
erchants are persons who make their iivelihood from 
trade and commerce. They place a high value on 
communicating with opponents, using their wiles and 
charisma to win potential enemies over into a neutral 

or friendly status. Skill in combat is de-emphasized and is  not 
nearly as high in quality as for fighting men, though merchants 
can still defend themselves ably (and often need to). Their 
verbal powers have some spell-like qualities and are frequently 
used to talk other beings out of their valuables in exchange for 
what the merchant has to offer. What the merchant wants to 
trade may, of course be of considerably less value than what he 
or she wants in exchange. 

Humans, half-elves, dwarves, gnomes, elves, and halflings may 
become merchants. Dwarves cannot achieve a level higher than 
6th (Bargainer) due to the lower charisma dwarves have relative 
to other races, and none but a human can achieve a level higher 
than 9th (Merchant) due to the lack of a strong profit motive 
and various prejudices against dealing with certain other races 
(limiting their flexibility). Humans have unlimited advancement 
as merchants. Half-orcs, half-ogres, and the like have low intell- 
lgence and charisma, and are less interested in talking and 
trading than in fighting and taking;they may never be merchants. 

Merchants may be of any neutral alignment, such as neutral 
goodlevil, lawful/chaotic neutral, or true neutral. An intelligence 
of 11 or more and a charisma of 11 or higher are required, and 
merchants with scores of 16 or greater in these two categories 
may gain an added 10% to earned experience points. 

A variety of special abilities and powers is  available to merchant- 
class characters: 
1. Merchants gain a +5% bonus on reaction from any intelligent 
creatures confronting them whenever the merchants attempt to 
parley. This i s  because of the general appearance and style of 
talking of the merchant, and the lack of missile weapons and 
shield. The merchant must not have a weapon drawn, but may 
keep one hand near an available weapon if needed quickly. 

This reaction bonus is in addition to any other bonuses for char- 
isma, alignment, racial preference, etc. 
2. When purchasing standard non-magical items bn the open 
market (and in certain cases, at the referee's option, magical 
items) a merchant may bargain with the selling agent and buy 
the items at a discount of 10% to 40%, plus 3% per level of the 
merchant above 1st level (Street-monger). The referee may 
adjust this percentage up or down as the-situation requires 
(cordwood might be bought at large discounts, but not so 
diamonds). This power does not work against other player 
characters. 
3. Merchants acquire a large repertoire of languages in their 
travels and dealings with other races and creatures. If the mer- 
chant's intelligence is high enough to allow knowledge of add- 
itional languages beyond those tongues known because of the 
merchant's race, then he or she is  allowed to start the game 
with the extra languages already known. For example, a half- 
ling with an intelligence of 18 may choose two additional 
languages before starting the game as a merchant character, in 
addition to the usual halfling tongues (like gnomish, elvish, 
dwarven, etc.) As a merchant progresses in levels, more languages 
may be learned, as shown on the Merchant Abilities Table. The 
character i s  allowed to pick which languages are to be received, 
but only if the languages could conceivably be learned in the 
areas the merchant travels through. The Dungeon Master should 
use discretion in this matter, and may declare some languages 
as unknowable in the current campaign. Alignment tongues, 
Druid's Cant, and Thieves' Cant may not be learned in any case 
by a merchant character. 
4. Merchants gain familiarity with opening locks in the course 
o f  their business, and from the third level on they may pick 
locks as a thief two levels below them. Racial and dexterity 
bonuses are applicable. 
5. Merchants are able to appraise items as to their possible 
sale value and as they increase in experience merchants gain 
more exact knowledge of an item's worth. A merchant may 
evaluate gems, jewels, furniture, tapestries, and various other 
items found in the treasure hoards of a monster for resale later 
(possibly even the otherwise worthless personal possessions 
of the monster, which might be sold as souvenirs). Unless the 
exact nature of a magical item is known, a merchant will only 
be able to give the value the item would have if it were the least 
valuable item of i t s  type. For example, a merchant is trying to 
evaluate a magical sword. I f  he isn't aware that i t  is a +3sword, 
he will estimate i t s  value as a +I sword with no special powers; 
a magic wand would be evaluated as if it was the least valuable 
sort, and so on. The merchant does, of course, have the option 
to sell the item at a much higher price than what he estimates 
i t s  value at. Appraisal powers may also be used to find out if 
the merchant is being cheated himself on a deal, by checking 
the value of the goods he is receiving. Cursed magic items are 
never recognised as such. 
6. The smooth talk of the merchant may sometimes carry 
magical power. The Merchant Abilities Table shows the percent- 
age chance a merchant has of casting a suggestion spell when 
speaking with an opponent. Only one person or creature will be 
affected by this spell; merchants are able to locate a leader- 
figure in any group confronting them with 90% accuracy 
(+I% per point of intelligence over lo), and will nearly always 
direct the suggestion to the person in charge. For every two 
points of intelligence the merchant has above the intelligence of 
the being receiving the suggestion, the opponent receives a -1 
to i t s  saving throw against the spell. If the opponent i s  more 
intelligent than the merchant, it receives a +I on i t s  saving 
throw for every two points of intelligence over the merchant's 
intelligence that the opponent has. No material components 
are required for this spell; for additional notes on range,duration 
(substituting merchant level for magic-user level), and effects, 
see the spell description in the Player's Handbook. Onesuggestion 
may be made per day per level of the merchant. Note that if 
a creature saves against a suggestion, only one more attempt 
may be made to suggest something to that same creature on 
that particular day, and the creature will gain a +2 bonus 



