EQUIPMENT

All prices below are in silver pieces (sp).

Beginning characters start with 500 sp.

COMBAT EQUIPMENT

Melee Weapons

Quality Weapons

Quality melee weapons are +1 H, +1 D, and +1 Dmg.

Thrown Weapons

Many melee weapons may be used as thrown weapons.  Any weapon that has a THR STR may be thrown.  For twice the price of a normal quality weapon, the weapon is also +1 Hm and +20% range.  If a quality weapon is only designed as a thrown weapon, it is only half again as expensive as a normal quality weapon, but has no H or D bonus.  Very large characters may be able to throw larger weapons.

Similar Weapons

Many weapons function basically the same as some other weapon.  These weapons will be named in the headings but not described (for example picks work the same as axes).  If there is a descriptive section, it just describes the differences betweem the similar weapons.

Swords

Weapon
STR
Damage
Cost
ENC
Pts
Qual
Notes
THR STR

Knife
2/1
1d3
4
8
10
12
Can be used in HtH
2

Dagger
2/1
1d4
5
10
10
15
Can be used in HtH
2

Long Knife
3/2
1d6
20
40
40
60
Can be used in HtH
3

Short Sword
4/3
2d4-1
27
55
55
82
Can be used in HtH


Gladius
6/4
1d8
35
70
70
105



Sword
8/6
2d4
42
85
85
127



Long Sword
9/8
1d10
50
100
100
150



Broad Sword
12/10
2d4+1
57
115
115
172



Bastard Sword
15/12
1d12
65
130
130
195



Espadon
18/14
2d6
72
145
145
216



Two-Hand Sword
21/16
1d12+1
80
160
160
240



Claymore
25/18
2d6+1
87
175
175
262



Flamberge
30/20
1d12+2
95
190
190
285



Great Sword
36/23
2d8
102
205
205
307



Ogre Sword
43/26
1d12+3
110
220
220
330



Ogre Great Sword
51/30
3d6
117
235
235
252



Giant Sword
60/35
3d6+1
125
250
250
375



Kharakan Sword
70/41
3d6+2
132
265
265
397



Giant Long Sword
81/48
3d8+1
140
280
280
420



Kharakan Long Sword
93/56
3d8+2
147
295
295
442



Giant Great Sword
106/65
3d10+1
155
310
310
465



Kharakan Great Sword
120/75
3d12
162
325
325
487



Boken

These wooden practice swords do fatigue damage and crit as blunt.

Axes and Picks

Weapon
STR
Damage
Cost
ENC
Pts
Qual
Notes
THR STR

Pixie Axe
2/-
1d4
3
10
10
10
+1 v.s. T
2

Small Axe
4/1
1d6
13
40
30
40
+1 v.s. T
4

Tomahawk
6/2
1d8
18
55
40
55
+1 v.s. T
6

Hand Axe
9/3
2d4
23
70
50
70
+1 v.s. T


Francisca
12/4
1d10
28
85
60
85
+1 v.s. T


Axe
15/6
2d4+1
33
100
70
100
+1 v.s. T


Sparte
18/8
1d12
38
115
80
115
+1 v.s. T


War Axe
21/10
2d6
43
130
90
130
+1 v.s. T


Broad Axe
25/12
1d12+1
48
145
100
145
+1 v.s. T


Long Axe
30/14
2d6+1
53
160
110
160
+1 v.s. T


Battle Axe
36/16
1d12+2
58
175
120
175
+1 v.s. T


Large Axe
43/18
2d8
63
190
130
190
+1 v.s. T


Good Axe
51/20
1d12+3
68
205
140
205
+1 v.s. T


Great Axe
60/23
2d8+1
73
220
150
220
+1 v.s. T


Ogre Axe
70/26
3d6
78
235
160
235
+1 v.s. T


Giant Axe
81/30
3d6+1
83
250
170
250
+1 v.s. T


Kharakan Axe
93/35
3d6+2
88
265
180
265
+1 v.s. T


Kharakan Long Axe
106/41
3d8
93
280
190
280
+1 v.s. T


Giant Battle Axe
120/48
3d8+2
98
295
200
295
+1 v.s. T


Kharakan Battle Axe
135/56
3d10
103
310
210
310
+1 v.s. T


Giant Great Axe
151/65
3d10+2
108
325
220
325
+1 v.s. T


Kharakan Great Axe
178/75
3d12+1
113
340
230
340
+1 v.s. T


Maces, and Clubs

Weapon
STR
Damage
Cost
ENC
Pts
Qual
Notes
THR STR

Hammer
2/1
1d4
3
10
10
10
+2 v.s. T, crit random
2

Good Hammer
3/2
1d6
13
40
30
40
+2 v.s. T, crit random
3

Great Hammer
4/3
2d4-1
18
55
40
55
+2 v.s. T, crit random
4

Small Mace
6/4
1d8
23
70
50
70
+2 v.s. T, crit random
6

Mace
8/6
2d4
28
85
60
85
+2 v.s. T, crit random


Horsemans Mace
9/8
1d10
33
100
70
100
+2 v.s. T, crit random


Large Mace
12/10
2d4+1
38
115
80
115
+2 v.s. T, crit random


Footmans Mace
15/12
1d12
43
130
90
130
+2 v.s. T, crit random


Maul
18/14
2d6
48
145
100
145
+2 v.s. T, crit random


Battle Mace
21/16
1d12+1
53
160
110
160
+2 v.s. T, crit random


Morningstar
25/18
2d6+1
58
175
120
175
+2 v.s. T, crit random


Good Mace
30/20
1d12+2
63
190
130
190
+2 v.s. T, crit random


Great Mace
36/23
2d8
68
205
140
205
+2 v.s. T, crit random


Ogre Mace
43/26
1d12+3
73
220
150
220
+2 v.s. T, crit random


Ogre Maul
51/30
3d6
78
235
160
235
+2 v.s. T, crit random


Giant Hammer
60/35
3d6+1
83
250
170
250
+2 v.s. T, crit random


Kharakan Hammer
70/41
3d6+2
88
265
180
265
+2 v.s. T, crit random


Giant Mace
81/48
3d8+1
93
280
190
280
+2 v.s. T, crit random


Kharakan Mace
93/56
3d8+2
98
295
200
295
+2 v.s. T, crit random


Giant Maul
106/65
3d10+1
103
310
210
310
+2 v.s. T, crit random


Kharakan Maul
120/75
3d12
108
325
220
325
+2 v.s. T, crit random


Clubs

Clubs do fatigue damage and crit randomly as blunt.  Spiked clubs such as giants might use are just like maces.

Flails

Flails have an additional chance to fumble (i.e, if your H+CA is low, apply the fumble penalty before checking for a fumble).  If an opponent succeeds in a parry, the flail user may make another attack roll at ‑4.  If this roll succeeds, the opponent is disarmed.

Staves and Spears

Weapon
STR
Damage
Cost
ENC
Pts
Qual
Notes
THR STR

Dart
2/1
1d2
4
10
10
10

2

Long Dart
3/2
1d4
14
40
30
40

3

Short Javelin
4/3
1d5
18
55
40
55

4

Javelin
6/4
1d6
24
70
50
70

6

Long Javelin
8/6
2d4-1
28
85
60
85

8

Short Spear
9/8
1d8
33
100
70
100
Long Weapon
9

Medium Spear
12/10
2d4
38
115
80
115
Long Weapon
12

Long Spear
15/12
1d10
44
130
90
130
Long Weapon
15

Boar Spear
18/14
2d4+1
49
145
100
145
Long Weapon
18

Battle Spear
21/16
1d12
53
160
110
160
Long Weapon
21

Large Spear
25/18
2d6
58
175
120
175
Long Weapon
25

Good Spear
30/20
1d12+1
64
190
130
190
Long Weapon
30

Great Spear
36/23
2d6+1
68
205
140
205
Long Weapon
36

Ogre Spear
43/26
1d12+2
74
220
150
220
Long Weapon
43

Ogre Great Spear
51/30
1d12+3
78
235
160
235
Long Weapon
51

Giant Short Spear
60/35
3d6
83
250
170
250
Long Weapon
60

Kharakan Short Spear
70/41
3d6+1
88
265
180
265
Long Weapon
70

Giant Long Spear
81/48
3d8
93
280
190
280
Long Weapon
81

Kharakan Long Spear
93/56
3d8+1
98
295
200
295
Long Weapon
93

Giant Great Spear
106/65
3d10
103
310
210
310
Long Weapon
106

Kharakan Great Spear
120/75
3d10+2
108
325
220
325
Long Weapon
120

Staves

Staves use the stats for two-handed spears.  They do +1 damage as fatigue and crit randomly as blunt.  If used to jab, they do the same fatigue damage as spears (no +1), and crit randomly as sharp.  In such a fashion, they are treated as a long weapon.  An iron-shod staff would have 10 more Pts.

