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This document will reintroduce the armor list posted on the forum. I will include as much information as possible about each piece of armor, short of graphics. Again, these items are subject to debate and change. Indeed, it is because of that fact that a measure such as this document is needed.

To make sense of the Damage Modifier, take the full value of the armor at any given point of the body, and multiply it by the percentile shown for the modifier. The resulting number is the amount points of damage the armor will absorb, while any remainder will effect the Agent.

Example: A human rifleman fires a round at the back of Agent Mulder, who is wearing the FlakSuit. The rifle round does a whopping 60 points of Armor Piercing damage, and 25 points of Concussion damage (impact). Lets assume that Mulder is fairly tough and has 70 Health points. The back of the FlakSuit offers 50 points of protection. The damage modifier is 100% against AP, so the suit absorbs 50 of the 60 points of damage. The remaining 10 points will effect Agent Mulder, taking just over 14% of his health. In realistic medical terms, that would be an extremely traumatic wound, and very heavy bleeding would result, requiring medical attention quickly. Remember the Concussion damage? 25 measly points. Yet only 5 points of that damage would be absorbed by the FlakSuit. (Damage Modifier against Concussion is 10%. Thus 50 * .10 = 5) So, 20 points of Concussion damage assail poor Mulder, dazing him and dropping his Stamina by exactly 20 points. If his Stamina were already low, this could knock him unconscious. I would consider this to be a severe wound.

To understand the Encumbrance section, imagine that a soldier has a Strength of 50 - very strong by XCOM standards. 40 would be average (for a trained soldier). Soldiers typically carry upwards to 100 pounds of equipment.

Since we will be using the number 80 to represent the strongest non-augmented human Agent, it is safe to use the following suggested table to relay differences in strength:

	Strength
	Encumbrance (Max Carry Weight)

	10
	25

	20
	50

	30
	75

	40
	100

	50
	125

	60
	150

	70
	175

	80
	200


*As a side note, Encumbrance penalties should have an indirect proportional effect on Stamina and TU's. Accuracy should be effected by percentages. My example of this would be to use Agent Scully. She's cute, but she's not the toughest trooper on earth. Let's say she has a strength of 30. If she is wearing the FlakSuit, which weighs 80, she has already exceeded her Encumbrance by 5. She should feel pretty weighted down after she picks up a rifle at 9 lbs., 2 grenades at 3 lbs. each, a motion detector at 2 lbs., and 2 extra clips of ammo for her rifle at 1 lb. each. She would now be carrying 99 lbs. of equipment. For each point over an Agent's Encumbrance, they should suffer half a point in Stamina. For each point of Stamina lost, they should lose a half point of TU's. We'll get to accuracy later. Now, at 99 lbs. of gear, Dana Scully has exceeded her Encumbrance by 24. She will lose 12 points of Stamina, and 6 TU's.

Accuracy! Alright, things like how much weight is on your back don't really take a huge toll on how well a trained special forces member fires her rifle. Dana's pretty good, too. Let's say she has a 75% Snap Shot with her NAS medium assault rifle. For each point over her Encumbrance, she should lose a quarter of a point of Accuracy (with a firearm). At 24 lbs. overweight, Dana loses 6 points of accuracy, now making her fabulous Snap Shot a 69%. Throwing items will take a heavier penalty, as it is difficult to get the body to move properly when overburdened. We will treat thrown items and Melee Weapons the same. They both should lose a half of a point of Accuracy for each point of excessive weight. Dana used to be a pitcher for her high school softball team, so she's pretty accurate. Let's say that she has a 85% to throw a grenade. Lets also pretend that with a strength of 30, she could normally throw a grenade 30 tiles (meters - that's a pretty good throw). The Encumbrance will not effect her ability to throw for distance, but she will lose a full point of accuracy for each point of excessive weight. Dana can still throw the 'ball' 30 tiles, but her accuracy is now only 61% instead of 85%.

 

Now, on with the armor!

For all suits, see extended Scenarios at the end of this document.

 

 

FlakSuit

Other Possible Names: 

M185-AFA (Anti-Fragmentation Armor)

Mode 9 Protection Suit

Additional suggestions welcome

Defense Characteristics:

Provides medium to high level protection against ballistic weaponry, including small firearms (rifles, pistols, shotguns, light machineguns, and fragments from explosives), but virtually no protection from energy attacks (Laser, Plasma, etc.) and only minimal defense against Incendiary and Concussion devices. The following table will explain.

	 
	AP
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	100%
	5%
	0%
	20%
	10%


 

	Statistics

	Head
	25

	Front
	40

	Back
	50

	Arms
	10

	Legs
	20

	Wt
	80


Bonus Characteristics:

The FlakSuit offers little in the way of bonuses. There is just enough space on the helmet for one Module Unit.

Encumbrance:

This is considered to be a middleweight armor: 80 lbs. Agents with a low Strength can still wear it, but will suffer Accuracy, Stamina and TU penalties, if their carrying weight limit is exceeded.

Suggested Purchase Price:

5,000 Credits (or dollars, or yen, or whatever :p)

 

 

 

Ceramite Carapace Armour

Other Possible Names: 

ABA 211-Titan Mk II (Anti-Ballistic Armor)

Ceramic Alloy Suit

RMBC Armor

Additional suggestions welcome

Defense Characteristics:

Provides high level protection against ballistic weaponry, and low to medium protection against Lasers. Virtually no protection from Plasma weapons, but significant defense against Incendiary and Concussion devices.

	 
	AP
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	100%
	35%
	0%
	65%
	25%


 

	Statistics

	Head
	45

	Front
	65

	Back
	70

	Arms
	45

	Legs
	60

	Wt
	60


Bonus Characteristics:

The Carapace offers a space on the helmet for one Module Unit, and comes equipped with a Gas Filtration system.

Encumbrance:

This is a lightweight armor: 60 lbs.

Suggested Purchase Price:

13,000 Credits

 

 

 

 

BioPlastic Armour

Other Possible Names: 

Open for suggestions

Defense Characteristics:

Provides high level protection against ballistic weaponry, but no protection against Lasers or Plasma weapons, or Incendiary devices. There is, however a significantly increased counter-Concussion protection.

	 
	AP
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	100%
	10%
	0%
	0%
	90%


 

	Statistics

	Head
	35

	Front
	55

	Back
	70

	Arms
	35

	Legs
	55

	Wt
	60


Bonus Characteristics:

This suit comes with a space for one Module Unit on the Helmet and one on the back (Rear Upper Torso, centered).

Encumbrance:

This is a lightweight armor: 60 lbs.

Suggested Manufacture Price:

2,000 Credits (Does not include material costs)

Add 400 Credits for contained Gas Filtration system.

Special Materials Required:

Arthessian Chitin - 245 units. (See 'The Complete Arthessian Compendium' for more details - Note that this is a Red and Gold level access document until further notice.)

 

 

Enhanced BioPlastic Armour

Other Possible Names: 

Open for suggestions

Defense Characteristics:

Provides high level protection against ballistic weaponry, and low to medium protection against Lasers and Incendiary devices. Very low protection is offered against Plasma weapons. Slightly improved Concussion defense.

	 
	AP
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	100%
	20%
	5%
	30%
	95%


 

	Statistics

	Head
	50

	Front
	70

	Back
	80

	Arms
	50

	Legs
	70

	Wt
	60


Bonus Characteristics:

This suit comes with a space for one Module Unit on the Helmet and two on the back (Posterior Deltoid - 'back of shoulder').

