
 

Stores and Services V 0.31 



Version History 

Initial Release 0.1 (April 2025) 

Version 0.2 (July 2025) 

• Weapon profiles now have damage types and values have been reviewed to further 

differentiate the various weapon styles.  

• Armours now have various penalties to those untrained in wearing them. 

• Additional alchemy potions and details.  

Version 0.3 (August 2025) 

• Added Katana, Club 

• Rearranged weapon stats to match character sheet (damage type|health|armour) 

• Added potions of resist element, dark seeing, pitch sight 

Version 0.31 (October 2025) 

• Changed Armour to reflect changes in rules v0.5 

• Changed Shields to reflect changes in rules v0.5 
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Stores and Services 
Below are lists of various items and services which may be available within a game. Not all of these 

may be available in a given location due to factors such as region wealth. 

These are provided as a guide and GMs are encouraged to add their own as they see fit. 

Prices and Condition 
For armour, prices are for pristine equipment.  

Lower condition equipment could be available at lower cost, reduced for approximately 10% for each 

condition level lower than Pristine.  

For example, hide armour is 30 coin. A suit of torn hide armour would be -20% of this, so 24 coin. 

  



Services 
Various goods and services can be found throughout the land of Iiosia.  

The below is a guide and outlines some of the facilities which may be available to the characters in a 

given location.  

Wages and Jobs 
Below outlines the basis of what may be expected pay for a particular line of work, should the 

characters decide to pick up basic employment for a period.  

Task/Job Daily Pay 

Stable hand 2 

Maid (Inn)  10* 

Maid (House) 12* 

Cook 15 

Smith 20* 

Scribe 30 

Coachman 18* 

Town Guard 16 

Militia 10 

Soldier 22 

Captain 40 

General 100 

Sailor 20 

Ship’s Captain 80 

Magistrate 200 

*plus any tips. 
Expenses such as a place to stay, meals etc will also be included within some of these roles 

 

Stables and livestock 
Stables will be found at larger cities in the land, but livestock can be found in any area where there’s 

agriculture. Getting farmers to part with valuable assets may be a challenge, however. 

Equipment Size Effects Cost 

Ox H May carry 1 Large, 10 medium, 20 small items. 
Moves at 20 miles a day 

90 

Pony H May carry 1 Large, 10 medium, 20 small items. 
Moves at 30 miles a day 

120 

Horse H May carry 1 Huge (a rider), 1 Large, 10 medium, 20 small items. 
Moves at 40 miles a day 

300 

Cart H Carries the inventory of a small store! Pulled by an ox, pony or 
horse. 

200 

Carriage H Carries 4 people in relative comfort, plus 10 large, 20 medium, 
40 small items. Must be pulled by a horse. 

400 

 

 



Travel Services  
More civilised lands will offer travel facilities between areas. These could be utilised by the 

characters to save the trials and tribulations of making the journey themselves.  

Day’s Travel Distance Covered Cost 

Carriage 35 miles/day 5 coin/day 

Boat 20 miles 3 coin/day 

 

Taverns and Inns 
Drinking houses are common across the lands, from the mightiest city to the smallest of hamlets. 

While the goods offered within will differ, the below displays the basis of what might be on offer.  

Food/Service Effects Cost 

Ale/Mead  1 

Wine  3 

Whiskey  3 

Bread and Soup  2 

Hog Roast  5 

Rabbit Pie  4 

Venison Steak  7 

Bed (common)  7 

Bed (quality)  15 

 

Temples 
Temples are a common sight within larger towns and cities. They can offer a series of curative and 

blessing services. This may have restrictions based on the deity that the temple is dedicated to, 

especially if this conflicts with the beliefs of characters attempting to utilise them. Those dedicated 

to the temple will receive a discount. 

Service Effects Cost 

Succour Providing food, warmth, and a place to rest.  
Character will consume a provision and have a Short Rest 

Optional 
Donation 

Healing Healing balm, light first aid, some healing herbs. 
Character heals +D20 health. Takes 4 hours. 

