Godbound Weapons and Armor:  11-11-23
Weaponry 

Weapon 

Dmg  
Attrib. 

Magazine.  Range (Meters)
Unarmed Attack 
1d2 
Str/Dex

-

N/A
Knife 


1d4 
Str/Dex

-

5
Club 


1d4
Str

-

5
Sword or 1H Melee 
1d8 
Str/Dex

-

10
Spear 


1d6 
Str

-

-
Great Weapon 
1d10 
Str

-

-
Bow 


1d6 
Dex

1

100
Crossbow 

1d8 
Dex

1@

100
Frag. Grenade 
2d6 
Dex

-

10
Taser 


1d8§ 
Str/Dex

-

3
Revolver 

1d6
Dex

6

30
Semi-auto Pistol 
1d6 
Dex

12

30
Rifle 


1d8
Dex

6

200
Shotgun, Break
1d10
Dex

2

10
Shotgun, Pump
1d10
Dex

6

10
Submachine Gun 
1d8*
Dex

20

20
Combat Rifle 

1d10*
Dex

30

30
Sniper Rifle 

1d10
Dex

1

1,000
Heavy Machine Gun 
3d6#
Dex

10

500
Rocket Launcher 
3d6
Dex

1@

1,000
§ indicates that the weapon does subdual damage. 

* means the weapon is capable of burst fire 

# weapons can fire to suppress

If a magazine is marked @ it takes an extra action to reload

Range: each full range increment imposes a cumulative – 2 penalty on the attack roll.

Some military firearms are capable of burst fire. These weapons can expend three rounds of ammunition in an attack to gain a +2 bonus to the hit roll and damage roll on the attack.

Some weapons are naturally capable of suppressive fire. Double the usual amount of ammunition is fired, but any target within normal range of the weapon’s firing arc is automatically hit for half normal damage (round down). Targets who succeed on the better of their Spirit or Evasion saving throws avoid this damage, as do targets who are behind hard cover.  

Burst-fire weapons with a full automatic setting can also be used for a less effective version of suppressive fire, assuming they have at least half of a full magazine of ammunition left. Such a “spray and pray” attack consumes all the ammunition left in the weapon and allows a single attack roll against every target in front of the shooter, up to a maximum equal to the bullets left in the magazine. Those hit by the spray can attempt the better of a Spirit or Evasion saving throw to escape injury.  
Weapon Types:   
Damage: 
Attribute: 
Example: 

Unarmed

1d2

Str/Dex

Punch, kick, bite

Light


1d6

Str/Dex

Dirk, club, rapier

Medium


1d8

Str

Sword, spear, mace

Heavy


1d10

Str

Great Sword, maul

1H Ranged

1d6

Dex

Pistol, javelin, knife

2H Ranged

1d8

Dex

Bow, crossbow, rifle
Armor Types:
Base AC: 
Examples: 

None

9

Skin or Clothing

Light

7

Leather* or Hides*, Armored Longcoat




Armored Undersuit @

Medium

6 

Ballistic Vest,   -4 to one save (Evasion)
5

Mail* or Light Plate*, 

Heavy

4

Military Body Armor, -4 to two saves (Evasion and Endurance)
3

Heavy Plate*, 

Shield

-1 Bonus
No save penalty


* armors are ineffective against firearms and explosives. 

@ armors are ineffective against melee weapons.

Armored Longcoats include long coats, dusters, or loose full clothing that has been reinforced by ballistic cloth and internal plates. While it appears to be normal clothing at a cursory glance, any close inspection will detect the armored components. 

Armored Undersuits are tight ballistic-cloth suits worn as underclothing. While they provide very limited ballistic protection, they are useless against melee weapons or fists, and provide no AC benefit against them. 

Ballistic Vests and Military Body Armor are unmistakably armor, including pads, ballistic plates, and joint protection. Wearing this openly on the street is likely to produce vigorous police interest

