Player’s Handbook Supplement for the World of Damiano (Rev.1)
Section 5: Money and Equipment


Section 5: money and equipment

Rules Modifications, Clarifications, and Additions
Monetary System/PHB2 pg.66

Common
Trade

Trade
Common
Common

Coin Name
Symbol
Material
Weight 
Value
Conversion

Coper
cp
copper
1/32
1/100gp
10cp = 1sp

Seolfor
sp
silver
1/32
1/10gp
10sp = 1gp

Gold
gp
gold
1/32
1gp
10gp = 1pp

Platina
pp
platinum
1/32
10gp
10pp = 1mp

Mithral [1]
mp
elvensteel alloy
1/64
100gp
10mp = 1ap

Adamas [2]
ap
blacksteel alloy
1/16
1000gp
--

NOTES: [1] – Mithral, or elvensteel, is a magically produced light-weight metal produced by the elves only in Alfhiem.  The thin coinage produced is a light-weight alloy of elvensteel and silver; [2] – Adamas, or blacksteel, is a metal produced from a rare ore found in the bowels of volcanoes and deep underground.  The ore is very difficult to work, requiring a lava-fired smelter and forge.  The Dwarves are the only known producers of blacksteel on the surface, and they only have two foundries (it is said that the Deorc Ælves also work blacksteel).  The thick coinage produced is an alloy of blacksteel and steel.

Gold Pieces are the standard unit of currency throughout the World of Damiano, although, seolfor (silver) and coper (copper) is more commonly found in the hands of the people.  Coin size and weight vary from location to location.  The trade weight (shown above) is the average weight of coins produced in the human lands and is readily accepted by most merchants.  Elven, gnomish, and halfling currency tends to be about one-half the Trade Weight and value.  Dwarven coinage on the other hand tends to be twice the weight and value.

There are other names for the various coins – as many names as there are countries and peoples – too many to name here.  For example gold coins are called daro, hin, dinar, imperial, sovern, crown, eagle, and etcetera.

There are many other types of coinage and currency that exist throughout Damiano besides the common currency listed above.  There are drafts, bonds, trade bars, and gems.

Banking System/DM Addition

Merchant House Exchanges: Are located in merchant houses throughout the world.  They handle saving, holding, and loan accounts.  They accept cash, drafts, and bonds. Exchange jewels, gems, and some merchandise; they issue cash, House Drafts and Travelers Bonds.  See Guilds in Section 3: Player Character Classes and Kits for a list of the major merchant houses.

· House Drafts: For literate people only.  Cashable by the signed holder only.  The cost is 10% of the value of the draft.

· Travelers Bonds: Same as cash.  Redeemable by the bearer.  Cost is one to five gold pieces (1-5gp).

Guild Banks: Are located in major guild headquarters.  They handle savings and loan accounts.  Accept cash, notes, bonds, and special services (for loans only).  Exchange jewels, gems, and some merchandise; they issue cash and Guild Notes.  See Section 8 for a list of major guilds.

· Guild Notes: Same as cash.  Issued to and redeemable by guild members only.  Cost is 1% of the value of the note. 

Encumbrance/PHB2 pg.76

The Specific Encumbrance Optional Rule is in use.

Spell Component Packs

These are spell component kits sold per level, 1gp per level.  These kits contain common items (ash, bark chips, dust, sand, etc.) and allow the caster to cast each spell in their spell book that require these common items 10 times.  Special, rare, or large items (100gp pearl, doppelganger blood, giant squid ink, etc.) must be obtained separately.  See Table 44b: Spell Components for information.

Equipment

Equipment Descriptions
See RHB pg.99, PaHB pg.80, BbHB pg.86, THB pg.127, NjHB pg.76, and A&EG for additional equipment descriptions.  See Table 44: Equipment for a comprehensive equipment list and Table 44c: Equipment, Weapons for a comprehensive weapons list. 

Initial Equipment Purchase Option:

Starting Equipment (DM’s discretion):

“50gp or more value, absolutely free!”

Leather Belt, 1 ea.
Hat/Cap, 1 ea.

Soft/Hard Boots, 1 pr.
Cloak/Robe, 1 ea.

Breeches, 2 pr.
Gloves, 1 pr.

Tunics, 2 ea.


Weapon, 1 ea. with Scabbard/Holder

NOTE: Includes special equipment (1 set) such as thieves' picks, spell components and holy symbols.

Standard Adventurers' Pack (SAP, DM’s discretion):

“50gp value for only 29.95gp.  Only from Trustworthy Ed.”

Leather Backpack, 1 ea.
Iron Pitons, 5 ea.

Large Canvas Sack, 1 ea.
Hammer, 1 ea.

Small Belt Pouch, 2 ea.
Small Crowbar, 1 ea.

Fish Hook & Line, 1 set
Flint & Steel, 1 set

Quiver, 1 ea.
Dry Rations, 1 wk.

Candles, 2 ea.
Small Metal Mirror, 1 ea.

Torches, 2 ea.
Needle & Thread, 1 set

Soap, 1 lb.
Bedroll & Blanket, 1 set

Wine/Water Skins, 2 ea.

Non-Herbal Bandages, 5 ea.

Hunting/Skinning Knife w/Scabbard, 1 set

Standard Grappling Hook w/50' hemp rope, 1 set

Hooded Lantern w/Flask of Oil, 1 set 

NOTE: Weight is 39lbs.