5 

Cure Removes the affects of basic potions affecting the 
character. Time taken for recovery can vary based on 
severity of poison, from 1 hour to a few days  

10 for cure. 
5 coin per day 
spent at 
temple. 

Bless Character receives +1 to die rolls until next Long Rest 15  

 

  



Stores 

The Alchemist (+ Potions) 
Alchemists can be found in most major cities as well as larger towns. They could also be found 

inhabiting forests or as part of travelling caravans. 

Alchemy 
Equipment 

Effect Cost Size 

Mortar and Pestle Required for all alchemy making 15 M 

Reagent Forms the basis of potion making 5 S 

Alembic Can be used alongside making a potion. 
Has a 50% chance to create 2 potions. Roll a D8. On an 
even roll, 2 potions are created. On a roll of a 1, the 
Alembic breaks 

40 L 

Calcinator Can be used alongside making a potion. 
Has a 50% chance to upgrade to the next tier of potion, if 
applicable. Roll a D8. On an even roll, potion is upgraded. 
On a roll of a 1, the Calcinator breaks 

40 L 

Retort Can be used alongside making a potion. 
Has a 50% chance to return the reagents used to create a 
potion. Roll a D8. On an even roll, the regents are not 
spent. On a roll of a 1, the Retort breaks 

10 M 

 

  



Potions (all size S) 

 
Potion of… 

 
Effect 

 
Cost 

Alchemy Skill Only 

Rank Reagents 
Required 

Difficulty 

Basic Healing Heals 2D6 Health 25 Basic 2 6 

Recovery Removes the affects of being 
Shellshocked (after being 
reduced to 0 health) 

20 Basic 1 6 

Revitalisation  Recovers 1 use of an active 
skill 

20 Basic 2 6 

Rejuvenation  Recovers 1 use of a D8 15 Basic 2 5 

Cure Poison Removes the effects of most 
poisons 

20 Basic 1 5 

Speed Drinker receives 5’ extra 
movement until next long rest 

15 Basic 1 4 

Reflex Drinker receives +1 bonus to 
initiative until next long rest 

15 Basic 2 3 

Luck Drinker receives 1 re-roll to be 
used before next long rest 

20 Basic 2 6 

Dark Seeing Drinker receives Dark Seeing 
for 1 hour 

30 Basic 2 7 

Poison  Drinker receives D8 health 
damage  

15 Basic 1 5 

Resistance 
(damage type) 

Drinker receives resistance to 
either Fire, Cold, Electricity or 
Acid for 5 minutes/duration of 
next combat 

20 Advanced 3 8 

Might Drinker receives +2 bonus to 
might rolls until next long rest  

45 Advanced 3 9 

Wits Drinker receives +2 bonus to 
wits rolls until next long rest  

45 Advanced 3 9 

Guile Drinker receives +2 bonus to 
guile rolls until next long rest  

45 Advanced 3 9 

Will Drinker receives +2 bonus to 
will rolls until next long rest  

45 Advanced 3 9 

Healing Heals 2D12 Health 40 Advanced 3 7 

Poison Drinker receives 2D12 health 
damage 

30 Advanced 3 6 

Reflex Drinker receives +D6 bonus to 
initiative until next long rest 

40 Advanced 3 10 

Revitalisation  Recovers 3 uses of an active 
skill 

40 Advanced 3 9 

Rejuvenation  Recovers 3 uses of a D8 or 1 
use of a D12 

45 Advanced 3 9 

Pitch Vision Drinker receives Pitch Vision 
for 1 hour 

50 Expert 3 9 

Healing Heals 2D20 Health 50 Expert 4 10 

 

 



 

  



General Equipment Store 
General stores are widespread across towns and villages. While the goods that they stock may vary, 

below provides a comprehensive list of the items which may be found at any given place. 

