
Available to Purchase in Selleze 
 
Weapons:  All ordinary quality weapons.  (at PHB prices) 

Masterwork quality weapons for common types (at PHB+300 gp.) 
Magic weapons +1 for common types: Probability 50% (ask again in a month) 
 (For multiple requests, roll after each purchase) (Prices +/- up to 20% PHB+2300) 
Magic weapons, for uncommon types: Probability 17% (ask again in a month) 
Magic weapons +2 or special:  Rarely available, and if so, usually only after request 

 
Armor:   All light, medium armor up to scale mail, heavy up to splint, available at PHB prices. 

Basic Masterwork quality light armor, medium and heavy as above, PHB+150 
Breastplate, Half Plate, Plate (in size that fits) at 17%, but can be ordered (~1 mo.) 
Masterwork of above or enhanced MW (say, for +1 ch) rarely; usually special order. 
Female armors: leather available, 50% / 17% for other lines 1,2; require special order. 
Magic armor: +1 leather, studded, chain shirt 17% (male), 6% (female)  PHB+1650 
         +1 for breastplate, chainmail, splint 6% (male), special order (female) 
Magic +1 shield: 33% 

 
Potions: The following potions are almost always available, at least quantity one. 
 (Note:  Healing potions, Elixir of Health is sometimes at a Church or Cathedral.) 
 Healing: minor (nm) healing (d3)20gp; healing (2d4+2)100gp; greater healing 300gp 
 Antitoxin 100 gp. 
 Fertility 100 gp. 
 Philter of Love 200 gp. 

 Elixir of Health 300 gp. 
The following potions are only occasionally available, but can be ordered: 

 Animal Friendship 300 gp.  
 Climbing 300 gp. 
 Growth 450 gp. 
 Dimunition 450 gp. 
 Resistance 600 gp. (you must specify type ordered) 

Less common types may be found at some magic shops and not others, but odds are low.  
  

Scrolls:  Scrolls for common Wizard 1st level spells cost 100 gp. (More for costly components)  
Any given common spell is available with about a 50% chance, or can be ordered.  
Unusual 1st level spells (unless really obscure) are at 17% chance. 

 Scrolls for common Wizard 2nd level spells cost 200 gp. at a 33% chance (6% unusual) 
 Scrolls for common Wizard 3rd level spells cost 450 gp. at a 17% chance 
 Scrolls for odd 3rd level spells, higher level spells are not usually stocked. Try order. 
 Scrolls of protection: These are not stocked, but are written to order. Varies ~500 gp.  

The Protection from Undead variety is sometimes available at a cathedral. 
 
Wands:  The following wands may happen to be available at the odds given: 
 Wand of Magic Detection: 2000 gp.  17% 
 Wand of Secrets: 2000 gp.  6% 
 Others usually ordered.  Some, like Magic Missiles, available down to 3 charges. 



Wondrous items, rods, staffs, etc.:  Usually there will be several things of this sort available for 
sale in Selleze, but usually the shop owner or seller finds clients through networks 
and the item won’t get mentioned as available unless someone asks.  If a 
merchant does have something of this sort that he thinks a well known client 
might want, he usually will mention it in an oblique way.  The point here is that 
shop owners and those possessing such items are very afraid of thievery, for good 
reason.  (If you have done good business with the shop owner before, you are 
more likely to hear of special opportunities, including “distressed goods” or 
unusual items having a hard time finding a buyer.) 

 
Transport:  All of the items listed in the PHB (p157) are readily available except: Camel, 

Elephant, War Horse, Exotic saddle, Sled, ships of 10,000 gp or more.  Usually at 
least a few warhorses are available, but in limited numbers.  Ships at a sizes and 
prices below those listed are somewhat available.  Larger ship types are available 
in Aahfundit on a limited basis. 

 
Tools: All of the common tools, kits, and musical instruments listed are available in Selleze 

at ordinary quality.  Common and widely used tools may be available in 
masterwork quality, usually costing 100gp to 300 gp. above mundane quality.  
Those give a +1 bonus on relevant skill checks.  Usually such common 
masterwork items as thief tools, jeweler’s tools, caligrapher’s supplies, dice set 
(loaded dice), playing card set (marked cards), flute, lute, lyre, can be found.  
Masterwork (or unique) vehicles can be ordered, but the price can be large.  

 
Adventuring Gear:  All of this stuff is available for purchase except the following, which may 

require some searching to find if available at all: 
             Alchemist’s Fire, Blowgun needles, Ball bearings, Caltrops, Druidic focus, 

Poison, Potion of Healing and Antitoxin (see potions), Spyglass. 
 
Outside Selleze: 
 In most of the larger towns (like Partweigh, Rivendown, Tonstol, Guardraw, 

Gildegulch, Nextonover, Standpipe), common simple weapons and the more 
common martial weapons are available at book prices.  Light armors or from 
chain shirt or splint on down are usually available.  If there is a magic shop, the 
most common and inexpensive potions are likely available.  There is an off 
chance that a masterwork item of a common sort can be found (typically 1/6 odds 
or lower), and a remote chance of something unusual or rarer.  In smaller towns 
(Strabis, Sundown, Orctown, Topaltown, Bargecheck, Torquis, etc.) only 
common mundane items are available, and there’s a chance they will be out.  The 
proprietors usually sell of anything valuable to the larger towns or in Selleze. 

 
Selling:  Virtually anything worth anything can be sold in Selleze.  The merchants in larger 

towns will typically but items at ½ nominal sale price, although at lower prices or 
not at all for items crafted by humanoids or of inferior quality.  Magic items will 
bring less in the larger towns than in Selleze, there the ½ nominal standard 
applies.  Small town stores generally don’t buy except maybe at a large discount. 


