Charonti Equipment and Magic: 2-4-16
Charonti Culture uses silver coins, called pennies, as a base source of currency.  The base value of the currency is one silver penny = one day of labor by a Charonath.  

Technologically, the Charonti are a Bronze Age culture.  They work wood, stone, bone, tin, copper, and some bronze.  Most tools and weapons are made out of wood and stone.  Bronze equipment is expensive.  Other things Charonti lack:  beasts of burden (horses, oxen, etc), 

The following are a list of Charonti Guilds:  Architect, Armorer, Baker, Barber, Bone Smith, Bower, Bronze Smith, Builder, Butcher, Candlemaker, Carpenter, Charonath Outfitter, Cosmetologist, Crier, Dry Goods, Farmer, Fisher, Glass Blower, Goldsmith, Grass Weaver, Green Grocer, Hospice, Ink Maker, Irrigator, Jeweler, Lamp Maker, Leather Worker, Limner, Mat Maker, Miner, Minter, Money Lender, Muckraker (Recycler), Musicians, Oil Seller, Paper Maker, Performer, Pharmacist, Plasterer, Pottery, Refiner, Rope maker, Salter, Sandal Maker, Seasoner, Sedan Maker, Shipper, Ship Wright, Silver Smith, Spice Merchant, Stone Cutter, Tailor, Tanner, Tin Smith, Toy Maker, Vintner, Weapon Smith, Weaver, Wood Cutter, 

Effects of Substance on Equipment (Weapons):

Bone: 

Damage:  -2,    Armor:  -3 AP,  
 
Cost:  20% of Standard

Wood: 

Damage:  -2 ,    Armor:  -2 AP,   

Cost:  25% of Standard

Stone:   

 Damage: -1 ,    Armor:   -1 AP,  

Cost:  50% of Standard
Obsidian:   
Damage:  Standard ,     Armor:  -3 AP,  
Cost:  75% of Standard
Bronze:  
Standard Damage/Armor


Cost:  Standard
Enchanted (Wood/Bone/Stone):  Same as Bronze

Cost:  Standard
Charonti Melee Cultural Weapons:  Charonti have limited weapons technology.  They do not have Crossbows, Swords, or most heavy weapons.  They have only just relearned to use bows (and only self bows), and some rumors say that this technology was learned from the Knorr. 
NOTE:  All equipment is assumed to be made of Enchanted Bone/Stone/Wood or (Rarely) Bronze.  



Cost:
Damage:   
Str/Dex:

Enc:
BS%:
 Armor:
SR:


1H Axe Hatchet:

100
1-8+2

13/9

1.0
10
8
2
Dagger: 


33
1-4+2

-/-

0.5
15
6
3
Knife:


10
1-3+2

-/-

0.2
10
4
3
1H Heavy Mace:

220
1-10

13/7

2.5
15
10
2
2H Heavy Mace:

220
1-10

9/7

2.5
10
10
2

Light Mace:

100
1-8

7/7

1.0
15
6
2
Wooden Club:

4
1-6

0/7

0.5
15
4
2
Quarter Staff:

20
1-8

9/9

1.5
10
8
1
Kukri:


120
1-4+3

0/11

0.5
10
8
3
1H Javelin:

100
1-6+1

7/7

1.5
05
8
2
1H Short Spear:

20
1-8+1

7/7

2.0
05
10
2
2H Short Spear:

20
1-8+1

-/7

2.0
15
10
2

2H Long Spear:

30
1-10+1

9/7

2.0
15
10
1

Scimitar (Khopesh):
200
1-6+2

7/11

1.5
10
10
2
Hoe (2H):

5
1-6

7/7

1.5
10
10
2

Scythe:


50
2-12

11/9

2.5
10
8
1

Sickle (1H):

40
1-6

-/-

0.5
05
6
3

Spade (2H): 

20
1-6+2

7/7

1.5
05
8
2
Buckler:


120
1-4

-/9

1.0
05
8
3

Target Shield:

60
1-6

9/-

3.0
15
12
3
Charonti Cultural Missile Weapons:

Cost:
Str/Dex: BS%:
Enc:
Damage:   AP:
Range (Efft/Max): Rate of Fire: 
Self Bow:
150
9/9
05
.5 (.05)
1-6+1
    5
90/120

1/SR
Sling:

