Economics

The Resource Trait isa combination of the money that a character has access to quickly, the amount of credit they have
with others for getting goods and services, and the amount of influence they have within aregion. W hen a character is
using their Resources, they are payingout-of-pocket, contacting money-lendersfor more currency, or callingin favours.

For those people who wish an average assessment of ‘wealth’, the following chart can be used to give the player an idea
of how much money they can gather for themselves quickly. This is an estimate of course, a savvy character or
persuasive character may be able to get further.

Resour ces Social Caste Money ‘on Hand’

0 Destitute 0

1 Peasant Class lto4

2 5t09

3 Lower Class 10to 19

4 20to0 49

5 Merchant Class 50to 99

6 100 to 199

7 Noble Class 200 to 499

8 500 to 999

9 Royaty 1000 to 1999

10 2000 to 4999

(11) 5000 to 9999

(12) 10 000 to 19999
1 Mark = 10 Talons = 100 Crests (1 Mark =1 Gold.)

The Mark is the basic form of coinage which has become the standard. Set by Aranous a few hundred years ago, the
mark, the talon and the crest became the currency used by most of the nations on Kith Kanaan. This currency is
interchangeable, and usually the only time there are problems if one or more nations are at war, in which case foreign
currency may not be accepted. The weight of currency is kept standard between each of the nations, and the standard
traditionis to have theking’slikeness on the gold coin (the mark), the queen on the silver coin (the talon), and the first
child on the copper coin (the crest).

Aranous Drachenkeep Springdale

Mark: Typhon Mark: Queen Dove Mark: Symbol of the Lion
Talon: Chantico Talon: King Shaden Talon: Symbol of the Lioness
Crest:  Aranous Seal Crest:  Prince Jerec Crest:  Symbol of the Cub
R'Tal Shire Lands Tarantis

Mark: Damon Bridlehorn Mark:  Sigil of the Blue Wizard Mark:  Symbol of Mana

Talon: SashaBridlehorn Talon: Sigil of the Blue Wizard Talon: Symbol of Tarantis
Crest:  Shannon Bridlehorn Crest:  Sigil of the Blue Wizard Crest:  Symbol of Siren's Cove
Anaitha

1 Crown = 100 Standards = 1000 Commons (1 Crown=50Gold. 1Gold= 2 Standards.)

Anaithausesthree simple currenciesin their region, which issignificantly different than that of most of the other nations.
Anaithan economics is determined by the current costof living. Eachyear, the cost of food for the nation is determined,
which sets the standard for the highest level of currency, a gold coin called the Crown. One crown represents enough
money to feed a person for oneyear. The nextlevel of currencyistheStandard (sometimes call ed the Sovereign), which
ismade of silver,whichisthe most commonly used. The lowest level of currency isthe Common (sometimes called the
Tail), which is made of copper.

Anansie

1 Dinar = 5 Dirham = 100 Bits (1 Dinar = 2 Gold.)

Anansie used simple, pressed gold coins as ther currency, cdled Dinars. Dinars are commonly used for expensive
purchases, and are notregularly seen. Itbearsthe mark of Suleiman. The common unit of currency Dirham, which are
apressed silver coin, bearing the mark of the last ruler of Anansie, Tzepesh. The Bit isthesmalled unitof currency, and
is essentially a copper ball of aspecific size and weight. Bits are cheap and traded for simple tasks, or for measuring
goods on scales. T hey are excellent for slings.



Material Strengths

Hardness
All materialshave aHardness. Hardness usually is rated from 1 to 10, and is used to cal culate a number of properties
for the material.

Soak:
Health:

Water

Hardness + Defence or Soak of Item x 3
(Hardness + Bulk + Defence or Soak of Item) x 5

Water has a baseHardness of 0. Due to water tension, the effective Hardness of water isincreased by 1 against falling
objects for every ten feet the object has fallen, to a maximum Hardness of 20.

Material Hardness  Cost Material Hardness  Cost Material Hardness  Cost
Bone 3 2 Leather, Thick 4 3 Metal, Titanium 8 8
Cloth, Cotton 1 2 Leather, Thin 2 2 Paper 1 2
Cloth, Silk 4 3 Metal, Copper 4 3 Stone, Basdlt 5 4
Cloth, Velvet 3 4 Metal, Brass 5 3 Stone, Granite 6 5
Gemstone, D iamond 10 7 Metal, Bronze 6 4 Stone, Limest one 5 4
Gemstone, Escudo 5 5 Metd, Gold 3 6 Stone, Sandstone 3 2
Gemstone, Obsidian 5 3 Metal, Iron 7 5 Stone, Shale 4 3
Gemdone, Quartz 6 4 Metal, Lead 5 2 Wood, Balsa 1 2
Gemstone, Ruby 9 5 Metal, Nickel 6 4 Wood, Cherry 3 4
Gemstone, Sapphire 9 6 Metal, Orichalcum 10 9 Wood, Ironwood 5 5
Glass, Crystal 2 3 Metal, Platinum 3 7 Wood, Maple 3 3
Glass, Tempered 3 4 Metal, Silver 5 5 Wood, Oak 6 5
lce 3 2 Metal, Star Metal 8 10 Wood, Pine 4 4
Ivory 3 3 Metal, Steel 9 6 Water 0 (Specid) 1
Leather, Suede 3 4 Metd, Tin 4 2

Crafting

A character wishing to craft their own goods to sell may do so.