Encumbrance:

This is a lightweight armor: 60 lbs.

Suggested Manufacture Price:

3,800 Credits (Does not include material costs)

Add 400 Credits for contained Gas Filtration system.

Special Materials Required:

Arthessian Chitin - 245 units.

'As yet unnamed Clatian chemical' (quantity undecided at this time.)

 

 

UFO Alloy Armour 1 (Not yet named)

Other Possible Names: 

Open for suggestions

Defense Characteristics:

Provides high level protection against ballistic weaponry, Lasers and Incendiary devices. Low to medium protection against Plasma weapons. Relatively low Concussion defense.

	 
	AP
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	100%
	70%
	20%
	65%
	35%


 

	Statistics

	Head
	75

	Front
	100

	Back
	110

	Arms
	70

	Legs
	100

	Wt
	70


Bonus Characteristics:

This suit comes with a space for 2 Module Units on the Helmet (occipital position - 'back of coconut') and two on the back (Latissimus Dorsi- 'wings…the big muscle under your arm that wraps around to your back'). Medium tech detection module of choice should be free with manufacture (i.e., infrared scanner, night vision, motion sensor). Gas filtration system optional… See Suggested Manufacture Price. 

Encumbrance:

This is a middleweight armor: 70 lbs.

Suggested Manufacture Price:

11,500 Credits (Does not include material costs)

Add 400 Credits for contained Gas Filtration system.

Special Materials Required:

UFO Alloys (unnamed at this time. Quantity or volume undecided)

 

 

UFO Alloy Armour 2 - with Clatian Upgrade (Not yet named)

Other Possible Names: 

Open for suggestions

Defense Characteristics:

Clatian manufacturing techniques lend a boost to the defense capabilities of this alloy. Provides high level protection against ballistic weaponry, Lasers and Incendiary devices. Increased protection against Plasma weapons and Concussion devices.

	 
	AP
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	100%
	85%
	35%
	75%
	40%


 

	Statistics

	Head
	110

	Front
	130

	Back
	130

	Arms
	110

	Legs
	120

	Wt
	95


Bonus Characteristics:

This suit comes with a space for 2 Module Units on the Helmet (temporal position - 'sides of head') and three on the back (2 Dorsal Median- 'middle of back', and one above the Buttissimo :p -'tailbone region'). Medium tech detection module of choice should be free with manufacture (i.e., infrared scanner, night vision, motion sensor). Gas filtration system included - free of charge. 

Encumbrance:

This is a heavyweight armor: 95 lbs.

Suggested Manufacture Price:

15,000 Credits (Does not include material costs)

Special Materials Required:

UFO Alloys (unnamed at this time. Quantity or volume undecided)

 

 

Powered Armor (Not yet named)

Other Possible Names: 

Open for suggestions

Defense Characteristics:

Offers conventional plate armor using standard manufacturing techniques with UFO alloys, as well as a low-power force field. Provides high level protection against ballistic weaponry, Lasers, Incendiary and Concussion devices. Medium protection against Plasma weapons.

	 
	AP
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	100%
	90%
	35%
	90%
	65%


 

	Statistics

	Head
	70+70

	Front
	90+70

	Back
	100+70

	Arms
	70+70

	Legs
	90+70

	Wt
	100


Bonus Characteristics:

This suit comes with a space for 1 Module Unit on the Helmet (occipital position) and two on the back (Dorsal Median). Two medium tech detection modules of choice are free with manufacture (i.e., infrared scanner, night vision, motion sensor). Contained breathing apparatus (air molecules cannot pass freely through the force field). 

Encumbrance:

This is a heavyweight armor: 100 lbs.

Suggested Manufacture Price:

65,000 Credits (Does not include material costs)

Special Materials Required:

UFO Alloys (unnamed at this time. Quantity or volume undecided)

E115 (quantity or volume undecided)

 

  

Plasma Armor (Not yet named)

Other Possible Names: 

Open for suggestions

Defense Characteristics:

Along with the standard issue plating of UFO alloys, this suit is specifically designed to deflect Plasma weaponry. Provides high level protection against ballistic weaponry, Lasers, Incendiary and Concussion devices. Because of the special attunement of the shield, the defense against Lasers takes an extreme drop.

	 
	AP
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	100%
	10%
	80%
	80%
	55%


 

	Statistics

	Head
	70+85

	Front
	90+85

	Back
	100+85

	Arms
	70+85

	Legs
	90+85

	Wt
	105


Bonus Characteristics:

This suit has only enough space for 1 Module Unit on the Helmet (occipital position). The special force field generator takes up the two module spaces on the back. Two medium tech detection modules of choice are free with manufacture (i.e., infrared scanner, night vision, motion sensor). Contained breathing apparatus (air molecules cannot pass freely through the force field). 

Encumbrance:

This is a heavyweight armor: 105 lbs.

Suggested Manufacture Price:

80,000 Credits (Does not include material costs)

Special Materials Required:

UFO Alloys (unnamed at this time. Quantity or volume undecided)

E115 (quantity or volume undecided, but should be a bit higher than that required for regular Powered Armor)

 

 

Powered Armor 2 - with Clatian Upgrade (Not yet named)

Other Possible Names: 

Open for suggestions

Defense Characteristics:

Newer manufacturing techniques offer enhanced UFO alloy plate armor with a low-power force field, and simultaneously dropping weight. Provides high level protection against ballistic weaponry, Lasers, Incendiary and Concussion devices. Medium protection against Plasma weapons.

	 
	AP
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	60%
	50%
	35%
	100%
	60%


 

	Statistics

	Head
	95+65

	Front
	120+65

	Back
	130+65

	Arms
	95+65

	Legs
	120+65

	Wt
	85


Bonus Characteristics:

This suit comes with a space for 2 Module Unit on the Helmet (temporal position) and two on the back (Latissimus Dorsi). One medium tech detection modules of choice are free with manufacture (i.e., infrared scanner, night vision, motion sensor). Contained breathing apparatus (air molecules cannot pass freely through the force field). 

Encumbrance:

This is a heavyweight armor: 85 lbs.

Suggested Manufacture Price:

90,000 Credits (Does not include material costs)

Special Materials Required:

UFO Alloys (unnamed at this time. Quantity or volume undecided - should be slightly lower than that required for original Powered Armour)

E115 (quantity or volume undecided)

 

 

Mechanized Armor (Not yet named)

Other Possible Names: 

Open for suggestions

Ogre Suit

X1 Juggernaut

Defense Characteristics:

Provides high level protection against ballistic weaponry, Lasers and Incendiary devices. Medium protection against Plasma weapons and Concussion devices.

	 
	AP
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	100%
	90%
	30%
	75%
	35%


 

	Statistics

	Head
	100

	Front
	125

	Back
	125

	Arms
	100

	Legs
	125

	Wt
	NA


Bonus Characteristics:

This suit comes with a space for 1 Module Units on the Helmet (coronal position - 'top of head') and one on the back (left posterior deltoid). Additionally, the suit has one heavy weapon mount that can support many of the same weapons used on light HWP's. Medium tech targeting system (for heavy weapon) is free with manufacture. The wearer receives a bonus to many of his physical statistics. Plus 25 to strength (may exceed 80) and a plus 10 to TU's. User will also use 25% less stamina.