30
-/11
05
.5 (.1)
1-8
    -
100/100

1/MR
Throwing Axe:
50
9/11
10
.5
1-6
    6
20/20

1/SR
Throwing Knife:
50
-/11
05
.2
1-4
    4
20/20

1/SR
Thrown Rock:
-
-/-
15
.5
1-3
    -
20/20

1/SR
Armor:  

Armor Points: 
Cost per Enc:
Small:

Medium: 
Large: 
Clothes: 


0

varies

2.0 (40) 

2.5 (45)

3.0 (50)

Soft leather: 

1

20 p

3.0 (60) 

3.5 (70)

4.0 (80)
Stiff Leather: 

2

20 p

4.0 (80) 

5.0 (100)
6.0(120)
Cuirbouilli: 

3

45 p

4.0 (180) 
5.0 (225)
6.0(270)
Food:

Ounce of Salt 

1

Poor/Day (bowl of rice):
.25

Common/Day:

.5

Superior:

2.5

Noble:


5

Preserved Rations/Week

Common:

17.5

Superior:

37.5

Flagon of Beer/Ale:
1

Keg of Ale/Beer:

20

Bottle of Wine:

20

Keg of Brandy:

100

Pheasant:

8

Quail:


6

Rabbit: 


1

Sheep: 


20

Goat: 


20

Clothing:  Mostly gowns and skirts, 
Cheap Shirt/Shifts:
8
Cheap Outerwear:
20

Common Shirt/Shifts:
10

Common Outerwear:
45

Common Winter Clothes:
65

Superior Shirt/Shifts:
45

Superior Outerwear:
100

Superior Winter Clothes:
175

Noble Shirt/Shifts (Silk):
150

Noble Outerwear:

400

Noble Winter Clothes: 
1200
Skullcap (silk):

100

Skullcap (Bone): 

150

Tools/Gear/Miscellaneous:

One Silver Penny: 

One day of Labor (Charonath), One Dram of Silver (1/16 ounce), 1 ounce of Salt, Bar Soap (tallow), Sheet of Vellum, Bundle of Firewood, Sack (Cloth), Pouch (leather), Wine Skin, Flask, 2 Hour Candle, 5 x1 hour candles (tallow), 5 x1 Hour Torch, Small animal (rabbit, chicken), 5 bone fish hooks, 3 meters of line, water skin, 
Awl: 


2

Hammer:

5

Hatchet:


15

Hoe:


5

Knife:


5

Lamp Oil (liter):

4

Scythe:


10

Sickle:


15
Common Cat: 

2-10

20 Silver Pennies:

Lamp (wick floating in oil), Spade, Writing tools, 5 Blankets, Metal pot or pan, Backpack, Empty cask/keg, Flint/Steel, 15 meters of rope, average pelt, Sculpted Silver Ring, Average Body (before Rending),  
Axe, Wood:

35

Lantern:


35

2-wheeled cart: 

45
100 Silver Pennies:

2 Drams of Gold, 100 Drams of Silver (6 ounces, 4 drams), 6 pounds of salt, 1 ounce of spice, 60 meters of rope, 10 meters of bronze chain, chest w/simple lock, woodworking or stoneworking tools, dyes and mordants (per batch), 2 x6 meters of cotton cloth, barrel, tent (2 man), musical instrument, Grappling hook, Silver cutlery set for one, Excellent body (after Rending),  Book/Scroll (Common subject matter), Chart or Map (of some small worth), 
250 Silver Pennies:

1 pound of silver, 16 pounds of salt, 2 ounces of spice, tent (5 man), iron plough, Silver ring with medium emerald, silver broach, gold ring with small ruby, Book/Scroll (useful subject matter/skill increase 15% possible, or common sorcery spell), Chart/Map (above average, of possible worth)
500 Silver Pennies:

2 pounds of sliver, 20 drams of gold, 5 ounces of spice, Silver diadem, gold ring with medium ruby, Book/Scroll (useful subject matter/skill increase 25% possible, or uncommon sorcery spell), Chart or Map (above average, of probable worth),
1000 Silver Pennies:

4 pounds of sliver, 20 drams of gold, 10 small gold coins, 10 ounces of spice, 100 carat diamond, wide gold bracelet, Book/Scroll (useful subject matter/skill increase 50% possible, or rare sorcery spell), Chart or Map (subject to rumor, and of almost certain worth),
2000 Silver Pennies:  