Other Melee Weapons

Weapon
STR
Damage
Cost
ENC
Pts
Qual
Notes
THR STR

Lance
11/-
1d12
64
190
130
190



Heavy Lance
15/-
1d12+1
74
220
150
220



Great Lance
19/-
1d12+2
84
250
170
250



Ogre Lance
25/-
1d12+3
94
280
200
280



Lance

A lance used in a charge gains the mounts charge damage bonus (usually 2d6).

Other Thrown Weapons

Weapon
STR
Damage
Cost
ENC
Pts
Qual
Notes
THR STR

Rock

1d2
N/A
5
N/A
N/A
N/A
4/3

Rock

1d3
N/A
10
N/A
N/A
N/A
10/7

Rock

1d4
N/A
15
N/A
N/A
N/A
16/11

Rock

1d5
N/A
20
N/A
N/A
N/A
22/15

Rock

1d6
N/A
25
N/A
N/A
N/A
28/19

Missile Weapons

Quality Missile Weapons

Quality missile weapons are +20% range.  Quality ammunition for missile weapons may be +1 Hm, +1 Dmg, or both.

Bows








Ammo
/10
Cost
Qual
Ammo

Weapon
STR
Damage
Cost
ENC
Pts
Qual
Cost
ENC
Hm
Dmg
Both

Pixie Bow
-/2
1d4-1
40
25
5
120
1
5
1
2
3

Light Bow
-/4
1d4
60
40
8
180
1
5
1
2
3

Hunter's Bow
-/8
1d6
80
50
10
240
2
8
2
4
6

Horse Bow
-/12
1d6 +1 v.s.T
100
60
12
300
2
8
2
4
6

Long Bow
-/16
1d6 + 2 v.s. T
120
70
14
360
2
8
2
4
6

Composite Bow
-/18
1d6 + 3 v.s. T
140
80
16
420
2
8
2
4
6

Master's Bow
-/26(20)
1d8 + 3 v.s. T
180
90
18
540
3
10
3
6
9

Great Bow
-/30(26)
1d10 + 3 v.s. T
220
100
20
660
3
10
3
6
9

Keeping Bows Strung

A bow may not be kept strung for more than a few hours without risking damage to the bow.  A bow with at least one BREAK PROTECTION enchantment may be kept strung for several days at a time without risk of damage.  Stringing a bow takes one round.

Master's Bow and Great Bow

Skilled archers may use these weapons with the lower strength requirement.  A Master's Bow requires 4th level Bow Skill to use the lower STR and a Great Bow requires 6th level Bow Skill.

Cross Bows




Turns




Ammo
/10
Cost
Qual
Ammo

Weapon
STR
Damage
Load
Cost
ENC
Pts
Qual
Cost
ENC
Hm
Dmg
Both

Light Crossbow
-/6
1d6 + 1 v.s. T
1
80
90
10
240
2
5
2
4
6

Medium Crossbow
-/12
1d6 + 3 v.s. T
1
120
100
12
360
4
10
4
8
12

Heavy Crossbow
-/16
1d8 + 4 v.s. T
1
160
120
14
480
6
10
6
12
18

Arbalest
-/18
1d10 +5 v.s. T
2
200
180
16
600
10
20
10
20
30

Seige Crossbow
-/18
3d6 + 6 v.s. T
9
240
300
25
720
50
50
50
100
150

Ballista
-/36
6d6 + 12 v.s. T
19
600
1000
50
1800
130
130
130
260
390

Turns to Load

The number of turns it takes to cock and load a crossbow.  A ballista may be loaded in 9 rounds by two people.  The STR for a ballista is to use the ballista as a cross-bow, when used as a siege weapon, the crew need only have a 12 STR.

Keeping Crossbows Cocked

A crossbow can not be kept cocked for more than an hour or two without risking permanent damage.  A bolt may not be kept ready in a crossbow while moving faster than MA 2.  Crossbows that may be kept cocked up to 12 hours at a time may be purchased for an additional cost equal to the base cost (so a non-quality stay-cocked crossbow is 2x cost while a quality stay-cocked crossbow is 4x cost).  Magical enchantments will enhance a stay-cocked crossbow such that it may be kept cocked for nearly infinite time.  Such a crossbow requires one BREAK PROTECTION enchantment per year of expected life (the BREAK PROTECTION enchantments will decay).  Siege crossbows need twice as many BREAK PROTECTION enchantments and ballistas require six times as many.  A bolt may be loaded and fired in the same turn at a ‑6 penalty to Hm.

Siege Crossbow

This weapon is very heavy and is often used tripod mounted.  A tripod may be purchased for an additional 20 sp.  When tripod mounted, a Siege Crossbow may be fired by anyone.  Mounting a loaded siege crossbow on a tripod takes two turns.

Slings

Weapon
STR
Damage
Cost
ENC
Pts
Ammo Cost / 10
Ammo ENC / 10
Notes

Sling
8/-
1d6
6
0
0
1
1
Fatigue, crit random/blunt

Sling
14/-
1d6 + 3 v.s. T
8
0
0
1
1
Fatigue, crit random/blunt

Sling
23/-
1d8 + 3 v.s. T
10
0
0
1
1
Fatigue, crit random/blunt

Shields And Armor

Shields










Shield
D+
Enc
STR
SIZ
Cost
Qual
Pts

Buckler
2
50
2
4
10
30
100

Small
3
100
4
6
15
45
200

Medium
4
150
7
8
20
60
300

Large
5
200
10
12
30
90
400

Great
6
270
14
20
40
120
500

Ogre
7
360
19
26
50
150
600

Troll
8
470
25
35
60
180
700

Giant
9
600
32
56
70
210
800

Quality shields are +1 D.

Armor


Prot
Hit


Mithril
Mithril (lightweight)
ALT


Armor
T C
Enc
Pts
Cost
T C
Enc
Cost
T C
Enc
Cost
MOD
Sleep

Padded Cloth
1 0
100
10/15
20









Leather
2 1
200
20/20
40






-1
(b)

Hide or Fur
2 1
250
20/20
30






-1
(b)

Studded Leather
3 1
300
40/25
70






-1
(b)

Light Chain
3 1
300
45/30
80
7 2
225
3320
5 1
113
1820
-1
(b)

Chain
4 2
400
60/30
200
8 3
300
4800
6 2
150
2800
-2
(a)

Half Plate
5 2
600
75/30
320
9 3
450
7300
7 2
225
4300
-2
(a)(c)

Plate
6 3
800
90/30
500
10 4
600
10,000
8 3
300
6000
-3
(a)(c)

Light Dragon Leather
3 1
200
25/25
400






-1
(b)

Heavy Dragon Leather
4 2
300
40/30
600






-1
(a)

Prot (T/C)

The amount of damage the armor absorbs (T) and the amount of critical hit protection (Crit Pro or C).

ALT MOD

The Alertness penalty the character suffers while wearing this armor.  Doffing the helmet eliminates the penalty.

