EQUIPMENT

COMBAT EQUIPMENT

MELEE WEAPONS

Quality Weapons

A quality weapon is very well balanced and as such grants +1 H and +1 D.

Iron Weapons

Iron melee weapons are +1 H, +1 D, and +1 Dmg and the equivalent of two Break Protections (triple Pts).  Iron may not be enchanted beyond +2.

Steel Weapons

Steel melee weapons are +1 H, +1 D, and +2 Dmg and the equivalent of four Break Protections (quintuple Pts) plus a Rust Protection.

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, iron, or steel 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.

Swords

	Weapon
	STR
	Damage
	Cost
	Qual
	ENC
	Pts
	Iron
	Steel
	Notes
	THR STR

	Knife
	2/1
	1d3
	4
	12
	8
	10
	80
	160
	Useable in HtH
	2

	Dagger
	2/1
	1d4
	5
	15
	10
	10
	100
	200
	Useable in HtH
	2

	Long Knife
	3/2
	1d6
	20
	60
	40
	40
	400
	800
	Useable in HtH
	3

	Short Sword
	4/3
	2d4-1
	27
	81
	55
	55
	550
	1100
	Useable in HtH
	

	Gladius
	6/4
	1d8
	35
	105
	70
	70
	700
	1400
	
	

	Sword
	8/6
	2d4
	42
	126
	85
	85
	850
	1700
	
	

	Long Sword
	9/8
	1d10
	50
	150
	100
	100
	1000
	2000
	
	

	Broad Sword
	12/10
	2d4+1
	57
	171
	115
	115
	1150
	2300
	
	

	Bastard Sword
	15/12
	1d12
	65
	195
	130
	130
	1300
	2600
	
	

	Espadon
	18/14
	2d6
	72
	216
	145
	145
	1450
	2900
	
	

	Two-Hand Sword
	21/16
	1d12+1
	80
	240
	160
	160
	1600
	3200
	
	

	Claymore
	25/18
	2d6+1
	87
	261
	175
	175
	1750
	3500
	
	

	Flamberge
	30/20
	1d12+2
	95
	285
	190
	190
	1900
	3800
	
	

	Great Sword
	36/23
	2d8
	102
	306
	205
	205
	2050
	4100
	
	

	
	43/26
	1d12+3
	110
	330
	220
	220
	2200
	4400
	
	

	
	51/30
	3d6
	117
	351
	235
	235
	2350
	4700
	
	

	
	60/35
	3d6+1
	125
	375
	250
	250
	2500
	5000
	
	

	
	70/41
	3d6+2
	132
	396
	265
	265
	2650
	5300
	
	

	
	81/48
	3d8+1
	140
	420
	280
	280
	2800
	5600
	
	

	
	93/56
	3d8+2
	147
	441
	295
	295
	2950
	5900
	
	

	
	106/65
	3d10+1
	155
	465
	310
	310
	3100
	6200
	
	

	
	120/75
	3d12
	162
	486
	325
	325
	3250
	6500
	
	