20 small gold coins, 8 pounds of silver, 40 drams of gold, 20 ounces of spice, Gold Torque, Book/Scroll (useful subject matter/skill increase 60% possible), Chart or Map (subject to rumor and notoriety , of certain worth),
5000 Silver Pennies:

50 small gold coins, 20 pounds of silver, 100 drams of gold (6 ounces, 4 drams), 50 ounces of spice (3 pounds 2 ounces), Gold diadem with 5 medium rubies, Book/Scroll (useful subject matter/skill increase 75% possible), Chart or Map (subject to rumor and notoriety , of certain worth),
10000 Silver Pennies:

100 small gold coins, 40 pounds of silver, 200 drams of gold (12 ounces, 8 drams), 100 ounces of spice, 
Worker’s Cost/Services (per day): 

One day Labor (Charonath):
1

1 Nights Accommodation in Dormitory/common room floor

Worker



4

Journeyman


8

Foreman


16

Companion (per evening):

4-16
Guide in Outlands (per day):
4-16
Light bearer (per night):

4
Messenger, in city (per message):
2
Sandman (per Performance):
4-16
Celebrant (per Rending):

4
Teamster w/wagon:

6/day
Warden (per day):

4-16
Guardian (with Charonath)

20+

Vehicles: 

Sedan Chair:  

200

Palanquin: 

2000
Freight Wagon:

500

2-Wheeled Wagon: 
175

Cart Harness: 

200

2 Body Yoke:

250

4 Body Yoke:

500

Construction: 
Poor Shack:


400

Commoner’s house (single family):
1500

Superior Home (extended family):
6,000    Typical Charonti Home
Noble Manse:


24,000

Simple Stone Tower:

10,000

Sorcery Spells Cast and the Cost of Magic to Cast: 

Magic Points/Cost:  Amount of magic points squared (up to 18), after 18 the price rises steeply and the cost is multiplied x3
1/1

2/4

3/9

Etc. 

19/686

20/800

21/927

30/2700

Divine Spell Cost: 

If Reusable:

Cult Member:


30 per point

Nonmember (Friendly Cult):
100 per point


Not Reusable: 

Cult Member:


500 per point

Nonmember (Friendly Cult):
1000 per point

Spirit Spells Cast and the Cost of Magic to Cast (Cast by Thanhotepic only): 

Magic Points/Cost:  Amount of magic points squared (up to 18), after 18 the price rises steeply and the cost is multiplied x3

Magic Points/Cost:  Cost below is for Initiates only.  For non-Initiates the cost is x10. 

1/1

2/2

3/4

4/8

5/16
6/32
7/64
And so on

Learn Magic: 

One Use Divine Magic (Initiate):
20 (one day)

Sorcery (Student):

100  (2d6 + 2 week acceptance plus service)

Sorcery (Apprentice):  

Free (1-5 per years)

Spirit Magic (Thanhotepic only)  
250  (2d6 + 2 week acceptance plus service)
Summoning Multiplier:

X1: Healing, Spell, Intellect

X3:  Magic, Passion, Disease

X10:  Ghost, Wraith, Elemental
Potions:
Potency 1-2


100

Potency 3-4


250

Potency 5-6


500

Potency 7-8


1,000

Potency 9-10


2,000

Potency 11-13


5,000

Scrolls: 

Potency 1-2


50

Potency 3-4


175

Potency 5-6


250

Potency 7-8


500

Potency 9-10


1,000

Potency 11-13


2,500

Books: 

Book (Common subject matter):
100

Chart or map (some small worth): 
100

Book of Lore (up to 15%): 

250

Book of Lore (up to 25%): 

500

Book of Lore (up to 50%): 

1,000

Book of Lore (up to 70%): 

5,000

Potions/Scrolls:  
1.  Using Sorcery + Craft Potion (lowest score), a PC can brew a Potion/Scroll.  Time:  Cost to make/buy: See Below, Lasts Forever, 

2.  Potions Cost to make:   ½ the Chart below.  

Potency 1-2


100

Potency 3-4


250

Potency 5-6


500

Potency 7-8


1,000

Potency 9-10


2,000

Potency 11-13


5,000


3. Using Potions:  Anyone can use a potion by swallowing it.  It then automatically works. 

4.  Using Sorcery + Craft Scroll (lowest score), a PC can scribe a Scroll.  Time:  Cost to make/buy: See Below, Lasts Forever,

5.  Scrolls Cost to make:   ½ the Chart below.  

Potency 1-2


50

Potency 3-4


175

Potency 5-6


250

Potency 7-8


500

Potency 9-10


1,000

Potency 11-13


2,500

6.  Using a Scroll:  Only people who have a trained Intensity skill can use a scroll.  In order to use it, the PC must succeed in a Read (Language) roll. 

