Adventure Additions





1. Temples over the world contain clerics who can minor heal for donations.


2. One major priest npc will be an able contact for resurrect. 


3. Ye Olde Shoppe buys for no more than 45% book value.


4. Market places are good places for the party to find rare treasures although none much better than +1 power


5. Over +1 weapons/armor, and all other special magical items can't e purchased.


6. For overland travel with many supplies, caravans can be rented with 1 driver and 1 town guard(10th level). The guards do not leave the caravan beyond eyesight for any reason.


7. Town vaults can store unlimited supplies of coin/jewels. The bigger the city, the more secure the bank. Players can gain minor intrest on stored item of such.


8. Training for warrior types in town is quite easily to find. Wizards do not need worry. They advance specially. Thieves must search out trainers. Clerics can also train easily in towns with temples.





Training:





As wizards advance there are 3 training platforms at which to test at. 3rd level, 6th level, 9th level. Skills, knowlege, intelligence are all tested. If failure occurs experience is deducted up to but no more than -1pt below previous level of exp. Upon failure death can also result, even though this might come to pass anyways on passing.


All training no matter the subject must be paid for either in coin or services.





Coin





The typical platinum,gold,silver,bronze, copper does not apply yet there are now magical crown,crown,ducat,sovereign,penny respectively. Values are still the same.