Specific Armor Notes

Light Dragon Leather

This armor stops the 1st, 3rd, and 5th points of fire damage.

Heavy Dragon Leather

This armor stops the 1st, 3rd, 5th, 7th, 9th, and 11th points of fire damage.

Sleeping in Armor

The Sleep column may include one or more of the following codes:

(a) Helmet must be removed to sleep.  Armor only grants 1 Crit Pro without helmet.

(b) Helmet must be removed to sleep.  Armor grants no Crit Pro without helmet.

(c) These rigid armors are uncomfortable for sleeping.  Character’s may sleep one night in these armors without receiving significant penalties (for the second night in a row, the penalty would be as if the character had taken their full hit points worth of daily fatigue, which will result in a ‑3 penalty on all actions).

OTHER EQUIPMENT

Adventuring Gear

Item
Price
Notes
ENC

Adventurers Pack
5
Pack, bedroll, messkit, tinder box
120

Tent
50
4 man
500

Camp Cooking Gear
10
Pot, skillet, kettle, spoons, etc.
50

Trail Rations
20
10 days
200

Elven Rations
30
10 days, last indefinitely
200

10 Torches
1

50

Lantern
20

20

Lantern Oil
2
Burns 4 hours, ENC as potion
20/5

Hellfire
25
ENC as potion, 1d6 fire for 1d6 rounds
20/5

Hot Rock
200
Fist sized, keeps 1 man warm if kept inside bedroll
30

Hot Rock
1,000
1’ diameter, keeps 4 man tent warm
300

Saddle
50

200

Pack Saddle & Saddle Bags
60

240

Harness
10
Per animal


Thief’s Tools
10

1

Quality Thief’s Tools
30
+1 to open locks and disarm traps checks
1

Map Case and Pens
10
Includes enough vellum and ink to get you started (re-supply 5 sp)
10

Portable Potion Lab
2,000
Does not include consumables (see cost of making potions)
1,000

Scout Kit
20
Snares etc.
10

Medicine Kit
100
Bandages, salves, needles, etc.  Enough for 10 treatments
20

Sailor’s Kit
50
Various sailing tools and such, includes hammock
20

Rope
5
50 feet
100

Climbing Gear
50
Pitons, spikes, hammer, grapple, etc.
120

Dwarven Climbing Gear
200
Add rappelling gear to above
150

Winter Climbing Gear
50
Crampons, ice pick (20 ENC packed)
50

Snow Shoes
100
150 ENC packed, 50 ENC packed on horse or wagon
300

Skis
100
2x MA downhill in clear terrain, 100 ENC packed on horse or wagon
500

Dog Sled and Tack
200
Carry 5,000 ENC
1,000

Cart
200
Carry 8,000 ENC
1,600

Wagon
500
Carry 20,000 ENC
4,000

Treasure Items

Item
Price
Notes
ENC

Bear Skin
20

50

Wolf Pelt
5

20

Mink Pelt
20

5

Coins
varies
1 gp = 10 sp = 100 cp, 5 coins = 1 ENC
1

Gems
10+

1

Living Expenses

Item
Poor
Modest
Fine

Live in an inn
1 sp per day
2 sp per day
3 sp per day

Stable a dog

5 cp per day


Stable a horse

5 cp per day
1 sp per day

Tankard of Ale or Beer
1 cp
2 cp
3 cp

Shot of Brandy

1 sp
2 sp

Rent a Shack
1 sp per month



Rent a Townhome
5 sp per month
20 sp per month
100 sp per month

Passage, Coach

3 sp per day
6 sp per day

Mounts and Animals

Horses, Ponies, Mules, and Donkeys

Breed
Type
None
Riding
Draught
Both
Cavalry
War
Notes

Downs Pony
L. Pony
100
300
300
350
550
no


Hak Pony
M. Pony
300
no
no
no
1,500
no
DEX=18+1d6,1d4+1

North Watch Pony
M. Pony
150
500
500
600
900
no


Regent Pony
H. Pony
250
750
750
900
no
1,200
DEX=13+1d6,1d4+2, Mountain

Stormkiller Pony
H. Pony
280
800
800
950
no
1,300
DEX=15+1d6,1d4+2, Mountain

Booh Mountain Horse
V.L. Riding
300
900
no
no
1,600
no
DEX=15+1d6,1d4, Goblin, Mountain

Palomino
V.L. Riding
280
800
800
950
1,500
no


Bramwald Hill Horse
L. Riding
320
950
950
1,100
1,800
no
DEX=13+1d6,1d4, Mountain

Eastern Saddle
L. Riding
300
900
900
1,100
1,600
no


Quarter Horse
L. Riding
300
900
900
1,100
1,600
no


Redwood Saddle
L.Riding
350
1,000
1,000
1,200
2,000
no
DEX=14+1d6,1d4+1, Elven

Hak Cavalry
M. Riding
400
no
no
no
2,000
no
DEX=17+1d6,1d4

Vestfold Cavalry
M. Riding
320
950
950
1,100
1,800
no


Suffolk
M. Draught
350
1,000
1,000
1,200
no
2,100


Blackmoor Destrier
H. Draught
400
1,200
1,200
1,400
no
2,500


Clydesdale
H. Draught
400
1,200
1,200
1,400
no
2,500


Glendower Draught
G. Draught
500
1,500
1,500
1,800
no
3,000


Shire
G. Draught
500
1,500
1,500
1,800
no
3,000


Donkey
Donkey
80
250
250
300
no
no


Mule
Mule
120
350
350
400
no
no


Horse Breeds Availability

Breed
Locale
Notes

Stormkiller Pony
William’s Fort


Other Animals

Animal
Price
Notes

War Dog
100
Trained to level 2

Sled Dog
100
Trained to level 2

Hunting Dog
100
Trained to leve 2

Pack Dog
80


Falcon
200
Trained to level 3

Ox
200
Team trained

Sheep
20


A Few Magic Items

The following table lists some magic items low level characters may be interested in.  There are more complete lists of items.  Potions take 2 rounds to ready and consume, and then 1 more round to activate.  Charged items take 1 round to activate (a character can activate 3 charged items per round if not casting spells), have a chance of failure, and require the user to spend MP (charged items built into an object are cheaper but only affect that object).  Enchantments are permanent improvements to weapons.  Almost any spell can be put into a charged item.  Used charged items are available at bargain prices.

Potions and Oils
Price
Notes

Cure Serious Wounds V Potion
50
Cures 3d6+6 points at 1/round

Cure Serious Wounds VIII Potion
110
Cures 6d6+12 points as 1/round

Immune Flesh VI Potion
220
Absorbs up to 22 points of damage

Blur Potion
70
+4 defense for 1 hour

Infravision Potion
70
Lasts 2½ hours

See Invisible V Potion
70
Lasts 2½ hours

Coordination 16 VI Potion
100
+3 DEX (max 16) for 30 minutes

Strength V Potion
100
+4 STR for 30 minutes

Strength III Potion
70
+2 STR for 30 minutes

Coordination 18 VIII Potion
160
+4 DEX (max 18) for 30 minutes

Coordination 16 VIII Potion
140
+4 DEX (max 16) for 30 minutes

Strength VII Potion
150
+6 STR for 30 minutes

Strength VII Potion
190
+8 STR for 30 minutes

Passwall Oil
100
8 cubic meters of wall are blasted to rubble

Charged Items
Price
Notes

Stone Flesh Charge on Armor
390
SR 10, 24 MP, T4 (not against energy spells), 2+1/turn

Iron Flesh Charge on Armor
390
SR 8, 24 MP, T6 (not against energy spells), 2+1/turn

Steel Flesh Charge on Armor
390
SR 5, 24 MP, T8 (not against energy spells), 2+1/turn

Flame Sword Charge on Weapon
230
SR 8, 14 MP, +1d6 fire damage, 1+2/hr (dormant)+1/min (activated)