Equipment Material/DMG2 pg.37


With some exceptions, it is assumed that all metal weapons and armors are made from a fairly common yet sturdy form of steel.  However, this may not always be true.  There is nothing to prevent weapons and armors being made from rare metals or other materials.  Different metals and materials have different properties which must be taken into account when such weapons and armors are used.  The table below lists several different types of metals and materials with the effects they have on weapon and armor characteristics.
Table 27: Unusual Metals/Materials (Expanded)


Roll
Material
Notes

Weapons


01-03
Wood
sharpened spear (stick)/training arrow/club/etc


04-09
Bone
as listed on Table 44b

10-14
Stone
as listed on Table 44b

15-17
Copper
-2 to hit/damage; material saves -2; cost x.5


18-20
Bronze
-1 to hit/damage; material saves -1; cost x.66


21-30
Iron
rusts quickly; if rusted -1 to hit/damage; weight x1.25


31-85
Steel
as listed on Table 44b.


86-90
Fine Steel
x2 cost; x.9 weight.


91-95
Silver
-2 to hit/damage; material saves -2; cost x2


96-98
Gold
-4 to hit/damage; material saves -4; cost x3; weight x2

99
[1]
+1 to hit/damage; material saves [1]; cost x200; weight x.5

00
[2]
+2 to hit/damage; material saves +4; cost x500; weight x.75
Firearms


01-04
Wood
handmatch only; banded wooden barrel; -4 to hit/misfire

05-09
Copper
-2 to hit/misfire results; material saves -2; cost x.5


10-20
Bronze
-1 to hit/misfire results; material saves -1; cost x.66


21-45
Iron
rusts quickly; if rusted -3 to hit/misfire; weight x1.25

46-85
Steel
as listed on Table 44b.


86-98
Fine Steel
cost x2; weight x.9

99
Elvensteel
+1 to hit/misfire; material saves +2; cost x200; weight x.5


00
Blacksteel
+2 to hit/misfire; material saves +4; cost x500; weight x.75
Armor


01
Wood
banded/splint styled


02-10
Bronze
+1 AC; damage points -10% ((); cost x.66

11-20
Iron
rusts quickly; weight x1.25

21-70
Steel
as listed on Tables 44a and 46

71-85
Fine Steel
cost x2; weight x.9

86-87
Platinum
cost x10; weight x.9

88-91
Silver
+2 AC; damage points -20% ((); cost x2

92-95
Gold
+4 AC; damage points -40% ((); cost x3; weight x2


96-99
Elvensteel
damage points +20% ((); cost x200; weight x.5


00
Blacksteel
-1 AC; damage points +40% ((); cost x500; weight x.75

Shield Material [3]


Roll
Type
AC Mod. [4]
Notes


01
Leather
-1 (-1/-1/-1)
stretched over wooden frame; +3 AC


02-05
Wood
-1 (-2/-3/-3)
as listed on Tables 44a and 46

06-07
Copper
-1 (-1/-1/-1)
+2 AC; damage points -20% ((); cost x.5


08-10
Bronze
-1 (-1/-2/-2)
+1 AC; damage points -10% ((); cost x.66 
11-20
Iron
-1 (-2/-3/-3)
rusts quickly; weight x1.25

21-70
Steel
-1 (-2/-3/-3)
as listed on Tables 44a and 46.


71-85
Fine Steel
-1 (-2/-3/-3)
cost x2; weight x.9

86-90
Silver
-1 (-1/-1/-1)
+2 AC; damage points -20% ((); cost x2

91-95
Gold
-1 (-1/-1/-1)
+3 AC; DPs -30% ((); cost x3; weight x2

96-99
Elvensteel
-1 (-2/-3/-3)
DPs +20% ((); cost x200; weight x.5


00
Blacksteel
-2 (-3/-4/-4)
-1 AC; DPs +40% ((); cost x500; weight x.75
NOTES: [1] – Elvensteel (material saves +2) and Obsidian (material saves ±0); [2] – Blacksteel and Diamond; [3] – use “roll” and “material” columns for helmets; [4] – “-n” is the standard modifier versus. melee, “(-x/-y/-z)” are the modifiers for small/medium/large shields with the Shield WP, modifiers versus missile attacks are -1/-2/-3/-4 with or without the Shield WP.

Equipment Quality

The Weapon Quality Rule is in use.

It is possible to construct weapons and armor of different qualities.  Poor Quality (PQ), Good or Average Quality (GQ), Fine Quality (FQ), and Exceptional Quality (EQ) are described in the FHB.  Two new quality levels have been added, Superior Quality (SQ) and Masterful Quality (MQ).  These new levels grant weapons and armor progressively better bonuses.  The higher the quality, the better the non-magical bonuses to attack and/or damage, the better the resistance to breakage, the better the non-magical bonuses to protection, the better the sturdiness, and the higher the cost.  Table S5-1: Equipment Quality (below) shows the differences in these characteristics.


The following chart below shows the construction requirements for all the quality levels (PQ, GQ, FQ, and EQ, have been added for comparison).



Construction
NWP

Construction
NWP


Quality
Time [1]
Modifier
Quality
Time [1]
Modifier


PQ
x.5 (()
+2
EQ
x4
-4


GQ
--
--
SQ
x8
-8


FQ
x2
-2
MQ
x16
-16 [2]

NOTES: [1] – multiplier to “average quality” construction time; [2] – a “1” is always successful.

