Sliders 2 Arms and Equipment theories: V1.1 8/24/6
WARNING!

Before you read any further, you must understand what this document is… and, what it is not.

It is not the precise stats of ANY weapon or armor. It is a balancing document. It extraplorates many technologies from many game systems. It gives guidelines for making any weapon from any system conform to the rules of the Sliders2 game.

Let us take the example of a chainsword:
In this Document, the stats are:  2d6   (19-20)  x3 

In D20 Modern the stats are: 2d8   (19-20)  x2        

So, Does this document override the D20 Modern stats? The answer is no. Both examples have about the same item “weight” The d20 modern version trades off a critical multiplier for increased die factor. The weapon simply represents that paradigm’s slight difference in design.
However, Some weapons fall outside the tolerance level of the item weight outlined in this document. Under those circumstances, the statistics must be lowered to maintain game balance.

Armor: Armor is driven by Chemical Technology (Science)
Using plates of different materials to prevent weapons from harming the body.
Replacement advances rely on the development of more and more indestructible materials.

The Armor Sliding scale of power:

Vectors: AC , Weight Class, MaxDex, Check Penalty, Hardness

PL0 (Hide, Wood) <Ancient Light armors>
Padded, Leather, Studded Leather, Hide, Scale, Splint, Wooden Shields

PL1 (Soft metals) <Ancient Medium armors>
Reference the D&D players Handbook (unavailable : Plate armor)

PL2 (Hard metals) <Ancient Heavy armors>
Reference the D&D players Handbook

PL3 (No advancement in materials chemical science)
PL4: Materials Hardness Science Availiable. Hardness  1 availaible
SN-42 Ref- http://en.wikipedia.org/wiki/SN-42
+5AC , 1 hardness, +2Enh,  +3MaxDex, -4APenalty , 25%SpellFail (Ancient Rank defense)
PL5: ( Kevlar, Polyethlyene fibers) <Modern Medium armors>
Hardness 1-3 
PL6: (Ceramics) <Modern Heavy Armors>
Hardness 1-5 available 

Full Boron Carbide Suit (Advanced Ceramic)

+8AC , Hardness 4,  +3Enh,  +1MaxDex, -6APenalty , 35%SpellFail (Modern Rank defense)

PL7: (Heavy Dense Metals (Iridium)) <Futuristic Powered Armor> 
PL8: (Heavy Dense Metal Composites)<Futuristic Heavy Armor>
PL9:  (Dense Gravitic Polymers) <Futuristic Light Armor>
Armors: 
AC is entirely a matter of body coverage. Each point is 1 point of value, and always allow you to create a 9 point swing in other stats. (gaining hardness, Dex, etc at the loss of coverage, however, armor still only progresses at 1 point per PL , which means that the variety increases much faster than the overall power)
PL     Hard   MaxDex: Light   Medium    Heavy       Range      Value 
0        0                           6               2          -1             (0-16)       6-7
1        0                           7               3           0             (1-17)        7-8
2        0                           8               4           1             (2-18)        8-9
3        0                           9               5           2             (3-19)        9-10
4        1                          10              6           3             (4-21)        10-11
5        3                          11              7           4             (5-24)        11-12
6        5                          12              8           5             (6-27)        12-13
7        9                          13              9           6             (7-32)        14-15
8       12                         14             10          7             (8-36)        16-17
9       14                         15             11          8             (9-39)        18-19
Check penalty and spell fail are derived stats from a cross reference of MaxDex and armor category. It has no real bearing on Value and can be extraplorated from existing armors.
Lets say Boba Fetts armor is PL9 tech. It only has a valid value of 18-19.

If it is Heavy, covers  9 AC , it has 10 points left between hardness and Dex bonus.

So : AC9 Hard5 MaxDex5  would be valid statistics for this armor type.

It could also incorporate other advancements giving it 5 points of enhancement etc.
Weapons, progress levels and the sliding scale of power:

Total weapon power only increases slightly through progress levels.

Actual advancement is usually on par with 1 point of average damage, crit multiplier or threat range per PL
Example: Medium Melee weapons:

PL       dmg  crit      mult     Weapon               Value
PL0 :   d6   (20)        x2        Club                     3.5 – (3-4)
PL1 :   d8    (20)       x2        Mace                    4.5  - (4-5)
PL2 :   d8    (19-20)  x2        Longsword          5.5  - (5-6)
PL3 :   d10  (19-20)  x2        Bastard Sword    6.5  - (6-7)
PL4 :  2d6   (19-20)  x2        Katana                 8    (7-8)
PL5 :                                                                (8 - 9)
PL6 :  2d6   (19-20)  x3        Chainsword         10.5  (9 - 10 )
PL7 :  2d8   (19-20)   x3        Monofilament     11.5 (10 - 11)
PL8 :  2d8   (18-20)  x3        Powersword       12  (11 - 12)
PL9 :  2d8+  (18-20)  x4        Lightsaber          13  (12 – 13)
Small Ranged weapons (Handguns):