Axes and Picks

	Weapon
	STR
	Damage
	Cost
	Qual
	ENC
	Pts
	Iron
	Steel
	Notes
	THR STR

	Pixie Axe
	2/-
	1d4
	3
	9
	10
	10
	80
	160
	+1 vs. T
	2

	Small Axe
	4/1
	1d6
	13
	39
	40
	30
	320
	640
	+1 vs. T
	4

	Tomahawk
	6/2
	1d8
	18
	54
	55
	40
	440
	880
	+1 vs. T
	6

	Hand Axe
	9/3
	2d4
	23
	69
	70
	50
	560
	1120
	+1 vs. T
	9

	Francisca
	12/4
	1d10
	28
	84
	85
	60
	680
	1360
	+1 vs. T
	

	Axe
	15/6
	2d4+1
	33
	99
	100
	70
	800
	1600
	+1 vs. T
	

	Sparte
	18/8
	1d12
	38
	114
	115
	80
	920
	1840
	+1 vs. T
	

	War Axe
	21/10
	2d6
	43
	129
	130
	90
	1040
	2080
	+1 vs. T
	

	Broad Axe
	25/12
	1d12+1
	48
	144
	145
	100
	1160
	2320
	+1 vs. T
	

	Long Axe
	30/14
	2d6+1
	53
	159
	160
	110
	1280
	2560
	+1 vs. T
	

	Battle Axe
	36/16
	1d12+2
	58
	174
	175
	120
	1400
	2800
	+1 vs. T
	

	Large Axe
	43/18
	2d8
	63
	189
	190
	130
	1520
	3040
	+1 vs. T
	

	Good Axe
	51/20
	1d12+3
	68
	204
	205
	140
	1640
	3280
	+1 vs. T
	

	Great Axe
	60/23
	2d8+1
	73
	219
	220
	150
	1760
	3520
	+1 vs. T
	

	
	70/26
	3d6
	78
	234
	235
	160
	1880
	3760
	+1 vs. T
	

	
	81/30
	3d6+1
	83
	249
	250
	170
	2000
	4000
	+1 vs. T
	

	
	93/35
	3d6+2
	88
	264
	265
	180
	2120
	4240
	+1 vs. T
	

	
	106/41
	3d8
	93
	279
	280
	190
	2240
	4480
	+1 vs. T
	

	
	120/48
	3d8+2
	98
	294
	295
	200
	2360
	4720
	+1 vs. T
	

	
	135/56
	3d10
	103
	309
	310
	210
	2480
	4960
	+1 vs. T
	

	
	151/65
	3d10+2
	108
	324
	325
	220
	2600
	5200
	+1 vs. T
	

	
	178/75
	3d12+1
	113
	339
	340
	230
	2720
	5440
	+1 vs. T
	


Picks

Picks are very similar to axes.

Warhammer

The Mu’ugalavyáni warhammer is a weapon that may be used like an axe or a mace, and is priced similarly to an axe.