The character must first purchase the goods needed. The amount of goods required is equal to the Bulk of the
item to be crafted. Only the most abundant material for the item to be crafted is required. As per the normal
rulesfor buying multiple items, the Difficulty and the Cost are increased by the number of items purchased at
once. The Difficulty isincreased by the Resolve of the seller, as normal.

The character then makes aPhysical + Inventor or a Physical + Weapon Skill (if making a specific weapon)
roll. The Difficulty is equal to Hardness of the material used, plus the number of items being crafted at one
time. The character must have materials equal to theBulk of the item, plus one for each additional item being
crafted.

For every success on the roll, the Bulk cost is reduced by one, allowing material to be left over. Atleast one
Bulk worth of material must be used up. If no successes are gained, than the material is wasted, and the
character must purchase more.

It takes one day (6 hours) for every point of Bulk the object possesses to craft an item, plus one for each
additional item being made.

Crafting New Objects
If you are making something which isnot on the equipment list, please contact staff to design the attributes of the object,
so that it may be added to the database before crafting.



Exceptional Quality

Characters may wish to craft or purchase items of exceptional quality. Superior itemsmay grant a number of bonuses
to the character using the item, or to theitemitself, depending on what isdesired by the player. Thelistisnot exhaustive.

Qualities

Item has / provides +4 Soak or +2 Defence (as per Shields).
Item has / provides Damage (+1).

Item Bulk is reduced by 1.

Item Hardness is increased by 2.

Item provides a +2d12 Skill Bonus to appropriate skill.

Item provides a +2 Augment Bonus to a specific Form of magic.

Crafting Exceptional Items
Each Quality chosenby the character for anitem they are craftinginflictsa +2 Difficulty to the crafting roll of the item,
and increases the crafting time by one more day. Each Quality can only be chosen once.

Purchasing Exceptional Items
Each Quality chosen increases the Difficulty of the Resource roll by one. If the character is choosing exceptional
equipment out of character creation, each Quality chosen increases the Cost of the item by one.

Purchasing Items of Alternate M aterial

When making or purchasing an item using specific material s, thecharacter comparesthe Co st of the material and the Cost
of theitem it isto be made of. The higher of the two Costs becomesthe base Cost of the item, and the Bulk of the item
isused to increase the Difficulty of the purchase. Ifthe character isselecting the item during character creation, the Cost
is also increased by the Bulk of the item.



Supernatural Materials

Escudo

Escudo is ablue-white crygal that comes from the mines within R’ Tal, though it can also be found in the easternmost
region of what was once Aranous. The crystals are considered sacred to the Mysteries, and radiate with a holy energy.
Escudo are also called ‘manacrystals’.

Ll When infusedwith Essence, escudo gows By infusing an amount of Essence equal to the Bulk of theescudo
crystal + 5, the crystal will produce light in aradius equal to (Bulk + 5) yards.

The light created by escudo is an effective ward against Undead and Infernal entities inflicting a Difficulty
increase equal to the escudo’ sBulk + 2 to those who are caught inside the glow.

When worn, escudo reduces the amount of Essence lost by Touch of Death. The amount of Essence lost is
reduced by the excudo’ s Bulk+ 2. This protection can ‘absorb’ an amount of Essence loss equal to (Bulk x 5)
+ 5.

Escudo can provide abonusto Miracles. By spending 5 Essence when performing aMiracle, the character can
add an additional amount of dice to theMiracle equd to the escudo’sBulk + 2.

Items crafted of Escudo have the same Bulk as normal.

Iron
Ironis hard, and functionally it works much the same as steel. The only major differenceisthatit is somewhat heavier,
but cheaper than geel. Italso provides some resistance to Glamour and the faerie race.

Weaponry made of iron may do Damage (Bulk) against Faerie entities rather than normal Damage.
Shieldsmadeif iron can be used to deflect Glamour spellsand Faerie Powers. The character’s Defence bonus
for the Shield is added to any resistance trait for this purpose.

Armour made of iron provide a bonus to the character’s Resolve and Resistance against Glamour spells and
Faerie Powers equal to the armour’s Bulk.

Items crafted of Iron have a Bulk of +1 over normal.

Orichalcum

Orichalcum is a deep golden metal, almost tan, and is sometimes call ed True Gold. The Orichalcum minesare often
found within the Anansie Desert and in Springdale. Orichalcum isoften used by the Joshuite faith for their holy symbols
and is considered ablessing from Joshua. The Arinfaith considers Orichal cum to be a blessing of Arion. Orichalcum,
once purified and forged, is an incredibly dense material which can withstand considerable punishment.

Orichalcum ignoresthe Soak of Undead and Infernal entities

Armour crafted of Orichalcum gain a +5 Soak bonus.

Shields crafted of Orichalcum gain a +5 Defence bonus.

Weapons crafted of Orichalcum gain a Damage (+2) bonus.

Holy Symbol s of Orichalcum can be used to do damage to Undead and Infernal entities acting asaweapon with
a Damage of (Bulk + 2).

Items crafted of Orichalcum have a B ulk of +2 over normal.



Star Metal

Star Metal is ablue-dlver metal, and is sometimes called True Silver. The Star Metal minesare often found in the
Northern Wilds, and sometimesup in Aregonor the island of D’ Remes, making them quite difficult to find and exploit.
The followers of Mana consider Star Metal to be the blessing of their Goddess, and often protect new mines from being
stripped by the greedy. Star Metal is also found in meteor strikes and the Mysteriesare said to be able to predict when
a meteor isto strike, sending the Emerald Adepts to prepare for the impending impact, so tha the Star Metal can be
claimed before anyone else does. Star Metal isincredibly light.