PL       dmg  crit      mult     Weapon               Value

PL0 :   d4   (20)        x2        Sling                    2.5 (2 – 3)
PL1                                                                   3-4
PL2                                                                   4-5
PL3     1d8  (20)      x3          Flintlock             5.5 (5-6)
PL4

PL5 :   2d6  (20)      x3          9mm                    8   (7-8)
PL6 :

PL7 :   2d8  (20)      x3          Lasgun               10  (9-10)
PL8 :

PL9 :   3d6  (20)      x3          Fusion Pistol      11.5  (11-12)
Weapon Size versus Value
Weapon           Small        Medium     Large     Huge   G         C       C+

Sling                 d4               d6              d8         d10    2d6     3d4    2d8
Flintlock           d8               d10          2d6        3d4     2d8     3d6    2d10
9mm                 2d6             3d4          2d8        3d6     2d10   2d12  3d8
Lasgun             2d8             3d6          2d10      2d12   3d8     4d6     3d10
Fusion              3d6             2d10        2d12      3d8     4d6     3d10   4d8
                      Pistol     Heavy pistol   Rifle   Shoulder |---  Vehicle -----|
Damage increment increases by weighted value: (Average Damage)
d4 = 2.5

d6 = 3.5

d8 = 4.5

d10 = 5.5

d12 = 6.5

2d6 = 7

3d4 = 7.5
2d8 = 9

3d6 = 10.5
2d10 = 11

2d12 = 13

3d8 = 13.5

4d6 = 14

3d10 = 16.5

4d8 = 18

3d12 = 19.5

Explosives Damage:
                                     Micro     Mini    SRM     MRM   LRM   

PL0  1-1d6                      0            1         d3           d4        d6
PL1  1d4-5d4                  d3          d4       2d4        3d4      5d4

PL2  3d6 – 6d6               2d6        3d6     4d6        5d6       6d6
PL3  5d6-10d6               3d6        5d6      6d6        8d6       10d6

PL4  7d6 – 12d6            5d6        6d6      8d6       10d6      12d6
PL5  9d6-15d6               6d6        9d6      11d6     13d6      15d6
PL6  11d6-20d6             8d6       11d6     14d6     16d6      20d6

PL7  13d6-26d6             10d6     14d6     18d6     22d6      26d6  
PL8  15d6 - 32d6           12d6     17d6     22d6     27d6      32d6

PL9 17d6 – 40d6           14d6     20d6     28d6     34d6      40d6
Powered Armor :

Powered armor Must be 1 size category larger than the operator, but may be larger.

Instead of the additional HPs afforded by powered armor in D20, The statistical increases are as follows: The allowed variance is considerable, with a 4 point increase per PL.
PL           AC   Hardness   +STR (L/H/G/C)            +DEX          allowedValue  (Min/max)
PL 6 :      10      6-9            +4 -  +8/16/24/32           -4 -   +2/0/-2/-4        12-16 (6-19)
PL 7 :      10      8-12          +6 -  +10/20/30/40         -2 -   +4/+2/+0/-2     16-20 (12-26)
PL 8 :      10      10-14        +8 -  +12/24/36/48         +0 -  +6/4/2/0           22-26 (18-32)
PL 9 :      10      12-16        +10 - +14/28/42/56         +2 -  +8/6/4/2          28-32 (24-38)
Examples :

Rifts:

The technology swing between Coalition and Splugorth is represented by the 5 point technology gap in their powered armors:

Kittani Serpent Armor: AC10  Hard 14 STR10  DEX8 - Value: 32
Coalition Super SAMAS: AC10 Hard 12  STR10  DEX 6 – Value 28
Glitter Boy:  AC10 Hard 16  STR 10  DEX 2 – Value 28
    (Additional Science Enhancement bonuses +5AC,  Ray Reflective)
However, As you can see, The item balance within paradigms is very slight.

What is important to note however, Is that an actual writeup of advanced power armor include many more systems and effects than just the basics. Each of the : Armor, Sensors, and Power source, along with each weapon, can integrate a full load of enchantments/scientific enhancements.
A full writeup of a top of the line production model of Kittani Serpent would look as follows:

Armor : AC10  Hard 14 STR10  DEX8   +5 Enhancement bonus to AC, +5 dodge bonus to AC 
Sensors : +5 insight bonus to hit, +5 insight bonus to AC

Power source : +6 enhancement to STR, CON (total STR +14 because 8 is due to size and 2 enhancement)

Weapon1 : Plasma Axe – PL8 Large Melee weapon – 2d12 x3 (19-20) +5 hit / dmg, Keen
Offhand: Rocket Shield. +5 Large shield +2 shield AC, Also can be fired as a PL9 MRM 34d6 dmg

A level 1 pilot with all 10s in stats would be turned into a deadly killing machine :

HP: 13

AC: 46  (10 +15armor +7shield +5dodge +5insight +4dex)

Hardness: 14

Attk :   +18 axe (+1bab +5enhance +5insight +7str) or +15 missile

Dmg : 2d12 + 13 (17-20 x3) , 34d6 (DC11)
Comparison of a lvl 1 human in PL9 magical world with equivalent magical equipment:

Mithril Plate +5, Large Shield +5, Headband of perfect excellence, +5 keen Longsword

+5 ring of deflection, Vestments of faith, +5 luckstone
HP:  13
AC: 44  (10 +14armor +7shield +5deflection +5luck +3dex)
Hardness : 5
Attk: +14 sword
With even more magic, (Luckstones etc, this gap can be narrowed even more considerably)

Bionics:

Keep in mind: Cybernetics are NOT bionics and do not take up any real space in the body mass calculation. 

