Armor Crafting

Players and non-player characters can craft armor, if they have the proper skills, the required materials, the correct tools and a workspace to apply their ability.  Unlike how it seems in the base rules, armor is not available “off the rack” like going to a clothing store today -- it must be crafted to the measurements of the person who will wear it, and then time will be needed to create the armor. In general, assume that NPC journeymen Armorers have a skill of 25+ and master Armorers have a skill of 50+.  It will be the rare NPC that approaches a skill of 80.

In all of the following tables “*” indicates non-human manufacture in appropriate locations (included for completeness). The difficulty assumes training in that race’s manufacturing methods.  If not so trained (requires initial cost instruction in Armorer by a crafter of that race), use DOUBLE the listed Diff.
	Armor
	Materials
	Time
	Diff

	Quilted Leather
	3CC
	8 hours
	0

	Leather Armor
	4CC
	1 day
	-1

	Ringed Leather
	40CC
	11 days
	-1

	Bezainted Leather
	50CC
	13 days
	-2

	Jazeraint Armor
	65CC
	23 days
	-2

	Brigandine Armor
	70CC
	32 days
	-3

	Chainmail
	300CC
	180 days
	-3

	Plate Mail
	420CC
	357 days
	-4

	Plate Armor
	540CC
	729 days
	-5

	Elven Lamellar*
	20CC
	19 days
	-2

	Dwarven Chainmai*
	350CC
	210 days
	-3

	Dwarven Plate Mail*
	490CC
	415 days
	-4

	Dwarven Plate Armor*
	630CC
	851 days
	-5


	Capes
	Materials
	Time
	Diff

	Light Cape
	2b
	1 hour
	0

	Full Cape
	4b
	2 hours
	0


	Helmets
	Materials
	Time
	Diff

	Cloth Hat
	5b
	1 hour
	0

	Leather Helm
	2CC
	3 hours
	-1

	Metal Helm
	15CC
	3 days
	-2

	Full Helm
	45CC
	9 days
	-3

	Elven Battlehelm*
	6CC
	2 days
	-1

	Dwarven Warhelm*
	65CC
	12 days
	-4


	Shields
	Materials
	Time
	Diff

	Buckler
	3CC
	4 hours
	-1

	Small Shield
	6CC
	6 hours
	-2

	Banded Shield
	22CC
	3 days
	-2

	Metal Shield
	70CC
	9 days
	-4

	Dwarven Tower Shield*
	90CC
	12 days
	-5


Material cost and time for armor and helmets will be modified by the weight of the person the armor is for:

	Weight Range
	Modifier
	
	Weight Range
	Modifier

	85-109#
	-30%
	
	186-210#
	+10%

	110-134#
	-20%
	
	211-240#
	+20%

	135-159#
	-10%
	
	241-265#
	+30%

	160-185#
	As priced
	
	266-300#
	+40%


Example: A 250# character needs a suit of Chainmail made for them.  It will cost 390CC for the materials and take 234 days to create it. He may sell it for 30% above normal price.

Weapon Crafting

Armorers can also create weapons as well as armor.  However, since weapons are more “generic” there is a chance that they are available for immediate purchase (90% for cultural weapons, 30% for similar weapons, 10% for other weapons if used by neighboring trade partner and 1% otherwise for weapons), roll until failure.  If weapons created by other races are available in the region, use ONE-FIFTH the base percentages.  Ammunition is always available for cultural ranged weapons and 50% available for trade partner weapons.

Example: A group in Caldo has a 90% chance to immediately purchase Short Swords, Pikes and Javelins. They have a 30% chance to purchase some other sword, polearm or spear weapon and a 10% chance for Bows, Daggers and Axes due to trade partners.  All other weapons have a 1% chance.  He may attempt to purchase Short Swords for his party, rolling for each purchase until he rolls a 91 or higher. If he wanted to purchase Dwarven axes, his chance for immediately available weapons is 2%.

All other rules regarding materials and Armorer skill as specified for armor applies toward weapons as well.

For bows the skill is Bowyer (EL20+ for journeymen, EL40+ for masters).  For arrows, quarrels or bolts the skill is Fletcher (EL20+ for journeymen, EL40+ for masters).