Encumbrance:

There is no weight rating for this suit, because it does all of the work of moving on its own. However, this suit is slow to respond to it's wearers. Reduce reactions to half their current level. Also, the wearer of this suit has an effective stealth of zero due to the whining servos and hissing pneumatics that propel it. Because of the slow response time of the suit, users will also suffer a +5 TU cost to fire any weapon, as well as a 35% Accuracy penalty to throw any item.

Suggested Manufacture Price:

100,000 Credits (Does not include material costs)

Special Materials Required:

UFO Alloys (unnamed at this time. Quantity or volume undecided)

E115 (quantity or volume undecided)

 

 

Mechanized Armor 2 - with Cyrus Upgrade (Not yet named)

Other Possible Names: 

Open for suggestions

Defense Characteristics:

Provides high protection against ballistic weaponry and Lasers. Defense against Incendiary and Concussion devices is much lower than that of the original Mechanized Suit. Medium protection against Plasma weapons.

	 
	AP
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	80%
	95%
	35%
	100%
	50%


 

	Statistics

	Head
	90

	Front
	115

	Back
	125

	Arms
	90

	Legs
	100

	Wt
	NA


Bonus Characteristics:

This suit comes with a space for 1 Module Units on the Helmet (coronal position - 'top of head') and one on the back (left posterior deltoid). One heavy weapon mount and two hard-points at the forearms (one on each arm) for light ballistic or melee weapons. High tech targeting system (for heavy weapon) is free with manufacture. The wearer receives a 10 point to strength (may exceed 80) and a plus 25 to TU's. Agent will use 25% less stamina. This version of the Mechanized Armour is much finer and quieter than the original; an Agent only suffers a 25% stealth loss, rather than 50.

Encumbrance:

This suit is a bit faster to respond to it's wearers. Reduce reactions to 75% their current level. The Agent's Stealth is halved due to the sound of thumping metal feet and the occasional hiss of alien pneumatics. There is a 25% Accuracy penalty to throw any item.

Suggested Manufacture Price:

138,000 Credits (Does not include material costs)

Special Materials Required:

UFO Alloys (unnamed at this time. Quantity or volume undecided)

E115 (quantity or volume undecided)

 

 

Mechanized Armor 3 - with Clatian Upgrade (Not yet named)

Other Possible Names: 

Open for suggestions

Defense Characteristics:

All defenses are greatly increased, compared to those of the original Mechanized Armour.

	 
	AP
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	100%
	100%
	70%
	60%
	80%


 

	Statistics

	Head
	125

	Front
	150

	Back
	175

	Arms
	115

	Legs
	125

	Wt
	NA


Bonus Characteristics:

This suit comes with a space for 2 Module Units on the Helmet (occipital position - 'back of head') and 2 on the back (posterior deltoid). 1heavy weapon mount (right shoulder) and 1 long-range medium weapon mount (left shoulder). Clatian Accuracy Aid (+25%) is free with manufacture. The wearer receives an additional 35 points to Strength (may exceed 80) and a plus 15 to TU's. Agent will use Stamina as though normal. This super-heavy armour virtually replaces HWP's by turning a man into a tank on feet.

Encumbrance:

This suit is a bit faster to respond to it's wearers. Reduce reactions to 75% their current level. The Agent's Stealth is halved due to the sound of thumping metal feet and the occasional hiss of alien pneumatics. There is a 25% Accuracy penalty to throw any item.

Suggested Manufacture Price:

138,000 Credits (Does not include material costs)

Special Materials Required:

UFO Alloys (unnamed at this time. Quantity or volume undecided)

E115 (quantity or volume undecided)

 

 

 Flying Suit (Not yet named)

Other Possible Names: 

Open for suggestions

Defense Characteristics:

This suit focuses more on mobility than defense, yet still offers great protection from AP weapons and Lasers. Concussion and Incendiary defense is very low, as is that for Plasma.

	 
	AP
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	100%
	85%
	10%
	35%
	15%


 

	Statistics

	Head
	70

	Front
	90

	Back
	100

	Arms
	70

	Legs
	90

	Wt
	NA/115


Bonus Characteristics:

This suit comes with a space for 3 Module Units on the Helmet (1 in the occipital position and one at each temple) and 3 on the body (1 on ventral 2 at posterior deltoid). Night vision and Motion Sensor is free with manufacture.

Encumbrance:

In the air, the suit is nothing to notice. On the ground, this suit is nearly as heavy as Mechanized Armour, without any support. User wearing this suit that are on the ground will suffer their normal Encumbrance penalties, depending on the amount of excessive weight. Also, Stealth is reduced to zero, regardless of whether the suit is on the ground or in the air. The sustained hover mechanism produces a deep, vibrating hum.

Suggested Manufacture Price:

185,000 Credits (Does not include material costs)

Special Materials Required:

UFO Alloys (unnamed at this time. Quantity or volume undecided)

E115 (quantity or volume undecided)

Special Considerations:

Power Supply to hover is not indefinite. One or more of the module slots on the body of the armor should be used for a back up power supply.

 

 

Flying Suit - with Cyrus Upgrade (Not yet named)

Other Possible Names: 

Open for suggestions

Defense Characteristics:

Defenses overall are much weaker than that of the original Flying Suit. Laser and Plasma Defenses are higher, however.

	 
	AP
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	90%
	100%
	30%
	25%
	10%


 

	Statistics

	Head
	50

	Front
	70

	Back
	80

	Arms
	50

	Legs
	70

	Wt
	NA/95


Bonus Characteristics:

This suit comes with a space for 2 Module Units on the Helmet (temporal position) and 3 on the back (posterior deltoid and dorsal median). Stealth technology incorporated with this upgrade muffles the sound of the engine quite effectively, returning the wearer's Stealth to normal. A cloaking device adds an additional 25 points of Stealth. Agents gain an additional 25 TU's in the air. Stamina use, in air, is half.

Encumbrance:

A bit lighter than the original Flying Suit, but still a very heavy suit.

Suggested Manufacture Price:

225,000 Credits (Does not include material costs)

Special Materials Required:

UFO Alloys (unnamed at this time. Quantity or volume undecided)

E115 (quantity or volume undecided)

Special Considerations:

Power Supply to hover lasts longer, than standard, due to the smaller engine and lighter suit, but back up batteries are still highly recommended. The Cloaking Device triples the rate of energy consumption for the suit.

 

 

Flying Suit - with Clatian Upgrade (Not yet named)

Other Possible Names: 

Open for suggestions

Defense Characteristics:

All defenses are greatly increased, compared to those of the original Flying Suit.

	 
	AP
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	100%
	100%
	45%
	85%
	50%


 

	Statistics

	Head
	80

	Front
	100

	Back
	110

	Arms
	80

	Legs
	100

	Wt
	NA/150


Bonus Characteristics:

This suit comes with a space for 2 Module Units on the Helmet (temporal position) and 3 on the back (posterior deltoid and dorsal median). The Agent who wears this suit into battle must be on the offensive at all times, as he will not have the ability to sneak up on anyone. Because of this, a hard point on the right forearm can mount very rapid firing medium and light weapons. 

Encumbrance:

On the ground, this upgraded suit is nearly is nearly impossible to move. Users suffer normal Encumbrances.

Suggested Manufacture Price:

209,500 Credits (Does not include material costs)

Special Materials Required:

UFO Alloys (unnamed at this time. Quantity or volume undecided)

E115 (quantity or volume undecided)

Special Considerations:

Because of the massive weight increase, booster packs are recommended for lifting off of the ground - it takes double energy to ascend one level in this suit.