Table S5-1: Equipment Quality [1]


Roll
Quality
Notes

Weapons


01-20
Poor
-1 to hit/damage; material saves -2; cost x.5

21-70
Good
as listed on Table 44b

71-90
Fine
+1 to hit OR damage; material saves +1; cost x2

91-95
Exceptional
+1 to hit/damage; material saves +2; cost x5

96-99
Superior
+2 to hit and +1 to damage OR +1 to hit and +2 to



damage; material saves +3; cost x20


00
Masterful
+2 to hit/damage; material saves +4; cost x50
Firearms


01-20
Poor
-2 to hit/misfire results; material saves -1; cost x.5

21-70
Good
as listed on Table 44b.


71-90
Fine
+1 to hit/misfire results; material saves +1; cost x2


91-95
Exceptional
+1 to hit; +2 to misfire results; material saves +2; cost x5


96-99
Superior
+2 to hit; +3 to misfire results; material saves +3; cost x20

00
Masterful
+2 to hit; +4 to misfire results; material saves +4; cost x50
Armor


01-20
Poor
+1 AC; damage points -20% ((); material saves -1; cost x.5

21-70
Good
as listed on Tables 44a and 46

71-90
Fine
damage points +10% ((); material saves +1; cost x2


91-95
Exceptional
-1 AC; damage points +20% ((); material saves +2; cost x5

96-99
Superior
-2 AC; damage points +30% ((); material saves +3; cost x20

00
Masterful
-3 AC; damage points +40% ((); material saves +4; cost x50
NOTES: [1] – accumulative with material-based modifiers from Table 27 above.

Horse Quality and Traits/DMG2 pg.36 & Dragon #191 pg.10

The Horse Quality and Horse Traits Optional Rules (Modified) are in use in special cases such as for a paladin’s bonded mount, trained warhorse, and specially purchased horses.  All other horses are considered average quality, middle-aged, and with no detrimental or advantageous traits.  Characters with the land-based riding (horse) NWP and with a successful proficiency check can reveal a horse's true quality and perhaps some of its obvious quirks.

In addition to Table 13: Horses’ Age Categories (Modified) and Table 25: Horse Quality the new tables below give a player a mount’s color, markings, height, weight, encumbrance, jumping capabilities, an expanded list of possible traits, and outlines some tricks a horse may learn.

Table 13: Horses’ Age Categories (Modified)


Roll
Modifiers


2d10-1
Age
Category
MV
Encumbrance
Jumping [1]


1
1-2
Young adult
-3
-100
-2’/-4’


2-3
3-5
Mature
+3
+100
+2’/+4’


4-11
6-20
Middle-aged
Standard
Standard
Standard


12-18
21-35
Old
-3
-100
-2’/-4’


19
36-50+
Venerable
-3
-100
-2’/-4’

NOTES: [1] – height/length.

Table 25: Horse Quality


Random
Movement
Carrying
Cost


Roll
Quality
Rate [1]
Capacity [1]
(gp) [2]


01-10
Nag
-50%
-75%
--


11-30
Broken-down
-25%
-50%
--


31-85
Average
±0%
±0%
--


86-95
High-spirited
+33%
+25%
x2


96-00
Charger
+50%
+33%
x4

NOTES: [1] – round down fractions; [2] – poorer quality horses do not have negative modifiers, since merchants will always try to get at least the average price for a horse.

Appearance: The exact appearance and coloration of any particular horse can be determined randomly, using the table below, or can be chosen from those tables by the player at the DM’s discretion.

Table S5-2: Coloring and Appearance


Roll
Result
Comments

Overall Appearance


01-05
Black
Black pigment is present throughout, including both



skin and hair.


06-10
Brown
The coat is a mixture of black and brown hair.


11-15
Black-brown
Black is the predominant pigment, but the muzzle, and




sometimes the flanks, are brown.


16-20
Bay
The color varies from a dull reddish-brown to a golden




shade that is nearly chestnut.


21-25
Bay-brown
The predominant pigment is brown but the muzzle is



bay.  The legs, mane, and tail are black.


26-30
Chestnut
A red-gold color with a number of varying shades.


31-35
Cream
This color is a result of unpigmented skin.  The eyes of



these horses are always pink or blue in color.


36-40
Dun
This is a primitive coloring that is characteristic of wild 




horses.  It can be either a yellow dun (a sandy sort of




yellow) or a blue dun.  In the latter instance, the skin of



the horse is black.  The mane and tail are usually dark.


41-45
Gray
This is a varied mixture of black and white hairs on a



black skin.


46-50
Blue roan
This is a blue-tinged gray that is a result of white hair



on a body with black or brown pigmentation.


51-55
Red roan
An earthy red the result of bay or bay-brown body



color with a mixture of white hairs overall.


56-60
Strawberry roan
This is a dusty or smoky rose color that is the result of a



chestnut body color with a mixture of white hairs.


61-65
Piebald
The coat of these horses is made up of large, irregular




patches of black and white, similar in appearance to




common milk cows.


66-70
Skewbald
This is the same as the piebald, except in this instance



the black coloring is replaced with any other color.


71-75
Odd-colored
This type is any coat that has more than two different




colors.


76-80
Palomino
A rich yellow-gold coat with a white mane and tail.


81-85
Liver chestnut
This coat is the dark red color of raw liver.