Equipment Size Effects Cost 

Torch S Lasts 2 hours, casts light 15’ around the user 2 

Candles S Lasts 2 hours, casts light 5’ around the user 1 

Mage Candle S Lasts 2 hours, casts light 15’ around the user. Is not extinguished in water 30 

Lantern M Lasts 4 hours, casts like 20’ around the user. 
Takes an action to light, extinguish with quick action 

8 

Hooded 
Lantern 

M Lasts 4 hours, casts like 20’ around the user 
Takes and action to light. Hide and reveal light with a quick action 

20 

Rope (50’) L  8 

Grappling 
Hook 

M Advantage to climbing checks when used alongside a rope 6 

Lock Picks S Advantage to rolls for picking locks, breaks on use 7 

Advanced 
Lock Picks 

S Advantage to rolls for picking locks, but they break if the roll is failed 50 

Magnifying 
Glass 

S  10 

Spyglass S  15 

Sextant M  40 

Compass S  7 

Quill and Ink S  3 

Pages of 
Parchment (5) 

S  3 

Abacus M  10 

Common 
Clothing 

M See armour list below. Characters are assumed to start with common 
clothing.  

5 

Fine Clothing M +1 bonus to wits tests involving coercion with NPCs. See armour list below. 25 

Dark Clothing M +1 bonus to hiding. See armour list below. 18 

Alchemical 
Reagent 

S Base ingredients for many potions 5 

Provisions (3) S Can be consumed on rest, healing an additional 10% of a character’s max 
health. One per day must be consumed to avoid hunger. 

5 

Animal Feed L Feeds a large animal (ox, horse etc) for 5 days 3 

Utility Belt S Makes all S slots in the backpack count as Quick Use items 40 

Backpack - Enables the backpack equipment slots to be used, if the character’s default 
backpack is not present  

10 

  



Armaments - Weapons/Shields/Armours 
These kinds of stores are a common site within towns and cities. While they would rarely make the 

weapons themselves, they supply local blacksmiths with a way to readily sell their wares.  

Shields 
Shield Ability 

Used 
Defence 
Bonus 

Max Armour 
Value 

Notes Size Cost 

Buckler Guile +2 2  S 15 

Heater Guile +3 3 -1 to Spell skill rolls S 20 

Round Guile +4 4 -1 to Spell skill rolls M 30 

Kite Might +4 5 -1 to Spell skill rolls M 45 

Sanctum Might +5 6 -1 Guile 
-1 to Spell skill rolls 

Disadvantage on Hiding 

L 55 

Tower Might +6 8 -2 Guile 
-1 to Spell skill rolls 

Disadvantage on Hiding 

L 80 

Shields are used instead of weapons in defence. 

A shield’s defence bonus is added to the defender’s die roll. They add their armour value to any armour worn.  

Shield’s do no damage if the defender wins the combat.  

 

Armour 

Armour Name Style  Max Armour 
Value 

Effects/Notes Size Cost 

Clothing Light 4 Sold at the general store M  
Thick Cloth Light 6  M 20 

Hide Light 9 -1 to Spell Skill rolls M 30 
Leather Light 12 -1 to Spell Skill rolls M 40 

Blackened Leather Light 12 -1 to Spell Skill rolls 
+1 to Hiding 

M 50 

Splint Mail Heavy 14 Disadvantage on Hiding 
-2 to Spell Skill Rolls 

L 60 

Chain Heavy 18 Disadvantage on Hiding 
-2 to Spell Skill Rolls 

-1 to Initiative  
-5’ to Movement 

L 80 

Plate Mail Heavy 22 Disadvantage on Hiding 
-4 to Spell Skill Rolls 

-1 to Initiative  
-1 to Guile 

-5’ to Movement 

L 120 

Armour is well known for its benefits in combat.  

Wearing it comes at a cost of hindering spellcasting due to armaments acting as a barrier between the forces of magic and 

the caster. Heavier armours also decrease mobility for those not proficient in their use. 

Those skilled with armours can start to overcome the downsides. Even proficient spellcasters have been known to wield the 

powers of magic without the usual hinderance while cased in armour.  

  



Weapons 
At a glance…  

• Axes are generally good at doing a lot of overall damage, but are short ranged and can blunt easily 

• Blades are generally more effective against lightly armoured foes. 

• Maces are very good at damaging armour. 

• Polearms are longer ranged melee weapons. 

• Ranged weapons are ineffective in melee but can be used to target enemies further away. 

