Field Repair
Field Repair Proficiency
Ability: Int
Prerequisites: None
Modifier: 0
Synergies:  Metal Armor: +1 from Blacksmithing, +2 from Armor Smithing


       Leather Armor: +1 from Leatherworking, +1 from Tailoring


This proficiency allows for the repair of armor in the field.  All Warrior Group characters have this proficiency for free.  Normally, armor can only be repaired by an armorer, at a material cost of 1/100th the value of the armor per point (an NPC armorer charges 1/50th the cost in order to make a profit).  However, through various cold-forging and leather working processes, a character with Field Repair is able to repair metal or leather armors with only a hammer and an anvil for metal armor, or a sewing kit and patches for leather armor.  Repairing armor in this way is quick, cheap, and portable.  There is no need to go back to town to repair armor; one can just sit down and fix it on the spot.  However, there is a cost: since these processes are by definition field-expedient, they are bad for armor in the long term.  You can only patch a hole in leather armor so many times, and hammering on a cold breastplate simply is not good for it.  Each damage point requires 2d6 turns (1d6 turns for leather) to repair, and costs nothing, provided the materials are present (these cost next to nothing, so a character can simply declare in advance that they are prepared to repair armor).


To use this proficiency, the character makes an intelligence check for every 5 points repaired.  If there are less than 5 points of damage on the piece being repaired at the time it is repaired, the excess points are lost.  If this check is made by 4 or more, five points can be repaired.  If the check is successful but not by more than 4, five points can be repaired, but the armor loses one point of maximum durability.  If the check is failed completely, then the armor loses one maximum damage point and no damage is repaired.  For instance, if a suit of leather armor was at 5/10 durability, and a repair check was failed, the armor would then have 5/9 durability.  Each point of maximum durability lost in this way can be repaired by a proficient armorer with a complete workshop, at a material cost of 1/20th the value of the armor per point (so in reality, an NPC armorer will charge 1/10th the value of the armor, since he wants to make a profit).    


When armor reaches 0 damage points, it does not break.  Instead, it makes a save vs. crushing blow, with a modifier equal to the number of points into the negative it is.  This save must be made for each point of change, whether it is taking more damage or being repaired.  In the case of taking damage, it saves at the lower of the two penalties.  When being repaired, it saves at the higher of the two penalties.  Saves must continue to be made until damage points are positive.  Should the armor fail any of these saving throws, the armor is permanently destroyed, worsening the AC value by 4 (2 if leather), increasing the dexterity penalty by 4 (2 if leather), and causing the effects of heavy encumbrance (slow movement rate, ect).