86-90
Dapple gray
Dapple gray is a storm cloud gray, darker than a usual 




gray, with small patches and flecks of lighter coloring on




the chest, belly, and hindquarters.


91-95
Sorrel
A sorrel is a chestnut red-brown coloring somewhere 




between bright bay and yellow chestnut.  The mane



and tail are either white or reddish in color.


96-00
Albino
An all-white animal, an albino is the result of a


 
complete absence of pigmentation in both the skin and



hair.  These horses are always pink eyed.

Coat Pattern


01-70
Whole/Solid
Coat is completely regular.


71-80
Flecked
Coat contains small, irregular groupings of white hairs




throughout.


81-00
Flea-bitten
Coat contains specks of brown hairs throughout,



common with gray-colored and older horses.

Leg Markings


01-70
None
Leg is a solid color or pattern matching the rest of the




animal’s body.


71-85
Stocking
Leg has a white area between the hoof and the knee or



hock.


86-00
Sock
Leg has a white area extending from the hoof halfway



to the knee or hock.

Body Markings


01-80
None
The coat contains no unusual markings.


81-90
Flesh marks
These are areas of unpigmented hair and skin, usually



around the belly, flanks or legs.


91-00
Zebra marks
Bars or stripes on the legs or flanks are a throwback to



the primitive camouflage of early breeds of wild horses.
Muzzle Markings


01-70
None
There is nothing unusual about the muzzle.


71-80
Snip
White markings ring the nostrils of the horse.


81-90
White muzzle
The muzzle and nostrils are white.


91-00
Lip marks
The lips are white.

Facial Markings


01-50
None
There is nothing unusual about the face.


51-60
Blaze
A wide band of white ranges from the top of the horse’s




head to the tip of his nose.


61-70
Star
A white diamond is set on the horse’s forehead, right




between the eyes.


71-80
Stripe
A narrow band of white ranges from the top of the



horse’s head to the tip of his nose in an elongated



diamond shape.


81-90
Star/Stripe
There is a small white diamond on the forehead



between the eyes and a short, narrow band in the



shape of an elongated diamond down toward the



animal’s nose.


91-00
White face
A large white patch covers the horse’s entire face,



including both eyes and the muzzle.

Movement: The table below gives movement statistics for horses.  When traveling, horses usually move at a walk or trot, and the rider must stop often throughout the journey to feed, water, and rest the animal.  Faster speeds may be attained when necessary, these being the canter and the full gallop.  The DMG2 (pg.123) has important additional information on increasing the horse’s normal daily movement rate. 

Table S5-3: Movement Capabilities

Type
Walk
Trot
Canter
Gallop

Draft horse
6
12
18
24

Heavy war horse
6
15
21
27

Medium war horse
9
18
27
36

Light war horse
12
24
36
48

Pony
6
12
18
24

Wild horse
12
24
36
48

Riding horse
12
24
36
48

Mule
6
12
18
24

Encumbrance: Horses are useful for carrying baggage and supplies; the table lists the maximum rates according to the type of animal.  Keep in mind the weight of the character, as everything he carries must also be applied when he rides the animal.  As noted in the DMG2 (pg.123), encumbrance affects how hard a character can push his mount when attempting to increase his normal daily movement rate.

Table S5-4: Encumbrance Statistics
Type
Normal
One-half
One-third
Draft horse
260
390
520

Heavy war horse
260
390
520

Medium war horse
220
330
440

Light war horse
170
255
340

Pony
160
240
320

Wild horse
170
255
340

Riding horse
180
270
360

Mule
250
375
500

Height: The height of the animal must be known so that the character can calculate the amount of food the horse needs on a daily basis.

Table S5-5: Height in Hands [1,2]


Height of
Height of
Height of


1d100
Animal
1d100
Animal
1d100
Animal


01-15
14 hands
41-80
16 hands
91-00
18 hands


16-40
15 hands
81-90
17 hands

NOTES: [1] – This table should be applied only to riding horses and wild horses.  Draft horses are usually 17-18 hands high; heavy, medium, and light war horses 18,17,and16,respectively; and ponies, mules, donkeys, and the like, 14 and under; [2] – One hand equals 4”.

Jumping: Every horse is capable of a maximum height and length when it comes to jumping.  Keep in mind that draft horse, mules, ponies, and the like are certainly not given to high performance jumping, so the table below is unlikely to apply to them.

Table S5-6: Maximum Jumping Capability


1d100
Height
Length
1d100
Height
Length


01-20
4'
12'
51-75
6'
16'


21-50
5'
14'
76-00
7'
18’

Traits: Each horse has a total of 0-2 (1d3-1) traits that define the animal’s personality.

Table 26: Horse Traits (Expanded)


Roll
Trait
Notes


01-03
Bites
The horse is 20% likely to attempt to bite anyone


 
within biting range.


04-06
Kicks
The horse is nervous and kicks out at anyone who is



too near to its hindquarters.


07-08
Steps on feet
If the person leading the horse stops, or if anyone is



within range, the horse deliberately steps on that



person’s foot 20% of the time, causing 1-2 hp



damage.


09-10
Refuses to gallop
Unless beaten with a riding crop, spurred, or




otherwise encouraged, this horse never attempts to



reach its full galloping speed.


11-13
Chews fences
This may be just an annoying habit, but it can be an



indicator of parasites in the horse’s stomach or



simply a poor diet.