Star Metal ignoresthe Soak of Divineand Wild entities

Armour crafted of Star Metal gain a +2 Soak bonus.

Shields crafted of Star M etal gain a+2 Defence bonus.

Star Metal issaid to be lucky, granting +2 additional successeson all Skill rollsinvolving theitem crafted from
Star Metal. Inthe case of passive Skill Use (such as full defence), the character' s Skillis considered two higher
than normal.

Items crafted of Star M etal have a B ulk of 1 |ess than normal.

White Steel

An alchemical creation, the process of creating White Steel is known only to a single amith in the Shire Lands. Items
made of White Steel are considered to be of Exceptional Quality, and increase the bonuses granted by Exceptional
Qualities by +1 when they are selected. White Steel items can be combined with other materials.

Exotic Materials

Astral Iron (Cost 9)

Astral iron can only be found within the border realms between the physical world and the other planes. In rare places
which overlap multipleworlds, astral steel can befound. Astral iron hasthe Hardness of normal iron buthasalittle more
weight to it. The special property that Astral Iron is known for is that intangible entities can not pass through it.

Items crafted of Astral Iron have a Bulk of 1 more than normal.

Armour crafted of Astral Iron apply their Soak bonus to all damaging spells the caster is struck by.
Shieldscrafted of Astrd Ironapply their Defence bonustothe Difficulty to all spellsfor the Round cast against
the character when an A ction is spent.

Weapons crafted of Astral Iron damage targets which are intangible or Incorporeal as if they were olid.

Dark Wood (Cost 7)

Dark wood is a special form of tree found within R’ Tal, touched by the darkness of the land, and discovered only
recently. Dark wood can beused for shields and for wooden weapons, aswell asfor wooden items. It has a dark, almost
black sheen to it when polished and worked properly.

1 Items crafted of Dark W ood hav e a Bulk of 1 less than normal.

Entropic Iron (Cost 10, Hardness 8)

Entropic ironisonly found in hell-pits, places so corrupted by the Infernal Realms, that they have become partial gates
to the demon realms themselves. In these rare places, entropic iron can be found. Entropic ironisadull grey metal,
shifting and flowing slightly and never keeping the same shape. This makes it incredibly hard to work with (+2
Difficulty). When worked into armour however, it becomes incredibly flexible

Items crafted of Entropic Iron have a Bulk of 1 more than normal.

Armour crafted of Entropic Ironis treated as having a Bulk 2 less than it actually has.

Flexible weapons of Entropic Iron gain one additional success no attack rolls.

Shields crafted of Entropic Iron are able to absorb some impact, and grant their Defence Bonus as Soak.



Equipment
Starting Equipment

A character’ s starting equipmentis determined by their starting Resources. For every point of Resourcesthe character
has, they gain oneitem at a Cost of one, and one item less for each Resource level higher. The chart below shows what
Cost is available for the character out of their starting Resources as ‘free’ equipment.

Cost
Resour ces

1 2 3 4 5 6 7 8 9 10
1 1 0 0 0 0 0 0 0 0 0
2 2 1 0 0 0 0 0 0 0 0
3 3 2 1 0 0 0 0 0 0 0
4 4 3 2 1 0 0 0 0 0 0
5 5 4 3 2 1 0 0 0 0 0
6 6 5 4 3 2 1 0 0 0 0
7 7 6 5 4 3 2 1 0 0 0
8 8 7 6 5 4 3 2 1 0 0
9 9 8 7 6 5 4 3 2 1 0
10 10 9 8 7 6 5 4 3 2 1

Size and Cost

A character who wantsto buy equipment must add half their Size (round down) to the Cost of the item, to represent more
material and greater expense. For characters with a Size of less than 0, the Cost of the item can not be reduced below
1 before the character rolls.

Size Adjusted Cost
and Bulk
0 0
-1/1 0
-212 -1/+1
-3/3 -1/+1
-4/4 2142
-5/5 -2/+2
-6/6 -3/+43
-717 -3/+3
-8/8 -4/ +4
-9/9 -5/+4
-10/10 -6/+5




Equipment Glossary

The following terms are used in the Equipment lig and are explained here for convenience.

1 Augment This item can be used to enhance the ability to cast spells. The character can spend 5
Essenceto either reduce the casting time of the appropriate spell by the Resource Cost of the
item, or spend 10 Essence to have aminimum number of dice on the casting roll equal to the
item’s Resource Cost.

Bonuses This item grants a bonusto certain Skills. These bonuses do not stack, and any bonus
granted is usually not universal —they may only apply when the equipment is being used in
the proper manner.

Bulk Bulk determinesthe weight of an object. If the item is aweapon, Bulk is equal to half the
object’s weightin pounds. If theitem isashield or armour, bulk is equal to onefifth of the
item’s weight in pounds. For other equipment, Bulk is equal to the item’sweight in pounds.
For Transport, Bulk isequal to approximately onefifth of theobject’sweight in pounds. To
use the item properly (either wearing, carrying, or using), the character’s Physical A ttribute
plus Size must be higher than the item’s Bulk.

1 Cost The Resource Cost of the item. When making a Resourceroll, the final Cost before rolling
can not be reduced below one.

1 Damage The weapon’'s Damage. Damage ismultiplied by the successes of an attack, to determine
how many Wounds the weapon inflicts on an opponent.

1 Defence Shields increase a character’s D efence against an attack without using an Action. T his
augmented Defence degrades against multiple attacks just like normal.

