Inflation:

One 1880 dollar = Twenty 2005 dollars

One 2005 dollar = Five 1880 cents
Ammunition (1 cartridge)
Derringer: 0.5 cents
Heavy derringer: 1 cent
Light pistol: 2 cents
Medium pistol: 2 cents
Heavy pistol: 3 cents
Light rifle: 3 cents
Medium rifle: 4 cents
Heavy rifle: 5 cents
Big bore rifle: 7 cents
Light heavy: 10 cents
Medium heavy: 15 cents
Heavy: 20 cents
Ball ammo: Price * 0.5

Light shot: 3 cents
Medium shot: 4 cents
Heavy shot: 5 cents
Big bore shot: 7 cents
Elephant shot: 10 cents
Gun Accessories
Maintenance kit: $1

Spare cylinder: $5

Basic gun belt with 12 cartridge loops: $5

Modifiers:

24 loops: +$2.50

36 loops: +$5
Basic holster: $5

Modifiers:

Security strap (cannot use quick draw abilities): +$1

Secure strapless design (only comes free if pulled at the right angle): +$5

SMG-sized holster: +$1
Rifle-sized holster: +$2.50
Custom holster (to conceal a large weapon): $5
Knives

Basic knife: $1

Modifiers


[image: image1.emf]Damage Price Range Price Penetration Price

1 0.5 Physique * 5 1 0 0.5

1.5 1 Physique * 8 2 Damage * 0.25 1

2 2 Damage * 0.5 2

AT Price

Distance Price -1 0.5

* 5 1 0 1

* 3 2 +1 2


Horses
Basic saddle horse: $50
Modifiers

[image: image2.emf]Movement rate Price Spookable Price

3, 5, 10 0.8 2 Willpower vs. loud noises 0.8

3, 6, 12 1 5 Willpower vs. loud noises 1

3, 7, 14 1.5 8 Willpower vs. loud noises 1.5

3, 8, 16 2 11 Willpower vs. loud noises 2

3, 9, 18 3

Physique Price

Stamina Price 10 0.9

4 Willpower 0.8 15 1

6 Willpower 1 20 1.25

8 Willpower 1.5 25 1.5


Clothing

Tattered clothes (All persuasion skills – 3): $0.50

Worn-out clothes (All persuasion skills –1): $1

New clothes: $5

Cowboy outfit: $10 (+1 intimidation)
Suit: $10 (+1 argumentation, manipulation)
Fancy suit: $20+ (+2 argumentation, manipulation)
Armor

Most gunfighters do not wear armor. Modern fibers like kevlar did not exist in the Old West, and there was no such thing as a lightweight vest that would reliably stop bullets, except for hideously expensive and extremely rare armor made of silk.

[image: image3.emf]Armor Resistance Weight Athleticism Price

Heavy Padding 4 6 3 50

Silk Armor 6 2 800

Heavy Silk Armor

8 3 1,200

Light Metal 8 7 4

Heavy Metal 12 8 6

X-heavy Metal 16 10 8


Heavy padding is like normal clothes, just more so. It contains so many layers of cotton that it will stop lesser handgun rounds, but it greatly impedes movement.

Silk and heavy silk armor are spun with ridiculous amounts of silk, and are effective and lightweight. However, even ordinary silk garments are expensive, and these pieces of armor contain hundreds of times the amount of silk, so the price is absolutely astronomical.

Light, heavy, and extra heavy metal refers to a cooking pan or something similar secured to a character’s body. It is a home made solution, and not a legitimate piece of armor. Metal will stop most bullets well, but it is too heavy and cumbersome for most to even consider it. It also takes metalworking knowledge and tools. Specifically, it takes a DF 24 craftsmanship roll (metalworking concentration) to secure light metal, DF 28 for heavy, and DF 32 for extra heavy. Remember that craftsmanship is a complex skill, so these difficulties are not as bad as they sound.
Frontier Essentials
Water canteen: $0.50
Bedroll: $2.00

Breakfast or lunch: $0.05

Full meal: $0.10
Glass of beer, shot of whiskey: $0.05

Bottle of whiskey: $1

Decent whore: $1

Ante in a typical poker game: $0.25
Night at an inn: $0.50
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		Movement rate		Price				Spookable		Price

		3, 5, 10		0.8				2 Willpower vs. loud noises		0.8

		3, 6, 12		1				5 Willpower vs. loud noises		1

		3, 7, 14		1.5				8 Willpower vs. loud noises		1.5

		3, 8, 16		2				11 Willpower vs. loud noises		2

		3, 9, 18		3

								Physique		Price

		Stamina		Price				10		0.9

		4 Willpower		0.8				15		1

		6 Willpower		1				20		1.25

		8 Willpower		1.5				25		1.5

		10 Willpower		2



Arthur Tuxedo:
2 x carrying capacity for their respective physiques
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		Armor		Resistance		Weight		Athleticism		Price

		Heavy Padding		4		6		3		50

		Silk Armor		6		2				800

		Heavy Silk Armor		8		3				1,200

		Light Metal		8		7		4

		Heavy Metal		12		8		6

		X-heavy Metal		16		10		8
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		Damage		Price				Range		Price				Penetration		Price

		1		0.5				Physique * 5		1				0		0.5

		1.5		1				Physique * 8		2				Damage * 0.25		1

		2		2										Damage * 0.5		2

								AT		Price

		Distance		Price				-1		0.5

		* 5		1				0		1

		* 3		2				+1		2






