xx.
CRAFTSMAN

[This skill is used to distinguish between a Mechanician, which is apparently a jack-of-all-trades, and his more specialized brethren, the craftsman.  I considered expanding the Craftsman skill to incorporate the Mechanician as a specialty field, but decided against it.  This is still an option I am considering, but for now, I think it shall remain separate, as a tinker skill, rather than a field-specific occupation.]

A craftsman is a worker, a toiler.  They form the backbone of civilized society, fashioning tools, clothing, and countless other items necessary for the day-to-day operation of cities and farms everywhere.  It is the craftsmen that create all the items that adventurers use, and it is craftsmen that repair them after the adventurers are done with them.  A talented craftsmen can create items of great utility and beauty that will last for ages -- but their time is very valuable, and the most common craftsmen are the merely capable ones, responsible for making the backpacks, armor, weapons, lanterns, and all else that finds its way into the stalls of peddlers everywhere.


The DragonQuest world is reliant on craftsmen, and craftsmen rely on the world at large to provide their salaries.  Most craftsmen live in relative comfort (compared with a simple farmer), but their hours are long and they work hard.  It is an occupation that most adventurers do not aspire to live as, but it is an occupation they wish to become more familiar with -- it is rather difficult convincing a craftsman to follow you into dangerous territory in order to fix any objects that might break along the way, so adventurers learn various craftsman trades in order to get by in a dangerous world.

The experience cost to acquire and advance in the craftsman skill is equal to the cost for advancing as a Mechanician.
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[xx.1]
The craftsman must choose an area of expertise and a specialty in that area, and can further specialize in a specific sub-category of item working for every three full Ranks he has in the craftsman skill.


The craftsman, upon initially taking the craftsman skill, must choose one category of crafts to be his province, and a specialty from that category.  Then, upon every third Rank achieved, the craftsman may choose one additional specialty of his category to specialize in.  The categories and specialties are to be chosen from the following list (and any the GM should add):

Domestic
Cooking

Brewing (beers, ales, ciders, etc.)

Distilling (alcohol)

Winemaking

Sewing / Embroidery

Sail Maker

Glass Blower

Professional

Drafting / Architecture (the design of buildings)

Servicing (professional valets, heralds, butlers. etc.)

Bookmaker

Glass Blower

Scribe

Stewardship / Administration

Engineering (the implementation of architectural designs)

Lawyer (each culture is a separate specialty)

Agricultural

Winemaking

Farming

Fletching (the fashioning of arrows)

Skinning

Cooking

Horticulture (managing herbs, fungi, and other small growths)

Trapping

Miller (the grinding of grains)

Rope Mastery

Taxidermist

Animal Husbandry

Leather Crafting

Cobbler (the making of shoes)

Saddler (the fashioning of riding gear)

Tanner (the preparation of leather from hide)

Tooler (decorating leather)

Skinning (assume that Rangers can already do this)

Taxidermist

Metal Crafting
Armorer

Blacksmith

Etcher (creating decorative work in metal items)

Gold Smith

Silver Smith

Weapon Smith

Fletching (fashioning of arrows)

Foundryman (the smelting and refining of metals)

Stone Crafting

Brickmaker

Gem Cutter

Masonry (the construction of stone buildings)

Stone Carving (for artistic stone work)

Stone Cutter (for carving stones from a quarry)

Mining

Wood Crafting

Carpenter (furniture crafting)

Cooper (barrel-making)

Cartwright / Wheelwright (carts, wheels, and wagons)

Building (the construction of wooden structures)

Lumbering (the harvesting of forests)

Shipwright

Wood Carving

Military

Stone Cutter

Drafting / Architect

Engineering

Mining

Stewardship / Administration

Siege Engineering

Naval

Sail Maker

Stewardship / Administration

Net Maker

Rope Mastery

Shipwright


The category (listed above in italics) is unchangeable, once chosen by the craftsman.  However, the craftsman skill may be learned multiple times in order to learn several categories.  A character that learns a specialized function twice (such as learning Weaponsmith in the military category and again in the Metal Crafting category) uses the highest applicable success percentages, plus 2 per Rank with the second, lower Crafting skill Rank.  Any specialty that is not listed, but in the GMs discretion can be considered, may be placed into any category seemed desirable.  An example of this would be specialty of the Professional category called Alchemical Instrument Design.

Any specialties chosen by the character are to be defined in broad terms to allow greater utility -- most craftsmen in the Middle Ages lacked specific specializations.


If a craftsman wishes to add new specialties from his category after achieving Rank 10, he must expend 2500 Experience Points per specialty.

[xx.2]
The craftsman is a tinker, capable with tools and their use.


A craftsman not specializing in professional crafts may attempt to mend tears, jury-rig, and perform other minor repairs upon most items.  However, this repair work is temporary in nature, and will last only for a number of days equal to the Rank of the craftsman.  The base chance of success for employing this ability is equal to ([MD * 3] + [Rank * 6])%.  This ability may only be employed in simple, basic ways, such as to mend clothes, patch backpacks, repair belts, splice ropes, patch a leaky roof, and the like.  More complex tasks will require the attention of a craftsman specializing in the type of item to be repaired.

[xx.3]
The craftsman may fashion and repair items related to his chosen category and specialty.


The success chance of the item to be fashioned (whether a dress, castle plans, net, or whatever) is determined by the quality of workmanship that the craftsman wishes to employ.

