If you're buying, one in four objects (based on the object ID number, so consistently for a given object) has its price increased by a third

A dunce cap, a visible shirt (no body armour or cloak) or being a tourist of level 14 or less carries a surcharge of another third, as does an angry shopkeeper (but then you may be more concerned with not dying.)

If you're selling, the base price is first of all divided by two - three if you're a low-level tourist, wearing a visible shirt or a dunce. 1/4 of sales (at random) have the price reduced by 1/4, but (unlike the random purchase surcharge) you can circumvent this by getting 2-3 quotes on the same object. Sale prices are also not influenced by Charisma

Here's a table of some common base prices and the effective purchase prices. There are two rows of Charisma scores; one for prices where no surcharge applies and one for a price with one surcharge; you then find two prices below, one surcharged and one not. Why like that? So you can locate your Charisma score (in the second row, if you have an unavoidable surcharge) and simply look down the two columns to find all possible prices. Sale prices are equal to the purchase prices for a Cha 19+ with no surcharge. There are probably some rounding errors; sorry.

	Cha (no surcharge)
	 
	3-5
	 
	6-7
	8-10
	11-15
	 
	16-17
	18
	19+ or sale
	19+

	Base Price (down)
	Cha (with sur) 
	3-5
	6-7
	8-10
	 
	11-15
	16-17
	18
	 
	19+
	 

	20
	53
	70
	40
	53
	35
	46
	30
	40
	26
	34
	20
	26
	17
	22
	15
	20
	13
	17
	10
	13

	50
	133
	177
	100
	133
	88
	117
	75
	100
	66
	88
	50
	66
	44
	58
	37
	49
	33
	44
	25
	33

	60
	160
	213
	120
	160
	106
	141
	90
	120
	80
	106
	60
	80
	53
	70
	45
	60
	40
	53
	30
	40

	80
	213
	284
	160
	213
	142
	189
	120
	160
	106
	141
	80
	106
	71
	94
	60
	80
	53
	70
	40
	53

	100
	266
	354
	200
	266
	177
	236
	150
	200
	133
	177
	100
	133
	88
	117
	75
	100
	66
	88
	50
	66

	150
	400
	533
	300
	400
	266
	354
	225
	300
	200
	266
	150
	200
	133
	177
	112
	149
	100
	133
	75
	100

	175
	466
	621
	350
	466
	311
	414
	262
	349
	233
	310
	175
	233
	155
	206
	131
	174
	116
	154
	87
	116

	200
	533
	710
	400
	533
	355
	473
	300
	400
	266
	354
	200
	266
	177
	236
	150
	200
	133
	177
	100
	133

	250
	666
	888
	500
	666
	444
	592
	375
	500
	333
	444
	250
	333
	222
	296
	187
	249
	166
	221
	125
	166

	300
	800
	1066
	600
	800
	533
	710
	450
	600
	400
	533
	300
	400
	266
	354
	225
	300
	200
	266
	150
	200

	400
	1066
	1421
	800
	1066
	711
	948
	600
	800
	533
	710
	400
	533
	355
	473
	300
	400
	266
	354
	200
	266

	500
	1333
	1777
	1000
	1333
	888
	1184
	750
	1000
	666
	888
	500
	666
	444
	592
	375
	500
	333
	444
	250
	333

	600
	1600
	2133
	1200
	1600
	1066
	1421
	900
	1200
	800
	1066
	600
	800
	533
	710
	450
	600
	400
	533
	300
	400

	700
	1866
	2488
	1400
	1866
	1244
	1658
	1050
	1400
	933
	1244
	700
	933
	622
	829
	525
	700
	466
	621
	350
	466


