Armor and Movement Separation for AC


The following combat system for 3rd Edition D&D separates the ability to avoid hits from the protection in case you do get hit.  This means your total AC is based on 10 plus your Dexterity modifier.  You armor now takes damage until destroyed, once through the armor you are susceptible to full damage.  The hope is for a more real combat system while also making the conversion as simple as possible.

Armor HP:

Armor lasts only so long.  Too many hits can destroy it if not taken care of.  So to show this we gave Armor actual hp, for each plus on the Armor Class the armor gain 10 hit points.  An exception is helmets and shields.

Armor Hardness:

Armor also can absorb hits, taking less damage do to its hardness.  

Helmets and Shields:

Do to a near total lack on rules for helmets we have had to create rules for them.  Many helms were closed, covering most of the head and face.  Others were more like caps.  Others had minimal head protections such as nose plates.  For our purposes we are going to split them into groups; Closed provide better protection with less visibility, Open helms provided some protection for face and head but less then closed, they do however allow one to see better, Caps provide with little protection but one can see almost as good as if he were not wearing it.  Shields have rules but not fully, the rules for tower are they give you cover, but for our purposes they need to be a bit more.

Ooo The Chart:

	Armor
	Cost GP
	HP
	Hardness
	Max Dex Bonus
	Armor Check Penalty
	Arcane Spell Failure

	Light Armor
	
	
	
	
	
	

	Padded
	5 
	10
	0
	8
	0
	5%

	Leather
	10
	20
	3
	6
	0
	10%

	Studded Leather
	25
	30
	4
	5
	-1
	15%

	Chain Shirt
	100
	40
	5
	4
	-2
	20%

	Medium Armor
	
	
	
	
	
	

	Hide
	15
	30
	3
	4
	-3
	20%

	Scale Mail
	50
	40
	5
	3
	-4
	25%

	Chain Mail
	150
	50
	5
	2
	-5
	30%

	Breast Plate
	200
	50
	5
	3
	-4
	25%

	Heavy Armor
	
	
	
	
	
	

	Splint mail
	200
	60
	5
	0
	-7
	40%

	Banded mail
	250
	60
	5
	1
	-6
	35%

	Half-plate
	600
	70
	5
	0
	-7
	40%

	Full Plate
	1500
	80
	5
	1
	-6
	35%

	Shields
	
	
	
	
	
	

	Buckler
	15
	10
	5
	-
	-1
	5%

	Small wooden
	3
	10
	3
	-
	-1
	5%

	Small Steal
	9
	10
	5
	-
	-1
	5%

	Large wooden
	7
	20
	3
	-
	-2
	15%

	Large Steal
	20
	20
	5
	-
	-2
	15%

	Tower
	30
	50
	5
	-
	-10
	50%

	Helmets
	
	
	
	
	
	

	Closed
	30
	30
	5
	-
	-7
	40%

	Open
	20
	20
	5
	-
	-4
	15%

	Cap
	9
	10
	5
	-
	-1
	5%

	Note: helms check penalize are for those dealing with sight, i.e. spot


Natural Armor:

Many creatures, especially Dragon, have natural armor classes.  The easy part is HP, ten point per plus.  The hard part is Hardness.  Dragon scales are far harder then a lizard man’s.  However a dragon’s armor gives higher pluses as it ages, which may be enough to show the difference between dragon and lizard. We decided to give natural ac’s a hardness of 3, same as hide.

Magic Armor:

Works much the same as normal armor, 10 hp per armor plus.  The hardness however goes up.  Magic properties increase the hardness rating by 1 for that armor per plus of magic protection.  An example is leather +1 would be Hp = 30(+3 ac) and hardness = 4 (normal 3 plus magic 1 equals 4).

Magic Protections:

This includes mage armor, ring of protection, and others like them.  These work as shields would.  They provide certain amounts of damage protection based on the amount of ac bonus.  Once all hit points are gone they will need to recharge.  They do this at +1 per ac plus per minute.

	Magic Plus
	Hit points
	Regen per Minute

	+1
	20 hp
	1 hp

	+2
	40 hp
	2 hp

	+3
	60 hp
	3 hp

	+4
	80 hp
	4 hp

	+5
	100 hp
	5 hp


Finishing Touches:

To get this to work properly a few things need to change.  Strength doesn’t matter when trying to hit somebody, only when doing damage.  To balance this out we must also take out dexterity bonus to ranged attacks.  Just because you are a gymnast doesn’t mean you can aim a bow well and just because you’re a hulk doesn’t mean your going to be able to sneak in a shot while sword fighting.  Your skill with these is based on training which increases as your levels increase.

Yet there is something to be said about getting hit, even in armor its going to hurt or at least leave an annoying ringing in the ears.  Getting through the armor’s hardness rating means you dent, smashed, slashed, or pieced the armor.  In this case the occupant of the armor is hurt.   We decided to use sub-duel damage for this kind of damage.  We decided to base this on the person doing the damage, as their combat experience has given them the edge on causing more damage to a person protected.  We figure this with a 25% damage done (after hardness) plus a level bonus based on class.  The amount of damage you can do is limited to 80%.

Barbarians & Fighters: 5% per 2 levels

Thieves & Clerics: 5% per 3 levels

Sorcerers & Mages: 5% per 4 levels

Called Shots:

Using this method we decided to incorporate rules for called shots.  This would in able ways to get around the armor protections.  So we figured in HP, and AC for the various piece and parts of a body.

Main Body – All the normal Hp you get

Head – 50% of your Hp

Arms & Legs – 30% of Hp

Hands & Feet – 15% of Hp

Once a part has lost all the Hp it is considered crippled.  If it’s the head or main body, well then your dead.  The other parts would simply be of no use to you until repaired.  Any damage done to any external part would also minus damage from the main body.

AC of Main Body – 10 + dex

AC of Head – 10 + dex * 4

AC of Arms & Legs – 10 + dex * 3

AC of Hands & Feet – 10 + dex * 4

As you see there is not armor bonus here, just dexterity, which is the main point in this system.  We have considered increasing the base from 10 to 15, this may keep a fighter in full plate from being too easily hit.  On further thought of this I decided that a fighter in full plate by anyone trained in a weapon is easy to hit since they can’t move very well.  The bonus of wearing full plate instead of leather is the fact you can take a lot of hits and still hit back.

Final Notes:

We have used this method several times now.  It gives an increased the need to be inventive during battle.  This was seen even more so with the undead.  Do to the fact that they are immune to sub-duel damage you need to get through armor before you get to them, effectively giving them an increased hp.  The easiest way to fix this imbalance is to increase the CR of armored undead.  It also increased the length of battles as well as the use of coup de grace at the end of battles due to the tendency to knock out an opponent instead of killing them.  It also means that the DM must make calls on weather a spell or action affects the armor, the person inside, or both.  An example is a fireball, I play that it affects the armor fully and the person inside with sub-duel damage.  Magic Missiles would affect only the person inside while flame arrow affects armor.  This is a good system if you’re looking for more realism in combat, however it does take much more mathematical figuring and places more work on the DM to alter creatures and npcs.  This is relatively easy in 3rd edition since they give you exactly what ac bonuses are from natural, armor, and dexterity.  The rules for called shots appear to work well and are usable with out the change to AC if you figure an ac for helmets and gauntlets.
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