Light I Charged Rod
160
SR 12, 9 MP, N+N/hr

Slipperiness Charge on Armor
160
SR 10, 9 MP, +4 to keep out of hand to hand, 2+2/hr

Blur Charged Item
360
SR 10, 10 MP, +4 defense, 1+2/hr

Stone Flesh Charged Item
820
SR 11, 24 MP, T4 (protects against energy spells also), 2+1/turn

Iron Flesh Charged Item
820
SR 9, 24 MP, T6 (protects against energy spells also), 2+1/turn

Steel Flesh Charged Item
820
SR 6, 24 MP, T8 (protects against energy spells also), 2+1/turn

Immune Flesh VI Charged Item
820
SR 8, 24 MP, 2+4/hr+1/point stopped (absorbs ½ damage)

Immune Flesh IX Charged Item
530
SR 5, 15 MP, 2+4/hr+1/2 points stopped (absorbs ⅔ damage)

Stasis Charged Item
360
SR 9, 10 MP, preserves body and spirit for up to 2 days, 1/5 size

Stasis Wand
1050
SR 11, 12 MP, preserves body and spirit for up to 2 days, 1/5 size

See Invisible V Charged Item
530
SR 9, 15 MP, 1+2/hr

Strength V Charged Item
530
SR 9, 15 MP, 3/2 STR+2*STR/hr (max +6 STR)

Strength VII Charged Item
530
SR 7, 15 MP, 1/STR+2*STR/hr (max +9 STR)

Coordination 16 VI Charged Item
530
SR 8, 15 MP, 2/DEX+2*DEX/hr (max +4 DEX)

Coordination 16 VIII Charged Item
530
SR 6, 15 MP, 3/2 DEX+2*DEX/hr (max +6 DEX)

Coordination 18 VIII Charged Item
530
SR 6, 15 MP, 2/DEX+2*DEX/hr (max +4 DEX)

Vigor VII Charged Item
530
SR 7, 15 MP, 2/CON+2*CON/hr (max +4 CON)

Vigor IX Charged Item
530
SR 5, 15 MP, 3/2 CON+2*CON/hr (max +6 CON)

Magic Protection V Charged Item
530
SR 8, 15 MP, +7 counter, 1+2/hr

Flesh to Stone VIII Wand
1050
SR 8, 12 MP, auto save, preserves body indefinitely, 1/5 size

Fireball VI Wand
1050
SR 10, 12 MP, up to 11d12 damage

Enchantments
Price
Notes

Break Protection
150
Increases an object’s hit points by the base amount, can be stacked

Drop Protection
150
Reduces the likelihood of the user dropping an item, can be stacked

Weapon Enchantment +0
150
Enables the weapon to damage magical creatures (only one needed per weapon)

Weapon Enchantment +1
400
Generally only needed for armor

Weapon Enchantment +2
700
Added to a quality weapon, improves one aspect (hit, damage, parry, T) by +1

Wazoo Stake
10
Lasts for 2 years, yells a warning when someone approaches, one shot

Waterproofing
150
Makes the item permanently waterproof (double price or more for large items)

Fire, Rot, or Rust Protection
150
Makes the item resistantr to the specified harm, can be stacked

All enchantments affect 2 daggers, 10 arrows, 10 bolts, 2 small thrown weapons, 3 siege bolts, 1 ballista bolt, or 1/2 ballista.

Magic Item Price Charts

Potions

Prices are for SR 5 potions.  5x for Sweet until 8th then 2x.  D is the number of days to create the potion.

Lvl
MP
Cost
D
MP
Cost
D
MP
Cost
D
MP
Cost
D
MP
Cost
D
MP
Cost
D
MP
Cost
D
MP
Cost
D
MP
Cost
D
MP
Cost
D

4
4
60
2
6
70
3
8
90
4
12
120
6
16
150
8
20
180
10
24
210
12
32
280
16
40
340
20
48
400
24

5
5
60
2
8
90
3
10
100
3
15
140
5
20
180
6
25
220
8
30
260
10
40
340
13
50
410
16
60
490
19

6
6
80
1
9
100
2
12
130
3
18
180
4
24
220
5
30
270
7
36
320
8
48
420
11
60
520
13
72
620
16

7
7
90
1
10
120
2
14
160
2
21
220
3
28
290
5
35
350
6
42
420
7
56
550
9
70
680
11
84
810
14

8
8
110
1
12
160
2
16
200
2
24
290
3
32
380
4
40
460
5
48
550
6
64
720
8
80
900
10
96
1070
12

9
9
140
1
14
210
1
18
260
2
27
380
3
36
500
4
45
620
4
54
740
5
72
970
7
90
1210
9
108
1450
11

10
10
190
1
15
270
1
20
350
2
30
510
2
40
680
3
50
840
4
60
1000
5
80
1320
6
100
1650
8
120
1970
10

11
11
250
1
16
350
1
22
470
1
33
700
2
44
920
3
55
1150
4
66
1370
4
88
1820
6
110
2270
7
132
2720
9

12
12
340
1
18
490
1
24
650
1
36
960
2
48
1280
3
60
1590
3
72
1900
4
96
2520
5
120
3150
7
144
3770
8

13
13
460
1
20
700
1
26
900
1
39
1340
2
52
1770
2
65
2210
3
78
2650
4
104
3520
5
130
4400
6
156
5270
7

14
14
640
1
21
950
1
28
1260
1
42
1870
2
56
2490
2
70
3100
3
84
3720
3
112
4950
5
140
6180
6
168
7410
7

The above prices are for SR 5 potions (a spell at the maker's level.  A potion that has a higher SR will cost somewhat less, using the following chart:

SR
4
5
6
7
8
9
10
11
12
13
14
15
16
17
18
19
20

Cost
x105%
x100%
x94%
x91%
x88%
x84%
x83%
x81%
x80%
x79%
x78%
x78%
x78%
x77%
x77%
x77%
x77%