 

 

Scenarios

This brief section will utilize tables to clarify how each armor stands up against very specific attacks.

The numerical values in the body of the table will represent the amount of damage the Agent suffers after the armor has done its job. The Number "100" next to each weapon type is how much power it is hitting with. To make this as thorough as possible, the numbers in the body of the table will appear like so: Head/Front/Back/Arm/Leg. This will represent what would happen if a shot were fired and struck that particular part of the armor. Obviously, the lower the number, the better the protection. It should be of note that there are few if any AP weapons that will hit with 100 points of damage.

As you will see, after surveying the following chart, additional balancing is needed. However, only game-play will test the balance accurately. Feel free to make your own lists with your own modifications and email them to me (or post them). I intend to average the statistics for all things given and post a "final" armor list. Please note that even that list may be changed slightly, once the armour has been tested in game-play.

	 
	AP 100
	Laser 100
	Plasma 100
	Incendiary 100
	Concussion 100

	FlakSuit
	75/60/50/90/80
	99/98/97/99/99
	100/100/100/100/100
	95/92/90/98/96
	98/96/95/99/98

	Ceramite Carapace Armour
	55/35/30/55/40
	84/77/75/84/79
	100/100/100/100/100
	70/57/54/70/61
	89/84/83/89/85

	BioPlastic Armour
	65/45/30/65/45
	96/94/93/96/94
	100/100/100/100/100
	100/100/100/100/100
	69/50/37/69/50

	Enhanced BioPlastic Armour
	50/30/20/50/30
	90/85/84/90/85
	98/97/96/98/97
	85/79/76/85/79
	53/34/24/53/34

	UFO Alloy Armour
	25/0/0/30/0
	48/30/23/51/30
	85/80/78/86/80
	52/35/29/56/35
	73/65/62/76/65

	UFO Alloy 2 Armour
	0/0/0/0/0
	7/0/0/7/0
	61/55/55/61/58
	18/3/3/18/10
	56/48/48/56/52

	Powered Armour
	0/0/0/0/0
	0/0/0/0/0
	51/44/40/51/44
	0/0/0/0/0
	9/0/0/9/0

	Plasma Armour 
	0/0/0/0/0
	85/83/82/85/83
	0/0/0/0/0
	0/0/0/0/0
	15/4/2/15/4

	Powered Armour (Clatian Upgrade)
	4/0/0/4/0
	0/0/0/0/0
	44/35/32/44/35
	0/0/0/0/0
	4/0/0/4/0

	Mechanized Armor
	0/0/0/0/0
	10/0/0/10/0
	70/63/63/70/63
	25/6/6/25/6
	65/56/56/65/56

	Mechanized Armor (Cyrus Upgrade)
	28/8/0/28/20
	15/0/0/15/5
	69/60/56/69/65
	10/0/0/10/0
	55/43/38/55/50

	Mechanized Armor (Clatian Upgrade)
	0/0/0/0/0
	0/0/0/0/0
	13/0/0/20/13
	25/10/0/31/25
	0/0/0/8/0

	Flying Suit
	30/10/0/30/10
	41/24/15/41/24
	93/91/90/93/91
	76/69/65/76/69
	90/87/85/90/87

	Flying Suit (Cyrus Upgrade)
	55/37/28/55/37
	50/30/20/50/30
	85/79/76/85/79
	88/82/80/88/82
	95/93/92/95/93

	Flying Suit (Clatian Upgrade)
	20/0/0/20/0
	20/0/0/20/0
	64/55/51/64/55
	32/15/7/32/15
	60/50/45/60/50
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Changes made in this version:

Damage Modifier has been changed to reflect how much damage an incoming attack is reduced by, rather than the percentage of damage the suit of armor will absorb. To clarify this, the scenarios were re-written, so you may need to read much of this document again. The chart at the very end of the document has changed drastically, but all in all it will show up about the same.

Due to request and my own greedy thinking, a cheesy form of a flight suit has been added to the list.

It should also be noted that since the actual armour values no longer mean anything by this new standard, they have been set up as 'health points' for the armour. If an attack is double the value of the armour in damage, the piece of armour is destroyed. Example: Armour = 50 for Head. An attack of 100 points or more will destroy the helmet. And your head :p

Because of the difficulty to convey that fragments and bullets are both AP weapons, an additional Modifier, called Ballistic has been added.

A slight oversight in the Encumbrance section of the Mechanized Armour with Clatian Upgrade - now called X2B "Overlord" MAC has been corrected.

Added a short note regarding the behavior of the shields that work with Powered Armours.

General Appearance note added to each armour.

 

This document will reintroduce the armor list posted on the forum. I will include as much information as possible about each piece of armor, short of graphics. Again, these items are subject to debate and change. Indeed, it is because of that fact that a measure such as this document is needed.

To make sense of the Damage Modifier, take the full value of the armor at any given point of the body, and multiply it by the percentile shown for the modifier. The resulting number is the amount points of damage the armor will absorb, while any remainder will effect the Agent.

Example: A human rifleman fires a round at the back of Agent Mulder, who is wearing the FlakSuit. The rifle round does 40 points of Armor Piercing damage, and 50 points of Ballistic damage (bullet). Lets assume that Mulder is fairly tough and has 70 Health points. The back of the FlakSuit offers 50 points of protection. The Damage Modifier is 90% against AP, so the suit absorbs 36 of the 40 points of damage. The remaining 4 points will effect Agent Mulder, taking only 1% of his health. In realistic medical terms, this is a deep paper cut, or maybe a slip with a kitchen knife. The 50 points of Ballistic damage are the most dangerous as only 12 points of that damage would be absorbed by the FlakSuit. (Damage Modifier against Ballistics is 25%. Thus 50 * .25 = 12.5 round down) So, 38 points of Ballistic damage assail poor Mulder, maiming him and dropping his Health by exactly 38 points. If his Stamina were already low, this could knock him unconscious. I would consider this to be a fatal wound.

To understand the Encumbrance section, imagine that a soldier has a Strength rating of 50 - very strong by XCOM standards. 40 would be average (for a trained soldier). Soldiers typically carry upward to 100 pounds of equipment.

Since we will be using the number 80 to represent the strongest non-augmented human Agent, it is safe to use the following suggested table to relay differences in strength:

	Strength
	Encumbrance (Max Carry Weight)

	10
	25

	20
	50

	30
	75

	40
	100

	50
	125

	60
	150

	70
	175

	80
	200


*As a side note, Encumbrance penalties should have an indirect proportional effect on Stamina and TU's. Accuracy should be effected by percentages. My example of this would be to use Agent Scully. She's cute, but she's not the toughest trooper on earth. Let's say she has a strength of 30. If she is wearing the FlakSuit, which weighs 80, she has already exceeded her Encumbrance by 5. She should feel pretty weighted down after she picks up a rifle at 9 lbs., 2 grenades at 3 lbs. each, a motion detector at 2 lbs., and 2 extra clips of ammo for her rifle at 1 lb. each. She would now be carrying 99 lbs. of equipment. For each point over an Agent's Encumbrance, they should suffer half a point in Stamina. For each point of Stamina lost, they should lose a half point of TU's. We'll get to accuracy later. Now, at 99 lbs. of gear, Dana Scully has exceeded her Encumbrance by 24. She will lose 12 points of Stamina, and 6 TU's.