Weapon  
Name 

Weapon 
Style 

Ability 
Used 

Damage 
Type 

Health 
Damage 

Armour 
Damage 

Max 
Condition 

Hand 
Used 

Range Size Cost 

Hand Axe Axe Guile S 8 3 2 R or L 5’ S 18 

War Axe Axe Might S 10 2 2 R 5’ M 32 

Battle 
Axe 

Axe Might S 14 3 2 B 5’ L 70 

War Pick Axe Might P 4 4 3 R 5’ S 25 

Dagger Blade Guile P 5 1 3 R or L 5’ S 8 

Short 
Sword 

Blade Guile P 6 1 4 R or L 5’ S 15 

Rapier Blade Guile S 7 1 4 R 5’ M 18 

Long 
Sword 

Blade Might S 7 1 4 R 5’ M 22 

Katana Blade Guile/ 
Might 

S 9 2 3 R 5’ M 55 

Claymore Blade Might S 14 2 4 B 10’ L 60 

Estoc Blade Guile P 6 3 3 R or L 5’ S 22 

Bastard 
Sword 

Blade Might S 8/10 1/2 4 R/B 5’/10’ M 25 

Club Mace Might B 5 1 5 R 5’ M 8 

Mace Mace Might B 6 3 4 R 5’ M 30 

Light 
Hammer 

Mace Guile B 3 3 4 R or L 5’ S 12 

Morning 
Star 

Mace Might P/B 6 3 3 R 5’ M 40 

Flail Mace Might B 6 4 4 R 5’ M 40 

Staff Polearm Might B 6 1 3 B 10’ L 10 

Javelin Polearm Might P 6 2 2 R 10’ M 20 

Spear Polearm Might P 9/12 1/2 3 R/B 10’ L 20 

Halberd Polearm Might P/S 10/13 2/3 3 R/B 10’ L 56 

Sling Ranged Guile B 4 0 4 R 40’ S 15 

Short 
Bow 

Ranged Guile P 6 1 4 B 50’ M 30 

Long Bow Ranged Might P 11 2 4 B 80’ L 45 

Crossbow Ranged Might P 14 4 2 B 100’ L 85 

Damage Type: B = Blunt | S = Slashing | P = Piercing 
Hand Used: R = Right | L = Left | B = Both 
Weapons which can be used in the left hand can make additional attacks. These are, by default, made with disadvantage.  
Where two values are shown, values refer to variance between whether the weapon is wielded with one or both hands.  
 



 

Blacksmith 
Blacksmiths can repair the Durability of armour, weapons, and shields. This can be costly and take 

time, but can be cheaper and more practical than buying new sets of armour.  

Service Effects Time Cost 

Repair 1 armour value repaired on 
armour or shield, up to max. 

1 condition repaired on a weapon, 
up to max. 

1 hour per point of durability repaired, 
per blacksmith working on the repair 

10 

Hone Increases a weapon’s damage 
health or damage armour by 1. 

Lasts until the first time the 
weapon loses condition  

1 hour  15 

Strengthen Increases shields or armours 
armour value to 2 points beyond 

its max.  
Item must be at max armour value 

for this to apply. 
Can only be applied once. 

2 hours 20 

 

  



Magical Items 
While it is unlikely to find at store dedicated to the selling of magical items, the list below provides a 

guideline to what some of the rarer items within the game may cost and the affects they could have. 

Equipment Effects Cost 

Amulet of Skill Adds a +1 modifier to an ability 200 

Protection Ring The wearer of this ring reduces all damage received by 1, to a 
minimum of 1 

150 

Blade of Brightness This longsword also acts as a torch 80 

Backstabber Dagger that does max damage if the attacker is hidden when the 
attack is made 

180 

Hewing Axe This axe adds +4 to all damage rolls vs armour 160 

Leather Armour of 
Might 

Adds +1 to might rolls while worn 300 

Plate Mail of 
Endurance 

Plate Mail with a durability of 10 500 

Spear and Chain Character can throw the spear as normal and bring it back into 
their hand with a bonus action 

80 

Amulet of 
Awareness 

Character has advantage for all rolls involving observation 190 

 