1 Range The range that a weapon can be fired or thrown to. Range is calculated in yards.

1 Reach A weapon with reach gains a +5 bonus to Initiative as the character can attack an opponent
before they move into range.

1 Soak Soak isused to reduce Woundsinflicted by asuccessul physical attack. The amount of Soak

the character hasisdirectly subtracted from the Wounds, and the result becomes Health lost.
The minimum amount of Wounds inflicted is O.

Buying Equipment

Buying equipment is aSocial + Business + Resourcesroll, with a base time of 10 minutes. The Difficulty of the roll
is equal to the Resnlve Trait of the sller (usually 2). Forevery success on the roll, the Cost of the item is reduced by
one. Thefinal Cost isthen subtracted from the character’ s Resources. The minimum Costisalways0. A character may
attempt to purchase more than one item of the same type at once. Each additional item increases the Difficulty of the
roll and the Resource Cost by one.

Selling Equipment

A character can attempt to sell to an NPC. The character rolls Social + Business against a Difficulty of the Cost of the
item they are selling plusthe Resolve of the NPC (usually 2). The character can attempt to sll an item for a Cost higher
than what is reasonabl e, with amaximum inflation equal to the character’ s Business Skill. If the character succeeds, the
itemissold. Ifthe Cost is higher than the character’s current Resources, their Resources is adjusted to the Cost of the
item.

Running a Shop

To run ashop, a shop keeper buys ‘stock’. Thisis a purchase of asingle item, which represents what the character is
selling in their store. Resources spent to create stock are dedicated to the store, effectively lowering the character’s
Permanent Resources until the character removes the item from stock. The shop owner can ‘dedicate’ any temporary
Resource gains into the gore, thus increasing gock possessed. These Costs do not lower the character’s Permanent
Resources.

Any time an item is sold, the final Cog of the item is compared to the character’s current Resources. If the Cost is
higher, the character’s Resources are increased to that amount. This is considered atemporary boost, and disappears
at the end of the week as normal.



Effects of Bulk

A character with items of greater Bulk than their Physical Attribute + Size Trait sufferspenalties. For every point an
item’s Bulk is greater than the character’ sPhysical + Size, the character suffersa 1-die penalty on any Physical Actions,
and their Defence, Speed, and Initiative arereduced by one (to aminimum of 0). This penalty is applied for each item
with a Bulk over the character’s Physical + Size, and the effects are cumulaive.

Armour and Shields

1 The Soak provided by Armour is reduced by two for every two Sizes that the Armour is above or below that
of the character. A character can not wear Armour of more than three Sizes smaller than the character.

1 The Defence provided by a Shield is reduced by one for every two Sizes thatthe Shield is above or below that
of the character. A character can not effectively use a Shield more than four Sizeslarger than the character.

Armour Soak Cost Bulk Shield Defence Cost Bulk
Padded 4 2 2 Buckler +2 3 1

Leather 6 3 3 Wood, Light +2 1 1

Hide 8 3 5 Metal, Light +3 2 2

Leather (Studded) 8 4 4 Wood, Heavy +4 3 2

Scale (M ail) 12 5 6 Metal, Heavy +5 4 3

Chain (Shirt) 12 6 5 Tower Shield +6 4 7

Chain (M ail) 14 6 8 Add Spikes +1 +1

Plate (Breast) 14 7 6

Splint (M ail) 16 7 9 A Buckler doesnot use up a character’ s off-hand, and thus
Banded (Mail) 16 8 7 can provide a Defence Bonus while the character’s hand
Plate (Half) 18 8 10 remains free. A character can use a weapon and a buckler
Plate (Full) 20 9 10 in their off-hand.

Add Spikes +1 +2

A Shield can be used as aw eapon, with a Damage equal to
Spiked Armour can be used as a weapon, allowing half the Shield’s Defence bonus (round up). A Spiked
Grappling Attacks to provide D amage (+3). An opponent Shield gains Damage (+2).
attempting to grapple someone in spiked armour suffers
Damage (3), using their own successes in the grappling
attempt against themselves.



Weapons
1

! A character attempting to use a weapon that is too large or too small for them suffers a-1 diepenalty on all
attack rolls and reduces the bonus for Defence when parrying by one for every two Sizes the weapon is higher

or lower than the character’s Size.

Light Crossbows require 2 Actionto reload. Heavy Crosshows require 4 Actionsto reload.

Repeating Crossbows fire 8 shots before needing to reload. It requires 1 Action per shot being reloaded.
A weapon that is one or two handed gains a+1 die bonus to attack when used two-handed.

Weapons

Axe (Great)

Axe (Hand)

Axe (Throwing)
Axe (Battle)
Blowgun
Blowgun (Greater)
Bola

Bow (Long)

Bow (Long, Composite)
Bow (Stort)
Bow (Short, Composite)
Chain

Chain (Spiked)
Chakram

Club
Club(Great)
Crosshow (Heavy)
Crossbow (Hand)
Crosstow (Light)
Crossbow ( Repeat Heavy)
Crosstow (Repeat Light)
Dagger

Dart

Hail (Heavy)

Flail

Gauntlet

Glave

Guisarme
Halberd

Hamner (Light)
Hammer (Heavy)
Hammer (Maul)
Hammer (War)
Javelin

Kama

Katar

Kukri

Lance

Mage (Heavy)
Mace (Light)
Nagirata

Net

Nunchaku

Pick (Heavy)
Pick (Ligt)
Quarter Staff

Sai

Sap

Scythe

Shuriken

Sickle

Sling

Spear

Spear (Long)
Spear (Short)
Spiked Gauntlet
Sword (Bastard)
Swor d (But terfly)
Sword (Falchion)
Sword (Great)
Sword (Long)
Sword (Katana)
Sword (Rapier)
Sword (Scimitar)
Sword (Short)
Sword (Wakizashi)
Trident