Maces, and Clubs

	Weapon
	STR
	Damage
	Cost
	Qual
	ENC
	Pts
	Iron
	Steel
	Notes
	THR STR

	Hammer
	2/1
	1d4
	3
	9
	10
	10
	80
	160
	+2 vs. T, crit blunt
	2

	Good Hammer
	3/2
	1d6
	13
	39
	40
	30
	320
	640
	+2 vs. T, crit blunt
	3

	Great Hammer
	4/3
	2d4-1
	18
	54
	55
	40
	440
	880
	+2 vs. T, crit blunt
	4

	Small Mace
	6/4
	1d8
	23
	69
	70
	50
	560
	1120
	+2 vs. T, crit blunt
	

	Mace
	8/6
	2d4
	28
	84
	85
	60
	680
	1360
	+2 vs. T, crit blunt
	

	Horsemans Mace
	9/8
	1d10
	33
	99
	100
	70
	800
	1600
	+2 vs. T, crit blunt
	

	Large Mace
	12/10
	2d4+1
	38
	114
	115
	80
	920
	1840
	+2 vs. T, crit blunt
	

	Footmans Mace
	15/12
	1d12
	43
	129
	130
	90
	1040
	2080
	+2 vs. T, crit blunt
	

	Maul
	18/14
	2d6
	48
	144
	145
	100
	1160
	2320
	+2 vs. T, crit blunt
	

	Battle Mace
	21/16
	1d12+1
	53
	159
	160
	110
	1280
	2560
	+2 vs. T, crit blunt
	

	Morningstar
	25/18
	2d6+1
	58
	174
	175
	120
	1400
	2800
	+2 vs. T, crit blunt
	

	Good Mace
	30/20
	1d12+2
	63
	189
	190
	130
	1520
	3040
	+2 vs. T, crit blunt
	

	Great Mace
	36/23
	2d8
	68
	204
	205
	140
	1640
	3280
	+2 vs. T, crit blunt
	

	Great Maul
	43/26
	1d12+3
	73
	219
	220
	150
	1760
	3520
	+2 vs. T, crit blunt
	

	
	51/30
	3d6
	78
	234
	235
	160
	1880
	3760
	+2 vs. T, crit blunt
	

	
	60/35
	3d6+1
	83
	249
	250
	170
	2000
	4000
	+2 vs. T, crit blunt
	

	
	70/41
	3d6+2
	88
	264
	265
	180
	2120
	4240
	+2 vs. T, crit blunt
	

	
	81/48
	3d8+1
	93
	279
	280
	190
	2240
	4480
	+2 vs. T, crit blunt
	

	
	93/56
	3d8+2
	98
	294
	295
	200
	2360
	4720
	+2 vs. T, crit blunt
	

	
	106/65
	3d10+1
	103
	309
	310
	210
	2480
	4960
	+2 vs. T, crit blunt
	

	
	120/75
	3d12
	108
	324
	325
	220
	2600
	5200
	+2 vs. T, crit blunt
	


Clubs

Clubs are similar to maces, but do fatigue damage and crit as blunt, they also have half as many hit points as maces.  Spiked clubs have half as many hit points but otherwise act as maces.  A spiked club may have iron or steel spikes for +1 or +2 damage but does not gain the +1 hit and parry bonus.  Prices of iron and steel spiked clubs are subjective.

Flails

These unwieldy weapons are similar to Maces.  They are 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
	Qual
	ENC
	Pts
	Iron
	Steel
	Notes
	THR STR

	Dart
	2/1
	1d2
	4
	12
	10
	10
	60
	120
	
	2

	Long Dart
	3/2
	1d4
	14
	42
	40
	30
	240
	480
	
	3

	Short Javelin
	4/3
	1d5
	18
	54
	55
	40
	330
	660
	
	4

	Javelin
	6/4
	1d6
	24
	72
	70
	50
	420
	840
	
	6

	Long Javelin
	8/6
	2d4-1
	28
	84
	85
	60
	510
	1020
	
	8

	Short Spear
	9/8
	1d8
	33
	99
	100
	70
	600
	1200
	Long Weapon
	9

	Medium Spear
	12/10
	2d4
	38
	114
	115
	80
	690
	1380
	Long Weapon
	

	Long Spear
	15/12
	1d10
	44
	132
	130
	90
	780
	1560
	Long Weapon
	

	Boar Spear
	18/14
	2d4+1
	49
	147
	145
	100
	870
	1740
	Long Weapon
	

	Battle Spear
	21/16
	1d12
	53
	159
	160
	110
	960
	1920
	Long Weapon
	

	Large Spear
	25/18
	2d6
	58
	174
	175
	120
	1050
	2100
	Long Weapon
	

	Good Spear
	30/20
	1d12+1
	64
	192
	190
	130
	1140
	2280
	Long Weapon
	

	Great Spear
	36/23
	2d6+1
	68
	204
	205
	140
	1230
	2460
	Long Weapon
	

	
	43/26
	1d12+2
	74
	222
	220
	150
	1320
	2640
	Long Weapon
	

	
	51/30
	1d12+3
	78
	234
	235
	160
	1410
	2820
	Long Weapon
	

	
	60/35
	3d6
	83
	249
	250
	170
	1500
	3000
	Long Weapon
	

	
	70/41
	3d6+1
	88
	264
	265
	180
	1590
	3180
	Long Weapon
	

	
	81/48
	3d8
	93
	279
	280
	190
	1680
	3360
	Long Weapon
	

	
	93/56
	3d8+1
	98
	294
	295
	200
	1770
	3540
	Long Weapon
	

	
	106/65
	3d10
	103
	309
	310
	210
	1860
	3720
	Long Weapon
	

	
	120/75
	3d10+2
	108
	324
	325
	220
	1950
	3900
	Long Weapon
	


Staves

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

Blade Staff

This weapon features spring loaded points at each end.  Until armed.  The weapon appears to be amore harmless staff.  Cost is twice that of a spear and they can be made in any size from Short Javelin on up.  This weapon may be used with Staff or Spear skill in the appropriate mode.