Conversion level                      Fortification    % of CONbonus remaining (round down)

Light cybernetics 10-30%       25%                                75%                 +1HDfactor

Partial conversion 30-50%      50%                                50%                 +2HDfactor

Full conversion 60-80%          75%                                25%                 +3HDfactor

True Cyborg      80-99%          100%                               0%                  +4HDfactor

Spell Failure = Conversion % - 25

HDfactor progresses along these lines: D4->D6->D8->D10->D12->D12+2->D12+4..

Organs and limb list: (Each full slot is 10% conversion level)

The bone parts include connective tissue in their %

Head: (3)

 Eyes(3%), Ears(3%), Brain(4%) (almost never replaced fully)

 Nose(5%), Throat(5%)

 Jaw(5%), Skull(5%)

Torso: (3)

Lungs(2.5%)+Circulatory(2.5%)+Digestive(2.5%)+Lymphatic(2.5%)

Ribs(10%)

Pelvis(10%)

Extremities: (4)

Rarm(10%)

Larm(10%)

Rleg(10%)

Lleg(10%)

Vehicles, Starships, Robot Vehicles:

Vehicles Provide Cover bonuses to creatures on top of or inside. Most of the time this will be 100% cover. (Motorcycles and the like sometimes have less than that). Vehicles often have an acceleration and deceleration rate that restricts their movement to within certain parameters. So long as you have 1 rank of skill, Driving a vehicle is considered a Move action. Therefore, moving and attacking is possible. However, for ranged weapons, the range is always calculated as the vehicle’s furthest point from the target during it’s turn.
 Vehicles: have a wide range of statistical values including hit points. These hit points are removed before damage to the occupants is dealt. Vehicles are immune to critical hits.
AC for vehicles is a representation of glancing blows, noncritical damage. 
Due to this, military vehicles will often have a lower AC. There simply tends to be more % of the structure filled with critical equipment than civilian models. Packing additional power, sensors and weapon systems into a vehicle will often lower it’s AC.

PL    AC    Hard    HP:   M     L         H       G         C           C+          Value(M)
5       5-7    1-5             6-10   10-15 15-25 25-40   40-60     60-85          16-20
6       5-8    6-9             8-15   15-25 25-40 40-60   60-85     85-115        21-25
7       5-9    8-12           10-20 20-35 35-55 55-80   80-110   110-145      26-30
8       5-10  10-14         12-25 25-45 45-70 70-100 100-135 135-175      31-35
9       5-10  12-16         14-30 30-55 55-85 85-120 120-160 160-205      36-40
Starships: 
PL    AC   Hard    HP:  H(-32ft^3)  G(32-64) C(64-128)  C+(128-256) C+2(256-512)
6                11-20          45-135         135-270  270-450        450-1350     1350-2700
7                21-30          50-150         150-300  300-500        500-1500     1500-3000
8                31-40          55-165         165-330  330-550        550-1650     1650-3300
9                41-50          60-180         180-360  360-600        600-1800     1800-3600
Capital Ships: 
PL    AC   Hard    HP: C+3(512-1024)  C+4(1024-2048) C+5 (2048-4096) 
7               21-30       3000-6000                 6000-12,000       12,000-24,000
8               31-40       3300-6600                 6600-13,200       13,200-26,400
9               41-50       3600-7200                 7200-14,400       14,400-28,800
C+5 (2048-4096)    56khp                             C+13  1mil

C+6  8196               128khp                           C+14  2mil
C+7  16,384            256khp                           C+15  4mil
C+8  32,768            512khp                           C+16  8mil  <The Moon> 128mhp
C+9  65,536            1milhp                            C+17 16mil
C+10 131,072         2milhp                            C+18 32mil  <Earth> 512mhp
C+11 262,144   <First Death Star>  4mhp    C+38 <Sol>  
C+12 524,288   <Second Death Star> 8mhp C+47 <Red Giant>
The Death star = piR of 196.8 Kilofeet
23,945,568,651,295,448 Cu ft   = 288,231
The Moon = 581996965364300783616 Cu Ft. = 8,349,111
Earth =     28762388529925813240543 Cu Ft = 30,639,028
The Sun 1,300,000 x Earth             

10 Kilotons – 1d6x100

1 megaton – 1d6x10,000
50 megaton – 50d6x10,000

300 megaton – Largest Asteroid impact – 30d6x100,000

50 megaton avg dmg = 175,0000 dmg = 290.25 Missiles to destroy the earth