14-16
Stops
This horse just isn’t into exerting itself and simply 



unexpectedly
takes random “breaks” during any journey.  Check 




each hour to see if this has happened.  If



encumbered normally, the chance is 25%; if 




encumbered to half speed, 50%; and if encumbered



to one-third speed, the chance is 90%.  The horse



delays its rider for a full turn at a time, snorting



angrily and adamantly refusing any attempts to get it



to continue moving.


17-19
Rubs against
This horse lives for pleasure and probably is just



fences
dying for a good grooming as well.  Other than this



and the possibility the animal is infested with fleas,



ticks, mites or lice, it is not a particularly detrimental



trait.


20-21
Bucks
There is a 10% chance per hour that this horse



unexpectedly
bucks for no particular reason.  The rider must make



a DEX Check to remain in his seat and keep the



animal under control.


22-23
Rears unexpectedly
This trait is handled the same as “Bucks



unexpectedly,” above.


24-25
Bone-jarring gait
Poor alignment of the shoulders causes this animal



to be particularly uncomfortable to ride.  The rider



must stop for a full turn each hour to rest and



stretch and give himself a break from this torture;



failure to do this puts the rider at -1 to hit for 10



minutes after dismounting.


26-28
Single rider only
This horse refuses to be overburdened and simply 




will not take a second passenger, fighting and



protesting if this is attempted. Similarly, it will not




allow itself to be encumbered to the point of



affecting its normal movement rate.


29-31
Headstrong
There is a 25% chance each hour of being ridden 




that this horse either attempts to head in a direction



different than the rider desires, or that it pauses to



either eat or drink for a full turn, ignoring all



attempts to make it do otherwise.  Increase this



chance by 50% for passengers who are not



proficient in Land-Based Riding.  Those who are



proficient can make a proficiency check to determine



whether or not they can regain control of the animal



immediately.


32-34
Exceptional
When determining the maximum heights and lengths


leaper
this animal can clear, add 1’ to the former and 2’ to



the latter.  When an animal makes its maximum leap



in either case, the rider should make a proficiency



check to determine whether he has kept his seat or



fallen off upon landing.


35-36
Accepts master only
Unless the master is in the saddle, this horse accepts



no other rider or passenger.


37-39
Robust
This horse has a powerful constitution and can move



at great speeds longer than an average animal



might.  The horse receives a +3 on its saving throw



vs. death when being forced to double or triple his



normal overland speed.


40-42
Exceptionally fleet
Add 1d6 points to this horse’s normal speeds for



 walking, trotting, cantering, and galloping.


43-45
Fearless
A fearless horse has exceptional morale.  It will thus



be average (8-10) 65% of the time; steady (11-12)



20% of the time; elite (13-14) 10% of the time; and



champion (15-16) 5% of the time.  Loud noises,



sudden movement, etc. rarely upset this animal.


46-48
Skittish
This horse has an exceptionally low morale rating of



Unreliable (2-4).  These types tend to balk at the first



sign of danger, loud noise, sudden movement, etc.



and will then either buck, rear, flee, or freeze.


49-51
Strong
This animal is powerful and gets to add 10d10 units



to his normal encumbrance rates right across the



board.


52-56
Stable
Not quite fearless, this animal is still confident and



not often frightened by loud noises and sudden



movements, and it receives a +3 bonus on any



morale check.


57-60
Gentle
The animal has a kind and tolerant temperament,




making it a good horse for new or inexperienced



riders, as well as children and ladies of gentle birth.


61-64
Sure-footed
A good animal to have when traveling through


mountainous areas, this horse receives a +3 to all


DEX checks or saving throws when footing is



precipitous or unstable.


65-68
Loves particular
The animal is fond of a particular type of food – food



sweet grass, apples, carrots, etc.  It can sometimes



be easily coaxed with such offerings.


69-71
Intolerant of
These high-bred types won’t put up with an



poor handling
inexperienced rider or handler and are quite likely to



bite, kick, buck, or rear at the indignation of being



subjected to such a situation.  There is a 75%



chance of this each turn the horse suffers abuse.


72-75
Affectionate
This animal is particularly fond of its master or any




other individual with whom it normally comes into




contact.  A +3 bonus should be applied to any




proficiency checks this person needs to make when 



working with this animal.


76-78
Vengeful
This animal does not easily forget wrongs that have



been done to it and seeks to strike back at those



who have abused it when it has the opportunity.


79-80
Exceptional
This animal is particularly clever.  The majority of



intelligence
these types (75%) are semi-intelligent (2-4) and the



rest (25%) have low intelligence (5-7).  For each



point of Intelligence the animal gains an additional



“slot” to use toward learning tricks during training.


81-83
Sickly
This animal has a poor Constitution and is prone to



sickness.  A penalty of -3 should be applied to all



saving throws vs. death this animal must make when



forced to move at double or triple speed.


84-85
Freezes when
The majority of horses tend to flee if they experience


frightened
a failed morale check, but this type freezes on the



spot, refusing to move.  Only a rider who has the



Land-Based Riding proficiency can get the horse



moving again.


86-87
Desires freedom
This animal wants its freedom very much and seeks



it at every opportunity.  If the animal is not tethered



or hobbled when not being ridden, it certainly makes




a break for it.  It won’t openly fight a rider, but it



does tend to be uncooperative so the proficiency



checks of any rider should be rolled with a penalty of



-2.