Charged Items

Item Targeted Items

Level
MP
Cost
Time
MP
Cost
Time
MP
Cost
Time
MP
Cost
Time
MP
Cost
Time

8
9
160
3d
14
230
5d
24
390
8d
32
510
10d
96
1490
29d

9
10
180
3d
15
270
4d
24
410
6d
32
550
7d
108
1790
23d

10
11
220
2d
16
310
3d
24
460
4d
32
610
5d
120
2210
19d

11
12
270
2d
17
380
2d
24
520
3d
32
690
4d
132
2790
16d

12
13
340
2d
18
460
2d
24
610
3d
32
810
3d
144
3570
14d

13
14
430
2d
19
580
2d
24
730
2d
32
970
3d
156
4640
12d

14
15
560
1d
20
740
2d
24
890
2d
32
1180
2d
168
6110
10d

Self Targeted Items

Level
MP
Cost
Time
MP
Cost
Time
MP
Cost
Time
MP
Cost
Time
MP
Cost
Time

9
10
360
5d
15
530
7d
24
820
11d
32
1080
14d
108
3530
46d

10
11
430
4d
16
610
5d
24
900
8d
32
1190
10d
120
4350
38d

11
12
530
3d
17
740
4d
24
1020
6d
32
1350
8d
132
5450
31d

12
13
660
3d
18
900
4d
24
1190
5d
32
1570
6d
144
6940
27d

13
14
840
3d
19
1130
3d
24
1410
4d
32
1870
5d
156
8970
23d

14
15
1080
2d
20
1430
3d
24
1710
3d
32
2270
4d
168
12k
20d

Suck-On-It Items

Level
MP
Cost
Time
MP
Cost
Time
MP
Cost
Time
MP
Cost
Time
MP
Cost
Time

10
11
650
6d
16
920
8d
24
1340
12d
32
1770
15d
120
6480
56d

11
12
790
5d
17
1100
6d
24
1520
9d
32
2010
12d
132
8110
47d

12
13
990
4d
18
1340
5d
24
1770
7d
32
2340
9d
144
10k
40d

13
14
1250
4d
19
1670
5d
24
2100
6d
32
2780
7d
156
13k
34d

14
15
1600
3d
20
2120
4d
24
2530
5d
32
3350
6d
168
17k
30d

Targeted (Wand) Items

Level
MP
Cost
Time
MP
Cost
Time
MP
Cost
Time
MP
Cost
Time
MP
Cost
Time

11
12
1050
6d
17
1460
8d
24
2020
12d
32
2670
15d
132
11k
62d

12
13
1310
5d
18
1780
7d
24
2350
9d
32
3100
12d
144
14k
53d

13
14
1650
5d
19
2220
6d
24
2780
7d
32
3680
10d
156
18k
45d

14
15
2120
4d
20
2810
5d
24
3350
6d
32
4440
8d
168
23k
39d

MAGIC USER and CLERIC WAGES

Level
1
2
3
4
5
6
7
8
9
10
11
12
13
14

Time (sp/day)
4
4
4
10
15
23
34
51
76
114
171
256
384
577

MP/day
96
104
112
120
128
136
144
152
160
168
176
184
192
200

sp/MP
0.04
0.04
0.04
0.08
0.12
0.17
0.23
0.33
0.47
0.68
0.97
1.39
2.00
2.88

sp/SP
0.36
0.26
0.19
0.28
0.26
0.28
0.32
0.37
0.44
0.54
0.68
0.86
1.11
1.44

Used Charged Items

This chart indicates what the magic shop sells used charged items for as a percentage of their original price (they buy at 2/3 this price).  The cost is based on the original SR (down) and the current SR (across).

Orig
-20
























SR
to -4
-3
-2
-1
0
1
2
3
4
5
6
7
8
9
10
11
12
13
14
15
16
17
18
19

5
6
13
18
26
37
47
59
72
86
100
115
131
147
164
181
198
216
233
251
269
286
304
322
340

6
6
11
15
23
32
41
51
62
74
87
100
113
127
142
157
172
187
202
217
233
248
264
279
295

7
6
10
13
20
28
36
45
55
65
76
88
100
112
125
138
151
165
178
192
205
219
232
246
260

8
6
9
12
18
25
32
40
49
58
68
78
89
100
111
123
135
147
159
171
183
195
207
219
231

9
6
8
11
16
23
29
36
44
52
61
70
80
90
100
110
121
131
142
153
164
175
186
197
207

10
6
7
10
14
21
26
33
40
47
55
64
72
81
91
100
110
119
129
139
149
158
168
178
188

11
6
7
9
13
19
24
30
36
43
50
58
66
74
83
91
100
109
118
127
136
145
154
163
172

12
6
6
8
12
17
22
27
33
40
46
54
61
68
76
84
92
100
108
116
125
133
141
149
158

13
6
6
8
11
16
20
25
31
37
43
50
56
63
70
78
85
92
100
108
115
123
131
138
146

14
6
6
7
10
15
19
24
29
34
40
46
52
59
65
72
79
86
93
100
107
114
121
128
136

15
6
6
7
10
14
18
22
27
32
37
43
49
55
61
67
74
80
87
93
100
107
113
120
127

Uses>
-4
0.4
0.5
0.8
1.1
1.4
1.8
2.2
2.6
3.0
3.5
4.0
4.5
5.0
5.5
6.0
6.6
7.1
7.6
8.2
8.7
9.3
9.8
10.3

Uses>
-21
1.0
1.2
1.5
1.8
2.1
2.5
2.9
3.3
3.7
4.2
4.7
5.2
5.7
6.2
6.7
7.2
7.8
8.3
8.9
9.4
9.9
10.5
11.0

Weapon Enchantments


Level
8
Level
9
Level
10
Level
11
Level
12
Level
13
Level
14

Plus
Cost
Time
Cost
Time
Cost
Time
Cost
Time
Cost
Time
Cost
Time
Cost
Time

+0
150
3d
200
3d
150
2d
250
2d
300
2d
350
1d
450
1d

+1
(300
5d)
400
5d
350
3d
450
3d
650
3d
650
2d
900
2d

+2


(500
6d)
700
6d
900
5d
1250
5d
1300
4d
1800
3d

+3




(1000
8d)
1400
8d
1900
7d
1950
5d
2700
5d

+4






(2300
13d)
3150
12d
3250
8d
4550
8d

+5








(3800
14d)
5200
13d
7250
12d

+6










(7850
19d)
11k
18d

+7












(15k
25d)

Rust Protection, Break Protection, Rot Protection, Drop Protection, Fire Protection, and Waterproofing as +0.  Values in parenthesis are for Strong Power clerics

Spell Transfers

Level
MP Cost
SP Cost
Spell Cost
MP Time
SP Time
Spell Time
  Max Spell Level

9
160
190
160
3d
3d
3d
  9

10
190
230
190
2d
3d
2d
  10

11
240
290
240
2d
2d
2d
  11

12
300
360
300
2d
2d
2d
  12

13
390
470
390
2d
2d
2d
  13

14
500
600
500
1d
2d
1d
  14

Permanent Items

Prices and times are per Initial MP, SP, and Spell Level.

Item Targeted Items

Level
MP Cost
SP Cost
Spell Cost
MP Time
SP Time
Spell Time
  Max Spell Level

9
2000
2400
1000
21d
26d
11d
  7

10
2300
2800
1200
17d
21d
9d
  8

11
2800
3400
1400
15d
17d
8d
  9

12
3400
4100
1700
12d
15d
6d
  10

13
4300
5100
2100
11d
13d
6d
  11

14
5400
6500
2700
9d
11d
5d
  12

Self Targeted Items

Level
MP Cost
SP Cost
Spell Cost
MP Time
SP Time
Spell Time
  Max Spell Level

10
2500
3000
2500
17d
21d
17d
  6

11
3000
3600
3000
15d
17d
15d
  7

12
3600
4400
3600
12d
15d
12d
  8

13
4500
5400
4500
11d
13d
11d
  9

14
5600
6700
5600
9d
11d
9d
  10

Suck-On-It Items

Level
MP Cost
SP Cost
Spell Cost
MP Time
SP Time
Spell Time
  Max Spell Level

11
3300
4000
5000
15d
17d
22d
  6

12
3900
4700
5900
12d
15d
18d
  7

13
4800
5700
7200
11d
13d
16d
  8

14
5900
7100
8900
9d
11d
14d
  9

Targeted (Wand) Items

Level
MP Cost
SP Cost
Spell Cost
MP Time
SP Time
Spell Time
  Max Spell Level

13
5300
6300
10500
11d
13d
21d
  7

14
6400
7700
12800
9d
11d
18d
  8

MP Storage Devices


Internal Storer
(3/1)
Internal Storer
(1/1)
External Storer
(3/1)
External Storer
(1/1)
Internal Grower

External Grower


Level
Cost
Time
Cost
Time
Cost
Time
Cost
Time
Cost
Time
Cost
Time

10
350
2d











11
450
2d
900
4d
2200
9d







12
550
2d
1100
3d
2800
8d
6000
15d





13
700
2d
1400
3d
3600
7d
7000
14d





14
950
2d
1900
3d
4800
7d
10k
13d
42k
69d
83k
138d

STANDARD CHARACTERISTIC POTIONS

Mage Level 6

Potion

MP
Cost
 Duration    N

Potion

MP
Cost
 Duration    N

Potion

MP
Cost
 Duration    N

Coordination 16
VI
12
130
 +2 for 120m

Strength
III
6
70
 +1 for 120m

Strength
V
22
200
 +4 for 120m


VI
6
80
 +2 for 30m


III
12
110
 +2 for 120m


V
10
100
 +4 for 30m


VI
18
180
 +3 for 120m


III
6
70
 +2 for 30m





 


VI
9
100
 +3 for 30m


III
18
150
 +3 for 120m





 

