Midnight at the Well of Souls Armor Tables

ARM YPES
ARMUOR SKILL CLARSS TOYRL

TYPE NAND THROINN PROJ BERM NERVY NEASY{B)} DAMAEE
CLOTH ~1 -1 o 0 0 0 10
REFLECTIUE CLOTH -1 -1 0 Gj 0 0 10
BALLISTIC CLOTH 0 0 -4 0 -4 0 20
HEAUY CLOTH =1 =2 ] 1) 0 0 15
{PRODED CLOTH ~2 -2 0 -1 0 0 20
LEATHER -2 -3 1 -1 0 ) 22
HERUY LEATHER -3 -4 -2 -2 -1 0 28
THIN PLASTIC -2 -1 0 ot 0 0 15
PLASTIC CHAIN -3 -2 0 0 0 ) 15
PLASTIC PLATE -3 -3 ~1 -1 -1 0 30
LIGHT METHL -5 -6 -2 -3 0 o' 30
METAL CHARIN -7 -6 -2 0 0 0 30
METAL PLATE -8 -8 -4 ___ -4 -2 =27 50
CARBIDE PLATE * * * - -10 -3 300
SOFY WOOD -3 -4 -2 -2 0 0 18
HARD WOOD -6 -7 -4 -4 -1 0 24

1t -- |If the material is coated with a mirrored finish, an additional 3 is subtracted
from the damage by the listed weagpon. '

HEAUY{B} -- This signifies a Heavy Beam weapon

= -- This indicates that the armor is totally resistant to the attack form.

NATURAL ORMOR TYPES
RRMDR SKiILL CLASS
TYPE HAND THROIWN PROJ BERM HEAVY  NERDV(B)

Light Hide -1 -2 -1 -1 0 ]
Heavy Hide ~4 -4 -2 -3 -1 -1
Heavy Fur -2 -2 -2 -1 0 0
Crystal -4 b -2 -1 0 -3
Metallic Crystal = -9 -3 -8 -2 -3
Chitin ) -6 -6 -3 -3 -1 -1
Bone -9 -3 -3 -1 0 0
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ENDURANCF TABLE
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To use this table, find the row number equal to your character's 3TR and

the column equal to your character's CON. Where the row and column meet

is your character's ENDURANCE score.



EATIGUE TABLE
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To use this table, find the row number equal to your character's CON and
the column equal to your character's WPR. Where the row and column meet

is your character's EATIGUE score.



'SUIJOJ 81| PaSeQq UoQJed-uou aAey Aews BaJe L, B U} J0U SjauBld G
'uo0jjeZ|(BJauiw

PPe UBD NOA '31BWI (2 4O adA] (esauab ay) xapuj ‘esJde L, B UL 10U J| P
(81| PaSeq UOQJeD 31BD(PUL SBaJR 31| ]

eaJe 31| .W. Ue U} S} 1aue(d ayl JI pulj 0] UMOD X8pui ¢

$10|S 8y} U} 185 aJe s1aue|d JNOA aJaym 0] SSOJOE Xapu| Z

'8Z1S S,WA1SAS JR)S JNOA xapuj ‘|

To[qeT SIUY a5h 07 MOH
i 4 4 4 4 4 4 4 4 4 4 4 24 €4 €3 b4 b4 €N W I W
i 4 4 4 4 4 4 4 4 4 424 €4 €4 s b3 CH W U HH W
i 34 4 4 4 4 4 4 4 4 23 €4 €4 ¥4 b1 CH W 1L HH BH X
3 4 4 4 4 4 4 423 24 €3 €4 b4 b4 CH U UL WH HH WH 9
3 4 4 4 23 24 €4 €4 44 4 Cu b4 CH ZU G K WH BH CH EH 4
3 4 424 %4 €3 €4 bi w3 U SU ZU M KK BH WH CH EH 2H 2CH B
4 24 24 €4 €4 b4 b4 EK W UK SH WH WH CH CH CH ZH ZH ZH H @
€4 €4 #d #d EW W IN KM KK HH CH CH CH CZH ZH ZH H H H H O
908 208 908 SO@ 08 €08 208 108 ZIY |1¥ OIB 608 BOB L0B 908 SOH »OE COH 20H 10¥ Y
18 608 808 208 908 S08 $08 €08 Z0E 106 OIY 608 90K L0 908 SOW »Ob €OH 208 IOy B
»03 €00 200 10D 808 208 908 S0E +0€ €0@ 206 06 906 LOH 908 SOB »08 €OH 20d 0B 3
803 200 900 S0 $03 €03 20J (00 908 SOG 08 €08 208 CO& 90H SOH »08 €08 208 IOy @
»00 €00 200 100 803 <00 903 S02 03 €02 203 103 »0E €OE 208 08 »08 COB 208 08 P
900 SO0 $00 €00 200 100 903 SOJ #00 €03 202 100 »08 CO8 208 108 05 COW 206 ioW 9
T T T T = = - - 400 €00 200 100 ¥0J €00 203 100 2ZUG 10G ZO0H 10W 9
- - - - = - = - - - - - - - |00 100 200 100 10G I0H ®
53007 Y41

