
 

The Afour Armour System – Page 1 of 5 

The Afour Armour System 

A Low-Fantasy Armour Granularity System for D20 format role-playing games. 
Designed for making armour a more dynamic, tangible aspect of gameplay, forcing players to consider its condition 
and maintenance. I consider this a ‘low fantasy’ inclusion as it errs toward a simulatory experience more so than the 
games rules usually include. 

Why? 
In most tabletop RPGs, armour is a static defence—chosen once, then largely forgotten until magical upgrades or 
better alternative appear. This additional module/system adds a new mechanic ‘Protection’ which gives armour a new 
feeling and a little more meaning beyond simply adding a numeric value to a characters Armour Class. In addition to 
this new mechanic this system adds new paradigm: Armour Degradation. Getting into fights now risks not only some 
HP but the very (chain)shirt on your characters back! 

 Protection Bonus: Each armour type provides resistance or damage reduction against certain damage 
types. 

 Durability: After combat, armour may degrade, reducing effectiveness until repaired. 

 

Armour Types & Protection 

Each armour category protects against one type of damage: 

 Leather→ Bludgeoning Protection 
 Chain → Slashing Protection 
 Plate → Piercing Protection 

Protection Mechanic 
Against the declared damage types (Bludgeoning, Slashing, Piercing) while undamaged (in its Normal status) the 
armour will confer Damage Resistance (reduce incoming damage to half) against its protected damage type and 
when damaged this is effect is removed and replaced by a static Damage Reduction of -1 from against the protected 
damage type. If an armour becomes broken, it will remove any benefit of protection. 

In addition to this the armour will suffer a -1 from AC at each stage of degradation. If the armour is worn and used. 
Where this effect may incur a modifier exceeding any original bonus the armour conferred, the characters AC is 
reduced as appropriate to the damage status of the armour (e.g. an armour that would normally convey an AC of 12+ 
Dex modifier reduces to 9+Dex modifier when it is in a damaged state) 

 Normal: Provides resistance against its protected damage type.  
 Worn: No modifier of protection effect but AC is penalized. 
 Damaged: Resistance is reduced to Damage Reduction (-1). AC is penalized further. 
 Broken: Protection is lost entirely, and AC is penalized further. 
 Mangled: The item cannot be used; it can be repaired still. 
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Durability Check: Post-Combat Wear & Tear 

After any combat (or an event deemed to be considerably physically gruelling such as tumbling down a 
rockface), each player character affected and that is wearing armour rolls a durability check to determine if 
their armour has degraded. 

How to Roll the Check: 

Players roll 1d20, making a WIS check against a DC 15 representing a character recovering from their 
entanglement and where possible making immediate adjustments to their attire. This check is made with the 
following modifiers: 

 +2 if the character has exclusive access to an appropriate set of tools (e.g. Smith’s Tools or similar) 
for the duration of the repair gains 

 + proficiency bonus if the character has proficiency with a tool set used. 
 + Advantage Roll if the character has a relevant feat that would improve their working with 

materials (open to player interpretation). 
 +2 if the armour is magical. 

These can be added together to improve the likelihood of success. 

On a failure: the armour degrades one step. 

 

Armour Degradation Scale 
Armour worsens progressively through five tiers: 

Condition Effect 
Normal Resistance against its protected damage type. 
Worn Protection remains, -1 AC. 
Damaged Protection reduced to DR -1, -2 AC. 
Broken Protection lost entirely, -3 AC. 
Mangled Unusable until repaired. 

 

If a character for some reason is carrying a set of Mangled armour, and they are impacted by a damaging event, and 
where the character fails to maintain their armour, the Mangled armour is Destroyed. 

Optional: Additional Penalties 

As part of the overall agreement of the game, players are encouraged to also include the following to further 
create a sense of punitive effect on characters: 

Broken Armour gains the following: 

 Movement reduced by 5 ft. 
 Disadvantage on DEX saves & Acrobatics checks. 
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Repair & Maintenance 

All "Found" or "Recovered" armour is assigned a condition of “Damaged.” 

Quick Repairs (Long Rest):  
One character with Smith’s Tools or similar, or an appropriate class or character Feature can restore one armour 
item by one step. (e.g., "Broken" → "Damaged"). 

This activity does NOT prevent the character from benefiting from the Long Rest. 

The DC of the repair being made is 15 + number of degradation steps the armour has suffered (e.g. a damaged 
armour would be DC 17 [15+2]) 

The repair check is made using the character’s Dexterity Bonus, unless the armour is Heavy, in which case it is made 
using the Strength Bonus. 