Mage Level 7

Potion

MP
Cost
 Duration    N

Potion

MP
Cost
 Duration    N

Potion

MP
Cost
 Duration    N

Coordination 16
VI
12
130
 +2 for 120m

Strength
III
18
160
 +3 for 120m

Strength
VII
14
160
 +7 for 30m


VI
7
90
 +2 for 45m


V
8
90
 +3 for 30m

Vigor
VII
7
90
 +1 for 150m


VI
18
180
 +3 for 120m


V
22
210
 +4 for 120m


VII
12
140
 +2 for 120m


VI
9
100
 +3 for 30m


VII
25
260
 +5 for 120m


VII
18
190
 +3 for 120m

Strength
III
7
80
 +1 for 150m


VII
10
120
 +5 for 30m


VII
9
110
 +3 for 30m


III
12
120
 +2 for 120m


VII
35
350
 +7 for 120m





 

Mage Level 8

Potion

MP
Cost
 Duration    N

Potion

MP
Cost
 Duration    N

Potion

MP
Cost
 Duration    N

Coordination 18
VIII
12
160
 +2 for 120m

Coordination 16
VIII
13
170
 +5 for 30m

Strength
VII
40
430
 +8 for 120m


VIII
8
110
 +2 for 60m

Strength
III
8
90
 +1 for 180m


VII
16
190
 +8 for 30m


VIII
24
290
 +4 for 120m


VII
10
130
 +2 for 120m

Vigor
VII
8
110
 +1 for 180m


VIII
12
160
 +4 for 30m


III
8
90
 +2 for 60m


VII
12
150
 +2 for 120m

Coordination 16
VI
12
140
 +2 for 120m


VII
15
180
 +3 for 120m


VII
18
210
 +3 for 120m


VI
8
100
 +2 for 60m


VII
20
230
 +4 for 120m


VII
9
120
 +3 for 30m


VI
24
260
 +4 for 120m


VII
8
110
 +4 for 30m


VII
24
270
 +4 for 120m


VIII
10
140
 +4 for 30m


VII
30
330
 +6 for 120m


VII
12
150
 +4 for 30m


VIII
28
330
 +5 for 120m


VII
12
150
 +6 for 30m





 

Mage Level 9

Potion

MP
Cost
 Duration    N

Potion

MP
Cost
 Duration    N

Potion

MP
Cost
 Duration    N

Strength
VII
45
560
 +9 for 120m

Vigor
IX
33
460
 +6 for 120m





 


VII
18
240
 +9 for 30m


IX
15
220
 +6 for 30m





 

Mage Level 10

Potion

MP
Cost
 Duration    N

Potion

MP
Cost
 Duration    N

Potion

MP
Cost
 Duration    N

Coordination 20
X
12
220
 +2 for 120m

Coordination 20
X
15
270
 +5 for 30m

Strength
VII
20
310
 +10 for 30m


X
24
420
 +4 for 120m

Coordination 18
X
33
560
 +6 for 120m

Vigor
IX
33
530
 +6 for 120m


X
12
220
 +4 for 30m


X
15
270
 +6 for 30m


IX
15
250
 +6 for 30m


X
30
510
 +5 for 120m

Strength
VII
50
730
 +10 for 120m





 

Mage Level 11

Potion

MP
Cost
 Duration    N

Potion

MP
Cost
 Duration    N

Potion

MP
Cost
 Duration    N

Coordination 20
X
12
250
 +2 for 120m

Strength
VII
45
800
 +9 for 120m

Vigor
XI
14
310
 +7 for 30m


X
24
480
 +4 for 120m


VII
18
330
 +9 for 30m


XI
45
940
 +9 for 120m


X
12
250
 +4 for 30m


VII
55
970
 +11 for 120m


XI
18
390
 +9 for 30m


X
30
600
 +5 for 120m


VII
22
400
 +11 for 30m


XI
55
1150
 +11 for 120m


X
15
310
 +5 for 30m

Vigor
XI
25
540
 +5 for 120m


XI
22
470
 +11 for 30m

Coordination 18
X
33
660
 +6 for 120m


XI
11
250
 +5 for 36m





 


X
15
310
 +6 for 30m


XI
35
740
 +7 for 120m





 

Mage Level 12

Potion

MP
Cost
 Duration    N

Potion

MP
Cost
 Duration    N

Potion

MP
Cost
 Duration    N

Coordination 20
X
12
310
 +2 for 120m

Strength
VII
50
1100
 +10 for 120m

Vigor
XI
16
420
 +8 for 30m


X
24
590
 +4 for 120m


VII
20
450
 +10 for 30m


XI
50
1250
 +10 for 120m


X
12
310
 +4 for 30m


VII
60
1310
 +12 for 120m


XI
20
510
 +10 for 30m


X
36
870
 +6 for 120m


VII
24
540
 +12 for 30m


XI
60
1490
 +12 for 120m


XII
15
420
 +6 for 30m

Vigor
XI
30
760
 +6 for 120m


XI
24
610
 +12 for 30m

Coordination 18
X
33
800
 +6 for 120m


XI
12
320
 +6 for 30m





 


XII
12
340
 +6 for 30m


XI
40
1000
 +8 for 120m





 

