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BUILDINGS OF FREDOX

Rule Version 2.5

Note only one building type is allowed in a city. Only one stable, kennel, Temple is allowed in a city. Though 5 laboratories and/or silos are allowed in a city.
	BUILDING
	TIME
	MAINTENANCE
	BUILD MATERIAL
	DESCRIPTION

	Black Market
Evil Only
	3 Months
	10 peasants 100gp
	50 workers, 500gp
	Counts as a guild toward purchasing

See guild

	Grinding Mill
	3 Months
	5 peasants, 50gp
	50 workers, 1500gp
	1 peasant can produce 10FR. MAX FR x1.5

	Guild

	2 Months
	5 peasants 50gp
	50 workers, 2000gp, Hero 7+
	+10 each Guild
Also increases purchase by how many how many Guilds. Main source of Rumors

	Irrigation

Requires Grinding Mill
	3 Months
	5 peasants, 50gp
	50 workers, 1500gp, Hero 7+
	1 peasant can produce 20FR. MAX FR x2. 

	Wizard Workshop Requires University
	2 Months
	300gp
	5000gp, 40 Workers, and 7+ Mage (or artificer)
	Count as 10 Laboratories

	Lumber Mill
	3 Months
	5 peasants, 50gp
	30 Workers, 2000gp
	MAX 100 workers, yield 800 lu ea

	Market Place
	2 Months
	5 Peasants
	20 workers, 5000gp
	Produce 500gp per turn

	Merchant Guild (Rogue)
	2 Months
	10 Peasants
	4000gp, 50 Workers, and a 7+ Rogue
	Produce 250gp/turn. Can train 10 T up to Level 3. 

	Sanctuary

Any Good
	4 Months
	200gp, 20 Peasants
	8000gp, 100 Workers, 2-5+ Priest and a 7+ Good Priest
	Minimizes damage of disease, and famine. Undead under 6HD cannot enter. 

	Ship, Fishing
Requires Shipyard
	3 Months
	10 peasants, 100gp
	50 workers, 5000gp, Hero 7+
	Receive 500FR every turn. MAX 5/city. 

	Ship, Merchant
Requires Shipyard
	3 Months
	20 peasants
	50 workers, 5000gp, Hero 7+
	Receive 500gp every turn. MAX 5/city.

	Shipyard
Requires Ocean Hex
	2 Months
	5 peasants, 100gp
	40 workers, 1000gp
	Must be built in a city next to ocean hex. MAX Support 5 Ships/city.

	Silo
	2 Months
	50gp, 5 peasants
	1000gp, 40 Workers, 
	Can store 1000 FR

	Stable A


	6 Months
	100gp, 5 Peasants
	2000gp, 30 Workers, 20 War Horses
	Produces a Mount on even turns

	Stable A to B
	4 Months
	see War Horse Stable B
	3000gp, 40 Workers, 20 War Horses
	see Stable B

	Stable B
	9 Months
	200gp, 10 Peasants
	4000gp, 60 Workers, 40 War Horses
	Produces a Mount on every turn

	Temple (Priest)
	2 Months
	400gp, 10 Peasants
	4000gp, 50 Workers, and a 7+ Priest
	Priest can produce stuff here. Can train 10 C or D up to Level 3. 

	University
Requires Keep 
	4 Months
	10 peasants, 200gp
	50 workers, 4000gp
	Train Prospector. Reduces training times in city by 2 months (minimum 1 month of training). 
Max Train 3. Takes 2 turns to train a peasant. 

	War Academy (Fighter)
	2 Months
	400gp, 10 Peasants
	4000gp, 50 Workers, and a 7+ Fighter
	Counts as 10 Blacksmiths with anvils. Can train 10 F up to Level 3. 

	Wizard Tower (Wizard)
	2 Months
	400gp, 10 Peasants
	4000gp, 50 Workers, and a 7+ Wizard or Sorcerer
	Count as 10 laboratories. Can train 10 W or SO up to Level 3. 

	BUILDING
	TIME
	MAINTENANCE
	BUILD MATERIAL
	DESCRIPTION

	Workshop
Requires University
	2 Months
	200gp, 1 Peasant
	20 workers, 2000gp, 2 Heros 7+
	Catapults, Ballistae, Constructs, Buildings take half the time to build in the city. 