J78H1 JU0Z-ILBWITI LIUE'1d



WEARPONS TABLE

HEAPON SKILL RATE OF INITIATIVE MAX I UK STRENGTH
TYPE CLASS FIRE MODIF IER RANGE DANMARGE MODIF IER
ROCK HAND _ 1 0 0 3 YES
ROCK THROWN 1 0 10m 3 YES
KNIFE HAND 1 +3 0 4 VES
KNIFE _ THROWN 1 +2 25m 4 YES
| THROWING STARS [HROWN 3 +3 _20m_ 2! YES
| BOOMERANG THROWN 1 +2 50m 5 NO
| SPEAR 1 0 0 5§ YES
SPEAR THROWN 1 0 15m 4 YES
HAND_AXE HAND + 1 0 5 YES
HAND AXE THROWN 1 +1 10m 4 YES
SHORT SWORD HAND 1 +1 0 6 VES
LONG SWORD HAND 1 0 0 8 YES
| AXE HAND 1 0 0 ? YES
FLINTLOCK PISTOL PROJ 1 0 15m ) NG
LIGHT PISTOL PROJ 2 +2 35m S NO
[MEDIUM P1STOL PROJ 2 +2 50m 6 NO
HERVY PI1STOL PROJ 2 +2 ?5m_ 8 NC
DRART PISTOL PROJ 1 +2 30m 21 )
MAGNA_P | STOL ** PROJ 1 +1 100m 10 NO
FLINTLOCK RIFLE PROJ 1 0 75m 10 NO
[LIGHT RIFLE PROJ 1 0 400m 8 NO
|[MEDIUM RIFLE PROJ 1 0 700m 15 NO
[HERUY RIFLE PROJ 1 0 1000m 18 NO
MAGNA RIFLE** PROJ 1 0 1500m 20 NO
[DART _RIFLE PROJ 1 0 100m 41 NO
SHORT_BOW PROJ 1 0 250m 8 YES
LONG BOHW PROJ 1 0 500m 15 VES
PROJ 1/2 -1 300m 20 NO
SHOTGUN PROJ 1 OR 2 0 75m 10 NO
LASER/DRILLER BEAN 1 +2 15m 8 NO
[BLRSTER_PISTOL BERN 1 +2 40m 2 NO
FUKA MACHINE PISTOL* BERM 3 45 150m 1-30 NO
STUN PISTOL BEAM 1 +2 50m STUNSS. NO
BLASTER RIFLE BERAM 1 0 120m 25 NO
STUN RIFLE BEAN 1 0 ?5m STUNSS NO
| MACH INE GUN HERUY 3 +3 2200m i8 NO
BALL ISTA HEAVY 1 -5 300m 25 NO
LIGHT CATAPULT HERVY 1/2 -5 250m 3511 NO
HEAUY CATAPULT HERUY 172 -5 300m 4511 NO
TREBUCHET HEAUY 172 -6 450m 501 NO
STEAM CATAPULT HERUY 1 -6 600m 5511 NO
MORTAR HEAUY 1 -5 1500m 20¥% NO
L IGHT CANNON HEARUY 72 -5 2000m 30¥% NO
HEAVY CANNON HEAUY 1/2 -5 10000m 40¥% NO
LASER_CANNON HEAVY 172 -4 2000m 50¥ NO
BLASTER CANNON HERVY 1/2 -4 3000m 60¥ NO

* -- This is a special weapon used gnly by the CON Police
** -- Magna Heapons are projectile weapons which fire steel slugs propelled by alternating

magnetic fields produced in the barrel of the weapon

t -- This damage is in addition to any drug or poison on/in the projectile

§ -- This weapon does double damage if set against a charge

§§ -- This weapon effects the character as a Stun attack {see Unarmed Combat}.
The character has a chance to resist the effect by making a successful resistance check

1* —— This weapon's atlack is on anyone within 2 hexes of the impact point

¥ —— This weapon's attack is on anyone within 5 hexes of the impact point
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