STANDARD POTION PRICES

Level 6 Potions

Potion
MP
Cost
 Notes                    

Potion
MP
Cost
 Notes                    

Animal Telepathy
6
80
 2.5 hours

Iron Flesh T6 V
36
300
 34 turns

Berserker
6
70
 2 hours

Iron Stomach
6
80
 +3 potion capacity

Blast
18
160
 16 turns

Levitation IV
6
70
 4 turns/minutes ***


24
210
 22 turns


12
110
 10 turns/minutes ***


36
300
 34 turns


18
160
 16 turns/minutes ***

Blur
6
70
 1 hour

Magic Hearing
6
80
 2.5 hours

Body Flame
6
70
 4 minutes

Magic Protection VI +8
6
80
 2.5 hours, +8 counter *


12
120
 10 minutes

Magic Sight
6
80
 2.5 hours


18
160
 16 minutes

Magic Smell
6
80
 2.5 hours

Chameleon
6
80
 2.5 hours

Missile Shield V (+6)
6
70
 1 hour + 20 arrows ***

Clock
6
70
 5 days

Obscurity (1-Man)
6
70
 5 hours

Cold Blade (Oil)
6
80
 20 turns ***

Pass Wall (Oil)
10
110
 8 cubic meters


12
130
 44 turns ***

Read Magic Aura
6
80
 2.5 hours


18
180
 68 turns ***


12
130
 5.5 hours

Cold Resistance V
12
130
 30 points ***

See Invisible V
6
70
 2.5 hours


18
180
 48 points ***

Shock Sword (Oil)
6
70
 30 turns ***


24
220
 66 points ***


12
120
 66 turns ***

Concealment VI (1-Man)
6
80
 200 minutes


18
160
 102 turns ***

Detect Magic IV
6
70
 2.5 hours

Silence (1-Man)
6
70
 5 hours

Estimate Distance
6
70
 2.5 hours

Slipperiness (Oil)
6
70
 2 hours

Feather Fall
6
60
 8 minutes ***

Snow Sense
6
70
 2.5 hours


12
110
 11 minutes ***

Speed Movement
6
70
 1 hour ***


18
150
 17 minutes ***


12
120
 2 hours ***

Fire Resistance V
12
120
 30 points ***

Spider Climb
6
60
 4 minutes


18
160
 48 points ***


12
110
 10 minutes


24
210
 66 points ***


18
150
 16 minutes

Flaming Sword (Oil)
6
70
 5 minutes ***

Stasis (Oil)
6
70
 Up to size 30


12
120
 11 minutes ***

Swimming VI
6
80
 5 minutes ***


18
160
 17 minutes ***


12
130
 11 minutes ***

Glamour
12
110
 +6 1 hour


18
180
 17 minutes ***

Immune Flesh VI
24
220
 22 points ***

Telekinesis IV
6
70
 7 turns of use ***


36
320
 34 points ***


12
110
 19 turns of use ***


48
420
 46 points ***


18
160
 31 turns of use ***


60
520
 55 points, 54 DR

Telepathy Protection
6
60
 50 minutes


72
620
 60 points, 96 DR


12
100
 110 minutes

Information Storage
6
80
 2.5 hours

Telepathy VI
6
80
 2.5 hours


12
130
 5.5 hours

Telescope
6
70
 2.5 hours

Infra-vision
6
70
 2.5 hours

Thermal Equilibrium
6
70
 2.5 hours ***

Iron Flesh T6 V
18
160
 16 turns

Umbrella
6
60
 7.5 hours


24
210
 22 turns

Water Sight
6
70
 2.5 hours

Level 7 Potions

Potion
MP
Cost
 Notes                    

Potion
MP
Cost
 Notes                    

Heighten Hearing
7
90
 3 hours

Mantle of Cold
28
290
 26 turns

Heighten Smell
7
90
 3 hours


35
350
 33 turns

Heighten Vision
7
90
 3 hours

Secret Telepathy
7
90
 3 hours

Immune Flesh VI
84
760
 70 points, 119 DR ***

Sonar
7
90
 3 hours

Lightning Resist VII
14
160
 36 points ***

Telekinesis VII
7
90
 ***


21
220
 57 points ***


14
160
 ***


28
290
 78 points ***


21
220
 ***

Magic Protection VII +9
7
90
 3 hours, +9 counter *

True Sight
7
90
 3 hours

Mantle of Cold
21
220
 19 turns




 

Level 8 Potions

Potion
MP
Cost
 Notes                    

Potion
MP
Cost
 Notes                    

Concentration VIII
8
110
 3.5 hours, +1 SR

Magic Hand
16
200
 27 turns of use ***

Earth Sense
8
110
 3.5 hours

Magic Protection VIII +11
8
110
 3.5 hours, +11 Counter


16
200
 7.5 hours

Missile Shield VIII (+8)
8
110
 1 hour + 40 arrows ***

Enchantment (Oil)
8
110
 36 minutes (+5 MP)

Personal Electric Fence
8
110
 15 mins + 10 attacks ***


16
200
 1 hour (+8 MP)


16
200
 30 mins + 24 attacks ***

Fire Resist VIII
24
290
 132 points ***

Preserve Body
8
110
 14 hours

Flesh to Stone (Oil)
8
110
 size  40 ****

Shrink
8
110
 from size 20, 1 hour


16
200
 size  60 ****


16
200
 from size 40, 1 hour


24
290
 size 100 ****

Steel Flesh T8 VIII
16
200
 14 turns


32
380
 size 140 ****


24
290
 22 turns


40
460
 size 180 ****


32
380
 30 turns


48
550
 size 220 ****

Stone to Flesh (Oil)
8
110
 size  40, 3 days


56
640
 size 260 ****


16
200
 size  60, 3 days

Fresh Air
8
110
 1.5 hours


24
290
 size 100, 3 days


16
200
 3.5 hours


32
380
 size 140, 3 days

Growth
8
110
 size 20 doubled, 1 hour


40
460
 size 180, 3 days

Immune Flesh VIII
64
720
 87 points, 96 DR ***


48
550
 size 220, 3 days


80
900
 108 points, 112 DR ***


56
640
 size 260, 3 days


96
1070
 126 points, 144 DR ***

Support Spirit
8
110
 14 hours

Invisibility VIII
8
110
 2.33 hours **

Suppress Mental Fatigue
8
110
 80 Mental Fatigue

Invulnerability
24
290
 22 turns

Telepathy VIII
8
110
 3.5 hours


32
380
 30 turns

Water Breathing
8
110
 6 minutes

Iron Stomach
8
100
 +4 potion capacity


16
200
 14 minutes

Magic Hand
8
110
 11 turns of use ***


24
290
 22 minutes

Level 9 Potions

Potion
MP
Cost
 Notes                    

Potion
MP
Cost
 Notes                    

Cold Resistance IX
27
380
 150 points ***

Magic Protection IX +12
9
140
 4 hours, +12 counter

Concentration IX +2
9
140
 4 hours

Personal Forbidding IX
9
140
 1/2 hour +30 attempts ***

Feeble Mind
15
220
 -3 save + maker's will

Spirit to Real
9
140
 3.5 hours

Immune Flesh IX
90
1210
 160 points, 153 DR ***

Star Scope
9
140
 4 hours


108
1450
 180 points, 225 DR ***


21
300
 10 hours

Invisibility IX
9
140
 1-Man **




 

Level 10 Potions

Potion
MP
Cost
 Notes                    

Potion
MP
Cost
 Notes                    

Blast + Iron Flesh
40
600
 18 turns each

Magic Protection X +13
10
190
 4.5 hours


60
880
 28 turns each

Personal Forbidding X
10
190
 1 hour + 40 attacks

Body Flame + Iron Flesh
30
450
 2 min each, 2d6 *

Stone to Flesh X (Oil)
10
190
 Size 50, 1 hour


30
450
 2 min each, 1d6 *


20
350
 Size 80, 1 hour

Concealment X
10
190
 2.25 hrs **


30
510
 Size 130, 1 hour

Enchantment X (Oil)
10
190
 +9 mp, 40 mins


40
680
 Size 180, 1 hour


20
350
 +15 mp, 1 hour


55
920
 Size 255, 1 hour

Lightning Resist X
20
350
 108 points ***




 

Level 11 Potions

Potion
MP
Cost
 Notes                    

Potion
MP
Cost
 Notes                    

Concentration XI +3
11
250
 5 hours

Personal Forbidding XI -2
11
250
 1 hour + 50 attempts

Counter-magic XI +6
22
470
 1 hour + 19 turns ***

Stone to Flesh XI
11
250
 to size 55, 30 minutes

Magic Protection XI +14
11
250
 5 hours, w/cancel




 

STANDARD POTIONS AVAILABLE FROM CLERICS

Level 6 Potions

Potion
MP
Cost
 Notes                    

Potion
MP
Cost
 Notes                    

Cure Disease
6
80
 most diseases

Heal IX
36
320
 9 points @ Pt/10 turns


12
130
 99.999% of diseases


48
420
 12 points @ Pt/10 turns

Cure Fatigue VI
6
80
 7d6+14  (~38 points)

Heal VI
6
60
 4 points overnight

Cure Light Wounds
2
40
 1d6+2 (~5 points)

Neutralize Poison
6
70
 60 Ftg ***

Cure Serious Wounds V
3
50
 3d6+6 (~16 points)


12
120
 120 Ftg ***

Cure Serious Wounds VI
6
80
 4d6+8   (~22 points)


18
160
 180 Ftg ***

Heal Fatigue VIII
12
120
 24 points @ 12/turn


24
210
 240 Ftg ***


24
210
 48 points @ 12/turn


36
300
 360 Ftg ***


36
300
 72 points @ 12/turn




 

Level 7 Potions

Potion
MP
Cost
 Notes                    

Potion
MP
Cost
 Notes                    

Cure Fatigue VII
7
90
 8d6+16    (~44)

Healing X
28
290
 14 points @ Pt/10 turn

Cure Serious Wounds VII
7
90
 5d6+10    (~28)


56
550
 28 points @ Pt/10 turn

Healing X
14
160
 7 points @ Pt/10 turn




 

Level 8 Potions

Potion
MP
Cost
 Notes                    

Potion
MP
Cost
 Notes                    

Cure Ftg IV + 2x Cure II
8
110
 5d6+10, 1d6+1, 1d6+2

Empath X
24
290
 200 points

Cure Ftg IV + Cure Ftg IV
8
100
 5d6+10, 5d6+10

Healing XI
8
110
 8 points @ Pt/10 turn

Cure Ftg VI + Cure II
8
110
 7d6+14, 1d6+1


16
200
 16 points @ Pt/10 turn

Cure VIII
8
110
 6d6+12    (~33)


