


A few notes on the lists

The lists are set out where applicable by, the item, its weight in gp value (i.e. 1/10 of a pound.),
cost, and a short description. All weights must be approximate as items vary greatly in details, but
they are given as weights rather than gross encumbrance, as a small chest is not encumbering for a
mule in the same way it is for a human.

However please note that encumbrance is an effect in the game. e.g a Lute may weigh 41bs, but
would probably need a bag of medium or even large size to fit it, and might slow you down if it got
in the way. It is never going to be possible, however to categorise all the equipment by size, just be
sensible.

Weights are given in gp value (i.e. 1/10 of a pound.)

Prices: 1gp = 10sp = 100cp

Items marked with a * are of negligible weight and 10's, perhaps 100's can be carried in 1/10 of a
pound.

In measuring liquids, using water as a base, a pint weighs 1 1/4 pounds, a gallon weighs 10 pounds.

I have always liked equipping the characters I play, and dressing the dungeons and buildings that
surround the players in my games. From my earliest times, spent hand copying equipment lists from
fanzines, supplements and rulebooks, to the latest PDF age, I just plain enjoy a good wander
through the lists. I am not an expert in weaponry, so arms are armour are not included, neither are
items with magical properties and other special items, these will be covered in other supplements.
LLAO006-General Equipment Lists is the culmination of decades of RPG, and re-enactment
experience, and released under the Open Games Licence for everyone to use. It contains lists of the
mundane items that make up a guide to price, weight and description.

This is a semi collaborative project, as I expect HUGE errata. Questions, corrections and feedback
about the tables herein can be logged on the forum. I will try and update at regular intervals or as
corrections warrant it.



CONTAINERS, SOLID

Item Cost Wit Holds Notes
Backpack Leather construction. Cloth at 1/2 cost and wt. Ties for extra equipment.
Small 1gp 10 200
Small, pockets 2gp 20 280 Side pockets medium pouch size.
Medium 2gp 20 300
Medium, pockets 3gp 30 380 Side pockets medium pouch size.
Large 3gp 30 400
Large, pockets 4gp 40 640 Side pockets medium bag size.
Bag Leather construction. Cloth at 1/2 cost and wt.
Small 3sp 5 60
Medium 5sp 10 120
Large 7sp 15 200
Bandoleer 1gp 15 n/a Leather ties for adding pouches.
Basket Can be woven with cloth straps.
Small 10cp 4 50
Medium 1sp 10 200
Large 3sp 25 500
Pigeon 2sp 10 150 Up to four pigeons. 4X2x2ft.
Box, Metal Iron or lead lined wood. Lock extra.
Small 1gp 5 40
Medium 2gp 80 100
Large 4gp 140 200
Box, Wood Often carved. Lock extra
Small 1sp 3 40
Medium 5sp 50 100
Large 1gp 100 200
Chest Wood with iron bands. Lock extra.
Small 1gp 140 300
Medium 2gp 220 800
Large 4gp 300 2000
Coffin Human sized.
Poor 2sp 300 3000
Merchants 5gp 300 3000
Crate, Wood
Small 2gp 400 3000
Medium 4gp 800 5000
Large 7gp 1200 10000
Pannier, Mule Leather hangs by side of mule or donkey. Cannot be used with a saddle.
Small 1gp 30 400
Medium 3gp 60 1000
Large 7gp 90 2000
Pouch Leather contruction, belt loops. Cloth at 1/2 cost and wt.
Small 2sp 2 25
Medium 3sp 4 40
Large 4sp ® 60
Purse or Wallet
Cloth 2cp 1 20
Leather 8cp 1 20
Silk 1gp 1 20
Sack Cloth (hessian) construction. Leather at 2x cost and wt.
Small 2cp 3 100
Medium 4cp 7 200
Large 8cp 12 400
Extra Large 14cp 20 1000
Saddlebag Leather. Hangs by side of horse.
Small 1gp 30 400
Medium 3gp 60 800
Large 79p 90 1200
Saddlepack Leather. Before or after the saddle.
Small 5sp © 60
Medium 1gp 10 120
Large 3gp 15 200 After saddle only.
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CONTAINERS, LIQUIDS

Item Wit Cost Full Wt Holds Item

Amphora Clay construction. Often pitch/wax lined.
Small 10 3cp 22 1 pint
Medium 30 7cp 130 1gallon
Large 100 1sp 5100 5 gallons.

Barrel Wood with iron bands.
Keg 80 1gp 580 5 gallons.

Firkin 150 15sp 1050 9 gallons.
Kilderkin 280 2gp 2080 18 gallons.
Barrel 550 4gp 4150 36 gallons.
Hogshead 840 79p 6240 54 gallons.
Butt 1240 12gp 12040 108 gallons.
Tun 2000 20gp 23600 216 gallons.

Beaker Handless.
Wood 2 1cp 6 1/3 pint
Clay 3 3cp 7 1/3 pint Salt glazed.
Glass 2 2gp 6 1/3 pint
Metal 2 1gp 6 1/3 pint

Bottle Cork stopper.
Clay 5 3cp 29 2 pints. Salt glazed.
Glass 4 2gp 28 2 pints.

Metal 4 5gp 28 2 pints. Tin.

Bucket
Wooden 40 4cp 240 2 gallons.

Metal 30 2gp 230 2 gallons.
Canvas 20 5sp 220 2 gallons.

Canteen With shoulder strap.
Clay 12 1sp 48 3 pints. Salt glazed.
Leather 10 1gp 46 3 pints. Often tar lined.
Metal 8 4gp 44 3 pints. Tin.

Cup
Wood 2 1cp 6 1/3 pint
Clay 3 3cp 7 1/3 pint Salt glazed.
Glass 2 4gp 6 1/3 pint
Metal 2 1gp 6 1/3 pint

Decanter
Glass 4 9gp 28 2 pints.

Metal 4 5gp 28 2 pints. Tin.

Flaggon

Wood 4 2cp 16 1 pint.
Clay 4 5cp 16 1 pint.
Glass 3 2gp 15 1 pint.

Metal 3 3gp 15 1 pint.

Flask
Clay 5 2cp 17 1 pint. Salt glazed.
Glass 4 15sp 16 1 pint.

Metal 4 4gp 16 1 pint. Tin.

Jar Lid made from same material.

Wood 2 3cp 7 Y pint.
Clay 3 5cp 8 % pint.
Glass 2 15sp 7 Y pint.

Metal 2 2gp 7 Y pint.

Phial Lid made from same material.
Clay 1 5cp 2 1/10 pint.

Glass 1 3gp 2 1/10 pint.
Metal 1 5gp 2 1/10 pint.

Vial Lid made from same material.
Clay * 4cp *1/100 pint.

Glass * 2gp *1/100 pint.
Metal * 4gp *1/100 pint.

Waterskin Shoulder strap.
Small 5 7sp 17 1 pint
Medium 10 1gp 46 3 pints.

