon.  Fallon declares that she is going to use her Reaction to attack the Orc.  Her Reaction attack will occur after the Orc’s attack and is at a –3 due to it being a Reaction, but suffers no Multiple-Action penalties since she only declared a single attack this round. The Orc gets his attack and hits Fallon for a good amount of damage.  Fallon then gets her Reaction attack, hits, but does a minimal amount of damage.  

· At Initiative 10, the Orc gets his second Action.  Fallon declares she is going to React again to the Orc’s attack.  This is her second action in the round so Fallon takes a –5 Multiple Action penalty to this attack as well as the –3 Reaction penalty, so she makes this attack at a –8 penalty.  First the Orc swings with his Initiative 10 attack and connects, smashing Fallon again.  Fallon then takes her –8 Reaction attack and misses the Orc.

· At Initiative 8, Fallon gets her Action.  She has already taken 2 Reactions this round, so she cannot take any Full Round Action activities.  Fallon decides she will try to attack the Orc.  The Orc decides to React to the attack with a Defensive reaction, which adds 2 to his AC for this attack.  Since this is her third action it is at a –10 penalty.  Unfortunately, the -10 penalty coupled with the Orc’s improved AC means that Fallon misses this attack as well.
· At Initiative 5, the Orc moves away.  Since he used two Actions and a single Reaction his move score is penalized by -10 feet (the total penalty for taking 3 Actions in a round).  Fallon declines to use a Reaction to stop the Orc (since it would be her fourth action it would be at a -15 with an additional -3 for being a reaction).  The Orc moves his full Move away, which would be 10 feet this round (20 feet minus the 10 foot penalty).

A character can only make as many additional Actions as their Speed score will allow.  Every character can always take one Action in a given round.  To find the maximum number of additional Actions a character can take the player should divide their character’s Speed score by 5 (rounding down to the nearest whole number).  Therefore, a character with a 15 Speed would get three additional Actions (15/5=3).  Thus, the character with a 15 Speed could take four actions in a given round (the one base Action with three additional actions from their Speed).

SPEED AND MOVE

Please note that many of the references below use the Weapon Skill System change when referring to Weapon Skill bonuses.  This can be used with the Base Attack Bonus system by simply replacing any mention of the Weapon Skill with the character’s Total Attack Bonus (including modifiers for magic items and effects, etc.).

Speed Statistic

The Speed Statistic now represents the character’s natural reflexes and endurance rather than their movement rate.  The Movement Rate is now represented by the Move Statistic.  A character’s Move is based off of their Speed, however.  Speed is determined by the following formula:

Speed = 5 + Average of Dexterity Statistic and Constitution Statistic + other Modifiers (i.e. encumbrance and armour penalties, etc.)
Therefore, a normal human (10 Dex and Con) would have a 15 Speed in the new system.  A normal dwarf (10 Dex and 12 Con) would have a 16 Speed.  

Both the character’s armour and encumbrance also modify speed.  Light Encumbrance has no modifiers to Speed, Medium encumbrance reduces speed by 2 and Heavy Encumbrance reduces speed by 8.  Medium or Heavy Armour reduces a character’s Speed by the Check Penalty of the armour (please note that Masterwork armour reduces check penalties by 1).  Non-proficiency with armour doubles the check penalty when determining the modified Speed.  There are no longer Maximum Dexterity bonuses or Speed for any armours.  The Check Penalties of Shields also reduces a character’s Speed, (unskilled shield users take twice the Check Penalty, just as with armour).

Move Statistic

A character’s Speed is their inherent quickness and litheness on their feet.  Move is the actual measure of distance a character can cover in a given Action or Maneuver.  Generally, a character’s Move is equal to Speed score multiplied by a number determined by their Size.  