Pike

A pike is just a very long spear.  A pike costs twice as much as the equivalent spear and has twice the encumbrance.  A pike has a two hex reach, but is extremely unwieldy when not used in formation.  Opponents may just walk around a lone pike wielder and attack him with no risk of being attacked in return.

Other Melee Weapons

	Weapon
	STR
	Damage
	Cost
	ENC
	Pts
	Iron
	Steel
	Notes
	THR STR

	Foil
	4/-
	1d4
	N/A
	30
	30
	N/A
	600
	
	

	Rapier
	7/-
	1d6
	N/A
	50
	50
	N/A
	1000
	
	

	Saber
	11/-
	1d8
	N/A
	70
	70
	N/A
	1400
	
	


Main Gauche, Foil, Rapier, Saber

These fencing weapons.  They may only be made of steel and thus are expensive and rare.

MISSILE WEAPONS

Quality Missile Weapons

Quality missile weapons are +20% range.

Quality Ammunition

Quality ammunition is +1 Hm.

Iron Tipped Ammunition

Iron ammunition for missile weapons is +1 Hm and +1 Dmg.  Iron ammunition may be enchanted to +2 at most.

Steel Tipped Ammunition

Steel ammunition for missile weapons is +1 Hm, +2 Dmg.

Bows

	
	
	
	
	
	
	
	Ammo per 10
	Ammo Cost per 1

	Weapon
	STR
	Damage
	Cost
	ENC
	Pts
	Qual
	Cost
	ENC
	Qual
	Iron
	Steel

	Pixie Bow
	-/2
	1d4-1
	40
	25
	5
	120
	1
	5
	1
	5
	10

	Light Bow
	-/4
	1d4
	60
	40
	8
	180
	1
	5
	1
	5
	10

	Short Bow
	-/8
	1d6
	80
	50
	10
	240
	2
	8
	2
	10
	20

	Medium Bow
	-/12
	1d6 +1 vs. T
	100
	60
	12
	300
	2
	8
	2
	10
	20

	Long Bow
	-/16
	1d6 + 2 vs. T
	120
	70
	14
	360
	2
	8
	2
	10
	20

	Composite Bow
	-/18
	1d6 + 3 vs. T
	140
	80
	16
	420
	2
	8
	2
	10
	20

	Master's Bow
	-/26(20)
	1d8 + 3 vs. T
	180
	90
	18
	540
	3
	10
	3
	15
	30

	Great Bow
	-/30(26)
	1d10 + 3 vs. T
	220
	100
	20
	660
	3
	10
	3
	15
	30


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 per 10
	Ammo Cost per 1

	Crossbow
	STR
	Damage
	Load
	Cost
	ENC
	Pts
	Qual
	Steel
	Cost
	ENC
	Qual
	Iron
	Steel

	Light Crossbow
	-/6
	1d6 + 1 vs. T
	1
	80
	90
	10
	240
	480
	2
	5
	2
	10
	20

	Medium Crossbow
	-/12
	1d6 + 3 vs. T
	1
	120
	100
	12
	360
	720
	4
	10
	4
	20
	40

	Heavy Crossbow
	-/16
	1d8 + 4 vs. T
	1
	160
	120
	14
	480
	960
	6
	10
	6
	30
	60

	Arbalest
	-/18
	1d10 +5 vs. T
	2
	200
	180
	16
	600
	1200
	10
	20
	10
	50
	100

	Seige
	-/18
	3d6 + 6 vs. T
	9
	240
	300
	25
	720
	1440
	50
	50
	50
	250
	500

	Ballista
	-/36
	6d6 + 12 vs. T
	19
	600
	1000
	50
	1800
	N/A
	130
	130
	130
	650
	1300


Turns to Load

This column indicates how many turns it takes to cock and load a crossbow.