Large 20 2gp 150 1 gallon.
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CLOTHING

Item Wt Cost Notes
Apron Essential safety equipment.
Cloth 5 5cp
Leather 30 3sp
Belt
Cloth 1 7cp
Leather 2 5sp  With metal buckle.
Sword, with Frog 4 3gp Leather with metal buckles.
Boots Per pair. Leather
Dress 20 9gp Knee High
Work 30 2gp Ankle length.
Riding 60 6gp Thigh length.
Bracers For lower arm, archery.
Leather 10 8sp
Metal 12 2gp Leather straps.
Breeches or Pants With pockets (carry 10gp)
Wool 10 5cp
Linen 7 1sp
Silk 4 6gp
Leather 15 2gp
Cap
Wool 1 3cp
Silk 1 5gp
Cape Essentialy a short cloak
Wool 15 4cp
Wool, Fur Trim 25 1gp Linen Lined. Common fur.
Fur 40 4gp Linen Lined. Common fur.
Chemise Ladies underdress.
Linen 7 2sp
Silk 4 3gp
Cloak
Wool 20 5cp Often waxed to repel water
Wool, Fur Trim 30 15sp Linen Lined. Common fur.
Fur 50 5gp Linen Lined. Common fur.
Cloth 3ft x 3ft square. Max width 6ft.
Canvas 10 1sp
Hessian 9 4cp
Lace 6 15sp
Leather 12 7sp
Linen 8 1sp
Satin 7 1gp
Silk 4 2gp
Velvert 8 12sp
Wool 9 4cp
Coat or Doublet
Wool 20 7sp
Linen 10 3gp Like a guards.
Leather 30 2gp
Silk 5 15gp
Dress or Gown
Wool 25 8cp
Linen 12 4sp
Satin 12 3gp
Silk 7 13gp
Girdle Ladies boobie holder.
Broad 8 2gp Neck to waist. Leather.
Normal 1 1sp Like a bra. Linen.
Gloves Pair.
Linen 1 3sp
Leather 2 1gp
Gauntlets 30 2gp Leather, forge gloves.
Hawking 20 2gp Single glove, leather, padded, for handling hawks.
Wool 1 2cp Can be fingerless.
Handkerchief 6 inch sq.
Linen * 3cp
Silk * 4sp
Embroided * 1sp
Hat
Wool 1 4cp
Fur 2 2gp
Straw 1 1cp
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CLOTHING continued....

Item Wt Cost Notes

Hose or Leggings Tight fitting.
Wool
Linen
Silk

Leather

Loincloth or Underclothes
Linen 1 1sp
Silk * 1gp

Robe
Wool 30 8cp
Linen 16 4sp
Embroided 45 3gp Onlinen.
Silk 9 13gp

Shoes
Clogs 12 5cp Wooden
Dress 1 10gp
Leather 1 5sp
Moccasins 6 2sp
Sandals 3 5cp

Wool 8 4cp
Linen 5 1sp
Silk 2 5gp

Surcoat or Tabard

Linen 10 3gp
Silk 5 15gp
Linen 20 7sp
Wool 30 6cp

Noble 15 6gp

Linen, purple dye.

Vest
String 3 3cp
Linen 4 3sp
Silk 2 3gp
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JEWELLERY & COSMETICS

Item Wt Cost Notes
Blusher 3 5sp Red pigment in powder base. Supplied in clay pot.
Brooch, Plain Metal only, gems extra.
Plain 1 5cp
Silver 1 5sp
Gold 1 3gp
Cologne Supplied in phial (1/10 pint).
Common 2 7sp
Rare 2 4gp
Exotic 2 14gp
Comb
Bone or Horn 1 5cp
Silver 1 4sp
Gold 1 3gp
Ear-ring
Brass * 4cp
Silver * 2sp
Gold * 2gp
Eyeliner 2 5sp Pigment in grease base. Supplied in clay pot.
Fan Wood or bone frame.
Paper 1 1sp
Silk 1 1gp
Hairbrush Natural bristles.
Wood or Horn 2 8cp
Silver 2 6sp
Gold 2 4gp
Lip Color 2 5sp Red pigment in grease base. Supplied in clay pot.
Mirror
Small, metal 10 20gp 6 inch sqg. Often bronze.
Small, silver 5 45gp 6 inch sq.
Medium, metal 90 60gp 18 inch sq. Often bronze.
Medium, silver 45 130gp 18 inch sq.
Large, metal 360 85gp 3ft sq. Often bronze.
Large, silver 135 200gp 3ftsq.
Nail Paint 3 5sp Pigment in varnish base. Supplied in clay pot.
Necklace 18 inch long.
Shell 2 3cp
Bead 2 15cp Wood or clay beads.
Brass 1 7sp
Silver 1 2gp Or glass bead.
Gold 1 15gp
Perfume Supplied in phial (1/10 pint).
Common 2 7sp
Rare 2 4gp
Exotic 2 14gp
Pin Brass
Dressmaking * 2cp Per12
Hat * 1sp
Razor 2 1gp Straight razor, folding.
Ring
Base Metal 1 15cp
Silver 1 15sp
Gold 1 3gp
Gold + Seal Gem 2 15gp Carved semi-precious seal.
Soap
Common 10 1sp
Perfumed 10 1gp
Wig
Animal 3 1gp
Human 3 10gp
Wig Powder 13 2sp Inclay jar.
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DOMESTIC

Item Wt. Cost Notes
Armchair
Padded 450 4gp Leather with horsehair stuffing.
Wooden 160 2gp
Bed, Double
Common 1500 12gp Simple plank construction.
Merchants 2000 40gp With head and foot boards
Noble 2100 90gp Carved and gilded.
Bed, Four Post Carved pillars and frame, gilded.
Queen Sized 4000 90gp
King Sized 6000 150gp
Bed, Single Simple plank construction.
Common 1100 9gp With head and foot boards
Merchants 1800 30gp Carved and gilded.
Noble 1900 70gp
Bedroll Wool and linen.
Summer 50 4sp
Winter 130 1gp Fur lined.
Waterproof 70 7sp Summer weight.
Bench, Seating
Padded 420 2gp Leather with horsehair stuffing.
Wooden 200 1gp
Bench, Work Plank top, timber legs.
Small 1100 2gp 3x6ft.
Large 4200 6gp 6ftx12ft.
Blanket, Double
Wool 35 9cp
Flanel 25 12cp
Fur 90 4gp
Blanket , single
Wool 20 5cp
Flanel 14 7cp
Fur 50 3gp
Bookcase 3x2x6ft.
Plain 1300 3gp Simple plank construction.
Glass Front 1500 15gp With glass in doors.
Noble 1400 50gp Carved and gilded.
Cabinet 3x3x4ft. With doors.
Plain 1000 2gp Simple plank construction.
Glass Front 1200 12gp With glass in doors.
Noble 1100 40gp Carved and gilded.
Carpet Per square yard.
Common 10 1sp Often just painted canvas.
Merchants 60 1gp Woven wool.
Rare 50 10gp Woven silk. Often woven to order.
Chair
Padded 380 3gp Leather with horsehair stuffing.
Wooden 120 1gp
Chest of drawers 2ft deep, 5ft wide.
3 draw 1600 4ft high.
4 draw 2000 4ft high.
6 draw 3100 5ft high.
Curtains/drapes 1sq yard.
Common 8 1cp Wool or hessian.
Merchants 8 5sp Printed linen or wool.
Noble 12 5gp
Cushion Padded with wool.
Cloth 20 1sp
Silk 20 4gp
Desk
Merchants 2000 30gp Compartments for stationary.
Scribes 800 12gp Sloped top, candle holder.
Travelling 300 15gp Leather slope, with compartments for ink, sheets etc.
Noble 2500 70gp Carved and gilded.
Loom For the weaving of cloth. Carpet looms at +25% price +50% wt.
Standing 2200 4gp Simple wooden frame and weights.
Floor 3100 18gp Table based.
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DOMESTIC continued....