	Size
	Speed to Move

	Colossal
	(3

	Gargantuan or Huge
	(2.5

	Large or Medium
	(2

	Small or Tiny
	(1.5

	Diminutive
	(1

	Fine
	(.5


Other things like magic and special abilities can modify a character’s Move score, but have no impact on their speed.  Spells like Expeditious Retreat or items like Boots of Springing and Striding or the Barbarian’s increased “speed” modify a character’s Move but have no impact on the character’s Speed.  

Thus, a normal human with a base Speed of 15 would end up having a Move of 30.

Armour Class (AC)
Armour Class is now based more off of the character’s inherent speed and litheness as well as their training in the combat arts (i.e. their Weapon Skills).  A character’s Base AC is no longer simply 10, it is now equal to one-half of the character’s Speed (as modified by Armour and Encumbrance).  To determine AC use the following formula:

AC = ½ Speed (round down) + ½ Weapon Skill/Attack Bonus Used in Combat (round down) + Dex Modifier + Other Modifiers
A normal human would have a base AC of 7 while a normal Dwarf would have an AC of 8.

A 1st level human fighter with a 13 Str, 15 Dex, a 12 Con, a Longsword Skill of 7 (4 Ranks, +1 Str, and +2 Weapon Focus), a masterwork longsword, chainmail, and a small steel shield (+1 AC) would have:

· Speed = 18 (base) – 5 (chainmail) – 1 (small shield) = 12 (maximum Actions = 3)
· AC = 6 (½ Speed) + 4 (½ Longsword Skill) + 2 (Dex Modifier) + 1 (small steel shield) = 13
· Base to hit chance: +8

· Chainmail DR of 5 (8 Hits), Shield DR of 1 (3 Hits)

20th level human fighter with an 22 Str, 15 Dex, 12 Con, a Longsword Skill of 31 (23 Ranks, +6 Str, and +2 Weapon Focus), a +5 Flaming Burst Longsword, +5 Full-plate Armour SR15, Gauntlets of Giants Strength (+4 Str), and a +5 Large Steel Shield (+7 AC) would have:

· Speed: 18 (base) – 5 (masterwork full plate) – 1 (masterwork large shield) = 12 (maximum Actions = 3)
· AC = 6 (½ Speed) + 18 (½ Longsword Skill) + 2 (dex) + 7 (shield) = 32
· Base to hit chance: +34

· Full-plate DR of 13 (26 Hits), Shield DR of 7 (12 Hits)

1st Level Human Wizard with a 10 Str, 15 Dex, 12 Con, a dagger skill of 2 (2 ranks), a normal dagger, and no armour or shield would have:

· Speed: 18 (base) (maximum Actions = 4)
· AC = 9 (½ Speed) + 1 (½ Dagger Skill) + 2 (dex) = 12
· Base to hit chance = +2

· DR of 0

20th Level Human Wizard with a 10 Str, 15 Dex, 12 Con, a dagger skill of 15 (11.5 ranks +0 STR + 4 Dagger = 15), a +4 Defending Dagger (all routed to defense), +5 bracers of armour, +3 ring of protection, and a +2 amulet of natural armour would have:

· Speed: 18 (base) (maximum Actions = 4)
· AC = 9 (½ Speed) + 7 (½ dagger skill) + 2 (dex) + 4 (dagger defense bonus) + 3 (ring) + 2 (amulet) = 27
· Base to hit chance = +12

· Bracer DR of 5 (no Hits), Amulet DR of 2 (no Hits)

FEAT CHANGES AND NEW FEATS

Combat Reflexes (revised)
A character with this feat has perfected the art of making Reactive attacks in combat.  This feat reduces the penalty for Reactions from a –3 to –1.  This penalty is still cumulative with any Multiple Action penalties taken for the combat round.

Prerequisites: None

Improved Two Weapon Fighting (revised)
A character with this feat has perfected the art of making attacks with a second weapon in combat.  This feat reduces the Multiple Action penalty for one additional attack with a second weapon in a combat round from a –5 to 0.  This bonus is only granted when two weapons are wielded in combat.  This bonus stacks with Two-weapon fighting, allowing 3 attacks at 0 / -2 / -4 rather than 0 / -7 / -12 (including –2 for off-hand weapon penalties).  Any additional attacks granted with this feat are subject to the –2 Off-hand penalty unless Ambidexterity is taken.

