BY-TOR’S BLUE BATTLESUIT (TL10)
Armor Components:  Blue dragon scale torso, groin, arms, & legs; blue dragonhide gloves, boots & flexible areas; tungsten carbide greathelm w/full-face HUD visor; truesilver chain mail shirt underneath. 
Protection: Overall DR = 17 (13 for dragon scale + 4/2* for chainmail shirt;) 
                     Helmet DR = 21; 
                    Gloves & Boots DR = 6*
General Enhancements: 
· Immune to blue dragon breath & all electrical attacks
· Built-in Energy Cell (5,000 energy points): all electrical damage to the battlesuit is absorbed & charges the Energy Cell (“Lightning” & similar electrical-damage spells charge 1 energy point per point of damage, natural lightning strikes charge 3d6+25 energy points, other electrical currents charge 10 pts. per kWh)
· Embedded electrical circuitry (blue dragon nervous system) connects Energy Cell to tech devices, “Draw Power” enchantment draws from Energy Cell to power magical devices
· Airtight construction with regulated independent atmosphere
· “Magic Resistance” enchantment (+4 vs. magical Ice/Cold attacks)
Specific Enhancements/Devices:  
MAGIC
· Visor (Helm) – “Shapesight” (includes “Spectrum Vision,” “Magnetic Vision,” “Night Vision/Dark Vision,” “See Invisible,” “Rear Vision,”) “Mage Sight,” “Aura” (energy cost each=3/2, dur=1min)
· “Gill Slots” (Helm) – “Breathe Water” [energy cost=4/2, dur=1min.]
· Air Canister – truesilver high-pressure container, capacity = 3 hrs. 45 min. of air, “Create Air” enchantment refreshes & auto-fills air reserve (energy cost=1, dur=3hrs,45min)

· 2 Magic Wands (Belt Sheaths) – 1) “Burning Touch” (energy cost=3, dur=imm;)  2)  “Icy Breath” [“Area Effect” & “Maintainable” Modifiers; energy cost=3/2, dur=1sec]
· Glove (Right) – “Enchant Weapon” enchantment grants +3 Skill, +3 Damage to held weapon (energy cost=6, dur=20min)
· Boot Heels – “Great Haste” [“Maintainable” Modifier; energy cost=5/3, dur=10sec]
TECH
· Visor (Helm) – Hyperspectral Visor (adds 10xMagnification, Infrared, Ultraviolet & Passive Radar to visual spectrum) (see p. UT61) (energy cost=1, dur=3hrs;) Cyberlink sighting system for laser pistol (energy cost=1, dur=24hrs;) Cyberlink guidance system for Flight Pack (energy cost=1, dur=24hrs)
· Left Arm Panel – Radscanner: can be set to detect electrical or magnetic fields or radiation sources of any kind, including radar & radio signals.  Provides range, strength & bearing without emitting a scanning signal.  Requires roll vs. “Electronics Ops (Sensors)” to operate, requires roll vs. “Physics” to analyze data (see p. UT63) (energy cost=1, dur=2days;) Electronic Lock Pick: gives +3 to “Electronics Ops (Security)” to open coded electronic locks (see p. UT95) (energy cost=1, dur=5hrs)
· Sonic Stunner (Left glove palm) – 33 KW, shoots a 6”-wide sonic beam that causes unconsciousness & then stunning (see p. B35-36,) Armor Divisor 5, 1 shot per second (0.5-second burst,) Recoilless, Accuracy 1, Range 10/30, target must roll vs. HT-2 or be rendered unconscious for # of minutes equal to margin of failure, then stunned until a HT-2 roll is made [energy cost=0.2/shot (5 shots per energy pt.)] 
· Heavy Laser Pistol (Holster) – 52 MW, blue frequency, 4d6 damage per shot (Armor Divisor 2,) up to 5 shots per second (0.02-second burst,) 28 shots on a full charge, Recoilless, Accuracy 6 [+1 for Cyberlink sighting system (“smartgun” electronics in Helm visor, see p. B280 for details,)]  range 600/1800 (15-150 in water) (energy cost=3/shot, 150/sec)
· Electromagnetic/Antigrav Flight Pack – 45KW EM/Antigrav generator, Air Move = 40 (top speed = 82mph,) acceleration = +10Move/sec, Cyberlink guidance system (in Helm) [energy cost=8/min or 450/hour]
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