Shineys in Shadows Home
(Random thoughts of a Madman) – Maramus

With a desire to add currency to quests and other aspects of Amtgard, I have asked for advice, swapped ideas, and played with these random thoughts to make what I feel is an acceptable form of currency that is more available than the rare forms of Kingdom currencies.

Right off the bat, I must state that by no means will this be taken as real currency, and can only be used in game.  It can not be bought, exchanged, or refunded in any form or fashion.  It’s fake money, like monopoly dollars.  It’s useless outside of the actual game.  You cannot buy merchandise of any kind with this.  This is used primarily as a way of bribing, or buying services within Amtgard.  With that said, let us continue.

First, Acquiring currency!
There are a few ways that I feel currency can be acquired.

1 – Shatter Monsters that carry currency

The currency naturally depends on the monster.  This can be determined by the monster ratio * the level of the monster, rounded down.  For example, a Level 6 pop goblin gives you 3 coins.  A Pop Goblin is a .5:1 ratio.  At level 6 the math would be .5*6=3.  So the Pop Goblin would give you three coins after being shattered and searched.  A Level 6 Basic Dragon would give you 48 shineys.  The Basic Dragon is an 8:1 ratio, at level 6 the equation is 8*6=48, giving you 48 coins upon defeat.  Once searched, no more money can be gained by this fashion.  This is one life, on their last natural life. (Monsters with unlimited lives or the like may be moved to their first life only.)
This also brings into play a Level/Ratio and Reward feature that I feel is needed.  
Now this brings up a question of distribution of the shineys when they are found in this manner.  To keep it simple, just divide evenly among those who are not shattered after the monster has been defeated.  

2 – Shatter Players that carry currency

To prevent someone from being totally robbed blind by those who would hunt down people who carry currency, A Maximum of 25% rounded up can be stolen after the player has been shattered.  The rest of the currency goes directly to the bank.  Being resurrected and shattered again will not give you any more currency.

3 – Awards from the Shire Monarch

The Monarch may give shineys in response to bribes, rewards, hiring people for a quest, or other things that the monarch feels worthwhile.  Remember that these funds come out of the “Shire Bank” which has a limited amount of shineys.  A Cap will exist so as to prevent over inflation of funds available by the shire.

4 – Trades, Buyoffs, Bribes, Hires, and Rewards from other Players

A Player may offer as many shineys as he or she hold in their possession.  They may give freely as they see fit, but can never give more than they currently own.  I-O-Us and Debts are highly discouraged, and no retailer (by this I mean Amtgard service oriented, not real sales) will accept them.
Second – Managing Currency!
Managing Currency can be a tedious task.  Prevention of counterfeiting, keeping track of funds, and other tasks can easily become a full time job in itself.  For these reasons, I feel these methods should be used until a more efficient means for doing such is presented.

1 - Logged Currency.

This states that all currency shall be kept track of by paper, or computer database that is inaccessible to anybody outside of those managing currency.  A daily log will be kept and updated every day that a quest is run, or shineys are exchanged.  The exact amount will be written down, and verified with they physical shineys should the shire have such abilities to do so.  
2 – Marked or identifiable currency

This states that all currency used in the physical form must be readily identifiable by those in charge as being the currency they have approved.  Marked currency may include stamped, carved, or other forms that would make it unique among other items similar to itself.  A total number of these will be logged and updated as needed.

3 – Tracking Currency

To prevent the shire from having to buy new currency every time one gets lost, all currency will be kept by the “bank” at the end of the day.  Should you loose the physical currency, you do not get credit for it.  This is to encourage people to turn in their currency at the end of the quest, rather than take it home and risk loosing it.  If you really want to take one home, go buy one from the store or maker of the currency.

4 – Banking Currency

The Bank cannot be robbed or burglarized in any form or fashion.  The bank keeper has no control over who gets what funds; they merely keep track of where the funds are and who they belong to.  To take money out of the bank,  the person asking for the funds must have that amount in his or her account,  and cannot overdraw or ask for a loan from the bank.  The shire shineys are kept here also, and has a monthly draw limit.  You cannot exceed this limit without special permission from all who are in charge of shineys for the shire.
Currency Value!
Overall, the value of the currency depends on what you can buy, and the cost of the item.  

The following are my ideas of such

To buy a spell:

Level 1 = 1 Shiney

Level 2 = 4 Shiney

Level 3 = 8 Shiney

Level 4 = 16 Shiney

Level 5 = 32 Shiney

Level 6 = 64 Shiney

To buy a potion:

Level 1 = 5 Shiney

Level 2 = 10 Shiney

Level 3 = 20 Shiney

Level 4 = 40 Shiney

Level 5 = 80 Shiney

Level 6 = 160 Shiney

The purpose for potions being much more expensive than their spell counterparts are the “Processing and Materials” as well as the preserving of the spell which is by no means cheap.

Not all spells can be made into a potion, see the Shires potion listing for details.

Hiring a Mercenary, Assassin, or class related services:

This is completely up to the person you are hiring.  I can only set forth a set of suggestions and nothing more.  All persons being hired reserve the right to throw out this entire suggestion and charge their own prices of what they see fit.  They may charge anywhere from 1/1000000th or 10000000000/1 the priced suggestion as well as anywhere in between, above or below.  
With the value of this currency, I would recommend 4 shiney per level and fighting award.  

If hired for assassination, then I suggest 4/level of the assassin plus 4 per level and 10 per rank of the target.  A 6th level assassin hired to kill a local monarch (rank of about five) of a small shire (who is a level 6 archer for instance) would, if going by this strategy, would cost 6*4+6*4+50=98 shineys.
The way ranks work is that all offices in the shire are put together on a scale, from highest to lowest (Monarch, Champion, Prime Minister, Regent, Captain of the Guard, and so on, placed in order of authority or power.  Going from bottom to top, they are numbered, and this is the rank of the noble).
Class related services are something else.  I have set forth a system for payment of class related services.

Innate (Level 1 Abilities) – 1 Shiney

Novice (Level 2 Abilities) – 2 Shiney

Easy (Level 3 Abilities) – 3 Shiney

Moderate (Level 4 Abilities) – 4 Shiney

Hard (Level 5 Abilities) – 5 Shiney

Master (Level 6 Abilities) – 6 Shiney

Impossible (Level 7 or Limited Relic related Abilities) – 7 Shiney
If this is a per game ability, then the cost is ten times the amount.  If it is a per life ability, then the cost is 5 times the amount.
Limitations on Shiney Distribution: 

Each Shire should be aware that too many shineys running around will cause inflation, or a devaluation of the services being offered.  For this reason, there must be a limitation to how many shineys are distributed between the shires.  
On Average, I feel that 1 Shiney per person, per day, may be banked for the Monarch to dispose as they see fit.  They may throw them into the bank to distribute and keep them for later distribution, but no more than 10% per day or 3 Shiney per person (Whichever is greater) may be given out from the reserves.  As for the rest of the distribution, it should take care of itself with the Monster ratios.

I feel that this mimics the “Taxes and Services” that shires would have had in place at the time, and mimicking it without actually spending pocket money to do so.  And the limitation on max distribution mimics the desire to not deplete the treasury in a single day.
Also, the Monarch should take extra care to make sure that the Shiney Distribution is equal among the players who actively participate.  One player should not be rich, while all the others are scavenging.  Try to make effort equal to reward, and not rewarded by those who suck up the most.