Item Wt. Cost Notes
Futon Base for sleeping pad.
Double 1500 9gp
Single 1100 6gp
Hammock For hanging between two points.
Cloth 60 5sp
Net 30 7sp
Mat, Sleeping Canvas, covered. Futon pad, rather than camping mat.
Straw 400 8sp
Fleece 500 3gp
Feather 350 5gp
Mattress, Double Linen covered.
Straw 1100 2gp
Fleece 1300 6gp
Feather 1200 11gp
Mattress, Single Linen covered.
Straw 600 15sp
Fleece 700 4gp
Feather 650 9gp
Mirror Polished metal often bronze, on wood mount.
Stand 5 20gp 6 inch dia.
Wall 70 40gp 2x2ft
Floor 220 70gp 2x6ft
Pillow Fleese filled.
Cloth 30 2sp
Silk 30 6gp
Quilt, Double Linen covered.
Fleece 190 3gp
Feather 210 6gp
Quilt, Single Linen covered.
Fleece 100 2gp
Feather 110 4gp
Rug Per square yard.
Common 10 1sp Often just painted canvas.
Merchants 60 1gp Woven wool.
Fur 70 4gp Common fur. Rabbit, sheep, goat etc.
Rare 50 10gp Woven silk. Often woven to order.
Sofalcouch Two seater.
Padded 850 4gp Leather with horsehair stuffing.
Wooden 340 2gp
Spinning Wheel 300 2gp Floor standing, treadle.
Stool
Padded 200 14sp Leather with horsehair stuffing.
Wooden 100 6sp
Table
Small 1100 4gp  3x6ft.
Large 4200 10gp 6ftx12ft.
Tapesty 3ft sq. Often woven to order.
Fine 40 10gp
Excellent 50 30gp Metal threads, finest silks.
Towels 3x2ft
Wool 6 4cp
Linen 8sp
Tub Cooper (barrel) made.
Laundry 200 1gp
Bathing 400 4gp
Wardrobe
Common 1500 6gp Simple plank construction.
Merchants 1600 18gp Carved and gilded.
Noble 1400 60gp Exotic carved wood.
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DRINKS

Item Wt Cost Notes
Ale Or Beer.
Light 12 1cp Draft. Small beer. Often brewed and drank by whole communities.
Heavy 12 1sp Draft. Table beer.
Special 17 1gp In clay bottle, often with herbs or spices.
Brandy Distilled and aged wine.
Common 17 3gp Clay bottle.
Vintage 16 30gp Glass bottle.
Cider
Apple 12 10cp Draft.
Pear 12 15cp Draft. Perry.
Cordial Mix with water. Or an infusion.
Common 17 8cp Clay bottle. Flowers, fresh herbs etc.
Herbal, Dried. 1 1sp Tea, dried herbs, etc. Makes 1 pt.
Grog 12 1sp Draft. Rum + water.
Mead Honey wine.
Common 17 1gp Clay bottle.
Herbal 17 12sp Clay bottle.
Vintage 16 18gp Glass bottle.
Milk
Cow 12 2cp Draft.
Goat 12 1cp Draft.
Rum Distilled fermented mollasses.
Common 17 6gp Clay bottle.
Vintage 16 60gp Glass bottle.
Whiskey Distilled and aged grain spirits.
Common 17 4gp Clay bottle.
Vintage 16 30gp Glass bottle.
Wine
Watered 12 3cp Draft.
Table 17 5sp Clay bottle.
Good 16 5gp Glass bottle.
Vintage 16 40gp Glass bottle.
Sparkling 16 6gp Glass bottle.
Mulled 12 7sp Draft.
Fortified 16 5gp Glass bottle. With added brandy.
RATIONS & MEALS
Item Wt Cost Notes
Lodging Per night. Includes one meal.
Common n/a 5cp Common room at Inn, attic room, basement etc.
Merchants n/a 5sp Private room at Inn, bed and breakfast etc.
Nobles n/a 2gp Suite at Inn, chalet etc.
Meals Per person.
Common n/a 2cp Stew or potage and bread, fruit, small beer.
Merchants n/a 1sp Soup or stew, roast and veg, bread and cheese, table wine.
Nobles n/a 1gp As above with fish, candied fruits and good wine.
Banquet n/a 5gp 10 courses. Vintage wine.
Rations Per day.
Standard 20 2gp Bread, eggs, cheese, fruit, veg, sausage, watered wine, etc. Needs cooking. Fresh about a week.
Dried 10 5gp Buiscuits, hard cheese, dried fruit, smoked sausage, table wine, etc. Fresh for a couple of months.
Iron 10 8gp As above , but best quality and will last a few years.
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FOOD

Item wt* Cost Notes

10cp Salted

3cp PerDoz.

Fish, preserved Keeps for months.
Dried 1sp
Salted 2sp
Smoked 3sp
Soused 2sp In vinegar.

Fruit, fresh
Local 4cp  About 4 apples.
Common 10cp
Uncommon 2sp
Exotic 1gp Bannana, pineapple, etc.

Fruit, dried Keeps for months.
Local
Common
Uncommon

Herbs Often sold dried.
Local
Common
Uncommon
Exotic

Fruit
Marmelade

Meat, preserved

Keeps for months.

Salt Meat 10 4sp
Smoked Meat 10 7sp
Dried Meat 10 3sp

Noodles
Fresh 10 2cp
Dried 10 3cp Makes 2lbs of noodles.
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FOOD continued .....

Item Wt* Cost Notes
Nuts Keeps for months.
Local 10 8cp
Common 10 14cp
Uncommon 10 3sp
Oil, cooking
Local 10 2cp Lard etc.
Common 12 1sp Pt. Olive oil etc.
Uncommon 12 1gp Pt. Palm oil etc.
Salt
Rock 10 5sp Dark grity salt.
Sea 10 1gp Whiter.
Purified 10 4gp Sieved and evaporated.
Spice
Local 1 5¢cp
Common 1 1sp
Uncommon 1 1gp Pepper, nutmeg, mace, etc.
Exotic 1 8gp Saffron, grains of paradise, etc.
Sugar 10 3gp
Vegetables
Local 10 1cp
Common 10 4cp
Uncommon 10 Tcp
Vinegar 12 7cp Pint.

* NB Containers cost and weight are extra.
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COOKING & EATING

Item Wt Cost Notes

Bowl Holds 1 pint.
Wood 4 2cp
Clay 5 2cp Salt glazed.
Metal 3 1gp
Silver 4 10gp

Chopping Board 50 3cp

Chopsticks, pair
Wood 1 1cp
Irory 1 1gp
Metal 1 1gp

Cleaver 30 3gp Chopping meat (1-3/1-2 dmg.)

Cruit 2 7cp Salt, pepper and vinegar. Clay.

Corkscrew 1 1gp Wooden handle. T bar type.

Cup Holds 1/3 pint.

Wood 2 1cp
Clay 3 3cp Salt glazed.
Metal 2 1gp
Silver 3 8gp

Dish Holds 2 pints.
Clay 7 4cp
Metal 6 2gp

Fork, Eating Quite rare. Metal tangs.
Common 1 2sp Bone or wood handle.
Merchants 1 4gp Handle silver.

Goblet Holds 1/3 pint.

Glass 2 4gp
Metal 2 15sp
Silver 2 12gp

Grinder 4 1gp Like a peper mill.