Unarmed Strike
War Fan

Whip
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Cost
4
3
2
3
1
3
2
5
6
4
5
2
4
3
0
2
5
6
4
8
7
1
1
3
2
1
2
2
3
1
5
7
3
1
1
1
2
3
3
2
3
4
1
2
1
0
1
1
3
0
2
0
1
2
1
2
4
3
5
5
3
7
4
3
3
7
3
0
4
1
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Skill

Impact

Impact

Impact or Thrown
Impact

Exotic

Exotic
Entangling/ Thr own
Archery
Archery
Archery
Archery
Entangling
Entangling
Thrown

Impact or Thrown
Impact

Archery
Archery
Archery
Archery
Archery
Bladesor Thrown
Thrown

Impact

Impact
Unarmed

Pole

Pole

Pole

Impact or Thrown
Impact

Impact

Impact

Throwmn

Exotic
Unarmed or Blades
Blades

Pole

Impact

Impact

Pole

Entangle
Impact

Impact

Impact

Pole

Exotic

Impact

Exotic

Thrown

Exotic

Thrown

Poleor Thrown
Pole

Poleor Thrown
Unarmed
Blades

Blades

Blades

Blades

Blades

Blades

Blades

Blades

Blades

Blades

Poleor Thrown
Unarmed
Exotic
Entangle

Handed
Two

One

One

One or Two
One

One

One

Two

Two

Two

Two

One or Two
One or Two
One

One

Two

Two

Ore

One or Two
Two

One or Two
One

One

Two

One

One

Two

Two

Two

One

Two

Two

One or Two
One

One

One

One

Two

Two

One

Two

One or Two
One

One or Two
One

Two

One

One

Two

One

One

One

One or Two
Two

One or Two
One

One or Two
One

Oneor Two
Two

Oneor Two
One or Two
One

Oneor Two
One

One

One or Two
One

One

One

Notes

Range:

Range:
Range:
Range:
Range:
Range:
Range:
Range:
Reach
Reach
Range:
Range:
Range:
Range:
Range:
Range:
Range:
Range:
Range:

Reach
Reach

Range:

Range:

Reach

Reach
Range:

Reach

Range:

Range:
Range:

Range:

Range:

Reach

5/10/20

5/10/20
5/10/20
5/10/20
30/60/120
40/80/160
20/40/80
30/60/120

10/20/40
5/10/20
40/80/160
10/20/40
30/60/120
40/80/160
30/60/120

5/10/20
5/10/20

10/20/40

10/20/40

5/10/20

5/10/20

20/40/60
10/20/40

10/20/40

5/10/20



Standard Gear
Standard Gear grants a +2 die bonus on any Skill roll appropriate for the type of gear being used.
character does not have the item specifically in their inventory, it is assumed they do not have the proper gear,
or that the gear they have is not of sufficient quality to provide a bonus.

Standard

Backpack

Barrel

Basket

Bedroll

Bell

Blanket (Winter)
Bottle (Wine)
Bucket

Caltrops (20)
Candles (6)

Canvas Cloth (1 yard)
Case (Map/ Scroll)
Chain (10 feet)
Chalk (25 pieces)
Chest (Wood and Iron)
Crowbar

Firewood (1 week)
Fisting Net (25 feet)
Flask

Flint and Steel
Grappling Hook
Hammer

Ink

g (3, Clay)

Ladde (10 feet)
Lamp (Common)
Lantern (Beacon)
Lantern (Hooded)
Lock (Simple)

Lock (Average)
Lock (Good)

Lock (Amazing)
Manacles (Average)
Manacles(Superior)
Mirror (Small, Met d)
Oil (1 pint flask)
Paper (Sheet)

Pole (10 feef)

Pot (Ir on)

Pouch Belt)

Rope (Hemp, 50feet)
Rope (Sik, 50feet)
Sack

Sealing Wax

Signet Ring

Sledge

Soap

Spade or Shovel
Spy Glass

Tent

Torch (12)

Vial

Waterskin

Tools
Alchemig’'sLab
Artisan's Tools
Climber'sKit
DisguiseKit

Hedler's Kit

Holy Symbol (Wood)
Holy Symbol (Sacred)
Hourglass
Inventor'sKit
Magnifying Glass
Musical Instrument
Scale (Merchant’s)
Spell Pouch (Comporent)
Spell Book

Thieves T ools
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Special

Augment: Aria, Bardic, Glamour

Dmg (1). Phy + Athto awid (Diffi 1/ 5 caltrops)
Augment: Stedow, Suleinan, Azure

Augment: Inferndism, Necromancy, Witch craft
Augment: Azure, Necromancy, Suleiman

Augment: Artificing, Necromancy, Witchcraft
Augment: Artificing, Azure, Witchcraft
Augment: Glamour, Shamanism, Wit cheraft
Augment: Artificing, Necromancy, Witch craft

Augment: Artificing, Shamanism, Wit cheraft
Augment: Artificng, Infernalism Suleiman
Augment: Artificing, Azure, Witchcraft

Augmert: Glanour, Necromancy, Shadow
Augmert: Glanour, Necromancy, Shadow
Augmert: Glanour, Necromancy, Shadow