	Daggers
	Materials
	Time
	Diff

	Throwing Dagger
	15b
	7 hours
	-1

	Fighting Dagger
	6CC
	2 days
	-1

	Secret Knife
	2CC
	1 day
	-1

	Elven Throwing Knife*
	2CC
	2 days
	-2

	Elven Estoc*
	7CC
	4 days
	-3


	Axes
	Materials
	Time
	Diff

	Throwing Axe
	8CC
	2 days
	-1

	Hand Axe
	10CC
	3 days
	-1

	Axe
	20CC
	6 days
	-2

	Battleaxe
	30CC
	11 days
	-3

	Dwarven Axe*
	26CC
	8 days
	-2

	Dwarven War Axe*
	40CC
	15 days
	-3


	Swords
	Materials
	Time
	Diff

	Short Sword
	9CC
	4 days
	-2

	Sword
	12CC
	5 days
	-2

	Broadsword
	24CC
	15 days
	-3

	Bastard Sword
	33CC
	20 days
	-3

	Greatsword
	48CC
	41 days
	-4

	Scimitar
	12CC
	7 days
	-2

	Talwar
	18CC
	16 days
	-3

	Dueling Foil
	6CC
	3 days
	-1

	Sword Cane
	11CC
	5 days
	-2

	Elven Rapier*
	21CC
	60 days
	-5


	Polearms
	Materials
	Time
	Diff

	Glaive
	20CC
	3 days
	-2

	Halberd
	36CC
	7 days
	-3

	Pike
	18CC
	4 days
	-1


	Spears
	Materials
	Time
	Diff

	Spear
	8CC
	2 days
	-1

	Javelin
	3CC
	8 hours
	-1

	Lance
	25b
	7 hours
	0

	Heavy Lance
	12CC
	4 days
	-1

	Elven Spear*
	9CC
	3 days
	-2


	Maces
	Materials
	Time
	Diff

	Club
	4CC
	3 hours
	0

	Mace
	25CC
	3 days
	-1

	Great Hammer
	50CC
	8 days
	-2


	Staves
	Materials
	Time
	Diff

	Quarterstaff
	6CC
	5 hours
	0

	Warstaff
	12CC
	1 day
	-1


	Flails
	Materials
	Time
	Diff

	Flail
	22CC
	3 days
	-1

	Ball & Chain
	40CC
	5 days
	-2


	Other Weapons
	Materials
	Time
	Diff

	Sap
	12b
	2 hours
	0

	Cestus
	9b
	4 hours
	0

	Heavy Cestus
	18b
	1 day
	-1

	Bullwhip
	6b
	2 hours
	-1

	Cat of Nine Tails
	14b
	4 hours
	-2

	Knout
	2CC
	8 hours
	-2

	Lash
	2b
	1 hour
	0

	Infantry Caltrops (10)
	6CC
	3 hours
	0

	Cavalry Caltrops (10)
	12CC
	6 hours
	0


	Bows & Arrows
	Materials
	Time
	Diff

	Bow
	6CC
	7 days
	-1

	Longbow
	10CC
	12 days
	-2

	Shortbow
	4CC
	5 days
	0

	Composite Bow
	9CC
	16 days
	-2

	Arrows (10)
	15b
	5 hours
	0

	Elven Hartbow*
	8CC
	21 days
	-3

	Elven Arrow (10)*
	16b
	8 hours
	-1


	Crossbows & Bolts
	Materials
	Time
	Diff

	Light Crossbow
	7CC
	3 days
	-2

	Heavy Crossbow
	12CC
	6 days
	-3

	Arbalest
	20CC
	9 days
	-4

	Quarrels (20)
	3CC
	9 hours
	0

	Arbalest Bolts (5)
	4CC
	1  day
	0

	Dwarven Rep. Crossbow*
	18CC
	11 days
	-2

	Dwarven Rep. Stonebow*
	18CC
	11 days
	-2

	Rep. Crossbow Darts (5)*
	3b
	1 hour
	0

	Rep. Stonebow Pellets (5)
	6b
	1 hour
	0


	Slings
	Materials
	Time
	Diff

	Sling
	3b
	1 hour
	0

	Handle Sling
	15b
	6 hours
	-1

	Sling Balls (10)
	12b
	2 hours
	0


The Crafting Process
The following process should be used by the Armorer when he plies his trade.  In theory, it may also be adapted to other crafts, if so desired. In all cases, when skill is called for the appropriate one is referred to (Armorer, Bowyer or Fletcher).
First, the crafter must gather the required materials.  In cities it can be assumed that all of the raw materials required are available within 1d6 days for every 400CC of material cost.  Outside of cities, the time to gather materials is usually greater and much more variable.  For any town
 along a road, coast or waterway the time is 1d6, plus 1d6 days for every 200CC of material cost.  For all other towns the time is 2d6 plus 1d6 for every 100CC of material cost.  Assume 1d6 days for every 50CC of material cost in barbarian villages. 