24
290
 24 points @ Pt/10 turn

Empath X
8
110
 40 points


32
380
 32 points @ Pt/10 turn


16
200
 120 points




 

Level 9 Potions

Potion
MP
Cost
 Notes                    

Potion
MP
Cost
 Notes                    

Cure Ftg IV + Cure Ftg V
9
130
 5d6+10, 6d6+12

Cure IX
9
140
 7d6+14     (~38 points)

Cure Ftg IV + Cure V
9
130
 5d6+10, 3d6+6




 

Level 10 Potions

Potion
MP
Cost
 Notes                    

Potion
MP
Cost
 Notes                    

Cure Ftg IV + Cure Ftg VI
10
170
 5d6+10, 7d6+14

Cure X
10
190
 8d6+16     (~44 points)

Cure Ftg IV + Cure VI
10
170
 5d6+10, 4d6+8




 

Level 11 Potions

Potion
MP
Cost
 Notes                    

Potion
MP
Cost
 Notes                    

Cure Ftg IV + Cure Ftg VII
11
220
 5d6+10, 8d6+16

Cure XI
11
250
 9d6+18     (~50 points)

Cure Ftg IV + Cure VII
11
220
 5d6+10, 5d6+10




 

STANDARD CHARGED ITEMS

Level 8 Item Targeted Charged Items

Spell Name
MP
Cost
SR
Time
 Notes            

Spell Name
MP
Cost
SR
Time
 Notes            

Cold Blade
14
230
7
5d
 

Light I Rod
9
160
12
3d
 in stock

Enchantment
14
230
5
5d
 

Shock Sword
14
230
8
5d
 

Flame Sword
14
230
8
5d
 

Slipperiness (on armor)
9
160
10
3d
 

Iron Flesh
24
390
8
8d
 T 6

Steel Flesh
24
390
5
8d
 T 8

Light I (on sword)
9
160
12
3d
 

Telekinesis III
9
160
10
3d
 

Level 9 Self Targeted Charged Items

Spell Name
MP
Cost
SR
Time
 Notes            

Spell Name
MP
Cost
SR
Time
 Notes            

Animal Telepathy
15
530
8
7d
 

Magic Ears
15
530
8
7d
 

Berserker
15
530
9
7d
 

Magic Eyes
15
530
8
7d
 

Blast
24
820
9
11d
 

Magic Hand
15
530
6
7d
 

Blur
10
360
10
5d
 

Magic Nose
15
530
8
7d
 

Body Flame
15
530
9
7d
 

Magic Protection IX
15
530
5
7d
 +12 Counter

Chameleon
15
530
8
7d
 

Magic Protection V
15
530
9
7d
 +7 Counter

Cold Beam VI
10
360
8
5d
 up to 9d8

Mantle of Cold
24
820
7
11d
 

Cold Resistance IX
24
820
5
11d
 

Missile Shield V
15
530
9
7d
 +6 dm

Cold Resistance VI
24
820
8
11d
 

Missile Shield VIII
15
530
6
7d
 +8 dm

Concealment VI
15
530
8
7d
 

Neutralize Poison
24
820
7
11d
 

Concentration IX
15
530
5
7d
 +2

Pass Wall
10
360
8
5d
 

Coordination 16 VI
15
530
8
7d
 

Personal Electric Fence
15
530
6
7d
 

Coordination 16 VIII
15
530
6
7d
 

Personal Forbidding
15
530
5
7d
 

Coordination 18 VIII
15
530
6
7d
 

Read Magic Aura
15
530
8
7d
 

Cure Disease
15
530
7
7d
 

Secret Telepathy
15
530
7
7d
 

Detect Magic IV
15
530
10
7d
 

See Invisible V
15
530
9
7d
 

Earth Sense
15
530
6
7d
 

Shrink
15
530
6
7d
 

Empathic Healing
32
1080
7
14d
 

Slow Poison
10
360
8
5d
 

Feather Fall
15
530
12
7d
 

Snow Sense
15
530
9
7d
 

Feeble-mind
15
530
5
7d
 w/-3 save reduction

Sonar
15
530
7
7d
 

Fire Resistance V
24
820
9
11d
 

Speed Movement
15
530
9
7d
 

Fire Resistance VIII
24
820
6
11d
 

Spider Climb
15
530
12
7d
 

Fireball VI
10
360
8
5d
 up to 9d12

Star Scope
15
530
5
7d
 

Flesh to Stone VIII
10
360
6
5d
 

Stasis
10
360
9
5d
 

Fly VI
15
530
8
7d
 

Steel Flesh
24
820
6
11d
 T 8

Glamour
15
530
11
7d
 

Stone to Flesh IX
10
360
5
5d
 1 hour

Growth
15
530
6
7d
 

Strength V
15
530
9
7d
 

Heal Fatigue VIII
15
530
6
7d
 

Strength VII
15
530
7
7d
 

Heal Fatigue VIII
24
820
6
11d
 

Swimming IV
15
530
10
7d
 

Healing IX
15
530
5
7d
 

Swimming VI
15
530
8
7d
 

Healing IX
24
820
5
11d
 

Telekinesis IV
15
530
10
7d
 

Heightened Hearing
15
530
7
7d
 

Telekinesis VII
15
530
7
7d
 

Heightened Smell
15
530
7
7d
 

Telepathy IV
15
530
10
7d
 

Heightened Vision
15
530
7
7d
 

Telepathy VI
15
530
8
7d
 

Immune Flesh IX
15
530
5
7d
 

Telepathy VIII
15
530
6
7d
 

Immune Flesh IX
24
820
5
11d
 

Telescope
15
530
9
7d
 

Immune Flesh VI
24
820
8
11d
 

Thermal Equilibrium
15
530
11
7d
 

Infra-vision
15
530
9
7d
 

True Sight
15
530
7
7d
 

Invulnerability
24
820
6
11d
 

Vigor IX
15
530
5
7d
 

Iron Flesh
24
820
9
11d
 T 6

Vigor VII
15
530
7
7d
 

Iron Stomach
10
360
8
5d
 

Water Breathing
15
530
6
7d
 

Levitation IV
15
530
10
7d
 

Water Breathing
24
820
6
11d
 

Lightning Resistance VII
24
820
7
11d
 

Water Sight
15
530
10
7d
 

Level 10 Self Targeted Charged Items

Spell Name
MP
Cost
SR
Time
 Notes            

Spell Name
MP
Cost
SR
Time
 Notes            

Coordination 16 X
16
610
5
5d
 

Lightning Resistance X
24
900
5
8d
 

Coordination 18 X
16
610
5
5d
 

Stone to Flesh X
16
610
5
5d
 1 min

Coordination 20 X
16
610
5
5d
 

Strength VII
16
610
8
5d
 

Healing X
24
900
5
8d
 






 

Level 11 Self Targeted Charged Items

Spell Name
MP
Cost
SR
Time
 Notes            

Spell Name
MP
Cost
SR
Time
 Notes            

Concentration XI
17
740
5
4d
 +3

Healing XI
24
1020
5
6d
 

Counter-magic XI
17
740
5
4d
 +6

Vigor XI
17
740
5
4d
 

Counter-magic XI
24
1020
5
6d
 +6






 

Level 11 Targeted (Wand) Charged Items

Spell Name
MP
Cost
SR
Time
 Notes            

Spell Name
MP
Cost
SR
Time
 Notes            

Cold Beam VI
12
1050
10
6d
 up to 11d8

Lightning Bolt VI
12
1050
10
6d
 up to 11d12

Fireball VI
12
1050
10
6d
 up to 11d12

Stasis
12
1050
11
6d
 

Flesh to Stone VIII
12
1050
8
6d
 w/auto save

Wakefulness V
12
1050
11
6d
 3/turn

Healing XI
24
2020
5
12d
 






 

