
REALM RESOUCES CHARTS

REALM CURRENCY

1 Talent = 8 Bars =64 Minae = 128 Shekels = 1,024 Obols

1 Bar = 8 Minae = 16 Shekels =128 Obols
1 Mina = 2 Shekels = 16 Obols

1 Shekel = 8 Obols

1 Obol = 8 Koku = 64 Quian = 128 Siu = 1,024 Yen (8 Dinars, 1/3 pound Silver)

1 Koku = 8 Quian = 16 Siu = 128 Yen, (Dinar)

1 Quian = 2 Siu = 16 Yen

1 Siu = 8 Yen

128 Yen (Copper)=1 Dinar (Silver)

THRESHOLD CURRENCY

1 Talent (jade) = 5 Talents (silver)

1 Talent (silver) = 64 Pounds = 4 Dirhams = 1600 Dinars = 1/5 Talent (jade) = 204 1/2 Obols

1 Dirham (silver) = 16 Pounds + 400 Dinars = 51 1/4 Obols

8 Pounds (silver) = 200 Dinars = 25 3/4 Obols

4 Pounds (silver) = 100 Dinars = 13 Obols

2 Pounds (silver) =50 Dinars =6 1/2 Obols

1 Pound (silver) = 25 Dinars =3 1/4/Obols

1/2 Pound (silver) =12 1/2 Dinars =1 3/4 Obols

1/4 Pound (silver) = 6 1/4 Dinars = 3/4 Obol

VALUE OF JADE SCRIPT:

Jade Obol (1/5 Pound Silver/5 Dinars):  An average farmers annual earnings after taxes.  But peasants can’t own jade.  

Koku (Silver Piece/Dinar):  More than a month’s wages for a peasant.  Buy a new plough and oxen team or start a cottage industry like growing silk worms, cultivating an apple orchard or making cheese.  For 1-2 Koku he can renovate his house and outbuildings or hold a wedding.  For 3-4 he can set up a child in their own house and a plot of land or pay his annual contribution to the village tax fund. 

Quian:  A week’s wages for a peasant. Increase flock by a dozen sheep or buy a couple of milk cows.  Have a feast for neighbors or help build a temple. 

Siu:  Puts meat on the family’s table for a week or buys a coop full of chickens ready to lay eggs or feed an extended family on feast days.  Buys seed stock for planting or a couple of fruit/nut trees for the house plot. 

Yen (Copper Piece):  one day’s wages for an extra man at harvest.  New suit of plain clothes of linen, cotton, or wool or meatless meals for a large family for a day or meat for same family dinner.  New farm tools or new set of pottery for kitchen. 

1/2 Yen:  feed a childless couple for several days without meat, or same couple with meat for a day.

1/4 Yen:  loaf of bread, quart of milk, small round of cheese and dozen eggs, or a pint of cider & smoked fish. 

1/8 Yen:  a berry pie & pint of cider, or wine or tea at inn.

GM D&D Wealth Translations: 
One Jade Talent (68 pounds) = 1,000,000 D&D gps

One  Jade Obol (1 ounce)/10 Silver Dinars = 1000 D&D gps
One Sui  = one Copper Mina = one D&D Platinum
One Copper Yen = one lead Shekeal  = one D&D Gold
½ Yen = one D&D Silver

1/8 Yen = one D&D Copper
Jadestone Economics:
In the beginning of the campaign we will use D&D economics with the silver standard.  

Silver Dinars equal 100 D&D gold pieces.  25 Dinar equal a pound of silver.  

Below Dinars are Copper Mina.  They are equivalent of D&D Platinum Pieces.

Below Mina are Lead Shekals.  They are equivalent of D&D Gold Pieces.

The highest coinage, a very rare currency, the Jade Obol.  

The Dirham are bars of silver weighing 16 pounds and equal to 400 Dinar

While gold is not generally coined, its value is equal to about x10 the value of silver.

