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ECONOMICS OF FREDOX

Version 2.5


1/10 platinum = 1 gold = 10 silver = 100 copper
MINING

Gold, jewels, iron, and even lumber will fall in this category. Term cp (coin pieces) often 10cp=1 pound. 

The length of time a mine lasts will be randomly determined. The amount the mine has left in the mine will have a MAX value.

 FOR EXAMPLE - if a mine is has a value gold 200cp per miner. It means that 2 miners will mine 400cp of gold (40 pounds) in one month. 

Prospector- 10% chance per month. Only Maximum of 5 prospectors per city.
MAGICAL MINING - Performed by a 9th level wizard with wall of iron. The wizard must devote his time during that month. 

The mine will produce 4,000cp iron per level of the wizard. No smelter is needed. 

SPECIAL ORE - 

Mithral- adds +1 enchantment when a weapon is made with this metal, MAX bonus is +5

Red Metal- considered adamantine. Also enables critical hits on constructs. 

White Metal- Ghost Ore. enables to hit incorporeal. 

SMELTERS - 

A medium smelter will smelter for 20 people, it cost 500lu a month to maintain operation

Large smelters will smelter for a hundred people. It cost 1000lu a month to maintain operation
LUMBER - is used for anvils, smelters and mining. 1 lu (Lumber Units)/person/month of lumber is used for mining.  

2 lu = 1 pounds. 

Anvils use 100lu of lumber/month/anvil. 

A medium smelter takes 500lu/month of operation to maintain. 

A large smelter takes 1000lu/month of operation to maintain. 

FOOD RATIONS - each town or city will be given a FR rating. This will be how much food the town or city can produce. 

The surplus food will be taken to the capital of the kingdom. 1 Food Rations will feed 1 person/Month. FR can be increased by 1 for each peasant working a new field. If have silo, will be able to store food. 

POPULATION GROWTH
The following is the race and its population growth this is with a surplus of food:
	Race
	Population Growth
	Race
	Population Growth

	Humans 
	2% /month
	Elves /Scro
	1%/2months

	Orcs
	5%/month
	Drow
	1%/2months

	Goblins
	10% /month
	Dwarves
	1%/2months

	Note this does not count the army that is at the city. So sometimes it pays in the long run to leave extra men in the city.


TAXATION - Orc, Slaves, and Goblins receive no taxes. Elves have a council that will decide on what the taxation rate will be for the entire Elven race. 

No taxation there is no income, population triples and morale +2.
Light level 1 GOLD for each person not in an army/mining/or farming, population growth doubles.
Normal taxation level a kingdom will receive 2 GOLD for each person not in an army, mining or farming. 
Heavy taxation level 5 GOLD for each person not in an army/mining/or farming, population growth is halved.
Tyrant taxation level 10 GOLD for each person not in an army/mining/or farming, population growth is reduced by a fourth.


	TERRAIN
	EFFECTS

	RIVER HEX
	If city in or next to any river hex, gives a city of a bonus of +500FR MAX

	SEA HEX
	If city next to any sea hex, gives a city of a bonus of double the FR MAX

	MOUNTAIN HEX
	If city next to any mountain hex, gives a bonus of 5% to finding a mine. If city is in Hex +10%. MAX +20%.  

	DESERT HEX
	-10% on finding a mine and -500FR MAX. If no mountain next to hex, an additional -10% on finding a mine.

	SWAMP HEX
	-500FR MAX unless they are Troll and -10% on finding a mine. Also trolls can mine lumber from swamp. 

	FOREST HEX
	If in or next to forest/jungle hex, can mine lumber.  

	JUNGLE HEX
	If in or next to forest/jungle hex, can mine lumber.  

	PLAIN HEX
	If no mountain next to hex, -10% on finding a mine. 


	PURCHASING ITEMS
only available for kingdoms with guilds

	ITEM
	FREQ
	GUILD COST
	BLACK MARKET COST

	Battle Axe
	Common
	10gp
	12gp

	Bow, Short
	Common
	60gp
	80gp

	Bow, Long
	Uncommon
	150gp
	200gp

	Chain Mail
	Uncommon
	150gp
	210gp

	Crossbow, Light
	Common
	70gp
	100gp

	Crossbow, Heavy
	Uncommon
	100gp
	125gp

	Dagger
	Common
	4gp
	5gp

	Griffin
	Very Rare
	5,000gp
	25,000gp

	Hippogriff
	Very Rare
	5,000gp
	15,000gp

	Horse, Light War
	Rare
	300gp
	400gp

	Horse, Medium War
	Rare
	450gp
	900gp

	Horse, Heavy War
	Rare
	800gp
	2,000gp

	Horse, Riding 
	Uncommon
	150gp
	200gp

	Leather Armor
	Abundant
	2gp
	4gp

	Mace / Morning Star
	Common
	16gp
	20gp

	Plate Mail
	Rare
	1200gp
	2,000gp

	Sword, Great
	Very Rare
	150gp
	190gp

	Sword, Long
	Common
	30gp
	40gp

	Sword, Short
	Common
	20gp
	30gp

	Smelter, Medium
	Very Rare
	2000gp process ore from 20 miners
	5,000gp

	Smelter, Large
	Very Rare
	5000gp process ore from 100 miners
	10,000gp

	FREQ - determines the quantity that can be bought each month: abundant 50/Guild/month, common 20/Guild/month, uncommon 10/Guild/month, rare 5/Guild/month, very rare 1/Guild/month 


	MERCHANTS GUILD - Have decided to hire out specialist to the mass of fredox. For a fee of course. If the guild members are attacked, charmed, lost contact with in any way will be considered an attack on the guild itself. 