88-89
Dislikes certain
For no particular reason, this animal takes an instant


individual
disliking to a particular individual, possibly another



member of the adventuring party.  The animal is



openly hostile and uncooperative to this individual –



biting, kicking, nudging, and otherwise being a



nuisance at every opportunity.


90-91
Dislikes certain
This animal won’t tolerate being handled or ridden by


sex
a particular sex of human, humanoid, or demi-



human.  It is uncooperative with such a handler and



has a 75% chance per turn of bucking or rearing to



dislodge such an individual from its back, forcing the



character to make a DEX check to remain seated.


92
Dislikes certain
The horse is either hostile to or fearful of a certain



animal
type of creature, usually one that is really no threat



to its well-being.  Dogs, sheep, pigs, birds, and cows



are some likely possibilities.  The horse acts



completely out of character when encountering such



creatures, requiring a morale check at -3 to keep it



from either bolting, rearing up in fear, or attacking



the creature.


93
Dislikes certain
Similar to “Dislikes certain sex” above, the fear or



race
hostility in this case is applied to a particular race –



dwarves, elves, gnomes, orcs, goblins, humans, etc.


94-95
Strong swimmer
This animal is adept at swimming and may well enjoy



it as well. The DM should take this into consideration



and afford the animal certain bonuses when



attempting to cross rivers, swollen streams, etc.  A



+3 bonus is suggested against a predetermined



Number depending on the strength of the current,



etc.


96-98
Fear of water
Horses of this persuasion are terrified of water and



neither leap over nor attempt to swim across it.



Characters with the Land-Based Riding proficiency



may attempt to force the animal to do so, but there



is a -5 penalty on the die roll.


99-00
Won’t jump
The animal will not jump, no matter how low or short



the obstacle is.  It frequently stops just before an



obstacle, forcing the rider to make a DEX check to



remain in his seat or be unceremoniously dumped



over the horse’s head (for 1d6 hp damage).



Characters with the Land-Based Riding proficiency



may attempt to force the animal to jump, but with a



-5 penalty on the die roll.
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Training: Formal training for most horses begins at age three.  A total of 11-17 (9+2d4) weeks are spent teaching this to the animal.  A character must either seek out an individual with the Animal Training (Horse) NWP to do this work, which costs 10gp per week of training, or do the training herself, during which time she must limit all other activity or fail in the training attempt, as the animal requires constant attention.  For every day the character misses, a cumulative -1 penalty should be applied to his proficiency check to determine the success of training the animal.


The basic training of wild or untrained adult horses requires the same training described above, but it takes a little longer, usually 15-20 weeks (14+1d6) and costs twice as much (20gp/week) as it does to train a three-year-old.


Training for specific tricks listed in the table below requires constant work of an even more intense nature.  It requires the daily attention of either the trainer or the character, and if a single day is missed, the training automatically fails and must be started anew.  All war horses, riding horses, and wild horses can be taught 2d4 specific tricks, plus one for each point of the animal’s Intelligence.  Draft horses, mules, ponies, and the like can learn only 1d4 tricks.  The number of tricks any animal may learn is determined only once, and that number is the maximum number of tricks the animal can ever learn.
Each specific trick requires 1d4 weeks of training, at a cost of 25gp per week, unless the character is training the animal himself.  At the end of the allotted time, the trainer or the character makes his NWP check to determine whether the horse has learned the desired trick.  No more than one trick may be taught to a horse during any training period.  Exceptionally intelligent horses add a +1 bonus to the animal trainer’s proficiency check for every point of Intelligence over one.

Table S5-7: Specific Tricks


Roll
Trick
Comments


01-05
Kicks/bites in
The horse assists the rider in combat by lashing out


battle
with its front hooves and biting during each combat



round.


06-10
Tramples enemy
When charging into combat, the horse deliberately



rams into enemies and attempts to trample them



beneath its hooves.  Enemies under attack must



make a DEX check or suffer double the damage a



normal hoof attack (i.e., both hooves) would do.



The horse may trample only one man-sized or



smaller enemy per round.  This attack form cannot



be used in the same round that the horse is using



its kick/bite attack mode.


11-15
Directed with
All war horses must be trained to respond to knee


knees
pressure, which allows the rider to use both a



weapon and a shield while maneuvering the animal.


16-20
Alerts master of
The horse neighs, snorts, and generally makes a



danger
ruckus to alert its master to the approach of



enemies, a spreading fire, etc.


21-25
Responds to call
The horse comes to its master when its name is 




called, when it’s whistled for, or when summoned in



any other manner, as long as it is within hearing



distance.


26-30
Stops on command
The horse comes to an immediate halt when




commanded to do so.


31-35
Climbs stairs/
The horse is capable of climbing up stairs or steep


steep incline
inclines as long as there is adequate footing.  The



rider must make a DEX check at +2 on the die roll



to remain in his seat.


36-40
Walks backward
This trick is useful on narrow mountain paths and




the like.


41-45
Walks sideways/
This trick can be employed in crowd control to



reverse
sweep compact groups of people out of the way,




using the horse’s bulk.


46-50
Knows way home
At night, or when carrying a weary or injured rider,



this horse can take its passenger home if given



control of the reigns.


51-55
Protects master
The horse guards a fallen or injured rider until help



arrives, and it attacks all enemies who threaten its



charge.