Kettle Iron.

Small 150 4gp Holds 4 pints.
Medium 250 9gp Holds 1gallon

Knife, Eating Often worn on the belt. 6 inch blade (1-2/1 dmg).
Common 1 1sp Bone or wood handle.
Merchants 1 3gp Handle silver.

Knife, Carving 18 inch blade. Dmg as dagger.
Common 2 3sp Bone or wood handle.
Merchants 2 6gp Handle silver.

Ladle 2ft long.

Wood 4 6cp
Metal 3 2gp

Pan, Frying 18 inch dia.
Clay 40 8cp Salt glazed.
Metal 30 25sp

Pestle and Motar Ceramic or stone. Metal twice cost.
Small 11 5sp
Medium 30 2gp
Large 100 10gp

Plate
Wood 4 2cp
Clay 5 2cp Salt glazed.

Metal 3 1gp
Silver 4 10gp

Pot, Metal, Cooking Iron, with lid.
Small 120 2gp 4 pints.
Medium 200 4gp 1 gallon.
Large 500 7gp 5 gallon.

Pot, Clay, Cooking No lid
Small 120 7cp 4 pints.

Medium 200 1sp 1 gallon.
Large 500 3sp 5 gallon.
Sieve 15 15sp Wood rim, metal sieve, 12 inch dia. Flour etc.
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COOKING & EATING continued.....

Item Wt Cost Notes
Spice Chest Wooden box with compartments.
Small 150 3gp 12 compartments.
Large 400 15gp 36 compartments lift off tray.
Spit
Portable, small 150 2gp Simple Y poles with hand turned spit.
Portable, Kitchen 500 20gp Two spits, two pot hangers, grate.
Spoon, Eating
Wood 1 1cp
Metal 1 2gp
Silver 1 5sp
Spatula or Server 2 1cp Wooden.
Steel 3 1gp For sharpening knives. Wood or bone handle.
Steamer 5 5cp Wooden, place over small cooking pot.
Tray, Carrying 20 10cp Wooden.
Wok 25 1gp
ENTERTAINMENT
Item Wt Cost Notes
Bird cage 30 2gp Wooden , often bamboo or wicker. 2 ft cube.
Cards, Playing 52 card deck.
Normal 3 1gp
Marked 3 2gp
Cards, Tarot 5 2gp 72+ card deck.
Chess Or other board game.
Wooden 12 3sp
Ivory 12 5gp
Dice Set of five. Bone, horn, wood.
Normal 1 1sp
Weighted 1 1gp
Doll
Common 7 5cp Wooden, rag clothes.
Good 7 2gp Ceramic, fine clothes.
Drum
Bongo 30 1gp Or tambor.
Snare 90 8gp Often worn on shoulder strap.
Bass 300 35gp Or signal drum
Fiddle 20 50gp
Flowers Common flowers.
Posy 1 1cp
Bunch 5 1sp
Harp or Lyre
Lap 40 45gp
Floor 350 160gp
Horn, Musical 3ft long.
Cows 20 2gp With simple carved mouthpiece.
Metal 60 30gp Al metal, rings for hanginf banner.
Kite Needs string. Often painted.
Paper 10 1sp
Silk 8 3gp
Lute or Mandolin 40 75gp
Marbles 10 1sp Qty. 50. Ceramic.
Pipe, Smoking A dwarven must.
Clay 1 2cp
Wooden 2 1sp Carved bowl.
Pipes, Playing 10 3gp Like pan pipes.
Recorder 4 15gp  Or other small woodwind instrument.
Stick
Walking 7 1sp
Sword 20 10gp Dmg. 1-4/1-3.
Tobbaco 1 3sp Plug tobbaco (i.e a soild lump to be cut when needed)
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TOOLS & MATERIALS

Item Wt. Cost Notes
Adze Shaping wood. Planks. Iron head, wood shaft.
Hand 40 7sp Finer work.
Two Hand 80 2gp Larger Planks.
Anvil A blacksmiths must.
Blacksmiths 900 15gp Normal forge sized.
Portable 300 7gp Not realy portable, just smaller.
Jewellers 20 2gp
Awl Making small holes.
Wood 2 1sp
Leatherworking 1 1sp
Axe For chopping and felling wood. Iron head, wood shaft.
Hand 40 1gp
Wood 80 2gp
Balance Weighing items. Weights not included.
Small 8 1gp Brass in wood case, will fit in pocket. Weighs upto 1gp.
Medium 40 2gp Brass, used by merchants everywhere. Weighs upto 100gp.
Large 100 4gp Iron, bigger items. Weighs upto 1000gp.
Bell
Small * 1sp Like a cats bell
Hand 30 5gp
Ships 450 50gp Often bronze.
Bellows Leather and wood construction.
Hearth 40 4sp Normal fires
Forge 400 5gp
Block and Tackle 30 5gp For pulling large objects. 2 wheel.
Brazier
Small 50 3gp Charcoal burning.
Medium 150 5gp Charcoal/Wood burning.
Large 400 8gp Wood burning.
Branding iron 30 2gp Made to order. Iron head, wood handle.
Brush
House 20 2sp
Yard 20 3sp
Dustpan and Brush 10 2sp
Sweeps 100 2gp Includes 2 heads and 5 interlocking 5ft pole sections.
Decorating 2 3sp  Wood with animal bristles.
Caltrops 20 of.
Small 20 1gp 3 inch spikes
Large 100 3gp 9 inch spikes
Candle
Taper * 1cp 30 mins/candle, 20ft.
Tallow 1 5cp 3 hours/candle, 20ft.
Beeswax 1 1sp 4 hours/candle, 20ft.
Candle snuffer 5 1gp Brass.
Candlestick Single.
Wooden 8 1sp
Metal 5 1gp
Crystal 4 30gp
Chain 10 foot, iron.
Fine, Small 25 20gp Like a dog lead.
Heavy 1000 50gp
Light 50 25gp
Medium 100 30gp Will support a man.
Chain, Jewellers 1 foot lengths.
Silver * 1gp
Gold * 10gp
Platinum * 100gp
Chisel
Wood 10 7sp Wood, with iron tip.
Masons 15 1gp All iron.
Clamp 30 5sp G Shaped
Cord or String 100 Feet.
Hemp 10 1sp
Silk 5 1gp
Crowbar Iron
Jemmy 20 1gp 18 inches long.
Crowbar 60 2gp 3 feet long.
Wrecking Bar 150 5gp 5 feet long.
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TOOLS & MATERIALS cont....