Armor

Cloaks   
  cloak of displacement 
  cloak of invisibility 
  clk of magic resistance
  cloak of protection
  piece of cloth

  opera cloak

  ornamental cope

  tattered cape

Helmets
  helmet      
  helm of brilliance

  hm of opposite alignment
  helm of telepathy 
  plumed helmet

  etched helmet

  crested helmet

  visored helmet

Gloves 
  gauntlets of dexterity 
  gauntlets of fumbling  
  gauntlets of power 

  leather gloves (yugake)
  padded gloves

  riding gloves

  fencing gloves
  old gloves
Boots 

  elven boots

  kicking boots

  fumble boots
  levitation boots

  jumping boots

  speed boots

  water walking boots
  mud boots

  buckled boots

  riding boots

  snow boots

  hiking boots

  combat boots

  jungle boots

Potions
black 
brilliant blue  
brown 
bubbly
cloudy 
cyan  
dark  
dark green 
effervescent  
emerald
fizzy   
golden
magenta
milky 
murky
orange    
pink
puce 
purple-red  
ruby 
sky blue  
smoky  
swirly   
white  
yellow
---------------
5 - uncursed water
50 - see invisible, booze, sickness, fruit juice
100 - restore ability, confusion, hallucination, healing, extra healing, sleeping, blessed/cursed water
150 - blindness, invisibility, monster detection, object detection, gain energy
200 - speed, levitation, enlightenment, full healing, polymorph
250 - acid, oil
300 - gain ability, paralysis, gain level
Rings

agate       

black onyx

brass       

bronze      

clay        

copper      

coral       

diamond     

emerald

engagement  

gold

granite     

iron        

ivory       

jade        

moonstone   

opal        

pearl       

ruby        

sapphire    

shiny

silver      

steel       

tiger eye   

topaz

twisted     

wire

wooden 
100 - adornment, protection, stealth, sustain ability, hunger, warning, protection from shape changers.

150 - gain strength, gain constitution, increase accuracy, increase damage, aggravate monster, poison resistance, cold resistance, shock resistance, invisibility, see invisible.

200 - regeneration, searching, levitation, fire resistance, free action, slow digestion, teleportation.

300 - conflict, teleport control, polymorph, polymorph control.

Scrolls

ABRA KA DABRA

ANDOVA BEGARIN

ASHPD SODALG

DAIYEN FOOELS

DUAM XNAHT

EIRIS SAZUN IDISI

ELAM EBOW

ELBIB YLOH

ETAOIN SHRDLU

FNORD

FOOBIE BLETCH

GARVEN DEH

GHOTI

GNIK SISI VLE

HACKEM MUCHE

HAPAX LEGOMENON

JUYED AWK YACC

KERNOD WEL

KIRJE

KO BATE

LEP GEX VEN ZEA

LOREM IPSUM

MAPIRO MAHAMA DIROMAT

NR 9

PHOL ENDE WODAN

PRATYAVAYAH

PRIRUTSENIE

READ ME

STRC PRST SKRZ KRK

TEMOV

THARR

VAS CORP BET MANI

VE FORBRYDERNE

VELOX NEB

VENZAR BORGAVVE

VERR YED HORRE

XIXAXA XOXAXA XUXAXA

XOR OTA

YUM YUM

ZELGO MER

ZLORFIK

0 - mail.

20 - identify.

50 - light.

60 - enchant weapon, blank.

80 - enchant armour, remove curse.

100 - destroy armour, confuse monster, scare monster, teleportation, gold detection, food detection, magic mapping, fire.

200 - create monster, taming, amnesia, earth.

300 - genocide, punishment, charging, stinking cloud.

Wands
aluminum    

balsa       

brass

copper      

crystal     

curved      

ebony       

forked

glass       

hexagonal

iridium     

iron        

jeweled

long        

maple       

marble      

oak         

pine

platinum    

runed       

short       

silver      

spiked      

steel       

tin         

uranium     

zinc
100 - light, nothing.

150 - secret door detection, enlightenment, striking, make invisible, slow monster, speed monster, undead turning, opening, locking, probing, digging, magic missile.

175 - fire, cold, sleep, lightning.

200 - create monster, polymorph, cancellation, teleportation.

500 - wishing, death.

Section 2 levels – indicate – sink, fountain, vault, shop (type), entrance to other dungeons, altar (alignment), special level (medusa, etc.)
Section 3 -  intrinsics – circle the ones I have
acid resistance

cold resistance

disintegration resistance

fire resistance

magic resistance

poison resistance

shock resistance

sleep resistance
invisibility
see invisible
stealth
teleport control
teleportitis
warning
infravision
telepathy

Section 4 – turn diary

Start Time (real time) Start Turn

Description of what happened

End Time End Turn