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.  Steel crossbows may be kept cocked up to 12 hours at a time and are quality (+20% range).  Magical enchantments will enhance a steel 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.  Ancient magic seems capable of even longer protection (so watch out for those crossbow traps in the ruins…).  A bolt may be loaded into a cocked crossbow and fired in the same turn with a ‑1 penalty to Hm, otherwise it takes one turn to load a bolt into an already cocked crossbow.

Siege Crossbow

This weapon is very heavy and is often used tripod mounted.  A tripod may be purchased for an additional 20 Káitars.  When tripod mounted, a Siege Crossbow may be fired by anyone.  Mounting a siege crossbow on a tripod takes two additional turns after it is cocked and loaded (this rarely matters since someone who bothers to reload this weapon during combat will probably just shoot it).

Other Missile Weapons

	
	
	
	Turns
	
	
	
	
	Ammo per 10
	Ammo per 1
	

	Weapon
	STR
	Damage
	Load
	Cost
	ENC
	Pts
	Qual
	Cost
	ENC
	Qual
	Iron
	Steel
	Notes

	Sling
	8/-
	1d6 + 1 vs. T
	-
	6
	0
	0
	N/A
	1
	1
	1
	5
	10
	Crit as blunt

	Sling
	14/-
	1d6 + 3 vs. T
	-
	8
	0
	0
	N/A
	1
	1
	1
	5
	10
	Crit as blunt

	Sling
	23/-
	1d8 + 3 vs. T
	-
	10
	0
	0
	N/A
	1
	1
	1
	5
	10
	Crit as blunt

	Staff Sling
	-/6
	1d6 + 1 vs. T
	1
	12
	85
	60
	N/A
	1
	1
	1
	5
	10
	Crit as blunt

	Staff Sling
	-/12
	1d6 + 3 vs. T
	1
	24
	130
	90
	N/A
	1
	1
	1
	5
	10
	Crit as blunt

	Staff Sling
	-/16
	1d8 + 3 vs. T
	1
	32
	160
	110
	N/A
	1
	1
	1
	5
	10
	Crit as blunt

	Thrown Rock
	4/3
	1d2
	-
	N/A
	5
	N/A
	N/A
	N/A
	N/A
	N/A
	N/A
	N/A
	Crit as blunt

	Thrown Rock
	10/7
	1d3
	-
	N/A
	10
	N/A
	N/A
	N/A
	N/A
	N/A
	N/A
	N/A
	Crit as blunt

	Thrown Rock
	16/11
	1d4
	-
	N/A
	15
	N/A
	N/A
	N/A
	N/A
	N/A
	N/A
	N/A
	Crit as blunt

	Thrown Rock
	22/15
	1d5
	-
	N/A
	20
	N/A
	N/A
	N/A
	N/A
	N/A
	N/A
	N/A
	Crit as blunt

	Thrown Rock
	28/19
	1d6
	-
	N/A
	25
	N/A
	N/A
	N/A
	N/A
	N/A
	N/A
	N/A
	Crit as blunt


Slings

River stones may be used as normal ammunition by spending one hour per 10 stones collected.

SHIELDS

Iron Shields

Iron shields are +1 D and may be enchanted to +2 at most.  Note that a BREAK PROTECTION only adds additional Pts equal to what a normal shield has.

Steel Shields

Steel shields are +1 D.  Note that a BREAK PROTECTION only adds additional Pts equal to what a normal shield has.