Item Wt. Cost Notes
Crucible Ceramic. For melting metals.
Small 50 3gp Holds about 1 pint.
Medium 150 6gp Holds about 1 gallon.
Large 500 15gp Holds about 5 gallons.
Jewellers 5 2gp Holds about 1/10 of a pint.
Drill Requires drill bits.
Bit and Brace 50 3gp
Hand 30 2gp
Drill, Bit Iron.
Metal 1 3gp
Wood 1 1gp
File Iron with wood handle.
Metal 10 2gp
Wood 15 1gp
Flint and Steel 5 1gp For starting fires, requires tinder.
Fuels Container extra.
Coal 1000 1gp
Charcoal 1000 2gp
Firewood 1000 5sp
Qil 500 30sp 5 Gallon, 40 Pints.
Funnel
Metal 10 3gp
Glass 2 5gp Small
Glue
Wood 10 4sp Requires Melting
Leather 10 6sp Requires Melting
Glue Pot 20 3sp Iron. For melting glue over brazier
Grappling hook
Small 15 1gp
Medium 40 2gp
Grease 1lb. Supplied in clay pot.
Lubricating 14 1sp
Waterproofing 14 3sp Often used on cloaks.
Grindstone Grit wheel.
Portable 500 6gp Wood frame with foot tread.
Workshop 1000 10gp Often pit mounted
Hammer Iron head, wood shaft.
Nail 20 5sp
Masons 40 7sp
Lump 100 2gp
Jewellers 5 1gp
Hook Iron
Fish * 1sp
Shark 1 5sp About 6 inches long.
Jewellers Loupe 2 25gp Small magnifying glass.
Jewellers Paste 10 52gp Fine gem powder for polishing.
Ladder 12 feet lengths.
Wood 240 6sp
Metal 200 4gp
Rope 150 1gp
Lantern
Candle 10 1gp 30 mins/candle, 20ft. Wood with horn (lanthorn) front.
Hooded 20 79p 4 hours/pint, 30ft. Metal case with opening shutter. Glass pane.
Household 20 4gp 6 hours/pint, 20ft. Metal case with horn side panels (4).
Bullseye 30 12gp 4 hour/pint, 80ftx10ft. Metal case with glass lens.
Beacon 100 30gp 1 hour/pint, 200ft. Large bullseye. Very bright.
Lathe
Pole 1000 1gp For wood. Often contructed when needed. Simple.
Crank 2000 50gp For metal.
Line, Fishing 2 8sp 50 feet length. On wood spool.
Lock Iron contruction, with two keys.
Poor 10 5gp +5% on theives skills
Good 10 20gp
Exceptional 10 100gp -5% on theives skills.
Magnifying Glass Brass mounted.
Small 3 20gp
Medium 6 40gp
Mallet 10 2sp Wooden hammer.
Manacles 20 15gp Normally rivited closed.
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TOOLS & MATERIALS cont....

Item Wt. Cost Notes
Mirror Polished metal.
Inspection. 1 3gp 1 inch mirror on 6 inch stick.
Small, metal 5 20gp 6 inch sq. Often bronze.
Small, silver 5 45gp 6 inch sq.
Nails Per 100, Iron.
Tacks 8 1gp 1/2 inch.
Small 10 2gp 1 inch.
Medium 20 3gp 3inch.
Large 30 4gp 6 inch.
Needle Bone, metal, ivory etc.
Leatherworking * 5cp
Dressmaking * 3cp
Net 1sq yard. Use multiples for larger amounts.
Cargo 30 1gp Hemp, medium rope.
Fishing, Hand 5 1sp Hemp, string. Hand fishing net 5sq yards.
Fishing, Boat 10 5sp Hemp, light rope.
Trapping 8 8sp Hemp, light rope. Small smal trap 4 sq yards.
Mosquito Net 1 2gp Silk.
Oil 1 pint. Supplied in clay flask.
Lamp 15 1sp
Lubrication 15 4sp
Saddle 15 2sp Leather preserving.
Padock Iron contruction, with two keys.
Poor 10 5gp +5% on theives skills
Good 10 20gp
Exceptional 10 100gp -5% on theives skills.
Paint 1 gallon. Supplied in wooden bucket. Use within 1 week.
Whitewash 140 1sp Lime wash.
Color 140 1gp Lime wash and pigment.
Pestle and Motar Ceramic or stone. Metal twice cost.
Small 11 5sp
Medium 30 2gp
Large 100 10gp
Pickaxe Iron head, wood shaft.
Small 50 1gp Often refered to as a miners axe.
Large 120 2gp
Pitchfork
Wood 60 10cp Wood construction.
Metal 70 5sp Iron head, wood shaft.
Piton 5 1sp Iron with ring. For climbing.
Pincers 3 1sp Pulling. Iron.
Pliers 3 1sp Holding
Plow Wood with metal fittings and iron blade.
Single Horse 2700 5gp 1 Blade
Two Horse 4100 8gp 3 Blades
Plow blade 200 1gp Iron
Plumbob 1 3cp Lead weight on line.
Potters Wheel 2000 15sp Hand spun. Wood.
Pulley 5 1sp For pulling medium objects. 1 wheel.
Rake
Wood 70 1sp Wood construction.
Metal 80 7sp Iron head, wood shaft.
Rod, Fishing 30 15sp 6ft. Wood. Brass guide rings. Simple reel.
Rope 50ft length.
Hemp 100 1gp
Silk 50 10gp
Saw, One man
Keyhole 3 2gp 1x6 inch. Blade on a handle.
Metal 12 79p 2x12 inch. Small teeth.
Wood 20 3gp 4x24 inch.
Jewellers 1 5gp 1/4x2 inch. Tiny.
Saw, Two man Large iron saw blade with two handles.
Wood 120 6gp 6ft long
Metal 100 21gp  4ftlong.
Rock 200 36gp 8ft long.
Scissors Iron.
Dressmaking 3 2gp
Hairdressing 1 1gp
Large 5 2gp
Scythe 180 3gp Reaping tool. Wood handle, iron blade.
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TOOLS & MATERIALS cont....

Item Wt. Cost Notes
Shears
Sheep 5 15sp Iron.
Garden 10 2gp Iron blades, wood handle, center pivot.
Sickle 25 1gp Small scale reaping.
Snare Catching small animals.
Cord 1 1cp
Wire 1 1sp
Spade/shovel
Coal 35 7sp Metal. 2Ft long.
Garden 80 2gp Iron blade, wooden handle.
Spike Iron.
Small 1 1sp 3 inches.
Large 5 5sp 12 inches.
Stain 1 pint. Supplied in clay jar. Use within 1 month.
Wood 15 5sp Water based.
Leather 15 1gp Spirit based, will burn.
Stake Wood.
Small 1 1cp A tent peg.
Medium 10 2cp Vampire heart sized.
Large 40 5cp 5ft to fit a sign.
Sundial 45 6gp Brass, 2ft face, 1ft spike. Not mounted to anything. Requires careful positioning.
Tent Two man sized.
Canvas 100 10gp
Leather 140 20gp
Thieves' picks 10 30gp Normally only available via guid.
Thread
Leatherworking 5 8cp Linnen. 100ft on a wooden spool.
Dressmaking 2 5cp Linnen. 100ft on a wooden spool.
Embroidery 1 1gp Linnen. 50Ft hank.
Gold 2 25gp 10ft on wooden spool.
Timber 10 ft lengths.
Pole
2 inch 80 2sp
6 inch 200 1gp
12 inch 800 2gp
Plank 1 inch thick
6 inch 240 2sp
12 inch 480 4sp
18 inch 720 8sp
Beam Square
3inch 360 3sp
9inch 720 2gp
18 inch 2400 4gp
Tinder 1 1cp Chared linnen.
Tinderbox Wood box with air tight container, filint and steel.
Traveling 10 2gp
Household 30 3gp Compartment for candles.
Tongs For handling hot items. Iron.
Small 2 1gp
Medium 20 2gp
Large 200 5gp
Torch Reeds, tar and wooden pole.
Normal 10 1cp 1 hour, 40ft.
Small 5 1cp 1 hour, 20ft.
Trap
Fish 60 2sp Wicker.
Bear 150 3gp Metal, closing jaws.
Mouse 1 4cp  Wood and metal.
Tripod Iron for suspending pots over fire.
Small 30 1gp
Medium 10 2gp
Large 20 4gp
Varnish 15 7sp 1 pint. Supplied in clay jar. Use within 1 month.
Vice Normally attached to workbench.
Wood 30 1gp Wooden.
Metal 200 79p Metal
Wagon Wheel Wood with iron tire.
Small 150 3gp Dog wagon, barrow etc.
Medium 1000 79p Cart, carriage etc.
Large 2000 15gp Wagon etc.
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TOOLS & MATERIALS cont....