Accuracy! Alright, things like how much weight is on your back don't really take a huge toll on how well a trained special forces member fires her rifle. Dana's pretty good, too. Let's say she has a 75% Snap Shot with her NAS medium assault rifle. For each point over her Encumbrance, she should lose a quarter of a point of Accuracy (with a firearm). At 24 lbs. overweight, Dana loses 6 points of accuracy, now making her fabulous Snap Shot a 69%. Throwing items will take a heavier penalty, as it is difficult to get the body to move properly when overburdened. We will treat thrown items and Melee Weapons the same. They both should lose a half of a point of Accuracy for each point of excessive weight. Dana used to be a pitcher for her high school softball team, so she's pretty accurate. Let's say that she has a 85% to throw a grenade. Lets also pretend that with a strength of 30, she could normally throw a grenade 30 tiles (meters - that's a pretty good throw). The Encumbrance will not effect her ability to throw for distance, but she will lose a full point of accuracy for each point of excessive weight. Dana can still throw the 'ball' 30 tiles, but her accuracy is now only 61% instead of 85%.

 

 

Now, on with the armor!

For all suits, see extended Scenarios at the end of this document.

 

 

M185 Anti-Fragmentation Armour

Other Possible Names: 

FlakSuit

Mode 9 Protection Suit

Additional suggestions welcome

General Appearance:

Has a heavy, soft-layered look. Kevlar pieces look like raised sections, rather than separate plates.

Defense Characteristics:

Provides medium to high level protection against ballistic weaponry, including small firearms (rifles, pistols, shotguns, light machineguns, and fragments from explosives), but virtually no protection from energy attacks (Laser, Plasma, etc.) and only minimal defense against Incendiary and Concussion devices. The following table will explain.

	 
	AP
	Ballistic
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	90%
	25%
	10%
	0%
	20%
	30%


 

	Statistics

	Head
	25

	Front
	40

	Back
	50

	Arms
	10

	Legs
	20

	Wt
	80


Bonus Characteristics:

The FlakSuit offers little in the way of bonuses. There is just enough space on the helmet for one Module Unit.

Encumbrance:

This is considered to be a middleweight armor: 80 lbs. Agents with a low Strength can still wear it, but will suffer Accuracy, Stamina and TU penalties, if their carrying weight limit is exceeded.

Suggested Purchase Price:

5,000 Credits (or dollars, or yen, or whatever :p)

 

 

 

ABA 211 - Titan Mk II

Other Possible Names: 

Ceramite Carapace Armour

Ceramic Alloy Suit

RMBC Armor

Additional suggestions welcome

General Appearance:

Should look moderately bulky but fairly smooth overall. Reminiscent of Robocop :)

Defense Characteristics:

Provides high level protection against ballistic weaponry, and low to medium protection against Lasers. Virtually no protection from Plasma weapons, but significant defense against Incendiary and Concussion devices.

	 
	AP
	Ballistic
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	90%
	85%
	35%
	0%
	65%
	45%


 

	Statistics

	Head
	45

	Front
	65

	Back
	70

	Arms
	45

	Legs
	60

	Wt
	60


Bonus Characteristics:

The Carapace offers a space on the helmet for one Module Unit, and comes equipped with a Gas Filtration system.

Encumbrance:

This is a lightweight armor: 60 lbs.

Suggested Purchase Price:

13,000 Credits

 

 

 

 

RAC Armour - Restructured Arthessian Chitin

Other Possible Names: 

BioPlastic Armour

BioSteel Armour

Open for suggestions

General Appearance:

Similar in appearance to Batman's body-moulded suit. Should remind you of the alloy armour in XCOM 1.

Defense Characteristics:

Provides high level protection against ballistic weaponry, but no protection against Lasers or Plasma weapons, or Incendiary devices. There is, however a significantly increased counter-Concussion protection.

	 
	AP
	Ballistic
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	100%
	70%
	10%
	0%
	0%
	90%


 

	Statistics

	Head
	35

	Front
	55

	Back
	70

	Arms
	35

	Legs
	55

	Wt
	60


Bonus Characteristics:

This suit comes with a space for one Module Unit on the Helmet and one on the back (Rear Upper Torso, centered).

Encumbrance:

This is a lightweight armor: 60 lbs.

Suggested Manufacture Price:

2,000 Credits (Does not include material costs)

Add 400 Credits for contained Gas Filtration system.

Special Materials Required:

Arthessian Chitin - 245 units. (See 'The Complete Arthessian Compendium' for more details - Note that this is a Red and Gold level access document until further notice.)

 

 

CARCS "Carcass" - Combined Alloy and Restructured Chitin Suit

Other Possible Names: 

Enhanced BioPlastic Armour

Open for suggestions

General Appearance:

The same, body-moulded look and feel as the RAC Armour, but with added bulk throughout. Chest, shoulders, legs and feet should look more powerful and heavy.

Defense Characteristics:

Provides high level protection against ballistic weaponry, and low to medium protection against Lasers and Incendiary devices. Very low protection is offered against Plasma weapons. Slightly improved Concussion defense.

	 
	AP
	Ballistic
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	100%
	90%
	20%
	5%
	30%
	95%


 

	Statistics

	Head
	50

	Front
	70

	Back
	80

	Arms
	50

	Legs
	70

	Wt
	60


Bonus Characteristics:

This suit comes with a space for one Module Unit on the Helmet and two on the back (Posterior Deltoid - 'back of shoulder').

Encumbrance:

This is a lightweight armor: 60 lbs.

Suggested Manufacture Price:

3,800 Credits (Does not include material costs)

Add 400 Credits for contained Gas Filtration system.

Special Materials Required:

Arthessian Chitin - 200 units.

'As yet unnamed Clatian chemical' (quantity undecided at this time.)

 

 

SRSF System - Short Range Sustained Flight 

Other Possible Names: 

Cheap-ass Flight Suit :p

Open for suggestions

 

General Appearance:

Consider the M185 Anti-Fragmentation Armour with several harnesses and supports. Braces along the ankles, knees and hips should give a more squat look. Large, futuristic turbine and fuselage on the back. Maybe some small folding wings.

Defense Characteristics:

Utilizing the Advanced Arthessian Chitin processing of the CARCS. This suit is light enough for our primitive VTOL technologies to be used effectively. Provides high level protection against ballistic weaponry, and low to medium protection against Lasers and Incendiary devices. Very low protection is offered against Plasma weapons. Slightly improved Concussion defense.

	 
	AP
	Ballistic
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	90%
	80%
	20%
	5%
	30%
	85%


 

	Statistics

	Head
	40

	Front
	60

	Back
	70

	Arms
	40

	Legs
	60

	Wt
	85


Bonus Characteristics:

This suit comes with a space for two Module Units on the Helmet (temporal). The two on the back are used for the Thruster Packs necessary to lift the agent into the air.

Encumbrance:

This is a heavyweight armor: 85 lbs.

Suggested Manufacture Price:

4,200 Credits (Does not include material costs)

Add 400 Credits for contained Gas Filtration system.

Special Materials Required:

Arthessian Chitin - 210 units.

'As yet unnamed Clatian chemical' (quantity undecided at this time.)

 

 

ETAACH A1 - Extra Terrestrial Armoured Assault Combat Harness

Other Possible Names: 

UFO Alloy Armour 1

Open for suggestions

General Appearance:

Powerful and smooth. Should be shiny, like the saucers, but not so much as to be gaudy. Should be generally form-fitting. No excessive shoulder or chest flare. Just effective armour.