	
	
	
	
	
	
	
	Iron
	
	Steel
	

	Shield
	D+
	ENC
	STR
	SIZ
	Cost
	Pts
	Cost
	Pts
	Cost
	Pts

	Buckler
	2
	50
	2
	4
	10
	100
	200
	300
	400
	500

	Small
	3
	100
	4
	6
	15
	200
	300
	600
	600
	1000

	Medium
	4
	150
	7
	8
	20
	300
	400
	900
	800
	1500

	Large
	5
	200
	10
	12
	30
	400
	600
	1200
	1200
	2000

	Great
	6
	270
	14
	20
	40
	500
	800
	1500
	1600
	2500

	
	7
	360
	19
	26
	50
	600
	1000
	1800
	2000
	3000

	
	8
	470
	25
	35
	60
	700
	1200
	2100
	2400
	3500

	
	9
	600
	32
	56
	70
	800
	1400
	2400
	2800
	4000


ARMOR

Iron Armor

Iron armor may at most be enchanted to +2

Steel Armor

Steel armor may be enchanted to any bonus.

Enchanted Copper Armor

Enchanted copper armor may be enchanted to any bonus.  It is only available to priests of appropriate temples.

	
	Protection
	
	Hit
	
	ALT
	

	Armor
	T C
	ENC
	Pts
	Cost
	MOD
	Sleep

	Padded Cloth/ Heavy Robes
	1 0
	50
	45
	20
	
	

	Robes w/Steel Mesh
	2 1
	50
	100/40
	5000
	
	

	Leather
	2 1
	100
	30/30
	50
	-1
	

	Hide or Fur
	2 1
	150
	30/30
	30
	-1
	

	Studded Leather (Bronze)
	3 1
	200
	40/30
	100
	-1
	

	Studded Leather (Iron)
	3 1
	200
	40/30
	2000
	-1
	

	Cuirboili
	4 2
	300
	60/30
	200
	-2
	(a)(b)

	Chlén Chain Mail
	5 2
	400
	80/40
	300
	-2
	(a)

	Chlén Scale Armor
	5 2
	400
	80/40
	300
	-2
	(a)(b)

	Chlén Plate and Chain
	6 3
	600
	100/40
	500
	-3
	(a)(b)

	Chlén Full Plate
	7 3
	800
	120/40
	800
	-3
	(a)(b)

	Chlén Chain Mail w/Iron Vest
	6 3
	400
	160/80
	3000
	-2
	(a)

	Chlén Chain Mail w/Steel Vest
	7 3
	400
	240/120
	6000
	-2
	(a)

	Chlén Chain and Iron Breastplate and Helmet
	7 3
	600
	200/80
	5000
	-3
	(a)(b)

	Chlén Chain and Steel Breastplate and Helmet
	8 4
	600
	300/120
	10000
	-3
	(a)(b)

	Chlén Full Plate w/Iron Breastplate and Helmet
	8 3
	800
	240/80
	8000
	-3
	(a)(b)

	Chlén Full Plate w/Steel Breastplate and Helmet
	9 4
	800
	360/120
	16000
	-3
	(a)(b)

	Iron Chain Mail
	7 3
	400
	240/120
	6000
	-2
	(a)

	Iron Plate and Chain
	8 3
	600
	300/120
	10000
	-3
	(a)(b)

	Iron Full Plate
	9 3
	800
	360/120
	16000
	-3
	(a)(b)

	Steel Chain Mail
	8 4
	400
	400/200
	12000
	-2
	(a)

	Steel Plate and Chain
	9 4
	600
	500/200
	20000
	-3
	(a)(b)

	Steel Full Plate
	10 4
	800
	600/200
	32000
	-3
	(a)(b)

	Enchanted Copper Chain Mail
	5 2
	400
	80/40
	3000
	-2
	(a)

	Enchanted Copper Plate and Chain
	6 3
	600
	100/40
	5000
	-3
	(a)(b)

	Enchanted Copper Full Plate
	7 3
	800
	120/40
	8000
	-3
	(a)(b)


Protection (T/C)

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

ALT MOD

This column indicates the Alertness penalty the character receives while wearing this armor.  Doffing the helmet eliminates the penalty.

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) These rigid armors are uncomfortable for sleeping.  Character’s may sleep one night in a row 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).

MAGIC ITEMS