Item Wt. Cost Notes
Wax 1 Ib wieght.
Tallow 10 4sp
Bees 10 8sp
Wedge 3x6 inches.
Wooden 2 1cp
Iron 5 1sp
Wheelbarrow 450 8gp Holds about 2000gp.
Whetstone Fine grained stone for sharpening, often used with lubricating oil.
Portable 2 6sp
Bench 30 3gp In a wood frame.
Wicks
Lamp 1 1sp 10ft .
Candle 2 1sp 100ft hank.
Wire 10ft lenths. 1/8 inch dia.
Iron 9 9gp
Copper 8 5gp
Gold 10 60gp
Wire Cutters
Light 7 2gp For 1/8 inch wire.
Heavy 120 9gp Up to 1/4 iron.
Jewellers 2 3gp Tiny.
Whistle Often pierced for adding to lanyard.
Wood/Bone 1 8sp
Metal 1 1gp
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RELIGIOUS

Item Wt Cost Notes
Altar cloth 3ft sq.
Normal 40 10gp Simple embroidery on linen.
Fine 30 40gp Silks on silk.
Best 40 120gp Silks on silk with precious gems and metals.
Beads, Prayer 3 3gp Blessed.
Candle, blessed Best bees wax, often scented.
8 hour 3 1gp 8 hours/candle, 20ft.
48 hour 12 3gp 48 hours/candle, 20ft.
Candlesnuffer 4 1gp
Chalice Holds 1/2 pint.
Metal 2 2gp Often copper.
Silver 3 20gp
Gold 4 150gp Gems etc extra.
Charcoal, incense 1 5cp Fine, shaped carcoal brick for incence burners.
Font Blessed.
Stone 1000+ 300gp
Metal 1000+ 1000gp
Gold 1000+ 3000gp
Holy Symbol About 6 inch big. Gems etc extra.
Common 10 6sp Wood, clay etc.
Metal 10 5gp Bronze etc.
Silver 10 25gp
Gold 10 150gp
Platinum 10 1000gp
Holy Water 5 25gp Inclay flask.
Incense, solid Often blended for specific diety.
Common 10 1gp
Rare 10 10gp
Incense, stick Or cone. Per doz.
Common 1 1sp
Rare 1 1gp
Incense burner Uses charcoal, and solid incense.
Metal 30 10gp
Silver 40 50gp
Gold 50 125gp
Pilgrims badges 1 inch.
Metal 1 1sp Often lead or pewter.
Silver 1 1gp
Relic
Minor 2 100gp e.g. The spoon of St. Zan
Major 20 20000gp e.g. The Skull of St. Zan.
Rug, Prayer 3x2ft.
Common 50 10gp Woven wool.
Rare 40 100gp Woven silk. Often woven to order.
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MEDICAL

Item Wt Cost Notes
Bandages
Linen 2 5cp Std bandages.
Silk 1 4sp Light weight
Impregnated 2 5gp Healing herbs +1hp/day healing
Bowl, Bleeding 5 7cp Ceramic
Crutches 80 1sp Each
Dilator, Metal 20 1gp
Earspoon 10 2sp Brass
Eye, Glass 1 1gp
Eyeglasses 3 100gp Very rare, prob not available.
Eyepatch, Leather 1 3cp
Forceps 15 1gp Childbirth
Remedy In clay bottle. Quack medicines.
Common Cold 8 4sp
Fever 8 7sp
Hook, Hand 30 8sp
Knife, Surgical 10 5gp Large knife, 1-3/1-2 damage.
Lancet, Bleeding 1 1gp
Leeches 20 1sp Qty. 20. In clay flask. Used for bleeding.
Moss, Dried 10 3sp Used for drying and packing wounds.
Needle, Suture * 1sp
Pegleg, Wooden 80 Bsp
Pliers, Tooth 3 1gp
Probe, Surgical 1 1gp
Saw, Surgical 20 15sp Bone saw.
Scalpel 1 2gp Metal blade, bone handle.
Sling, Arm
Cloth 3 1sp
Leather 5 3sp
Splint 20 5cp Wood or bone, leg or arm.
Stretcher 200 7sp Wood and canvas.
Scissors, Surgical 1 15sp Iron
Teeth, False On a wooden palete
Wood 2 4sp Painted white.
Ivory 2 3gp
Human 2 3gp
Thread, Sutre 1 10sp 10 feet on wooden spool.
Tongue Depressor 20 2gp Like an iron gag. Keeps mouth open.
Tongs, Surgical 1 15sp Brass
Tourniquet 2 1sp
Tweezers, Metal 1 4sp Brass
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SCRIBES

Item Wt Cost Notes

Abacus ) 2sp

Board, Artists Used by artists for paintings.
Canvas, Wood Frame 30 2sp 2'x2'sq.

Wood 80 1sp 2'x2'sq.

Board, Drawing With t-square and clips for paper.
Small 80 3sp 2'x3'

Medium 140 7sp 3'x4'
Large 220 1gp 4'x6'

Book Most books are bound after pages written.
Papyrus 100 16gp 40 Pages. 12"x8"x4". Leather Bound.
Parchment 110 22gp 40 Pages. 12"x8"x4". Leather Bound.
Vellum 130 40gp 40 Pages. 12"x8"x4". Leather Bound.

Book, Spell Finest Vellum, Exotic Cover, Lock.
Standard 150 1000gp +2 Save. C16. 16"x12"x6".

Travelling 40 500gp Cantrip: 9, 1-3: 6, 4-6: 4, 7-9: 2. 9"x9"x1".

Bookbinding Can take a couple of weeks.

Leather as Book 12gp 40 Pages.
Bone as Book 16gp 40 Pages.
Metal as Book +2 20gp 40 Pages.

Brush Wooden handle, animal hair bristles.
Artists 1 5cp Size Varies.

Writing 1 1sp Finest Hair.

Chalk
Powder 10 1sp Used as an absorbant.

Stick, White 2 10cp Qty. 12.
Stick, Color 2 1sp Qty. 12. Single Color.
Stick, Artists Set 2 15sp  Qty. 12. Mixed colors in wooden box.

Charcoal
Powder 10 10cp Used as a copying aid and a pigment.
Stick 2 1sp Qty. 20. Drawing.

Clay
Sculptors 10 1sp For fine work.

Potters 100 1sp For fireing in kiln

Crystal Ball 50 225gp

Compass, Magnetic 5 75gp Small

Dividers, Brass 1 3sp  Or other small drawing tool.

Easel, Artists 180 5sp Wood.

Finger Stall Stops a scribes fingers cramping.
Horn 1 1sp
Metal 1 4sp

Frame, Painting Can take a couple of weeks.

Plain wood 40 7sp 2'x2'sq.
Gilded 40 10gp 2'x2'sq.

Glue
Bookbinders 5 5sp Requires melting.

Artists 10 10sp Requires mixing. For mixing with pigments.

Gold Leaf 1 1gp 3"x3" square. For gilding.