Diff 2. Aug: Infernaism, Necromancy, Suleiman
Diff 3. Aug: Infernalisn, Necromancy, Suleiman
Diff 4. Aug: Inferndism, Necro mancy, Suleiman
Diff 5. Aug:Inferndism, Necromancy, Suleiman
Diff 4. Augment: Azure, Infernalism, Witchcraft
Diff 5. Augment: Azure, Infernalism, Witchcraft
Augment: Glamour, Shamanism, Wit cheraft
Augment: Artificing, Azure, Suleiman
Augment: Artificng, Infernalism Suleiman
Augment: Azure, Bardic, Sharmenism

Augment: Alchemy, Bar dic, Witch craft

Augment: Azure, Infernaiism, Suleimen
Augment: Azure, Glamour, Witchcraft

Augment: Bardic, Necromancy, Witch craft
Augment: Glamour, Necro mancy, Witch craft

Augment: Azure, Necromancy, Witch craft
Augment: Artificing, Azure, Witchcraft
Augment: Glamour, Shamanism, Wit cheraft

Special

Augment: Artificng, Azure, Necromancy
+2d12 to Artistry. Aug: Bard, Glam, Witchcraft
+6 die onus to Athletics rolls for climbing.
+5d12 toLarceny. Aug: Glam, Shad, Witchcraft
+5 die onus to Chirurgeon rolls.

+1 die bonus to Miracles.

+5 die bonus to Miracles.

Augment: Artificng, Azure, Suleiman

+3 die onus to Inventor rolls.

Augment: Artificing, Shadow , Witcher aft
+2d12 toArtistryrolls. Aug: Aria, Bard, Shaman
+1 die onus to Businessrolls.

Augment: Azure, Shamanic, Wit cheraft
Augmert: Azure, Necromarcy, Shadow

+5 die onus to Larceny rolls.

Clothing

Artisan's Outfit
Anklet (Plain)
Anklet (Ornate)
Brooch (Plain)
Brooch (Ornate)
Clerical Vestments
Cold Weat her Ouit fit
Courtier's Out fit
Entert ainer’s Outfit
Explorer's Out fit
Noble's O utfit
Peasant ' s Outfit
Pin

Royd Outfit
Scholar s Oufit
Traveller's Outfit

Hospitality

Ale (Gallon)

Ale (Mug)
Banquet (per Person)
Bread (10)
Cheese (10)

Inn (Good)

Inn (Common)
Inn (Poor)
Meals (Good)
Meals (Common)
Meals (Poor)
Meat (10)

Wine (Pitcher)
Wine (Bottle)

Mounts

Barding

Bit and Bridle

Dog (Guard)

Dog (Riding)

Donkey / M ule

Feed (per Week)

Horse (Heavy)

Horse (Heavy Warhorse)
Horse (Light)

Horse (Light Warhorse)
Horse (Pony)

Horse (War Pony)
Saddle (Military)
Saddle (Pack)

Saddle (Riding)

Saddle Bags

Stabling (Per Week)

Transport
Carriage
Cart
Galley
Keel Boat
Long Ship
Rowboat
Sailing Ship
Sled
Wagon
War Ship

Services
Coach Cab (Per1 00 mi)
Hirding (Trained, Weekly)
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Cost
1
2

Hireling (Untrained , Weskly) 1

Messenger (Per 100 mi)
Road or Gate Toll

Ship's Passage (per 10 mi)
Spdlls

1
1
1

ulk
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N/A
N/A
N/A
10

N/A
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Special

+1 die onus to Socialize rolls.
Augment: Glamour, Shamanic, Suleiman
Augment: Glamour, Shamanic, Suleiman
Augment: Bardic, Glamour, Witchcraft
Augment: Bardic, Glamour, Witcheraft
+2 die bonus to Socializerolls.

+3 die bonusto resist cold weaher.

+5 die lonus to Socializerolls.

+2 die lonus to Socializerolls.

+3 die lonus to Survival rolls.

+6 die tonus to Socialize rolls.

Augment: Glamour, Shadow , Witcher aft
+7 die onus to Socialize rolls.
+2 die onus to Socialize rolls.
+1 die onus to Survival rolls.

Special

Augment: Bardic, Glamour, Shamanic (one use)
Augment: Bardic, Glanour, Shamanic (one use)
Augment: Bardic, Glamour, Shamanic (one use)

1 Week
1 Week
1 Week
1 Week
1 Week
1 Week
Augment: Bardic, Glanour, Shamanic (one use)
Augment: Bardic, Glammour, Shamanic (one use)
Augment: Bardic, Glamour, Shamanic (one use)

Special
+1 Cost over normal armour.

+4 die bonus to Athletics to ride.
+2 die lonus to Athletics to ride.
+3 die bonus to Athletics to ride.

Caster’sMastery or Spell’s Difficulty, whichewer is hicher.



