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For reasons of playability of the game, rather than ones of historical accuracy, there are restrictions on building castles and other fortifications that are based on the level of the characters involved, rather than the permission of the local royalty. Within the game, the following limits apply: unless otherwise stated, no character may build a permanent stronghold unless the character is at least 9th level. Clerics may build strongholds when they reach 8th level. Magic users may build strongholds when they reach 11th level. Combination character classes may build a stronghold when they reach the level at which the lowest of their combined classes could begin construction.


Only characters that possess a stronghold may hire alchemists or armed bodies of men. Only characters of a level sufficient to allow them to build a stronghold may hire men of any kind on a permanent basis, or for longer than a specific single task. Characters of sufficient level to build strongholds may share the building or ownership of a stronghold, or may simply rent space in an existing stronghold from one another.


The speed with which your stronghold is completed will be dependent on the size, and the number of men you have working on construction. The Hiring Rules will give you most of the information you need about hiring your work force. If there are limits to the local population, the referee should determine whether or not sufficient workers are available to complete your work immediately, or if there must be some delay.


The following restrictions apply to your work force in constructing a stronghold: unskilled laborers can only be used for clearing land and for digging through either earth or rock. During actual construction of walls or buildings, the bulk of your work force should be semi- skilled, with at least 15% of the total work force being skilled laborers, and 5% being craftsmen.


In addition to the labor costs of construction, the following are the costs of tools and other expenses that come up during construction.


Clearing land for construction can be done by unskilled laborers at a rate of 100 square feet per man per day (hereafter called sq. ft./man-day), at a cost of 5 copper pieces per 100 sq. ft.  Wooded or rough terrain can be cleared at rate of 50 sq. ft/man-day, and cost of 10 copper pieces for that unit.


Digging dirt, for moats and ditches, as well as for setting foundations, can be done at the rate of 60 cubic feet of dirt per man-day. Temporary shoring, for ditches and such, costs 10 copper pieces per cubic foot of ditch. More permanent shoring, for moats, costs 15 copper pieces per cubic foot. Building earthworks takes less support and thus costs only 5 copper pieces per cubic foot.


Digging through rock can be done by a force that consists of no more than 75% unskilled laborers. The rest must be at least semi-skilled, with appropriate numbers of foremen. Digging rock can be done at the rate of 15 cubic feet per man- day, and at a cost of 1 silver piece per cubic foot.


From this point on in the construction, all work must be done by workers who are at least semi-skilled. In all construction from this point on, no more than 1 man per 50 square feet may work on the construction.


Wooden Construction: Wooden stockade walls may be built, either as a temporary fortification, or a cheap one. These walls may be built at a cost of 1/2 gold piece per square foot of wall, with a maximum height of 20 feet. Such walls can be constructed at a rate of 100 square feet of wall (not area surrounded by the wall) per man- day. Wooden buildings may be constructed at a rate of 3 sq. ft/man-day per story of height. The cost of wooden buildings is based on height, since taller buildings must be stronger. A one story wooden building would cost 4 silver pieces per square foot to build. A two-story building would cost 1 gold piece per square foot. Three stories would cost 1.6 gold pieces per square foot.  Four stories would cost 2.2 gold pieces per square foot. Wooden buildings may not be built taller than four stories.


Stone Construction: Stone walls may be built, for fortifications, at a rate of 50 cubic feet of stone per man-day. At the discretion of the referee, this may be adjusted due to terrain, especially if blocks of stone are not available nearby. In any case, stone walls cost 3 silver pieces per cubic foot of wall. Add 5% to this cost if passages are built running within the wall itself. Also add 5% per foot thicker than 6 feet thick, and 2% per foot higher than 20 feet, up to a maximum of 50 feet.


Stone towers are built at a rate of 30 cubic feet of stone per man-day. Round or curved walls and towers cost 1 gold piece per cubic foot of walls. Add 5% to this per foot thicker than 3 feet thick, and 2% per foot higher than 30 feet high, up to a maximum of 100 feet high. Square towers are built at a cost of 5 silver pieces per cubic foot of walls. Add 5% per foot thicker than 3 feet thick, and 2% per foot taller than 30 feet, up to a maximum of 60 feet high.


Other stone buildings are built at a rate of 1 sq. ft/man-day per story. One story costs 1.3 gp/sq. ft. Two stories costs 3 gp/sq. ft. Three stories costs 6 gp/sq. ft. Four stories cost 9 gp/sq. ft. Like wooden buildings, these stories are roughly 10 feet in height.


Add 10% to the cost to provide for furnishings, and such things as stairs, windows, etc. Add another 10% if the buildings are intended as fortifications in case of siege or war, to cover defensive equipment. Add fancy fixtures to taste. Read a good book, such as Castles, by Oman, to get ideas of just what is possible.


A “stronghold” does not have to be a fortified manor or castle. It can just as easily be a cathedral, a wizard's tower, a thief's hideaway, or whatever your character could call home. You should design yours to fit the needs of your characters.


Hirelings


Only those characters of sufficient level to build a Stronghold (see Construction of Stronghold rules) can hire workers on a permanent basis, or can hire fighters to act as a standing army. Below that level, characters may only hire workers to work on a specific job of short duration, at the discretion of the referee.


The table for hiring workers and fighters assumes that the characters live in or near a large center of population, either a city or an area with a lot of trade. If this is not the case in your world, adjust the chances of finding workers and fighters accordingly.