Defense Characteristics:

Provides high level protection against ballistic weaponry, Lasers and Incendiary devices. Low to medium protection against Plasma weapons. Relatively low Concussion defense.

	 
	AP
	Ballistic
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	100%
	100%
	70%
	40%
	75%
	35%


 

	Statistics

	Head
	75

	Front
	100

	Back
	110

	Arms
	70

	Legs
	100

	Wt
	70


Bonus Characteristics:

This suit comes with a space for 2 Module Units on the Helmet (occipital position - 'back of coconut') and two on the back (Latissimus Dorsi- 'wings…the big muscle under your arm that wraps around to your back'). Medium tech detection module of choice should be free with manufacture (i.e., infrared scanner, night vision, motion sensor). Gas filtration system optional… See Suggested Manufacture Price. 

Encumbrance:

This is a middleweight armor: 70 lbs.

Suggested Manufacture Price:

11,500 Credits (Does not include material costs)

Add 400 Credits for contained Gas Filtration system.

Special Materials Required:

UFO Alloys (unnamed at this time. Quantity or volume undecided)

 

 

ETAACH

Other Possible Names: 

UFO Alloy Armour 2 - with Clatian Upgrade

Open for suggestions

General Appearance:

Should be shiny, like the ETAACH A1, but with a heavier, mechanical look. More bulk about the neck, chest and shoulders. Lower leg and foot area should be heavier as well.

Defense Characteristics:

Clatian manufacturing techniques lend a boost to the defense capabilities of this alloy. Provides high level protection against ballistic weaponry, Lasers and Incendiary devices. Increased protection against Plasma weapons and Concussion devices.

	 
	AP
	Ballistic
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	100%
	100%
	85%
	65%
	75%
	40%


 

	Statistics

	Head
	110

	Front
	130

	Back
	130

	Arms
	110

	Legs
	120

	Wt
	95


Bonus Characteristics:

This suit comes with a space for 2 Module Units on the Helmet (temporal position - 'sides of head') and three on the back (2 Dorsal Median- 'middle of back', and one above the buttocks -'tailbone region'). Medium tech detection module of choice should be free with manufacture (i.e., infrared scanner, night vision, motion sensor). Gas filtration system included - free of charge. 

Encumbrance:

This is a heavyweight armor: 95 lbs.

Suggested Manufacture Price:

15,000 Credits (Does not include material costs)

Special Materials Required:

UFO Alloys (unnamed at this time. Quantity or volume undecided)

 

* Note concerning Powered Armour. The power shield is drained by an amount equal to half the damage incurred. If the shield power falls to a negative integer, the shield is destroyed and will not recharge for the rest of the battle. Otherwise the shield should regain somewhere between 25 to 50 points per turn, depending upon upgrades. It should be noted that once the shield generator is disabled, the regular armour plating still serves unless it is also destroyed.

RDFS Armour - Recharging Defense Field System

Other Possible Names: 

Powered Armor

Open for suggestions

General Appearance:

An advanced version of the ETAACH A1 suit. Should be similar, but more sleek, with a medium to large shield generator on the chest and back.

Defense Characteristics:

Offers conventional plate armor using standard manufacturing techniques with UFO alloys, as well as a low-power force field. Provides high level protection against ballistic weaponry, Lasers, Incendiary and Concussion devices. Medium protection against Plasma weapons.

	 
	AP
	Ballistic
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	100/100%
	100/100%
	90/90%
	50/65%
	100/90%
	65/55%


 

	Statistics

	Head
	75+70

	Front
	100+70

	Back
	110+70

	Arms
	70+70

	Legs
	100+70

	Wt
	100


Bonus Characteristics:

This suit comes with a space for 1 Module Unit on the Helmet (occipital position) and two on the back (Dorsal Median). Two medium tech detection modules of choice are free with manufacture (i.e., infrared scanner, night vision, motion sensor). Contained breathing apparatus (air molecules cannot pass freely through the force field). 

Encumbrance:

This is a heavyweight armor: 100 lbs.

Suggested Manufacture Price:

65,000 Credits (Does not include material costs)

Special Materials Required:

UFO Alloys (unnamed at this time. Quantity or volume undecided)

E115 (quantity or volume undecided)

 

  

RPDFS Armour - Recharging Plasma Defense Field System

Other Possible Names: 

Plasma Armour

Open for suggestions

General Appearance:

Same exact suit as RDFS, but with a much larger generator on the back.

Defense Characteristics:

Along with the standard issue plating of UFO alloys, this suit is specifically designed to deflect Plasma weaponry. Provides high level protection against ballistic weaponry, Lasers, Incendiary and Concussion devices. Because of the special attunement of the shield, the defense against Lasers takes an extreme drop.

	 Stats shown as Shield/Plate
	AP
	Ballistic
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	100/100%
	95/100%
	10/70%
	80/65%
	100/90%
	50/55%


 

	Statistics

	Head
	75+85

	Front
	100+85

	Back
	110+85

	Arms
	70+85

	Legs
	100+85

	Wt
	105


Bonus Characteristics:

This suit has only enough space for 1 Module Unit on the Helmet (occipital position). The special force field generator takes up the two module spaces on the back. Two medium tech detection modules of choice are free with manufacture (i.e., infrared scanner, night vision, motion sensor). Contained breathing apparatus (air molecules cannot pass freely through the force field). 

Encumbrance:

This is a heavyweight armor: 105 lbs.

Suggested Manufacture Price:

80,000 Credits (Does not include material costs)

Special Materials Required:

UFO Alloys (unnamed at this time. Quantity or volume undecided)

E115 (quantity or volume undecided, but should be a bit higher than that required for regular Powered Armor)

 

 

RDFSOmega is the code name for items upgraded by Clatian technologies) 

Other Possible Names: 

Powered Armour with Clatian Upgrade

Open for suggestions

General Appearance:

RDFS with heavier armour plating. Bulk about the chest and shoulders. More powerful looking legs and arms. Slightly smaller shield generator on the chest and back.

Defense Characteristics:

Newer manufacturing techniques offer enhanced UFO alloy plate armor with a low-power force field, and simultaneously dropping weight. Provides high level protection against ballistic weaponry, Lasers, Incendiary and Concussion devices. Medium protection against Plasma weapons.

	 
	AP
	Ballistic
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	100/100%
	100/100%
	90/90%
	60/65%
	100/90%
	65/55%


 

	Statistics

	Head
	95+65

	Front
	120+65

	Back
	130+65

	Arms
	95+65

	Legs
	120+65

	Wt
	85


Bonus Characteristics:

This suit comes with a space for 2 Module Unit on the Helmet (temporal position) and two on the back (Latissimus Dorsi). One medium tech detection modules of choice are free with manufacture (i.e., infrared scanner, night vision, motion sensor). Contained breathing apparatus (air molecules cannot pass freely through the force field). 

Encumbrance:

This is a heavyweight armor: 85 lbs.

Suggested Manufacture Price:

90,000 Credits (Does not include material costs)

Special Materials Required:

UFO Alloys (unnamed at this time. Quantity or volume undecided - should be slightly lower than that required for original Powered Armour)

E115 (quantity or volume undecided)

 

 

X1A "Juggernaut" MAC - Mechanised Assault Chassis

Other Possible Names: 

Open for suggestions

Ogre Suit

Mechanized Armor

General Appearance:

Extremely robotic in appearance. Should appear bulky and slow with a rough-cut, mechanical feel. Hydraulics and servos should be visible. These suits are enclosed - no flesh exposed. Should look powerful enough to support a medium HWP weapon.