Adventuring Gear
Animd Call

Armour M aintenanc e Kit
Ascender / Slider

Banner / Standad

Barbed Wire (50°)

Bolt Cutters

Book (False/Hollow)
Book (Holy Text)
Brewmaker, Drachen
Cage (Tiny)

Cage (Smdll)

Cage (Medium)

Cage (Large)

Canddabra (Silver, 4 Post)
Candéabra (Gold, 4 Post)
Canddabra (Silver, 8 Post)
Canddabra (Gold, 8 Post)

Canddabra (Silver, 16Post)

Canddabra (Gold, 16 Pog)
CandleMold

Crane, Portable (Phy 7)
Crane, Portable (Phy 8)
Crane, Portable (Phy 9)
Earplugs

Finger Blades

Fishing Tack le
Flotation Bags
Fowler’s Srere

Game Board (Portable)
Glass Cutter

Grappling Hook, Collapsible

Grappling Ladder (10)
Hacksaw, Common
Hacksaw, Superior
Hammock
Housebreaker Harness
lce Axe

Insect Net ting
Jeweller's Loup

Keg (Hand Keg x 2)
Keg (Cask)

Leash and Muzzle (T iny)
Leash and Muzzle (Smadll)

Leash and Muzzle (M edium)

Leash and Muzzle (Large)
Magnet, Small

Marbles (125)

MessKit

Mill, Hand

Money Belt

Music Box

Net, B utter fly
Percolator

Periscope

Pestle and Mortar
Pulley

Quiver Scatbard

Rope, Anaithan (20')
Saw, Folding

Shoes, Silent

Skis and Poles

Slate Board

Snorkel

Snow Goggles
Snowshoes

Spider Poles

Springwall

Stilts

Table Case, Folding
Talis Deck

Tarp

Tent, OnePerson

Tent, Four Rerson
Tent, Paviion

Tools, Far ming

Tongs, Metal

Tree Stand

Tree Tent, Anaithan
Twin, Roll (500)

Wick, Candle (250')
Winch, Portable (Phy 5)
Winch, Portable (Phy 6)
Winch, Portable (Phy 7)

Outfits

Animd Training O utfit
Beekeep er's Out fit
Desert Outfit

Heatsuit Outfit
Spelunker’s Out fit
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Special

Augment: Shamanic, Wit cheraft

+2d12 to Athletics (climbng) rolls.

Augment: Bardic

Damage (1) if tripped over or grabbed.

Augment Miracles by Cost (Cost = Bulk)

Holds Size -6to -4
Holds Sze-3t0 0
Holds Size 0 to +3
Holds Size +4 to +6

Physica 7 for Lifting
Physical 8 for Lifting
Physica 9 for Lifting

Damage (1), Edged

Damage (2)

Size-5to -3, Augment: Glamour, Infernaism
Size -2 to 0, Augment: Glamour, Infernaism
Size 0to +2, Augment: Glamour, Infernaism
Size +3 to +5, Augment: Glamour, Inferndism

Physical 1 (Pull/Lift)

Augment: Glamour

Quiver holds one Short Sword or Smaller
+5d12 bo nus for appropriate Skills

Augment: Bardic

Physcal 5 (Lif)
Physcal 6 (Lit)
Physcal 7 (Lif)

Special

+3 dice to Anima Empat hy
+2 diceto Anima Empat hy
+2 diceto Surviva

+4 dice to Survival

+2 dice to Survival

Occupational Kits
Anima Trainer'sKit
Forger 'sKit
Jester 's Kit
Navigator's Kit
Scryer’ sKit

Swimmer’s Kit

Clothing

Bélt, Fine
Bodysuit, Black
Boots, Riding
Bustle

Cape (Full)
Chemise, Silk
Coat, Leather
Coat, Winter
Coat, Velvet
Coat, Silk

Coat, Fur

Cloak, Wool
Cloak, Fur
Collar, Spiked
Doublet, Velvet
Doublet, Brocade
Dress, Average
Dress, Fine
Dress Exquisite
Gloves, Mittens
Gloves, Slk

Hat, Broad-Brimmed
Hat, Fur-Trimmed
Hood, Fur
Helmet, Miner's
Nightshirt, Silk
Robe, Cotton

Shirt, Velvet
Shirt, Silk

Shoes, Dancing
Toga, Velvet
Toga, Silk
Tunic, Cotton (2)
Tunic, Velvet
Tunic, Silk

Ved, Knife

Jewellery
Belt
Armband
Bracelet
Brooch
Earrings
Fillet
Headband
Locket
Necklace
Pendant
Ring
Torc

Spices and Seasonings
Cardamom
Cinnamon
Cloves
Cubeb
Ginger
Laurel
Mace
Nutmeg
Pepper
Poppy Seed
Rose Hips
Saffron
Tarragon
Turmeric

Dried Fruitsand Veggies
Apples
Apricots
Carrots
Cherries
Dates

Fig
Mushrooms
Onion
Peaches
Pears
Raisins
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loz
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2/oz
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1oz
3lb
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Silver
1+
1+
1+
2+
1+
2+
1+
1+
2+
1+
1+
2+

ost per Ounce

Special

Special

+4 die to Steath

Damage (1)

Gold Platinum

2+ 5+

3+ 6+

4+ 7+

4+ 7+

4+ 7+

5+ 8+

4+ 7+

4+ 7+

5+ 8+

4+ 7+

4+ 7+

5+ 8+

Corns Cost per Pound
Barley 1

Chick Peas 1

Lentils 1

Rice 2

Flours Cost per Pound
Barley 1

Buckwheat 1

Rye 1

Wheat 1

Nuts Cost per Pound
Almonds 1

Cashews 4

Chestuts 1

PineNuts 3

Pistachios 3

Oils Cost per Gallon
Olive Ol 2

Almond Gil 3

Wwanut Gil - 1

Hazelnut Cil 1

Sesame Ol 3



Exotic Items Cost Unique Drinks Cost
Chilies 4b Stout, Drachen 4/ gallon
Cocoa Beans 8lb Mead, Anaithan 5/ gallon
Coffee 5/b Frost Wine, R'tal 4/bottle
Coconut 5/b Wine, Anaithan 6/ bottle
Hickay Nuts 7/b Wine, Drachen 5/ bottle
Lotus 6/0z

Maple Sugar 5/gal

Paprika 4/oz

Pimento 4/oz

Pinespple 6/lb

Saseparilla 3loz

Vanilla 5/oz

Walnuts, Black 6/lb

Hirelings

A character may hire people to help with a specific task that is
needed, or may put someone on retai ner as a permanentmember of
staff. Thefollowing listgivestheweekly wageto hiresomeone, as
well as the key attributes and skills connected to the character's
work. If a character wishes to hire a group, the Difficulty is
increased by the number of hirelings being hired at once.

