Economy of Povos (v1.0)
1  Gold Piece Limits & Availability
Gold piece limit (GPL) defines that maximum sale price of any item available in that settlement.  Anything with a price under that limit is likely available, although it becomes increasingly unlikely as you approach the limit (see table below).  Likewise, this represents the maximum sale price of items that merchants will purchase.  Since merchants pay half the sale price, this means that the maximum amount a merchant can pay for a single item is half the gold piece limit.

For example, if a large city has a GPL of 40kgp, then the most expensive item for sale is 40kgp, and the most a merchant is willing to pay for an item is 20kgp (since he will sell it for 40kgp).

In reality, there’s a percent chance of availability based on the item price relative to GPL:
	Item Price

(Normalize to GPL)
	% Chance Available

	0.00 - 0.25
	95%

	0.25 - 0.50
	80%

	0.50 - 0.75
	60%

	0.75 - 1.00
	40%

	1.00 - 1.25
	20%

	1.25 - 1.50
	10%

	higher
	DM Choice


Table 1-1:  Item availability as function of GPL
Of course, these probabilities should be modified based on extenuating factors.  For example, a profoundly evil item or one aligned with a particular deity might not be available in a particular settlement no matter what the probability.  Also, items made from special materials should be adjusted in both price and availability based on region (see special materials section below).

XP cost:  Items with large “extra” XP costs to make them are never readily available in Povos.  It is assumed that NPCs would be as stingy with their XP as PCs.  All magic items require XP equal to 1/25 the sale price to create them, so the existence of a 100kgp item means that somebody spent 4kXP to make it.  Needless to say, not many such items would exist because few would be willing to part with the XP.  However, the scarcity of such items is reflected both by their high price and limited availability (a metropolis with a 100kgp limit would only have a 40% chance of having such an item for sale).

On the other hand, some items (such as those requiring a wish spell) carry a particularly high XP cost.  The DMG suggests a 5gp to 1XP ratio for computing the price of such items.  Such a ratio simply cannot apply in all situations.  For example, a second level character typically has only 900gp to his name.  However, he has 1000XP and XP is easy to come by at his level, so he’d most likely be willing to trade off 1000XP for 5000gp, losing one level.  A level 20 character typically has 760kgp and needs 20kXP to gain a level.  Creating a ring of 3 wishes would cost him over 15kXP (three-quarters of a level) and only make him 100kgp (a 13% increase in wealth).  Clearly, the choice is not so clear for the level 20 character.  Also, NPCs would factor in the cost of dropping a level, since not all levels are created equal.  A wizard is going to be much more willing to drop from level 18 to 17 than from 17 to 16 (since the latter would cause him to lose 9th level spells).
Regardless of whether a character finds it worthwhile to spend the XP, they would typically only create such an item for their personal use, not for sale.  For example, stat-boosting magic books simply aren’t available because anybody who created one would use it on themselves!  Hence, high XP cost items are not readily available.
Commissioning items:  Items with special XP costs or expensive, unavailable items can be commissioned, but they require an actual negotiation between the PCs and an NPC capable of providing the service.  The price for the service depends on a multitude of factors, including whether the NPC is richer or poorer than average, on good or bad terms with the PCs, aligned or opposed to the PCs, etc.  Payment may require more than just money (for example a quest or favor).  In pretty much all cases, this means the PCs are commissioning a custom work (the NPC won’t have it laying around his house), so they will need to wait an appropriate amount of time.  The fastest an item can be created is one day per 1000gp of value, but it could take longer if the NPC is not dedicated 100% to the task.  These principles also apply to “instant” services such as resurrection and high level spells with an XP cost.
2  Magents
Magents (magic agents) are businesses that specialize in procuring expensive items for a commission.  Usually these items are magical, but for the right price they can get anything.  For example, you can buy slaves or hire an assassin in Le Marke.  Which services are available depends on the magent; some are willing to deal in illegal services, some are not.  As might be expected, many are also members of local thieves guilds.

Procuring and quickly transporting items all over the world requires an extensive infrastructure, so magents rarely ever work alone.  Instead, they are usually employed by one of three large organizations.  The first two, Federated Procurement Services (FPS) and Raven, are generally above-the-table operations, while the third, the Thieves Alliance, operates almost exclusively with thieves guilds around the world.
All three services operate on the same basic principles and all three existed before the return of magic.  Before magic, they relied predominantly on ravens to send messages (hence the name Raven), and a complicated shipping network to deliver items.  They still conduct a lot of business this way, especially for large or bulky items, and it is the cheapest method.  However, they now offer expedited services utilizing magic.