Illuminators Pigments Mixed as required.

Black 2 3sp

Color 2 1gp  Uncommon colors may be more.

Set 20 20gp Qty. 8. Mixed colors in wooden box.
Ink, 2 oz pot of Ready mixed inks.

Black 2 8sp

Color 2 2gp Single color.

Spellbook 4 100gp Per level of spell. Cantrip = 1 level.

Ink, Pigment Often inks are carried as pigments and mixed as required.
Black 2 1sp 1 Pint when mixed.

Color 2 10sp Single color. 1 Pint when mixed.

Inkwell Most come with ink-tight covers for travel.
Clay 2 4cp + Ink Wt. Holds 0.2lbs of ink.

Horn 2 1sp + Ink Wt. Holds 0.2lIbs of ink.
Glass 2 1gp + Ink Wt. Holds 0.2Ibs of ink.
Metal 2 6sp + Ink Wt. Holds 0.2lbs of ink.
Hourglass 40 5gp | hour
Knife, Pen 2” 1 3sp In leather
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SCRIBES continued ....

Item Wt Cost Notes
Lens & 40gp Months to make.
Magnifying glass Very Rare. Months to make.
Small 4 60gp
Medium 8 100gp
Large 14 140gp
Measure
Knotted Twine 10 1sp 50 feet.
Tape 10 1gp 25 feet.
Paint, Artists, Pigment
Color 2 10sp Single color. 1/4 Pint when mixed.
Set 30 8gp Qty. 12. Mixed colors in wooden box.
Paint, Artists, Watercolor
Color 1 1gp Single color.
Set 20 14gp Qty. 12. Mixed colors in wooden box. With brush.
Pen or Stylus
Wooden 1 1cp
Quill 1 5cp
Metal 1 3sp Foringraving bronze plate.
Pipette 3 5gp Glass. Thin tube for drawing and mesuring small qtys of liquid.
Prism 3 35gp Refracting light. Months to make.
Quadrant 120 50gp Suveying tool. With tripod.
Retort 20 15gp Bulbed glass vessle with spout. Holds 1 pint.
Ruler 12 Inch.
Wood 1 5cp
Metal 1 4sp
Sand, Fine 10 1sp Used as an absorbant and eraser.
Sand Shaker, Wood 2 1sp + Sand Wt. Holds 0.5 Ibs of sand.
Scroll 10 Sheets equivilent.
Papyrus 10 3gp
Parchment 10 9gp
Vellum 14 90gp
Scroll Case Outer case for scroll. Scroll makes save as case, when cased.
Leather 15 15sp
Bone 20 5gp
Bronze 25 10gp
Seal, Personal Often used on personal communications.
Clay 1 1sp Roller or stamp
Pewter 1 1gp Often worn on chain.
Ring 1 5gp Often with gem carved as seal. Extra 50+gp.
Seal, Large Used for deeds, grants etc.
Clay 10 5sp
Wood 10 3gp
Bronze 20 15gp
Sealing ribbon 1 1sp 20 feet, single color.
Sealing Wax
Stick 2 1gp 10 Sticks, sigle color.
Block 10 2gp
Sheets Single sheet
Papyrus * 8sp 24"x16".
Parchment * 1gp 24"x16".
Vellum 1 8gp 24"x16".
Square, Drawing Or other small drawing aid.
Wood 1 3sp
Brass 1 1gp
Pole, Surveying 60 6sp 2x5' Pole, painted red/white. With screw thread to join them.
Tablet, Writing
Clay 30 5¢cp Wooden framed, two sided, with stylus.
Slate 30 2sp Wooden framed, two sided, with stylus.
Wax 30 5cp Wooden framed, two sided, with stylus.
Bronze 40 10gp Plain bronze plate for engraving.
Writing Case
Small 10 1gp 3x pen, 1x horn inkwell, clay seal, stick sealing wax.
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ANIMALS & LIVESTOCK

Item Cost Notes

Boar All Stats as the boar, rather than sow.

Domestic 4gp Medium. AC 7, HD 3, Attack 2d4. Move 130ft.
wild 5gp Medium. AC 7, HD 3+3, Attack 3d4. Move 150ft.

Camel Dromedary: single hump, warm climates. Bactrian: two humps, climate adaptable.
Bactrian 30gp Large. AC 7, HD 3, Attack 1d4. Move 180ft. Carries 6000Ibs at 1/2, 4-50001Ibs at -60ft/round.
Dromedary 25gp Large. AC 7, HD 3, Attack 1d4. Move 210ft. Carries 6000lbs at 1/2, 4-5000Ibs at -60ft/round.

Cat 1sp Small. AC 7, HD 1-2, Attack 1d2. Move 140ft.

Chicken 2cp Small. AC 7, HP 1, Attack Nil. Move 100ft.

Cow Generaly placid unless provoked. May charge for extra damage.

Milk 10gp Large. AC 7, HD 4, Attack 1d4/1d4. Move 150ft.
Bull 25gp Large. AC 7, HD 4, Attack 1d6/1d6. Move 150ft.

Dog Dogs are bred to purpose. Listed price is for trained adult. Pups = 1/50 price.
Attack 30gp Small. AC 7, HD 2, Attack Nil. Move 130ft. Can wear leather dog barding.

Guard 25gp Small. AC 7, HD 2, Attack Nil. Move 130ft. Can wear leather dog barding.
Hunting 10gp Small. AC 7, HP 1+3, Attack Nil. Move 140ft.

Ratter 5gp Small. AC 7, HP 1, Attack Nil. Move 100ft.

Sheep 15gp Small. AC 7, HP 1+3, Attack Nil. Move 140ft.

Sled 10gp Small. AC 7, HD 2, Attack Nil. Move 120ft.

War 40gp Medium. AC 6, HD 2+2, Attack 2d4. Move 120ft. Can wear dog barding.

Donkey Normally pacid, easy to train.

Draft 15gp Large. AC 7, HD 2, Attack 1d1 or 1d6/1d6. Move 120ft. Carries 3-50001bs at 1/2.
Riding 18gp Large. AC 7, HD 2, Attack 1d1 or 1d6/1d6. Move 140ft. Carries 2-4000Ibs at 1/2.
Dove 2cp  Small. AC 7, HP 1, Attack 1hp. Move 40ft or 240ft flying.
Elephant An elephant can carry 5-10000lbs at 1/2.
Draft 100gp Large. AC 6, HD 10, Attack 2d8/2d8/2d6/2d6/2d6.
War 1000gp Large. AC 5, HD 11, Attack 2d8/2d8/2d6/2d6/2d6. Can wear armor.

Ferret 5sp Small. AC 7, HD 1-2, Attack 1d2. Move 100ft.

Goat 15sp Medium. AC 7, HD 2, Attack 1d4. Move 120ft. Can charge.

Goose 7cp Small. AC 7, HP 2, Attack 1d2. Move 80ft.

Hawk Used for hunting, Can be trained to attack.

Small 15gp Small. AC 7, HD 1, Attack 1d2/1d2/1d4. Move 30ft, 360ft flying.
Large 30gp Small. AC 7, HD 2, Attack 1d3/1d3/1d6. Move 30ft, 360ft flying.

Horse Bred to purpose. Listed price is for trained adult. Foals = 1/50 price. Not all are suitable.
Riding 25gp Large. AC 7, HD 2, Attack 1d3/1d3. Move 260ft. Carries 2-4000lbs at 1/2.