	

	Expert Blacksmith (Mostly Dwarves/production time halved) - 120gp/month

	Trainer F5 - 120gp/month

	Master Trainer F6 - 500gp/month. Can train in half the time

	Engineer - 2000gp/month. Can be used as a 7+ hero for building buildings. 

	Prospector- 100gp/month. Needed to find mines


	MANUFACTURING ITEMS


	EQUIPMENT
	TIME
	MATERIAL
	Size
	Type
	DMG
	Critical

	Anvil
	2 Months
	4,000cp Iron and 5 men
	
	--
	--
	--

	Battle Axe
	2 Weeks
	70cp Iron, Blacksmith
	M
	S
	1d8
	x3

	Bow, Long
	4 Weeks
	70 lu Lumber
	L
	P
	1d8
	x3

	Bow, Short
	3 Weeks
	100 lu Lumber
	M
	P
	1d6
	x3

	10 arrowheads
	Day
	5 lu Lumber and 5cp Iron each, Blacksmith
	--
	P
	See bow
	--

	Crossbow, Light
	5 Weeks
	35 lu Lumber, 35cp Iron, Blacksmith
	S
	P
	1d8
	19-20/x2

	Crossbow, Heavy
	8 Weeks
	70 lu Lumber, 70cp Iron, Blacksmith
	M
	P
	1d10
	19-20/x2

	2 Daggers
	1 Week
	20cp Iron, Blacksmith
	T
	P
	1d4
	19-20/x2

	Hand Axe
	1 Week
	50cp Iron, Blacksmith
	S
	S
	1d6
	x3

	2 Javelins/spear
	1 Week
	50cp Iron, Blacksmith
	M
	P
	1d6
	x2

	2 Lance, Light
	1 Week
	50cp Iron, Blacksmith
	S
	P
	1d6
	x3

	Mace, Light
	1 Week
	50cp Iron, Blacksmith
	S
	B
	1d6
	x2

	Morning Star
	1 Week
	50cp Iron, Blacksmith
	M
	B
	1d8
	x2

	Quarterstaff
	3 Weeks
	210cp Iron, Blacksmith
	L
	B
	1d6/1d6
	x2

	Road, Build
	1 Month
	to build a dirt road in one hex – 5 men
	--
	--
	--
	--

	Scimitar
	4 Weeks
	40cp Iron, Blacskmith
	M
	S
	1d6
	18-20/x2

	2 Halfspears
	1 Week
	50cp Iron, Blacksmith
	M
	P
	1d6
	x3

	Sword, Bastard
	4 Weeks
	40cp Iron, Blacksmith
	M
	S
	1d10
	19-20/x2

	Greatsword
	6 Weeks
	150cp Iron, Blacksmith
	L
	S
	2d6
	19-20/x2

	Sword, Long
	4 Weeks
	40cp Iron, Blacksmith
	M
	S
	1d8
	19-20/x2

	Sword, Short
	3 Weeks
	30cp Iron, Blacksmith
	S
	P
	1d6
	19-20/x2


	ARMOR
	TIME
	MATERIAL
	Size
	Max Dex Bonus
	Armor

Bonus
	Arcane Failure

	Padded
	2 Weeks
	
	L
	+8
	+1
	5%

	Leather
	3 Weeks
	
	L
	+6
	+2
	10%

	Studded Leather
	4 Weeks
	
	L
	+5
	+3
	15%

	Hide
	6 Weeks
	
	M
	+4
	+3
	20%

	Chain Shirt
	6 Weeks
	200cp Iron, Blacksmith
	L
	+4
	+4
	20%

	Scale Mail
	8 Weeks
	400cp Iron, Blacksmith
	M
	+3
	+4
	25%

	Breastplate
	10 Weeks
	200cp Iron, Blacksmith 
	M
	+3
	+5
	25%

	Chain Mail
	10 Weeks
	400cp Iron, Blacksmith
	M
	+2
	+5
	30%

	Splint Mail
	12 Weeks
	400cp Iron, Blacksmith
	H
	+0
	+6
	40%

	Half Plate 
	14 Weeks
	500cp Iron, Blacksmith
	H
	+0
	+7
	40%

	Plate, Full
	18 Weeks
	700cp Iron, Blacksmith
	H
	+1
	+8
	35%

	Buckler
	1 Week
	50cp Iron, Blacksmith
	--
	--
	+1
	5%

	Small Shield
	2 Weeks
	100cp Iron, Blacksmith
	--
	--
	+1
	15%

	Large Shield
	4 Weeks
	300cp Iron, Blacksmith
	--
	--
	+2
	50%


	MANUFACTURING SIEGE ITEMS


	EQUIPMENT
	TIME
	MATERIAL
	**Operation
	Range

Increment
	DMG
	Critical

	Ballista
	2 Months
	4,000 lu Lumber, 840cp Iron, 10 Workers
	1 Peasant/troop. –4 aim at medium size creatures. –6 aim at small. 
	120ft 


	3d8
	19-20

	Catapult, Light
	1 Month
	2,000 lu Lumber, 660cp Iron, 5 Workers
	2 Peasants/troops. 
	200ft 

(100ft min.)
	*2d6
	--

	Catapult, Medium
	2 Months
	4,000 lu Lumber, 940cp Iron, 10 Workers
	4 Peasants/troops. 
	200ft 

(100ft min.)
	*4d6
	--

	Catapult, Heavy
	4 Months
	8,000 lu Lumber, 1320cp Iron, 20 Workers
	5 Peasants/troops. 
	200ft 

(100ft min.)


	*6d6
	--

	*10 feet radius damage. Reflex 15 save for half damage.  

**Base AC of hex 10. Base Attack of Crew +0 unless troop (all crew type must be same) then use highest Base to Attack. 

Movement of Siege Weapon is 10 feet. 