Defense Characteristics:

Provides high level protection against ballistic weaponry, Lasers and Incendiary devices. Medium protection against Plasma weapons and Concussion devices.

	 
	AP
	Ballistic
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	100%
	100%
	90%
	60%
	75%
	35%


 

	Statistics

	Head
	100

	Front
	125

	Back
	125

	Arms
	100

	Legs
	125

	Wt
	NA


Bonus Characteristics:

This suit comes with a space for 1 Module Units on the Helmet (coronal position - 'top of head') and one on the back (left posterior deltoid). Additionally, the suit has one heavy weapon mount that can support many of the same weapons used on light HWP's. Medium tech targeting system (for heavy weapon) is free with manufacture. The wearer receives a bonus to many of his physical statistics. Plus 25 to strength (may exceed 80) and a plus 10 to TU's. User will also use 25% less stamina.

Encumbrance:

There is no weight rating for this suit, because it does all of the work of moving on its own. However, this suit is slow to respond to it's wearers. Reduce reactions to half their current level. Also, the wearer of this suit has an effective stealth of zero due to the whining servos and hissing pneumatics that propel it. Because of the slow response time of the suit, users will also suffer a +5 TU cost to fire any weapon, as well as a 35% Accuracy penalty to throw any item.

Suggested Manufacture Price:

100,000 Credits (Does not include material costs)

Special Materials Required:

UFO Alloys (unnamed at this time. Quantity or volume undecided)

E115 (quantity or volume undecided)

 

 

X2A "Stalker" MAC (Delta is the code name for items upgraded by Cyrus technology)

Other Possible Names: 

Mechanized Armor with Cyrus Upgrade

Open for suggestions

General Appearance:

More slim and smooth than the Juggernaut. Should look faster, and more mobile in general. Less hydraulics exposed, more cabling around the ribs and joint areas.

Defense Characteristics:

Provides high protection against ballistic weaponry and Lasers. Defense against Incendiary and Concussion devices is much lower than that of the original Mechanized Suit. Medium protection against Plasma weapons.

	 
	AP
	Ballistic
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	100%
	100%
	90%
	45%
	100%
	50%


 

	Statistics

	Head
	90

	Front
	115

	Back
	125

	Arms
	90

	Legs
	100

	Wt
	NA


Bonus Characteristics:

This suit comes with a space for 1 Module Units on the Helmet (coronal position - 'top of head') and one on the back (left posterior deltoid). One heavy weapon mount and two hard-points at the forearms (one on each arm) for light ballistic or melee weapons. High tech targeting system (for heavy weapon) is free with manufacture. The wearer receives a 10 point to strength (may exceed 80) and a plus 25 to TU's. Agent will use 25% less stamina. This version of the Mechanized Armour is much finer and quieter than the original; an Agent only suffers a 25% stealth loss, rather than 50.

Encumbrance:

This suit is a bit faster to respond to it's wearers. Reduce reactions to 75% their current level. The Agent's Stealth is halved due to the sound of thumping metal feet and the occasional hiss of alien pneumatics. There is a 25% Accuracy penalty to throw any item.

Suggested Manufacture Price:

138,000 Credits (Does not include material costs)

Special Materials Required:

UFO Alloys (unnamed at this time. Quantity or volume undecided)

E115 (quantity or volume undecided)

 

 

X2B "Overlord" MAC

Other Possible Names: 

Mechanized Armor with Clatian Upgrade

Open for suggestions

General Appearance:

Very powerful and stout, with a wider stance and thicker shoulders and legs. Should be more sleek than the Juggernaut, but not as much as the Stalker. It should look proportionally sized to a heavy HWP weapon that mounts over the right shoulder.

Defense Characteristics:

All defenses are greatly increased, compared to those of the original Mechanized Armour.

	 
	AP
	Ballistic
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	100%
	100%
	100%
	90%
	95%
	90%


 

	Statistics

	Head
	125

	Front
	150

	Back
	175

	Arms
	115

	Legs
	125

	Wt
	NA


Bonus Characteristics:

This suit comes with a space for 2 Module Units on the Helmet (occipital position - 'back of head') and 2 on the back (posterior deltoid). 1heavy weapon mount (right shoulder) and 1 long-range medium weapon mount (left shoulder). Clatian Accuracy Aid (+25%) is free with manufacture. The wearer receives an additional 35 points to Strength (may exceed 80) and a plus 15 to TU's. Agent will use Stamina as though normal. This super-heavy armour virtually replaces HWP's by turning a man into a tank on feet.

Encumbrance:

This suit is not as fast to react as the Delta Class MAC. Reduce reactions to 60% their current level. The Agent's Stealth is halved. There is a 25% Accuracy penalty to throw any item.

Suggested Manufacture Price:

158,000 Credits (Does not include material costs)

Special Materials Required:

UFO Alloys (unnamed at this time. Quantity or volume undecided)

E115 (quantity or volume undecided)

 

 

AFAA "Ghost" System - Advanced Flying Assault Armour

Other Possible Names: 

Advanced Flying Suit

Open for suggestions

General Appearance:

This more advanced version of the SRSF would be sleek and functional in appearance, more like the ETAACH A1. Replace the large and cumbersome rocket pack with a space-age fusion engine look alike. Wings are optional, as they may make the suit look better or worse.

Defense Characteristics:

This suit focuses more on mobility than defense, yet still offers great protection from AP weapons and Lasers. Concussion and Incendiary defense is very low, as is that for Plasma.

	 
	AP
	Ballistic
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	100%
	65%
	85%
	35%
	35%
	15%


 

	Statistics

	Head
	70

	Front
	90

	Back
	100

	Arms
	70

	Legs
	90

	Wt
	NA/115


Bonus Characteristics:

This suit comes with a space for 3 Module Units on the Helmet (1 in the occipital position and one at each temple) and 3 on the body (1 on ventral 2 at posterior deltoid). Night vision and Motion Sensor is free with manufacture.

Encumbrance:

In the air, the suit is nothing to notice. On the ground, this suit is nearly as heavy as Mechanized Armour, without any support. User wearing this suit that are on the ground will suffer their normal Encumbrance penalties, depending on the amount of excessive weight. Also, Stealth is reduced to zero, regardless of whether the suit is on the ground or in the air. The sustained hover mechanism produces a deep, vibrating hum.

Suggested Manufacture Price:

185,000 Credits (Does not include material costs)

Special Materials Required:

UFO Alloys (unnamed at this time. Quantity or volume undecided)

E115 (quantity or volume undecided)

Special Considerations:

Power Supply to hover is not indefinite. One or more of the module slots on the body of the armor should be used for a back up power supply.

 

 

AFAA  "Specter" System

Other Possible Names: 

Flying Suit - with Cyrus Upgrade (Not yet named)

Open for suggestions

General Appearance:

Should be very streamlined and fast looking. Preferably thinner than the Ghost, and more sleek. Again, the wings can be omitted unless the artist feels that they complete the piece. At this level of technology, though it is more likely that we would be using some strange alien anti-gravity engine, and would not require wings.