56-60
Fetches on command
The horse can be sent to fetch a particular item it is



familiar with.


61-65
Counts
The animal can accurately count, using its hoofs to



stamp out answers to simple addition and



subtraction problems that are given to it.


66-70
Rears on command
This is a very impressive trick to be used when



leading armies or just before riding out of town.


71-75
Lies down when
This trick is useful for injured characters trying to



ordered
reach equipment or climb back into the saddle after



a fall.


76-80
Keeps silent on
The horse uses as much stealth as possible when


command
ordered to remain quiet, walking slowly and



avoiding any vocalization for a full turn.


81-85
Jumps
A horse trained to jump properly adds 1' to the




maximum height and 2’ to the maximum length it is



normally allowed to jump.


86-90
Pirouettes
The horse can turn in place in a circular motion that



is useful to a character caught in a tight place or



who wishes to whirl the animal about to face an



approaching enemy.


91-95
Piaffes
This is the ability to perform a spectacular elevated




trot in place – impressive to behold.


96-00
Finds water
The horse can lead its master to fresh water if 



there is any to be found nearby.

Breeding: Horses are mature at three years of age and are considered adults at the age of five.  The gestation period is approximately 11 months.  After mating, a mare generally gives birth to a single foal (85%), twins (10%), or triplets (5%).  Foals are weaned after six months.


If horses are worked hard, they are rarely useful past the age of 12, though if they are well cared for they can be good for more than 20 years.  The usual life span of a horse is 30-35 years, though rare exceptions have reached the age of 50.

Care and feeding: The natural food for horses is the grass and clover that grows on the open plains, where equines evolved.  Domesticated horses, however, are fed a diet of hay (bulk food) and grain (concentrated food).  The basic guideline for the proper feeding of horses is that they should be given small amounts of food on a frequent basis throughout the course of a normal day, simulating a life of periodic grazing in the wild.


Hard-working horses need a greater degree of concentrated energy food (grains) in their diet than those that are inactive, but otherwise eat a larger amount of bulk food (grass and hay).  Types of concentrated foods include oats, barley, corn, and bran.  To round off a diet, fresh vegetable and fruit such as carrots, turnips, and apples should be offered as well to keep the animal healthy and happy.  Hard-working horses are those animals that travel encumbered, plow fields, pull carriages, or are engaged in similar activity.  Inactive horses spend most of their time in the stable and farm-yard corral or are involved in leisurely, unencumbered travel, see table below.


Horses also require an average of eight gallons of water per day.  A good guideline is one-half gallon per hand of the animal’s height.  An animal that does not receive the necessary daily amounts of food and water will suffer and eventually die, but the effects leading up to this must be defined by the DM according to the situation at hand during play. 

Table S5-8: Food Requirements


Size of
Total lbs. Food
Total lbs. of concentrate needed:


horse
needed/day
inactive
 /
bard-working


14 hands
20 lbs.
1-2
/
2-4


15 hands
24 lbs.
5-6
/
10-12


16 hands
28 lbs.
9-10
/
14-16


17 hands
32 lbs.
13-14
/
18-20


18 hands
36 lbs.
17-18
/
22-24

Firearms

Many years ago a powder with magic-like explosive properties was accidentally created by some priests in a temple of Gond.  At the time, no safe use was found for the “Gond powder,” so it was all but forgotten.  About a decade ago, the existence of Gond powder became known outside of the church.  It did not take long for someone to develop a use, if not a safe one, and of course it was a weapon.  First the “powder bow” (later to be called the handgunne or quarrelgunne), then the handmatch arquebus.  Seeing a possible profit in the future of firearms – a profit that no one else has seen – a newer, much safer, and more expensive powder was developed by master alchemists and wizards from the Invoquer Hūs wizard’s guild.  With a lack of imagination they simply called it magique poudre (magic powder).

Firearm technology has not been extensively researched and developed, however, save for a few sects of Gond, crackpots, and eccentric wizards.  No major nation or organization has invested time and money into producing firearms on a large scale – there are only three Musketeer companies in the Republic of Darokin; the elite guild guards in Minrothad are reported to be armed with the arquebus; and some sects of the church of Gond, mostly dwarven sects in Rockhome), produce and use the Gondgunne – so, those weapons that are available are rare, hard to use, and often as dangerous to the user as they are to the target.

Firearm Characteristics/DM Addition

Firearms have three unusual characteristics: Misfires, ignoring armor, and perpetual damage.

Misfires: When a character's attack roll falls in the misfire range, the DM should roll 3d6 and consult the table below:

· An explosion inflicts misfire damage on the character holding the gun (saving throw vs. death for half damage).  The gun is destroyed by the misfire.

· A fouled barrel ruins the shot and renders the gun useless until it is carefully cleaned, taking 1-3x10 minutes.

· A hangfire does not go off immediately, instead is fires 1-3 segments later than it should.  If the user keeps the gun trained on its target, he can make a normal attack.

· A misfire result means that the weapon did not fire (this could be due to damp powder, unlit slow match, no powder in the touch hole, etc.).


3d6
Misfire Result
3d6
Misfire Result


3-4
Explosion
9-13
Hangfire


5-8
Fouled barrel
14-18
Misfire
Ignoring Armor: Any firearm except a hand match weapon may ignore the portion of a target's AC that is derived from physical armor or shield.  At short range, Dexterity, cover, and magical bonuses are the only factors that contribute to a target's AC.  At medium range, the target's base AC is penalized by 5.  And at long range, the base AC is penalized by 2.