	CASTLES

	Only one castle and/or outpost per city.

	BUILDING
	TIME
	MAINTENANCE
	BUILD MATERIAL
	UPGRADE
	MAX POP
	MAX FR

	No Castle
	Nil
	Nil
	Nil
	Cannot be upgraded
	1,000
	1,000
Scro & Elves 5,000
Trolls 10,000

	Outpost
	2 Months
	150gp, 3 Workers
	1500gp, 15 workers, 1500 lu Lumber
	Cannot be upgraded
	Nil
	Nil

	Fort
	2 Months
	300gp, 3 Workers
	3000gp, 30 workers, 3000 lu Lumber, and a Hero 7+
	To Keep - 3000gp, 80 workers, 3000 lu Lumber, and 1 Hero 7+/ 3 Months
	2,000
	2,000
Scro&Elves 10,000
Trolls 20,000

	Keep
Supersedes Fort
	4 Months
	500gp, 6 Workers
	5000gp, 60 workers, 5000 lu Lumber, and a Hero 7+
	To Castle - 6000gp, 120 workers, 7000 lu Lumber, and 1 Hero 7+/ 4 Months
	3,000
	3,000
Scro&Elves 15,000
Trolls 30,000

	Castle
Supersedes Keep
	7 Months
	900gp, 6 Workers
	9000gp, 100 workers, 10000 lu Lumber, and a Hero 7+
	To Stronghold - 7000gp, 190 workers, 8000 lu Lumber, and 2 Heros 7+/6 Months
	5,000
	5,000
Scro&Elves 25,000
Trolls 50,000

	Stronghold
Supersedes Castle
	11 Months
	1400gp, 15 Workers
	14000gp, 150 workers, 15000 lu Lumber, and 2 Heroes 7+
	To Fortress - 15000gp, 300 workers, 15000 lu Lumber, and 3 Heros 7+/ 8 Months
	7,000
	7,000
Scro&Elves 35,000
Trolls 70,000

	Fortress
Supersedes Stronghold
	18 Months
	2400gp, 25 workers
	24000gp, 250 workers, 25000 lu Lumber, and 2 Heroes 7+
	
	10,000
	10,000
Scro&Elves 50,000
Trolls 100,000

	

	Dwarves - reduce time by 3 months. dwarves cannot build forts. outpost take 1 month
Elves - do not use Lumber to build castles. 
Orcs - ignore MAX POPULATION

	Outpost - must be built within 3 - 5 hexes of kingdoms cities. The outpost will be active till the settlement grows into a city with a population of 200 or more. 



	DEFENSE

Hull Points are 5 points damage round down. 

	OUTPOST - In Outpost (MAX 40) AC3, Damage Reduction 8, 200 Hull Points. Troops inside gain +4 AC. Is used to build new cities. 

	FORT - In Fort (MAX 100) AC3, Damage Reduction 8, 450 Hull Points. Troops inside gain +4 AC and +1 morale attack.

	KEEP - In Keep (MAX 250) AC3, Damage Reduction 8, 550 Hull Points. Troops inside gain +4 AC and +1 morale attack. Has 1 small catapult and 1 ballistae

	CASTLE - In Castle (MAX 500) AC3, Damage Reduction 10, 720 Hull Points. Troops inside gain +4 AC and +1 morale attack and Damage. Have 2 medium catapult and 2 ballistae. 

	STRONGHOLD - In Stronghold (MAX 1000) AC3, Damage Reduction 10, 900 Hull Points. Troops inside gain +4 AC and +1 morale attack and Damage. Have 1 medium catapult, 2 large catapults 1 medium ballistae, and 2 large ballistae. 

	FORTRESS - In Fortress (MAX 2500) AC3, Damage Reduction 12, 1200 Hull Points. Troops inside gain +4 AC and +2 morale attack and Damage. Has 2 medium catapults, 4 large catapults, and 4 ballistae

	

	NON COMBAT

	OUTPOST - The City's, that maintains Outpost, population growth goes to the outpost

	FORT - population growth in city increases 1% in city 

	KEEP - population growth increases 2% in city

	CASTLE - population growth in city increases by 3%

	STRONGHOLD - population growth in city increases by 5%. Taxes increase by 5%

	FORTRESS - population growth increases in city by 10%. Taxes increase by 10%. 