Defense Characteristics:

Defenses overall are much weaker than that of the original Flying Suit. Laser and Plasma Defenses are higher, however.

	 
	AP
	Ballistic
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	90%
	85%
	100%
	45%
	25%
	10%


 

	Statistics

	Head
	50

	Front
	70

	Back
	80

	Arms
	50

	Legs
	70

	Wt
	NA/95


Bonus Characteristics:

This suit comes with a space for 2 Module Units on the Helmet (temporal position) and 3 on the back (posterior deltoid and dorsal median). Stealth technology incorporated with this upgrade muffles the sound of the engine quite effectively, returning the wearer's Stealth to normal. A cloaking device adds an additional 25 points of Stealth. Agents gain an additional 25 TU's in the air. Stamina use, in air, is half.

Encumbrance:

A bit lighter than the original Flying Suit, but still a very heavy suit.

Suggested Manufacture Price:

225,000 Credits (Does not include material costs)

Special Materials Required:

UFO Alloys (unnamed at this time. Quantity or volume undecided)

E115 (quantity or volume undecided)

Special Considerations:

Power Supply to hover lasts longer, than standard, due to the smaller engine and lighter suit, but back up batteries are still highly recommended. The Cloaking Device triples the rate of energy consumption for the suit.

 

 

AFAA  "Banshee" System 

Other Possible Names: 

Flying Suit with Clatian Upgrade

Open for suggestions

General Appearance:

The biggest thing in the sky. It should look powerful, deafening, and intimidating. Basically, it should look like a larger, beefier version of the Ghost. Thruster rockets should be disproportionately large, to show excessive power. More mechanical looking than a Specter, but more advanced than a Ghost.

Defense Characteristics:

All defenses are greatly increased, compared to those of the original Flying Suit.

	 
	AP
	Ballistic
	Laser
	Plasma
	Incendiary
	Concussion

	Damage Modifier
	100%
	100%
	90%
	50%
	40%
	35%


 

	Statistics

	Head
	80

	Front
	100

	Back
	110

	Arms
	80

	Legs
	100

	Wt
	NA/150


Bonus Characteristics:

This suit comes with a space for 2 Module Units on the Helmet (temporal position) and 3 on the back (posterior deltoid and dorsal median). The Agent who wears this suit into battle must be on the offensive at all times, as he will not have the ability to sneak up on anyone. Because of this, a hard point on the right forearm can mount very rapid firing medium and light weapons. 

Encumbrance:

On the ground, this upgraded suit is nearly is nearly impossible to move. Users suffer normal Encumbrances.

Suggested Manufacture Price:

209,500 Credits (Does not include material costs)

Special Materials Required:

UFO Alloys (unnamed at this time. Quantity or volume undecided)

E115 (quantity or volume undecided)

Special Considerations:

Because of the massive weight increase, booster packs are recommended for lifting off of the ground - it takes double energy to ascend one level in this suit.

 

 

Scenarios

This brief section will utilize tables to clarify how each armor stands up against very specific attacks.

Numbers shown in RED indicate that the armour was destroyed by this attack.

Numbers shown in PURPLE indicate that the shield was destroyed by this attack. Extremely powerful attacks may destroy both shield and armour.

Since all parts of the armour will now have the same quantified defense capabilities, the numbers that comprise the body of the table will show only which parts of the armour would or would not be destroyed.

For purposes of balance, AP (Frag Damage) can not destroy armour. All UFO alloys are impervious to destruction from AP and Ballistics (bullets). The wearer may still be injured, but the armour will not be destroyed. Incendiary attacks cannot destroy shields.

The numerical values in the body of the table will represent the amount of damage the Agent suffers after the armor has done its job. The Number "100" next to each weapon type is how much power it is hitting with. To make this as thorough as possible, the numbers in the body of the table will appear like so: Head/Front/Back/Arm/Leg. This will represent what would happen if a shot were fired and struck that particular part of the armor. Obviously, the lower the number, the better the protection. It should be of note that there are few if any AP weapons that will hit with 100 points of damage.

As you will see, after surveying the following chart, additional balancing is needed. However, only game-play will test the balance accurately. Feel free to make your own lists with your own modifications and email them to me (or post them). I intend to average the statistics for all things given and post a "final" armor list. Please note that even that list may be changed slightly, once the armour has been tested in game-play.

	 
	AP 100
	Ballistic
	Laser 100
	Plasma 100
	Incendiary 100
	Concussion 100

	M185 Anti-Frag
	10/10/10/10/10
	75/75/75/75/75
	90/90/90/90/90
	100/100/100/100/100
	80/80/80/80/80
	70/70/70/70/70

	ABA 211 Titan MK II
	10/10/10/10/10
	15/15/15/15/15
	65/65/65/65/65
	100/100/100/100/100
	35/35/35/35/35
	55/55/55/55/55

	RAC Armour
	0/0/0/0/0
	30/30/30/30/30
	65/65/65/65/65
	100/100/100/100/100
	100/100/100/100/100
	10/10/10/10/10

	CARCS 
	0/0/0/0/0
	10/10/10/10/10
	80/80/80/80/80
	95/95/95/95/95
	70/70/70/70/70
	5/5/5/5/5

	SRSF
	10/10/10/10/10
	20/20/20/20/20
	80/80/80/80/80
	95/95/95/95/95
	70/70/70/70/70
	15/15/15/15/15

	ETAACH A1
	0/0/0/0/0
	0/0/0/0/0
	30/30/30/30/30
	60/60/60/60/60
	25/25/25/25/25
	65/65/65/65/65

	ETAACH 
	0/0/0/0/0
	0/0/0/0/0
	15/15/15/15/15
	35/35/35/35/35
	25/25/25/25/25
	60/60/60/60/60

	RDFS
	0/0/0/0/0
	0/0/0/0/0
	1/1/1/1/1
	18/18/18/18/18
	0/0/0/0/0
	16/16/16/16/16

	RPDFS
	0/0/0/0/0
	0/0/0/0/0
	0/0/0/0/0
	7/7/7/7/7
	0/0/0/0/0
	23/23/23/23/23

	RDFS 
	0/0/0/0/0
	0/0/0/0/0
	1/1/1/1/1
	14/14/14/14/14
	0/0/0/0/0
	16/16/16/16/16

	X1A "Juggernaut" MAC
	0/0/0/0/0
	0/0/0/0/0
	10/10/10/10/10
	40/40/40/40/40
	25/25/25/25/25
	65/65/65/65/65

	X2A "Stalker" MAC 
	0/0/0/0/0
	0/0/0/0/0
	10/10/10/10/10
	65/65/65/65/65
	0/0/0/0/0
	50/50/50/50/50

	X2B "Overlord" MAC 
	0/0/0/0/0
	0/0/0/0/0
	0/0/0/0/0
	10/10/10/10/10
	10/10/10/10/10
	40/40/40/40/40

	AFAA "Ghost"
	0/0/0/0/0
	35/35/35/35/35
	15/15/15/15/15
	65/65/65/65/65
	65/65/65/65/65
	85/85/85/85/85

	AFAA  "Specter"
	10/10/10/10/10
	15/15/15/15/15
	0/0/0/0/0
	55/55/55/55/55
	75/75/75/75/75
	90/90/90/90/90

	AFAA  "Banshee"
	0/0/0/0/0
	0/0/0/0/0
	10/10/10/10/10
	50/50/50/50/50
	60/60/60/60/60
	65/65/65/65/65


