The Economy of Moráno

by Gamergeek (blackdylan@hotmail.com)

Our Goal –


We are trying to create an environment that supports a player-run economy.  We hope that the ravaged state of Moráno should aid in achieving this end.  PCs must master crafts, construct items, and sell them in bulk quantities, or they will be forced remain in their impoverished and desperate state.  In addition, if the clans of Moráno are to achieve success, they must cooperate with the trade guilds, do whatever they can to appease the deities, and seek out sources of wealth so that they may fund their risky ventures.  Moráno is a world of forlorn desperation; a world of competition to the highest degree.  It is a world of greed.

Trade Skills – 

Needless to say, the ATS has been installed into Moráno.  The following trade skills will be available to players: mining, blacksmithing, weapon crafting, armor crafting, tanning, tailoring, tinkering, alchemy, gem cutting, and jewel crafting.  (I give my thanks to Mojo for designing and scripting the system and Herner for adding alchemy, tinkering, and tailoring.)  Some trades require a player to have certain weapon feats, and others require that you be of a specific class in order to get training from the NPC trainers.  For example, none-dwarven will be unable to learn how to mine from NPCs.  However, we have modified that ATS so that PCs highly skilled in a given craft may train those less experienced.  Even after a none-dwarven character gets training, he may encounter some difficulty finding good ore, as most of the relatively “tame” mines have already been inhabited (by dwarves).  But, with the right kind of persuasion (and gold), a character should be able to work out a way to get in.  Of course, there is always the possibility of sneaking in.

Initially, each race will either have control over a trade skill or a territorially unique resource, determined by racial history.  They have been assigned as follows:

	Race
	Resource

	Dwarves
	Mining

	Elves
	Bowering/Fletching

	Gnomes
	Tinkering

	Halflings
	

	Half-elves
	

	Half-orcs
	

	Humans
	


Trade Guilds –

Player Vendor and Purchasing Shops –

Trade Routes –

Selling to Clans –