Full Repairs (Blacksmiths): 
Restores armour completely at a gold cost, scaling by armour type. A player may wish to partially repair an armour 
and may do so paying the value of 20% of the initial value per step of repairs + the Repair Cost Modifier per the 
armour type. 

Condition Repair Cost 
Worn 20% value + type value adjustment 
Damaged 40% value + type value adjustment 
Broken 60% value + type value adjustment 
Mangled 80% value + type value adjustment 

Type Value Adjustment 

Type Repair Cost Modifier 
Leather +1 
Chain +2 
Plate +3 
Mixed +1 + the highest other type value 

Armor Type Repair Cost (w) Repair Cost (d) Repair Cost (b) Repair Cost (m) 

Padded none n/a n/a n/a n/a 

Leather leather 3 gp 5 gp 7 gp 9 gp 

Studded leather leather 10 gp 19 gp 28 gp 37 gp 

Hide leather 3 gp 5 gp 7 gp 9 gp 

Chain shirt chain 12 gp 22 gp 32 gp 42 gp 

Scale mail mixed (plate/leather) 14 gp 24 gp 34 gp 44 gp 

Breastplate plate 83 gp 163 gp 243 gp 323 gp 

Half plate plate 153 gp 303 gp 453 gp 603 gp 

Ring mail mixed (chain/leather) 9 gp 15 gp 21 gp 27 gp 

Chain mail chain 17 gp 32 gp 47 gp 62 gp 

Splint mixed (plate/chain) 44 gp 84 gp 124 gp 164 gp 

Plate plate 303 gp 603 gp 903 gp 1203 gp 

Shield plate 5 gp 7 gp 9 gp 11 gp 
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Magic Armour & Special Rules 
Because a good number of D20 systems also include magic, and magical items, I offer that the rules to damaged 
armour can be modified in ways that reflect the ‘wonder’ of such things, magical armour is likely to not be marred 
simply by a few knocks and scrapes, so players are encourage to use one or any of the following: 

 Option 1: Magic armour never degrades (immune to wear and tear). 
 Option 2: Magic armour can only degrade to "Damaged" (never Broken/Mangled). 
 Option 3: Magic armour reduces DC for Durability Checks (e.g., roll vs. DC 10 instead of 15). 

Of course, in the spirit of the game, I also encourage that players should ‘fit’ this armour degradation system into their 
game in a meaningful way, if you have idea’s outside of those, I give that would ‘fit in’, go for it! 

 

Designers Notes 
This system was designed to make armour a living part of a character’s journey, rather than just a static AC modifier. 
In most D20 systems, players rarely think about armour beyond its AC bonus—this aims to change that and make 
things just a little more real. 

By introducing Protection mechanics and Durability, I wanted to create meaningful choices for both players and DMs. 
Players must decide whether to risk fighting with weakened armour or seek repairs, while DMs gain a new narrative 
tool for emphasizing the toll of battle. 

While the rules fit naturally into the fifth edition of D&D, end perhaps even easily into previous versions or derivatives 
such as Pathfinder, I hope to have made the system modular and easily adjusted for other RPG systems. My hope is 
that this system encourages creativity, with homebrew settings adjusting repair costs, introducing rare armour 
materials, or even adding new conditions. 

Ultimately, this is meant to be a low-maintenance, high-impact system that 
enhances immersion and resource management without slowing gameplay. 
I hope you enjoy this module 

Rich Peall 

Afour Games 
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Important Legal Information: 

This module/system is released under CC BY 4.0 for all original content. 

  
However, elements derived from the 5th Edition System Reference Document (SRD 5.1) are used under the 
Open Game License (OGL) 1.0a. 
The following content is covered under OGL 1.0a: The armor names and character statistic references 
Strength Bonus and Dexterity Bonus, listed in the System Reference Document 5.1. 
All other original mechanics, concepts, and text are released under CC BY 4.0  
 