The GM may increase this base time by DOUBLE or more if he deems the location makes it difficult to get the desired materials.
Example: An Armorer needs 300CC of goods.  His basic time to acquire in a city is 1d6 days.  In a town along a road it would be 3d6 days, and in some village in the sticks it would be 5d6 days.  
The wise crafter obviously starts to obtain the materials for the next project while still working the current one, or maintains a stock. If the crafter has been established in his location for at least 4 months his gathering times are cut in HALF (it is assumed that he has developed his contacts for suppliers).
Once the materials are available, the crafter may begin.
PROCEDURE
The crafter will roll two or more ten-sided dice.  Each die rolled beyond two will improve the likelihood of success (and quality), but will also increases the time spent.
The final success value equals the total of the two highest dice showing, plus ONE-TENTH the crafting skill (rounded down)
, minus the difficulty rating of the item. The following modifiers may also apply:
· If the crafter is using substandard or makeshift tools, SUBTRACT 3 from the final total.

· If more than two dice show a “10”, ADD 1 to the final value for each extra “10”.

The quality of the item depends on the final value. The time to create the item is 25% of the listed time for every die that was used..
JUNK (8 or less)

The item is incomplete or so poorly crafted that it is effectively worthless for its intended purpose and only good for salvage -- 1d6x10% of the materials may be salvaged if the final value is greater than 4, 1d6x5% if the final value is greater than 0.  A final value of 0 or less indicates a complete loss (1d6x1% at best).
POOR (9 to 11)

The item just barely passes muster, having all of the indicated statistics but is either fragile (multiply DV or FV by x0.5, round down) or bulky (multiply DV or FV by x0.75, round down, and weight by x1.25).   The item may be sold for 75% the normal price.

FAIR (12 to 17)

The item is identical to any on the equipment list and sells for the normal price.

GOOD (18 to 23)

The item is well crafted and shows it.  It is either tougher (multiply DV or FV by x1.25, round up) or lighter (multiply weight by x0.75). The item may be sold for 125% the normal price.

FINE (24 or more)

The item is truly a work of superior craftsmanship and the price will be at least DOUBLE that of a normal item.  It is BOTH tougher (multiply DV or FV by x1.25, round up) and lighter (multiply weight by x0.75).  In addition, it may have one or more of the following benefits (roll for each):

10% chance of being tougher still (increase DV and FV by another 25%).  Multiply price by x1.25.

10% chance of having superior balance (weapons only).  This moves you up one level on the Attack Priority Table.  Multiply price by x2.0. 
10% chance of superior performance.  The item is so finely crafted that its performance is increased – armors enjoy a +1 AV, weapons have a +1 WSB and shields have +2 AV.  The increase applies to all values of the weapon (parenthesized and normal). Price will be TRIPLE or more.  
All price multipliers are cumulative.

Example: A master armorer has created his greatest work, a Fine Broadsword that is both extra tough and almost supernaturally sharp.  If he can find a buyer, he could sell it for 7.5 times the normal price (x2 for fine, x1.25 for tougher, x3 for sharpness).
SKILL IMPROVEMENT

A crafter can be considered “in training” while working on his project and will get 1 expertise point toward his crafting skill for every week spent (rounded down) in addition to getting 1d6 upon completion.
Options
The following rules may be used and detail various non-standard situations I have seen in my games.  Feel free to resolve odd situations in your game with these as rough guidelines.

ARMORER AT LARGE
Player characters wish to produce items at a town or city they have traveled to (since their skills are so much better).

If the GM feels it is possible for the area (due to culture personalities or guild rules), the player needs to prove his ability first by making a skill roll, using QUADRUPLE skill.  If he succeeds he may make an influence roll to be given permission.

He may draw upon the proprietor’s material stock, paying DOUBLE the material cost for the item.  In addition, he will need to pay the proprietor a fee of 5b/day for the use of the tools and forge.
� While not specified in the Map Book, one can postulate towns in civilized lands at key trade points, such as at road intersections, road/river crossings or at river mouths.


� If the GM allows it, crafters in training may try to make stuff, but subtract 1 for every 10 points deficient in Cost to Learn in the required skill.
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