Prerequisites: Two weapon Fighting, 12 ranks or more in the weapon skill being used

Rapid Shot (revised)
A character with this feat is more proficient at making additional attacks with a ranged weapon in combat.  This feat reduces the Multiple Action penalty for one additional attack in a combat round from a –5 to a –2.  This bonus is only granted when using a weapon with no reload time (i.e. Bows or Light Crossbow with Rapid Reload Feat)

Prerequisites: Dex 13+, Point Blank Shot

Riposte

The Riposte Feat makes a combatant more capable of Reacting to an opponent’s assault, allowing the character to make a single free Reaction attack in a given round.  The Riposte Reaction attack does not add to the character’s Actions for the round, nor does it suffer Multiple Action penalties.  It still suffers the Reaction penalty.  A Riposte can only be used once in any given Round and can only be used to Attack.
Prerequisites: Combat Reflexes, Dex 13+

Two Weapon Fighting (revised)
A character with this feat is more proficient at making attacks with a second weapon in combat.  This feat reduces the Multiple Action penalty for one additional attack in a combat round from a –5 to a –2.  This bonus is only granted when two weapons are wielded in combat.  Any additional attacks granted with this feat are subject to the –2 Off-hand penalty unless Ambidexterity is taken.

Prerequisites: None

Improved Attack Speed (revised, Monks only)

This feat grants the Monk the ability to improve the speed in which they gain extra attacks in combat.  With Improved Attack Speed, a Monk takes multiple actions with their Unarmed Combat Skill (and only their Unarmed Combat skill) at a –4 penalty rather than –5.

Prerequisites: 1st Level Monk.

ARMOUR CHANGES

Armour in the Stance Combat system now serves as Damage Reduction rather than as a modifier to Armour Class.  Amour also has an optional rule to allow for degradation of the armour’s protective rating (DR) as the armor is battered and damaged in combat.  

Armour in combat

Armour no longer adds to AC.  Shields, however, add to AC, so long as they are prepared for combat.  All armour and shields provide DR equal to its former AC rating.  Enhancement bonuses on armour add to the Base DR of the armour or shield.  

Any magical enchantments that grant an Armour bonus (such as Mage Armour or Bracers of Armour) instead now grant DR to the character.  Natural Armour adds to both a character’s AC and their DR.  All other magical enchantments (such as Deflection bonuses or Luck bonuses) only improve AC and have no effect on DR.

Armour DR Variance

Weapon damage types affects the DR of armour they are attacking.  Certain armours deflect certain damage types better than others do.  This would be represented by the following rubric:

· Piercing damage halves the DR of any armour.

· Slashing weapons halve the DR on leather armours

· Bludgeoning weapons halve the DR of mail armours

· Energy, holy, unholy, and magical Force effects bypass all DR.

· Energy or magical Force effects also do the maximum number of hits to the armour as well.

Any weapons that do a combination of two (or more) types of damage and only one die code use the least favorable DR for both.  Thus a morningstar hitting someone in plate armour would not halve the DR but used against a suit of chainmail, the DR would be halved.  Weapons that do varying damage of different types (i.e. a flaming sword) would have the different amounts of damage bypass armour as the rubric above.

Optional Rule - Armour and Shield Degradation

As an optional rule, armour and shields can degrade depending on the materials and craftsmanship, called Hits.  After armour or a shield has stopped an amount of damage equal to its Hits rating, it degrades one level of DR.  This continues until the armour is destroyed.  Shield Hits are determined in the same manner as Armour hits, but shields only gain ½ the Hits (round down) of armour.