The procurement services are organized into hubs and branch offices.  Hubs are large offices with warehouses and guards, and are usually staffed by a single hub coordinator and several assistants.  Most also employ a fulltime wizard or sorcerer capable of casting teleport, although some hubs will contract these services to a local mages guild.  The spellcasters are usually called “mules” since they physically carry the cargo with them when teleporting.  Of course, they sometimes utilize bags of holding to maximize their carrying capacity.  The local hub coordinator figures out where goods need to go and tries to combine as many shipments as possible.  He works with other hub coordinators to transport goods across long distances since the mules can typically only teleport once or twice a day.
As long as the total distance traveled is less than 1000 miles (typical range of teleport), goods can be transported directly between hubs.  However, for larger distances, items either require multiple “hops” between hubs or use of a greater teleport spell.  The latter requires more powerful spellcasters, increases the price dramatically, and is typically only available at major hubs.  Transport “pipelines” are setup between some of the major hubs, with high-level mules making routine trips carrying large amounts of goods (in powerful bags of holding).  These goods are then dispersed in a more local fashion.  Large cities sometimes have permanent teleportation circles to other large cities that can be rented.  These are public goods and proceeds go to the local city.  Extremely large shipments might require a custom teleportation circle, and thus a very high level mage.

Branch offices serve only as a local “retail fronts” for the operations.  They find business and then communicate with a hub in order to get the item.  Pretty much any city with at least a thousand people will have some sort of branch office, but hubs typically only exist in cities of 10,000 or more.

Delivery is the second part of Magents’ jobs.  Finding and procuring items is the first.  In many cases, an item can be found somewhere in the world, so the trick is simply figuring out where.  The low-cost, traditional option is to use ravens, but they only travel about 75 miles per day when you take into account stops at various hubs – a single raven only goes to another city, then a second must be dispatched to get to a third city, and so forth.  The first magical alternative is sending, a 5th level spell that allows people to communicate over long distances, but only in short (25 word) bursts.  The second (and preferred) magical alternative is sending messages with the mules.  Hub coordinators will collect not only goods, but also requests for goods and compile them into a single mule shipment.  Although this takes a little longer, it is cheaper and also allows requests to percolate all throughout the world rather than having to choose a single place to query as per the sending spell.
Local offices (both hubs and branches) employ “shoppers” – people who are in charge of actually buying the items.  Shoppers have relationships with local merchants and stay up to date on their inventories.  Once the information finally reaches a shopper, he can provide an answer as to availability within 24 hours.  Shoppers also have a second and more important job.  They interface with all the local guildhalls and put out commissions for items that do not currently exist somewhere in inventory.

A vast number of all local contracts to clear a dungeon, locate (or steal) an item, or search some dreary ruins for an object of power derive at some point from the magents, who in turn are working for buyers around the world.  Such is the economy of D&D – every time you buy or commission an item, you’re giving some other adventurer a quest, and every time you go on a quest for your local guildhall, you’re embarking on a quest for some wealthy buyer.
A bit about the three agencies:  FPS serves exclusively the federation of allied nations and operates out of Ventos, while Raven is worldwide and operates out of Le Marke.  Ventos can service pretty much all of the allied states using only regular teleport, but they need other means to reach Sol Povos.  Le Marke can service pretty much all the rest of the world (and most of Sol Povos) with normal teleport.  As such, FPS is a cheaper operation, needing no high level mules (they simply use two hops to service Sol Povos), but Raven requires a pipeline from Ventos to Le Marke in order to service the whole world.  This pipeline is via a number of public (rented) teleportation circles (this is the largest magical shipping link in the world).  The Thieves Alliance can either use a pipeline to Ventos or Le Marke, or send goods to Le Marke via ship (23 days) and use a pipeline from there.
Prices (as function of item sale price) and times:
	Search Type
	Cost
	Time
	Notes

	Basic / Snail
	200gp
	3d10 days
	Counts toward delivery cost

	Expedited (Magic)
	5% cost; 200gp min
	3d4 days
	Counts toward delivery cost

	Custom:  Single city
	1000gp
	1 day
	Only at hubs; non-refundable

	Custom:  Full search
	4000gp (FPS)
6000gp (Raven)
	2 days
	Only at hubs; non-refundable


Table 2-1:  Search rates

	Locale 1
	Locale 2
	Snail (Mundane)
	Expedited (Magic)

	
	
	Cost
	Time
	Cost
	Time

	Within 1000 miles

of Ventos
	Within 1000 miles of Ventos
	+10%
	5d20 days
	+20%
	2d4 days

	Within 1000 miles of Ventos
	Sol Povos
	+15%
	8d20 days
	+25%
	3d4 days


Table 2-2:  FPS delivery rates and times
	Locale 1
	Locale 2
	Snail (Mundane)
	Expedited (Magic)

	
	
	Cost
	Time
	Cost
	Time

	Within 1000 miles

of Ventos
	Within 1000 miles of Ventos
	+10%
	5d20 days
	+20%
	2d4 days

	Within 1000 miles of Ventos
	Sol Povos
	+15%
	8d20 days
	+25%
	3d4 days

	Within 1000 miles of Le Marke
	Within 1000 miles of Le Marke
	+10%
	4d20 days
	+20%
	2d4 days