Hiring a hireling is a Resource(Social + Persuasion + Resources)
roll against a Difficulty of the Resolve of the person who isthe key
negotiator for the person being hired, and theroll ismade per week
for temporary services.

Hiring someonefor longterm isadifferent matter. Foreach month
the character wishes to retain the services of the individual, the
Cost of the hireling isincreased by one.

‘Exceptional’ Hirelings

A character can attempt to hiresomeone slightly more skilled than
normal. The following are Exceptional Qualities, and follow the
samerules as Exceptional Equipment. Each Quality canbe chosen
only once.

1 +1 to an existing Attribute
1 +1 to an existing Skill

1 New Attribute at 3

1 New Skill at 3

Hirelings
Alchemig
Animal Tender/Groom
Animal Trainer
Apothecary
Appraiser
Architect
Armourer
Barrister
Bladsmith
Bookbinder
Bowyer

Brazier

Butler
Carpenter
Cartographer
Cartwright
Chandler

Clerk

Cobbler
Coiffeur
Coffinmaker
Composer
Cook

Cooper

Courier (in town)
Courier (out of town)
Coppersnith
Dowser

Dyer

Embalmer
Engineer
Engineer, Siege
Entertainer/Performer
Fletcher
Footman
Gemcutter
Goldsnith
Governess
Guide (wilderness)
Guide ( city)
Haberdasher
Healer

Horner
Interpreter
Jeweller
Labourer
Launderer
Limner / Painter
Locksnith
Maid

Masseuse
Matchmaker
Midwife

Miller
Navigaor
Nursemaid
Painter, port rait
Parchmentmaker
Pewterer
Polisher / Cleaner
Porter

Potter

Sage

Sailor (crew)
Sailor (mate)
Scribe

Scul ptor
Shepherd
Shipwright
Silversmth
Skinner
Soapmaker
Soothsayer
Tanner
Teamster

Valet

Vintner
Weaporsmith
Weaver
Wheelwright

Wage (Week)
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Traits

Men 4, Occultisn 4

Soc 4, Anima Empathy 4
Soc 4, Anima Empathy 4

Men 4 Academia 4, Occultisn 3
Men 4, Business 4

Men 4, Invertor 4

Soc 4, Inventor 4

Men 4, Subterfuge 4, Academia 3
Men 4, Invertor 4

Men 4, Artistry 4

Men 4, Ranged 4

Men 4, Invertor 4

Soc 4, Men 3, Socialize 4, Business 3
Men 4, Invertor 4

Men 4, Survival 4, Academa 3
Men 4, Invertor 4

Men 4, Invertor 4

Men 4, Business 4

Men 4, Invertor 4

Men4, Artistry 4

Men 4, Inventor 4, Artistry 3
Soc4, Artistry 4

Men4, Artistry 4

Men 4, Invertor 4

Men 4, Phy 3, Streetwise 4, Athletics 3
Men 4, Phy 3, Survival 4, Vehicle 3
Men 4, Invertor 4

Men 4, Survivd 4

Men4, Artistry 4

Men 4, Chirurgeon 4, Academia 3
Men 4, Invertor 4

Men 4, Acadenia 4, Invertor 3
Soc 4, Artistry 4, Acrobatics 3
Men 4, Ranged 4

Soc 4, Men 3, Socidize 4, Streetwise 3
Men 4, Invertor 4

Men 4, Invertor 4

Soc 4, Men 3, Socidize 4, Persuasion 3
Men 4, Survivd 4

Men 4, Soc 3, Street wise 4, Persuasion 3
Men 4, Invertor 4

Men 4, Chirurgeon 4

Men 4, Invertor 4

Men 4, Language 4

Men 4, Invertor 4

Phy 4, Inventor 4

Men 4, Invertor 4

Men 4, Invertor 4

Men 4, Invertor 4

Men 4, Awareness 4

Men 4, Artistry 4, Chirurgeon 3
Soc 4, Men 3, Awareness 4, Socialize 3
Men 4, Chirurgeon 4

Men 4, Invertor 4

Men 4, Survival 4, Acadenia 3
Men 4, Chirurgeon 4

Men4, Artistry 4

Men 4, Invertor 4

Men 4, Invertor 4

Men 4, Invertor 4

Phy 4, Inventor 4

Men 4, Invertor 4

Men 4, Academia 4

Men 4, Invertor 4

Men 4, Soc 3, Vehicle 4, Surviva 3
Men 4, Academia 4, Language3
Men 4, Artistry 4

Men 4, Anima Empathy 4, Survival 3
Men 4, Invertor 4

Men 4, Invertor 4

Men 4, Survival 4, Inventor 4

Men 4, Invertor 4

Men 4, Academia 4, Occultism 3
Men 4, Invertor 4

Soc 4, Phy 3, Animal Empathy 4, Vehicle 3
Soc 4, Socialize 4, Persuasion 3
Men 4, Invertor 4

Men 4, Invertor 4

Men 4, Invertor 4

Men 4, Invertor 4