Perpetual Damage: Firearms have the ability to cause perpetual, or open-ended, damage any time a firearm hits its target.  If the “perpetual damage” number (usually maximum damage) is rolled when the damage die is rolled, then the damage is applied and the damage die is rolled again.  The result is added to the amount from the first roll.  This can be repeated if the “perpetual damage” number is rolled on the second (or consecutive) damage rolls.

Firearm Descriptions/DM Addition

Gond trained gunsmiths have introduced the caviler, musket, Gondgunne (blunderbuss), and have improved firearm reliability with the development of the matchlock.

The Powders:

· Gond Powder: Also known as black powder, is a mixture of potassium nitrate (saltpeter), sulfur, and charcoal is a chemical powder similar to modern gunpowder.  Gond powder can be found only in Darokin City, Corunglain, and City of Minrothad (the sects of Gond that produce the powder do not normally sell it).
· Magique Poudre (Magic Powder): Also called white powder or smokeless powder, is a magical compound that duplicates the effects of Gond powder.  Unlike Gond powder, which can be ignited by any flame or spark (and usually is), magic powder requires a source of magical flame to ignite it.  Magic powder can be found only at a few wizard guilds or alchemist shops in Darokin or Minrothad.  Only two weapons are known to be made for magique poudre.  A musket and the starwheel.  The musket is a copy of matchlock model with a magic lock action.  The starwheel is a pistol with six revolving barrels (similar to a pepper box), and is very, very rare.
The Actions:
· Hand Match: Hand match weapons include the handgunne and the arquebus.  Unlike other guns, hand match weapons have no triggers or firing mechanisms.  Instead, the user touches a burning slow match to a hole in the barrel, igniting the weapon's charge.  All hand match weapons suffer double the normal range penalties for medium and long-range shots.

· Serpentine: The Serpentine action is a slight improvement over the hand match.  An “S” shaped lever is mounted on the side of the firearm.  At one end a slow match is held in a small clamp.  When the gunner squeezes the end of the lever, it moves the end holding the slow match to the touchhole, firing the weapon.  Serpentine action firearms DO NOT suffer the double range penalties.

· Matchlock: The matchlock was a significant improvement.  It freed one of the user's hands by providing a clamp to hold the slow match, and provided a trigger mechanism that would bring the match into contact with the priming powder.  The matchlock versions are far more powerful and reliable than the hand match versions.

· Magic (Percussion) Lock: The magic lock has a trigger mechanism that releases a spring loaded hammer which crushes a small fire trap pellet that ignites the powder.
The Firearms:

· Arquebus: As described in the PHB2, the arquebus is a primitive musket.  It can only be fired with both hands and has to be fired from a forked rest or balanced on a wall.
· Blunderbuss and Gondgunne: The blunderbuss was the ancestor of the modern shotgun.  It was a short, musket-like weapon with a bell-shaped, flaring muzzle.  It has very poor range, but has two advantages: it can fire stones, pellets, iron shot, or anything else that fits down its gullet, and it can hit several targets simultaneously.  The blunderbuss fires a cone of shrapnel that is 5 yards across at short range, 10 yards across a medium range, and 15 yards across at long range.  Every potential target within that area, whether friend or foe, takes 1d4 points of damage.  Unfortunately, no additional damage is possible with the blunderbuss.  The Gondgunne is the only model available in matchlock and is prized by dwarven priests of Gond (it is not normally for sale).

· Caviler: A lighter form of arquebus which inflicts less damage but is more accurate (it has a better chance to inflict additional damage).  The caviler takes two hands to fire, but can be fired from horseback at no penalty.  Matchlock cavilers are made by the priests of Gond (or gunsmiths trained by them).
· Handgunne: The handgunne doesn't even fire a bullet, but propels a heavy iron arrow that cannot cause continuing damage like other firearms.  It has to be fired from a forked rest or balanced on a wall.
· Musket: A heavier, more powerful version of the arquebus.  The musket is a long, heavy weapon that has to be fired from a forked rest or balanced on a wall.
· Starwheel Pistol: Not of Gond manufacture.  The starwheel is a one-handed weapon with six revolving barrels (similar to a pepper box) which inflicts little damage but can be aimed accurately (reflected in the fact that it does 1d4 points of damage). 

	DM’s Note:


Combination weapons are an interesting side-note in the history of firearms.  When firearms were still relatively new, it was fairly common to make sure that the weapon retained its usefulness after its first shot by building a melee weapon around it.  Hammers, axes, broadswords, and daggers were all made with parallel gun barrels.  In some cases, the barrel actually served as the weapon's haft. The numbers listed on the table reflect the weapon's stats as a wheellock belt pistol.


Here are four possible combinations:

Axe-pistol
445gp
Hammer-pistol
450gp

Dagger-pistol
440gp
Sword-pistol
475gp


Damage

S-M
L
Perpetual
Size
Type
Speed
Weight

Pistol
--
--
--
VAR
--
7
+3

Ball
1d8
1d8
8
--
P
--
1/16


Charge
Misfire
Range
Cost


 (oz.)
Roll
DMG
ROF
S-M-L
(gp)

Pistol
1
2
2d4
1
--
VAR

Ball
--
--
--
--
1-3-5
1cp


2
41