Draft 15gp Large. AC 7, HD 3, Attack 1d3. Move 120ft. Carries 4-8000Ibs at 1/2.

Light War 200gp Large. AC 7, HD 2, Attack 1d4/1d4. Move 240ft. Carries 4-6000Ibs at 1/2.

Medium War 350gp Large. AC 7, HD 2+2, Attack 1d6/1d6. Move 180ft. Carries 3.5-7000Ibs at 1/2.

Heavy War 500gp Large. AC 7, HD 3+3, Attack 1d8/1d8. Move 180ft. Carries 4-8000lIbs at 1/2.
Llama Often seen on mountainous terain.

Domestic 8gp Large. AC 7, HD 2, Attack 1d2/1d2. Move 150ft.

Draft 12gp Large. AC 7, HD 2, Attack 1d3/1d3. Move 180ft. Carries 3-5000lbs at 1/2.

Mule Bad tempered.

Draft 14gp Large. AC 7, HD 3, Attack 1d3 or 1d6/1d6. Move 120ft. Carries 4-6000Ibs at 1/2.
Riding 18gp Large. AC 7, HD 3, Attack 1d3 or 1d6/1d6. Move 140ft. Carries 4-6000lbs at 1/2.

Ox 14gp Large. AC 7, HD 4, Attack 1d6/1d6. Move 150ft.

Parrot 5gp Small. AC 7, HP 1, Attack 1d2. Move 40ft or 240ft flying. Trained 40gp.

Partridge 4cp Small. AC 7, HP 1, Attack 1hp. Move 40ft or 240ft flying.

Peacock 3gp Small. AC 7, HP 2, Attack Nil. Move 90ft.

Pigeon
Wood 1cp Small. AC 7, HP 1, Attack 1hp. Move 40ft or 240ft flying. Often trapped live, eat as required.
Homing 5sp Small. AC 7, HP 1, Attack 1hp. Move 40ft or 240ft flying. Returns to its home roost.

Piglet 1gp Small. AC 7, HP 1, Attack 1hp. Move 30ft.

Pig 5gp Large. AC8, HD 3, Attack 2d4. Move 90ft.

Pony Sturdy, not fast, ideal for halflings.

Riding 12gp Large. AC 7, HD 1+1, Attack 1d2. Move 120ft. Carries 1.5-3000lbs at 1/2.
War 200gp Large. AC 7, HD 2, Attack 1d3/1d3/1d2. Move 120ft. Carries 2-4000Ibs at 1/2.

Rabbit 5cp

Ram 6gp Medium. AC 7, HD 2+2, Attack 1d6. Move 140ft. Can charge.

Sheep 4gp Medium. AC 7, HD 2, Attack 1d4. Move 120ft. Can charge.

Songbird 1sp Small. AC 7, HP 1, Attack 1hp. Move 40ft or 240ft flying.

Swan 5gp Small. AC 7, HP 2, Attack 1d2. Move 80ft or 180ft flying.

Yak 20gp Large. AC 7, HD 4, Attack 1d6/1d6. Move 150ft.
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BARDING, HARNESS & TACK

Item Wt. Cost Notes
Barding, Horse For war horses only.
Leather 100gp AC6 Move 75% Norm.
Chain 250gp ACS5 Move 50% Norm.
Plate 500gp AC3 Move 50% Norm. Fitted to horse.
Barding, Dog For war, attack and guard dogs
Leather 70 20gp AC6 Move 75% Norm. Max for attack and guard dogs.
Chain 150 50gp AC5 Move 50% Norm. War dogs.
Scale 200 40gp AC4 Move 50% Norm. War dogs.
Bit & Bridle
Riding 45 15sp
Cart 70 1gp
Collar Dog sized, larger animals cost more.
Normal 5 4sp
Spiked 15 12sp Adds +1 AC aganist other animals.
Glove, Hawking 20 1gp
Grooming Kit Brushes and combs, tools.
Travelling 30 5sp The bare essentials.
Full 200 3gp
Halter 20 2sp Simple rope construction.
Harness
Draft 400
Cart 500
Hawk Lure 4 Hawks are trained with a lure.
Horseshoes Based on a horses size, pony at 50% weight.
Fitted 15 3sp Single
Spare Set 60 1gp  Will only fit animal made for.
Leash Dog sized, larger animals cost more.
Normal 4 5cp
Quick Release 4 4sp  With brass quick release
Muzzle Leather with metal buckles.
Dog 5 5sp
Bear 15 4gp
Reigns Leather, used with bit & bridle
Riding 5 5sp
Draft/Cart 15 1gp Per horse.
Saddle, Camel Leather and wood construction.
Riding 180 10gp
Draft For hanging items off, not riding.
Saddle, Horse Leather.
Riding 200 10gp
Side 220 12gp
War 300 30gp War horse only. Built to fit horse.
Draft 250 6gp For hanging items off, not riding.
Saddle, Pony or Mule Leather.
Riding 8gp
War 25gp  War pony only. Built to fit pony.
Draft 5gp For hanging items off, not riding.
Saddle Blanket 30 4cp For under the saddle.
Whip Can be used to subdue an unarmed opponant.
Riding Crop 6 1gp 3 feetlong.
Bull 12 15sp 6 feet long.
Yoke For attaching ploughs etc. Draft animals only.
Horse 700 3gp
Ox 800 3gp
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TRANSPORT, LAND

Item Cost Notes
Buggy 2 wheeled.
Riding 40gp
Racing 75gp
Cart 2 wheeled.
Farm 50gp
Dog 20gp
Carriage A light around town converyence
Town 100gp
Cerimonial 450gp
Chariot
Riding 35gp
War 110gp
Coach For longer distances.
Town 100gp
Long distance 150gp
Luxury 300gp
Litter 40gp 4 person lift.
Sedan Chair 25gp 2 person lift.
Sled
Dog 15gp
Horse 20gp
Wagon 4 wheeled.
Closed 250gp Wooden sides.
Open 100gp Often has canvas cover.
TRANSPORT, WATER
Item Cost Notes
Barge 50gp
Canoe
Open 18gp 2 person.
Kayak 15gp 1 person.
Boat, rowing
Small 20gp 2 person.
Medium 35gp 6 person.
Large 50gp 12 person.
Boat, Sailing
Small 25gp 2 person.
Medium 35gp 6 person.
Large 45gp 12 person.
Galley
Small 10000gp 20 oar
Medium 20000gp 60 oar
Large 25000gp 200 oar
Raft 40gp 4 person.
Ship, Merchants
Small 5000gp
Medium 10000gp
Large 15000gp
Ship, War
Small 10000gp
Medium 15000gp
Large 20000gp
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LLAO006-Misc Record Sheets copyright 2011, Keith V Thompson.

End of License

Designation of Product Identity and Open Game Content:
The terms “Lore Lord” and “Lore Lord Games” are Product Identity and trademarks; all artwork is Product Identity.
All the remaining, including page format, is Open Game Content.
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This product uses the OSRIC™ System (Old School System Reference and
Index Compilation™). The OSRIC system text may be found at http://www.
knights-n-knaves.com/osric. The OSRIC text is copyright of Stuart Marshall.
“‘OSRIC” and “Old School Reference and Index Compilation,” are trademarks
of Matthew Finch and Stuart Marshall and may be used only in accordance with
the OSRIC license. This product is not affiliated with Wizards of the Coast.
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