Currency Conversion:  1 Jade Obol = 10 Silver Dinars = 100 Copper Mina = 1000 Lead Shekals =1000 D&D gps
Later in the campaign when PCs begin to gain money we will convert to the Exalted Resource system, which is much simpler. 
Resource Cash Equivalent/Earnings:
Resources 0:  

Jade:   less than 2 Obols/year

Jade Script: less than 16 Koku/year

Silver:    less than 20 Dinars/year
Resources 1:   

Jade:   less than 1 Mina/year

Jade Script: less than 64 Koku/year

Silver:  less than 60 Dinars/year

Resources 2:  

Jade:   a Shekel or less/year

Jade Script: less than 128 Koku/year

Silver:  less than 100 Dinars/year

Resources 3:  

Jade:   less than 1 Talent/year

Jade Script: less than 8,000 Koku/year

Silver:  less than 5 Talents/year

Resources 4:

Jade:   4-6 Talents/year

Jade Script: 16,000-50,000 Koku/year

Silver:  20-30 Talents/year

Resources 5:

Jade:   12-20 Talents/year

Jade Script: 96,000-160,000 Koku/year

Silver:  60-100 Talents/year

Resource Purchases:

Resources 1:  Peasant Clothes, Fodder for horse for a month, Knife, Short Sword, Axe, Mace, Spear, Self Bow, Chakram, Javelin, Hammer, Cestus, Lance, Fighting Gauntlet, Buff Jacket, Premade Prayer, Found Good luck Talisman, 

Resources 2: Chopping Sword, Slashing Sword, Straight Sword, Great Axe, Pole Axe, Tiger Claws, Long Bow, Breast Plate, Chain Shirt, Reinforced Buff Jacket, Pot Helm, Slotted Helmet, Target Shield, Fancy Clothing, Fine Clothing, Unskilled Slave, Domestic Animal (Horse, Cow, Camel), Passage across the sea, Keep a slave for a year, Fodder for an elephant for a month, Special Prayer Paper, Found Disease Talisman, Tower Shield, Great Sword, 

Resources 3: Great Sword, Hook Sword, Composite Bow, Fire Wand, Lamellar, Chain Hauberk, Masked Helm, Courtly Clothes, Noble Jewelry, Fine/War Camel/Horse, Lavish Feast, Add +1 for exceptional Weapons. Skilled Slave, Stabling for fine horse/week, Staff a country house/Villa, Furnish Townhouse/Villa (Spartan), Lavish feast for two dozen, Crew and Provender a yacht for a month, Donatives necessary to have a child accepted to a good school, Large animal Sacrifice, Seven Bounties Paste, Found Warding Charm, Hearthstone Amulet, 

Resources 4: Royal Raiment, Royal Jewelry, Concubine, Buy an Estate, Build a Country or Town House, Furnish a Townhouse or Villa  (posh), Staff a Grand Palace for a month, Furnish a Grand Palace (spartan), Grand Banquet for 200, Erect a Manse (1-3), Buy a Yacht or Ship, Crew and Provender a Ship for a month, Rent a Mercenary Company for a month, Commission Price (field command), Donative necessary to be named imperial prefect, Raise a new legion, Keep a legion fed, armed, and paid in the field for one year, Plate and Chain, Reinforced  Breastplate, , Chain Swathing, Burning Incense, Sweet Cordial, Created Warding Charms, Created Good Luck Charms, Dragon Tear Tiara, Daiklave, Hearthstone Bracers, Mask, 
Resources 5:  Imperial Jewelry, Build a Grand Palace, Furnish a Grand Palace (posh), Erect a Manse (4-5), Donative necessary to be named imperial Satrap, Articulated Plate, Superheavy Plate, Created Walkaway Charms, Grand Daiklave, 

EXCEPTIONAL EQUIPMENT:
FINE:  Adds +1 to one statistic (speed, accuracy, etc.) for weapons or add +1L/+1B soak for armor.  Cost only a little more than regular

EXCEPTIONAL:  Weapons gain three +1s that can be added to the weapons statistics (no more than +1).  Armor gains two +1s that can be used to add +1L/+1B soak or to subtract 1 from either mobility penalty or fatigue.  Other equipment adds +1 die

* Add one Resource to an excellent piece of equipment (+3)

PERFECT:  Weapons gain two +1s and a single +2 modifier.   Armor reduces mobility and fatigue penalties by 1 each and gains two +1s which can be used for add to soak or further reduce penalties.  Other equipment adds +2 dice.

**  Add two Resources to a perfect piece of equipment (+6)