OGL (Open Gaming Licence) Licence 1.0a 

Legal Information Permission to copy, modify and distribute the files collectively known as the System Reference Document 5.1 (“SRD5”) is granted solely through the use of the 
Open Gaming License, Version 1.0a. This material is being released using the Open Gaming License Version 1.0a and you should read and understand the terms of that license 
before using this material. The text of the Open Gaming License itself is not Open Game Content. Instructions on using the License are provided within the License itself. The 
following items are designated Product Identity, as defined in Section 1(e) of the Open Game License Version 1.0a, and are subject to the conditions set forth in Section 7 of the 
OGL, and are not Open Content: Dungeons & Dragons, D&D, Player’s Handbook, Dungeon Master, Monster Manual, d20 System, Wizards of the Coast, d20 (when used as a 
trademark), Forgotten Realms, Faerûn, proper names (including those used in the names of spells or items), places, Underdark, Red Wizard of Thay, the City of Union, Heroic 
Domains of Ysgard, EverChanging Chaos of Limbo, Windswept Depths of Pandemonium, Infinite Layers of the Abyss, Tarterian Depths of Carceri, Gray Waste of Hades, Bleak 
Eternity of Gehenna, Nine Hells of Baator, Infernal Battlefield of Acheron, Clockwork Nirvana of Mechanus, Peaceable Kingdoms of Arcadia, Seven Mounting Heavens of Celestia, 
Twin Paradises of Bytopia, Blessed Fields of Elysium, Wilderness of the Beastlands, Olympian Glades of Arborea, Concordant Domain of the Outlands, Sigil, Lady of Pain, Book of 
Exalted Deeds, Book of Vile Darkness, beholder, gauth, carrion crawler, tanar’ri, baatezu, displacer beast, githyanki, githzerai, mind flayer, illithid, umber hulk, yuan-ti. All of the rest 
of the SRD5 is Open Game Content as described in Section 1(d) of the License. The terms of the Open Gaming License Version 1.0a are as follows: OPEN GAME LICENSE 
Version 1.0a The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved. 1. Definitions: 
(a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content; (b)"Derivative Material" means copyrighted material including derivative 
works and translations (including into other computer languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other 
form in which an existing work may be recast, transformed or adapted; (c) "Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or 
otherwise distribute; (d)"Open Game Content" means the game mechanic and includes the methods, procedures, processes and routines to the extent such content does not 
embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified as Open Game Content by the Contributor, and means any work 
covered by this License, including translations and derivative works under copyright law, but specifically excludes Product Identity. (e) "Product Identity" means product and product 
line names, logos and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, 
symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names and descriptions of 
characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments, creatures, equipment, magical or supernatural 
abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity, 
and which specifically excludes the Open Game Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its 
products or the associated products contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, 
translate and otherwise create Derivative Material of Open Game Content. (h) "You" Not for resale. Permission granted to print or photocopy this document for personal use only. 
System Reference Document 5.1 2 or "Your" means the licensee in terms of this agreement. 2. The License: This License applies to any Open Game Content that contains a notice 
indicating that the Open Game Content may only be Used under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may 
be added to or subtracted from this License except as described by the License itself. No other terms or conditions may be applied to any Open Game Content distributed using this 
License. 3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License. 4. Grant and Consideration: In consideration for 
agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, nonexclusive license with the exact terms of this License to Use, the Open Game 
Content. 5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions are Your original 
creation and/or You have sufficient rights to grant the rights conveyed by this License. 6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this 
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, 
and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute. 7. Use of Product Identity: You agree not to Use any Product 
Identity, including as an indication as to compatibility, except as expressly licensed in another, independent Agreement with the owner of each element of that Product Identity. You 
agree not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly 
licensed in another, independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not constitute 
a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest in and to that Product 
Identity. 8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game Content. 9. Updating the 
License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this License to copy, modify and distribute any 
Open Game Content originally distributed under any version of this License. 10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game 
Content You Distribute. 11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written 
permission from the Contributor to do so. 12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open 
Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected. 13. Termination: This License will terminate 
automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of 
this License. 14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it enforceable. 15. 
Open Game Content: The following material is Open Game Content under the Open Game License 1.0a: the reference of character statistic namesakes; strength and dexterity, the 
armor names and any references to armor types as found in the System Reference Document 5.1. All other original mechanics, text, and system expansions are considered 
Product Identity. Product Identity: The following material is NOT Open Game Content: all original mechanics, rules, terminology, and concepts related to the armour degradation 
system, armour durability, and all repair mechanics unique to this work. COPYRIGHT NOTICE Open Game License v 1.0a Copyright 2000, Wizards of the Coast, LLC. System 
Reference Document 5.1 Copyright 2016, Wizards of the Coast, Inc.; Authors Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney Thompson, Peter Lee, James Wyatt, Robert J. 
Schwalb, Bruce R. Cordell, Chris Sims, and Steve Townshend, based on original material by E. Gary Gygax and Dave Arneson. END OF LICENSE 

 