The column entitled “Type” should be obvious, since it describes the type of worker or fighter you are attempting to hire. Specific Craftsman is for things like metalsmiths and woodcarvers. Artisan is for such occupations as sculptors, painters and such. Sea captains and caravan leaders should be paid and hired as if Artisans, if you expect them to be any good. Obviously, the availability of sailors and rowers is dependent upon their being a large body of water nearby. If you were in the middle of a desert world, there wouldn't be very many sailors. In addition to their uses in building Strongholds and other things, the classifications of laborers will help the referee in deciding how easy it is to hire workers for various jobs. For example, wagon drivers would be semi-skilled laborers, while loaders for a hay wagon need not be skilled at all. For any job, a minimum of 1 Foreman is usually needed per 20 laborers.


The second column of this table indicates the number of persons responding to your advertising, at the basic cost of 1000 gold pieces per week spent at the nearest population center. This advertising takes the form of posted flyers, word-of-mouth, and agents deliberately looking for men for you. In those cases where a range, say from 2-12, is indicated, this means that that many people responded to your ad campaign, and can be hired. If a percentage chance is indicated, this is the percentage chance that someone fitting your needs has answered your ads.


Salary per month is also pretty obvious, except for the case of Architect. An Architect is paid an amount equal to l% of the total cost of whatever you ask him to design.


Advertising to find your help can be combined among all of the different types you wish to hire. The cost of advertising is 1000 gold pieces per week, for as many of the different categories as you wish. For those categories where there is only a percentage chance of a response, you may double the chance of a response per week by either tripling the cost of advertising spent (i.e., 3000 per week), or by adding 50% to the salary being offered per month. Thus, if you advertise that you are willing to hire an Armorer at a salary of 150 gold pieces per month, you will have a 30% chance per week that someone will take the job. The chances may not be adjusted beyond this amount.


Due to their special position in the society, Clerics may hire workers and fighters at a much lower rate of pay, since the workers and fighters may feel that the spiritual benefits (and free healing) are worth the difference. Therefore, Clerics may hire help at wages of 1/2 those listed, but with only 1/4 the response per week. Clerics need only 250 gold pieces per week in advertising costs.


Hiring Fighters and Workers


Type of Hireling�
Number Per Week�
Salary Per Month�
�
Unskilled Laborer�
4-24�
2gp�
�
Semi-skilled Laborer�
3-18�
4gp�
�
Skilled Laborer or Foreman�
2-12�
7gp�
�
Specific Craftsman�
15%�
25gp�
�
Artisan�
25%�
100gp�
�
Architect�
40%�
1% cost�
�
Engineer�
10%�
750gp�
�
Animal Trainer�
10%�
500gp�
�
Armorer�
15%�
100gp�
�
Light Foot�
2-12�
5gp�
�
Heavy Foot�
1-6�
7gp�
�
Basic Archer�
2-12�
12gp�
�
Crossbowman�
2-12�
10gp�
�
Longbowman�
1-6�
15gp�
�
Light Horseman�
2-12�
20�
�
Medium Horseman�
2-12�
30�
�
Heavy Horseman�
1-6�
45�
�
Light Horse Archer�
1-6�
30�
�
Medium Horse Archer (crossbow)�
1-6�
45�
�
Sailor�
1-6�
10�
�
Rower�
2-12�
5�
�
Hirelings for Expeditions


Hirelings of the listed character classes may be advertised for using the same rules given above. In addition, however, no hireling may ever be more than 1/3 the level of his employer. Character-class hirelings start at first level. Their charac�teristics are generated as noted below, and they progress using the given rules. A hireling who advances to beyond 1/3 his employer's level will terminate employment. A hireling of castle-building level also terminates.


Hirelings are treated as non-player adventurers to a degree. Roll 8 + 1d4 for each characteristic, except 10 + 1d4 for the prime requisite. Dwarves roll 14 + 1d4 for Strength and Constitution. Do not roll a Special Characteristic. These characters have somewhat self-effacing personalities (or they wouldn't be hire�lings), but they have a well-developed sense of self-interest and a mercenary attitude (or, again, they wouldn't be hirelings). Gifts by their employer of good equipment and magical artifacts will go a long way toward winning their loyalty and avoiding unfavorable morale modifiers. Standing loans of equipment for expeditions don't count. Note that hirelings are paid by the expedition as well as by the month.


Hireling adventurers do not advance by the normal rules. Instead, a hireling receives 10% of the base experience for an adventure. Use the usual table for experience per level and Hit Dice. The employer's own experience is not reduced.


A player should negotiate with the referee when trying to influ�ence a hireling's choice of new spells or abilities. Charisma and Thievish abilities are in order here, but in general, the employ�er's wishes should be respected.





Hiring Specialists�
�
�
�
�
Type�
Chance/wk�
Advertise�
Salary/mo�
�
Assassin�
5%�
5000�
2000�
�
Sage�
5%�
�
2000 + exp�
�
Ship Captain�
10%�
�
250�
�
Smith�
15%�
�
25�
�
Spy�
5%�
3000�
500�
�
Apprentice Alchemist�
12%�
250�
250 + exp�
�
Journeyman Alchemist�
8%�
1000�
1000 + exp�
�
Master Alchemist�
4%�
5000�
5000 + exp�
�



Hiring for Expeditions�
�
�
�
�
�
Type�
Chance/wk�
Advertise�
Salary/exp�
Salary/mo�
�
F�
50%�
�
300�
150�
�
C�
15%�
�
600�
250�
�
M�
15%�
�
1500�
300�
�
E�
8%�
�
1000�
250�
�
D�
3%�
�
1500�
500�
�
H�
2%�
�
300�
150�
�
T�
15%�
�
400�
250�
�
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