Quality


Success chance



Relative time

Cost mult.

Min Rank

Poor



([Rank * 12] + [PC * 2])%


* .5


* .3



0

Average


(Rank * 12)%




* 1


* 1



1

High



([Rank * 4] + PC)%



* 3


* 5



4

Exceptional

([Rank * 2] + PC)%



* 10


* 25



8


Relative time refers to the increase or decrease in the time required to fashion the item (a certain average dress takes 5 days to fashion; therefore an exceptional dress would take (5 * 10 = 50) 50 days to fashion), cost multiplier refers to the price that the item can command on the market (subject to local conditions, at the GM’s discretion), and Min Rank refers to the minimum Rank the craftsman must have in the skill in order to attempt the fashioning of an item of a specific quality.


Once the quality of the item to be crafted is determined, the craftsman rolls for success.  A result equal to or less than 5% of the success chance means that the item crafted turns out especially well, receiving the benefits of the next highest class of quality (a Rank 6 architect needs to create plans for a house in half the time, so he elects to create a ‘Poor’ quality design.  His success chance is 80%, and he rolls an 03.  Therefore, the design is developed in half the time, as if it were ‘Poor’, but is treated in all other regards as an ‘Average’ design).


A craftsman may elect to spend more or less time than necessary in order to fashion or repair any quality object.  Every 20% modification to the time required modifies the success chance by 5%.  The maximum modified success chance achievable in this manner is 99%, and the minimum chance is 1%.


To percent chance to repair an item is double the success percentage to fashion an item of equal quality, and takes at most, one-third the time necessary to fashion the item from raw materials.  The time required can be altered in order to adjust the chance of a successful repair, using the same procedure as if fashioning the item.


Some specialties do not “fashion” items is the normal sense.  The GM should extrapolate this to cover the particular specialty.  An example of this would be a Lawyer, who could “fashion” a case, or “repair” a judgement (which might be difficult in cases of trial-by-combat).


The actual effect of the items’ quality is for the GM to determine.  It is recommended that High quality items be more durable, with lower chances to break (if weapons, using [MD * 4] or even [MD * 5]).  Exceptional quality items should be of great use, with higher damage modifiers if weapons, or perhaps better protection or agility modification if armor.  An especially well-designed laboratory may add bonuses to Alchemy rolls, as would a well-designed Barber’s add to Healing Rolls or reduce healing times, etc.  Characters are actively encouraged to seek out and develop these ideas and implement skills that are not designed in the above list.

[xx.4]
A craftsman may assay items related to his chosen category to determine its exact worth.


The craftsman is treated as a merchant of half his Rank with the craftsman skill, rounded up (minimum of 0).  This ability is applied in the exact same manner as the merchant skill ability (see [57.4] for details).

[xx.5]
A craftsman receives a bonus of 2 per Rank to perform any other skill or ability related to his specializations.


This bonus can be applied to tracking (the Ranger ability) if the craftsman is a trapper, to any use of the merchant skill in regards to the craftsman’s areas of specialization, to reaction rolls regarding seers if the character is a scribe, or any other use that the craftsman can justify to the GM’s approval.

[xx.6]
A craftsman must spend a certain amount of Silver Pennies per week to maintain supplies, and a certain amount per year to purchase and maintain a place of operations, to be determined by the character’s chosen category of expertise.

Category




Cost per week



Cost per year

Domestic




(Rank)




(100 + [Rank * 20])

Professional



(15 + [Rank * 4])


(200 + [Rank * 175])

Agricultural



(10 + Rank)



(200 + [Rank * 125])

Leather Crafting


(10 + [Rank * 2])


(150 + [Rank * 150])

Metal Crafting



(30 + [Rank * 5])


(300 + [Rank * 200])

Stone Crafting



(20 + [Rank * 3])


(175 + [Rank * 175])

Wood Crafting



(15 + [Rank * 2])


(100 + [Rank * 150])

Military




(20 + [Rank * 5])


(200 + [Rank * 200])

Naval




(10 + [Rank * 3])


(100 + [Rank * 100])


If the craftsman fails to purchase supplies, his rank is reduced by two for an entire month.  This is to reflect the lack of adequate upkeep, though not complete dissolution, of the craftsman’s supplies.  If the craftsman fails to maintain a place of operations (and has no access to another), he operates as if he were four ranks lower when crafting.  Note that adequate supplies must always be present in order for a craftsman to ply his trade -- it is very difficult to fashion a suit of armor without metal and the proper tools.

[xx.7]
Certain races enjoy Experience Point reductions and increases to acquire and learn certain categories of trades.


Dwarves may learn the Metal crafting, Stone crafting, and Military categories at a reduction of 50% from the ordinary cost.  The cost for learning the Naval category is increased by 50%.


Elves may learn the Wood crafting and Agricultural categories at a 50% reduction to Experience Point cost.  The cost of learning Metal crafting is increased by 10%.


Halflings easily learn the Domestic and Agricultural categories, receiving a reduction of 50% to the costs of learning from those categories.  The cost of learning the Military and Naval categories are increased by 50%.


Orcs are the beneficiaries of a reduction of 20% to the Military, Naval, and Stone crafting categories.  The cost for learning the Agricultural category is increased by 50%.


Giants reduce the cost of learning from the Metal crafting and Stone Crafting categories by 20%.  They suffer no increases to category advancement costs.


Humans and Shapechangers receive no benefits or hindrances.