	Materials
	Base Hits

	Leathers/Cloth/Unarmoured Hide
	3

	Metal or Armoured Hide
	6

	Mixed Metal/Leather
	5

	Mithral
	8

	Adamantine
	9

	Darkwood
	7


	Craftsmanship
	Hits

	Poor
	-2

	Normal
	0

	Masterwork
	+3

	Each +1 Magical Enhancement
	+3


	Armour Type
	Hits

	Full Suit
	+2

	Partial Suit
	-2


Therefore a +1 Breastplate would have 11 Hits per level of DR (which would be 6 for the +1 Breastplate).  Therefore, it could soak up 66 points of damage before it was rendered useless.  After the first 11 points of damage soaked, the Breastplate would have a DR of 5, 11 more would reduce it to 4.  33 points of damage total would reduce the DR to 3, 44 points would reduce it to 2, and 55 points would reduce it to DR 1, and finally 66 points total would destroy it.

Meanwhile a +5 Suit of Mithral Full-plate (SR 15) would have a DR 13 and 28 Hits.  This means the armour could absorb 338 points of damage before it was completely destroyed!  This means that undamaged armour will degrade faster (because it is soaking up more damage since the DR is higher).  This is intentional.  Armour loses its top end of effectiveness quickly, but beating the armour until it is completely unsalvageable is a bit more difficult.

Also, DR supplied by Magical Armour bonuses never “ablate” off of the armour.  Thus, a suit of +1 Leather Armour is always guaranteed to have a DR of 1.  Now the DM may rule that some types of massive damage (extreme heat, a particularly high damage attack, etc.) will destroy the armour completely.  Furthermore, any Armour that has taken all of its Hits and is hit with a Dispel Magic Spell will forever disenchant the armour and destroy it completely.

Optional Rule - Repairing Armour

Repairing Armour is accomplished by using one of two methods: magically or mundanely.  Utilizing reparative magic like Make Whole or Mending can fix armour quickly.  Mending can repair a suit of armour that has lost only one point of DR, but if more than one is lost then the spell is useless.  Make Whole repairs the armour completely.  Otherwise, the armour owner is left with two options, patching it, or having it professionally repaired.  

Patching armour requires a Craft: Armour/Weapon Maintenance or Craft: Armour skill check.  The DC of this check is 10 + # of DR Levels lost.  If successful, the DR of the armour goes up by 1.  This check takes ten minutes for non-masterwork armour or twenty minutes for masterwork armour.  Each patch requires expenditure for materials and the proper tools (which cost 50 gp and weigh 5 lbs.).  Masterwork armour that has lost more than ½ of its DR loses 1 point of DR permanently until it can be professionally repaired.

	Armour type
	Material Costs
	Weight per patch

	Leathers/cloth/unarmoured hide
	3 gp / point of DR
	.5 lbs.

	Metal
	10 gp / point of DR
	2 lbs.

	Mixed Metal/Leather
	7 gp / point of DR
	1 lbs.

	Mithral
	250 gp / point of DR
	1.5 lbs.

	Adamantine
	500 gp /point of DR
	3 lbs.

	Darkwood
	100 gp / point of DR
	2 lbs.

	Armoured Hide 
	10 gp / point of DR
	1 lbs.


Having a Smith Repair the armour professionally (or doing it yourself) requires ranks in the Profession: Blacksmith, Profession: Leatherworking or Profession: Armourer skill.  The DC for repairing armour is 10 + # DR Levels lost.  There is also a +5 DC modifier if the armour has been patched more than once.  A successful check repairs the entire missing DR on the armour.  Each check takes twenty minutes minus two minutes for every 5 the DC is surpassed to a minimum of 5 minutes.  Having a suit of armour professionally repaired costs ½ of the cost to buy the suit new (without the cost for any magical enchantments, but with the cost for masterwork).  A player character with the appropriate skill and access to the tools of his trade (i.e. a forge for most metal armours) can repair it for ¼ the cost of new armour.  