	Within 1000 miles of Le Marke
	West Sol Povos / East Terra Povos
	+15%
	7d20 days
	+25%
	3d4 days

	Within 1000 miles of Le Marke
	Within 1000 miles of Ventos
	+20%
	measure
	+30%
	2d4+1 days


Table 2-3:  Raven delivery rates and times
	Extra Constraint
	Modifier

	Small Town (< 10k)
	+3d4 days / each

	Quest Required
	+50% cost
+4d10 days


Table 2-4:  Additional costs and times
In the event that an item is not readily available in any city, give each city a 5% chance of having it available on a “quest” basis.  If any come up positive, present that as an option.
3  Total Wealth, & Total Cash
Total wealth is the total wealth of all individuals in the settlement.  The DMG formula for “ready cash” (p137) is (population)(GPL)/20.  There are two problems with this formula.  First, it’s more indicative of total wealth than available cash.  Second, it’s extremely inaccurate, especially at high population levels where the number grows exponentially.

Running simulations with expected number of NPCs in settlements of each size using 100gp for the average wealth of each 1st level commoner and table 4-23 (p127) for wealth of other NPCs, we find that actual wealth is 120-240 times the GPL.  This is moderately accurate for populations above 1000 and quite accurate for populations above 10,000.  For smaller towns, the actual NPCs need to be taken into account because they dominate the wealth of the town.  In such cases, money is not necessarily available for purchase of goods anyway, so the 120-240x factor might still be reasonable.
Generally, start with 120x at the low end of the population range and 240x at the high end of the range.  A larger multiplier might be appropriate for large cities where single merchants (or merchant bodies, or other entities) control extraordinarily large portions of the wealth.
Total cash we will define as the amount of available money that can be used to purchase goods.  Like PCs, we’ll assume that NPCs typically don’t have more than 10% of their wealth available in liquid cash.
In addition to total gold piece limits, there’s also a limit on how many high-dollar items a settlement can absorb.  According to the above numbers, only 12x to 24x the GPL is available, but the max value item that can be sold is half the GPL, so 10-20 is probably a realistic maximum.

	
	
	
	
	
	
	GPL Ranges

	Name
	Pop
	Wealth
	Cash
	GPL
	Magents
	0.25
	0.50
	0.75
	1.00
	1.25
	1.50

	New Povos
	49,000
	23.0M
	2.3M
	98k
	RAV, TA
	25k
	49k
	74k
	98k
	123k
	147k

	Belran
	38,000
	13.0M
	1.3M
	71k
	RAV, TA
	18k
	36k
	53k
	71k
	89k
	107k

	Freetown
	28,000
	6.3M
	630k
	47k
	RAV, TA
	12k
	24k
	35k
	47k
	59k
	71k

	Paz
	28,000
	4.7M
	470k
	35k
	RAV, ta, FPS
	9k
	18k
	26k
	35k
	44k
	53k

	Havenport
	41,000
	12.4M
	1.2M
	70k
	RAV, TA, FPS
	18k
	35k
	53k
	70k
	88k
	105k

	Martelo
	26,000
	5.1M
	510k
	41k
	RAV, TA, FPS
	10k
	21k
	31k
	41k
	51k
	62k

	Dulles
	33,000
	6.6M
	660k
	46k
	rav, TA, FPS
	12k
	23k
	35k
	46k
	58k
	69k

	Ventos
	51,000
	30.5M
	3.0M
	113k
	RAV, TA, FPS
	28k
	57k
	85k
	113k
	141k
	170k

	Maros
	22,000
	9.1M
	910k
	39k
	RAV, TA, FPS
	10k
	20k
	29k
	39k
	49k
	59k

	Terranos
	42,000
	16.3M
	1.6M
	81k
	RAV, TA, FPS
	20k
	41k
	61k
	81k
	101k
	122k

	Port Margery
	25,000
	4.8M
	480k
	40k
	rav, ta, FPS
	10k
	20k
	30k
	40k
	50k
	60k

	Nameless
	25,000
	10.6M
	1.1M
	80k
	RAV, TA
	20k
	40k
	60k
	80k
	100k
	120k

	Annon
	32,000
	8.8M
	880k
	57k
	RAV, TA, FPS
	14k
	29k
	43k
	57k
	71k
	86k

	Solstar
	33,000
	9.4M
	940k
	59k
	RAV, TA, FPS
	15k
	30k
	44k
	59k
	74k
	89k

	Gleichheit
	58,000
	23.8M
	2.4M
	95k
	RAV, TA
	24k
	48k
	71k
	95k
	119k
	143k

	Thenes
	47,000
	21.0M
	2.1M
	93k
	RAV, TA
	23k
	47k
	70k
	93k
	116k
	140k

	Le Marke
	31,000
	21.5M
	2.2M 
	120k
	RAV, TA
	30k
	60k
	90k
	120k
	150k
	180k


Table 3-1:  Wealth, cash, and GPL of major metropolis centers in Povos; Magent names:  lowercase=branch, underline=headquarters