Miscellaneous Magical Items:  1,500 per point of POW expended

1 point Spell Matrix:


1,500

1 Point Binding Enchantment:

1,500

Shaddoc: 



3,000

Seratarr (Skeleton, Attr. 1-6):

1,500 (4,500)

Serathi (Zombie): 


4,500 

Animated Charonath (Siz 12, 1 year):
2196

Animated Charonath (Siz 12, 5 years): 
2700

Animated Charonath (Siz 12, 10 years): 
2883

Animated Charonath (Siz 12, 20 years): 
3072

Animated Chair (Size 4,16 weeks):

324

Hot plate (1 year):


256

Animated Broom (2 years): 

289

Lightstone (5 years):


324

Charismatic Cosmetics (1 App, 4 hours):
25

Portal Holding Lock (8 months): 

225

Home Gate:



6,000

Perfect Valise:



3,000

Control Gem (Allows scrying and command):
1,500

Typical Seratarr (Skeleton):  

Str:   3d6 

10-11

Move:   3  (Same as race)

Size:  2d6+5

12

Hit Points:  -

Dex:  2d6

10-11

Magic Points:  -

Hit Locations:

Melee:

Missile:

Armor/Hit Points:

R Leg


1-4

1-3

2/1

L Leg


5-8

4-6

2/1

Abd


9-11

7-10

2/1

Chest


12

11-15

2/1
R Arm


13-15

16-17

2/1

L Arm


16-18

18-19

2/1

Head


19-29

20

2/1

Weapons:
SR:
Attack:
Damage: 
Parry: 

Pts. 

2H Spear:
6
50-55%
1d8 + 1
1
50-55%

8

Skills: Dodge + Attacks are  Dex x5% (), 

Armor: None Natural, often given leather (as above) 

Notes:  Skeletons have 1 point of armor per d6 damage modifier.  Anything penetrating armor shatters it.  It can be repaired through spells and splinting with Devise skill.  


Skeletons cannot die or be incapacitated, they can only be hacked apart.  Losing the abdomen renders both legs useless, and destroying the chest causes it to fall apart. Destroying the head deactivates the Skeletons. 


Skeletons take no damage from thrusting weapons unless the hit was an impale or critical. They move as they did in life, but cannot fly or swim.  They have no fatigue points and never tire.  The above skeleton cost 3 POW to create.  

Typical Serathi (Zombie):

Str:   3d6 x1.5

16

Move:   2  (race -1)

Con:  3d6 x1.5

16

Hit Points:  14

Size:  2d6+5

12

Fatigue:    32

Int:    2d6 +6 x.5

6 (fixed)

Magic Points:  3  (Approx. 1-6)

Dex:  2d6

7

App:  1d6

3-4

Hit Locations:

Melee:

Missile:

Armor/Hit Points:

R Leg


1-4

1-3

2/5

L Leg


5-8

4-6

2/5

Abd


9-11

7-10

2/5

Chest


12

11-15

2/6
R Arm


13-15

16-17

2/4

L Arm


16-18

18-19

2/4

Head


19-29

20

2/5

Weapons:
SR:
Attack:
Damage: 
Parry: 
Pts. 

Maul:

7
35%
1d10+2+1d4
18%
12


Fist: 

9
35%
1d3 + 1d4
-
-




Notes:  Chance to hit with a weapon is Dex x5%, but its chance to Parry is ½ that.  Zombies cannot Dodge.

Skills:  Dex x5 in Dex based skills only

 Armor: None Natural, often given leather (as above)

 Magic:   Zombies cannot die or be incapacitated, they can only be hacked apart.  Losing the abdomen renders both legs useless, and destroying the chest paralyzes all the limbs, leaving it to thrash helplessly. Destroying the head deactivates the zombie. 


Impaling weapons do only ½ damage to zombies.  Arrows and quarrels do a maximum of one point of damage after penetrating armor, unless it impales, in which case it can do 2 points. 