against the second suggestion when making its saving throw. I f  
the merchant does not know a language that the opponent 
also knows, and verbal communication i s  not possible, then a 
suggestion will not work. 
7. If one or more opponents are attacking the merchant's party, 
the merchant may utter a command that will be heard by all 
creatures in a 60' radius for them to cease fighting. All creatures 
who can hear this command, whether they are associated with 
the merchant's party or not will stop fighting for 1-3 rounds. 
The merchant may use this time to  make a suggestion to the 
opponents or attempt to parley. I f  anyone makes a hostile 
gesture during this time, the effect will not be broken, but an 
outright attack (possibly made by persons not in hearing range 
of the merchant's command) will instantly end the truce. There 
is  no save against this spell, unless a creature has some form of 
magic resistance such as demons, devils, and the like have. One 
command of this sort may be made per day, per level of the 
merchant casting the spell. No other action may be commanded 
except ceasing combat. As with suggestions, the command must 
be given in a language that all within hearing will understand, or 
else those who don't understand the order won't obey it, negat- 
ing the truce instantly. 
8. A merchant may increase his or her charisma to other beings 
by making certain gestures, saying certain phrases, or dressing 
in a particular way. This method or heightening charisma is 
similar to the magic-user spell friends, except that a full turn 
of preparation is required (10 minutes) and the opponents it is 
directed to must be known to the merchant. At least, the mer- 
chant should know the race, and alignment of the opponents. 
The merchant's charisma to the opponents will increase 2-5 
points, with all appropriate reaction bonuses; the range of this 
spell includes everyone in the opponent's party witnin 60'. 
Saving throws are allowed, but if the throw is made and the 
spell saved against, the creatures will not necessarily see the 
merchant in a negative light; they will simply see the merchant 
with an unadjusted charisma. 

Heightened charisma may be used once per day per level of 
the merchant, and is  very useful when attempting to parley with 
opponents. If the language of the opponents are not understood 
by the merchant, charisma will be heightened only 1-3 points. 
Because of the preparation required, this spell cannot be used 
on the spur of the moment, say when the merchant comes 
around a corner and bumps into a pair of Evil High Priests. 
Remember that persons seeing a merchant with heightened 
charisma are not obligated to do anything the merchant asks 
them to, but will make no actions to attack the merchant and 
will be more disposed to listen to his ideas. I f  a suggestion i s  
made to a person who failed to save against heightened charisma, 
he takes a -4 on his saving throw against it. 
WEAPONS 
The philosophy that merchants have about using weapons is 
simple: avoid using them as much as possible, but keep them 
close at hand. Merchants do not use missile weapons, prefering 
to close with an opponent to use their verbal skills. Missile 
weapons are also seen as too "military" and provocative to a 
potential enemy. They do, however, use hand-to-hand weapons 
that may be managed quickly and with one hand. Only long- 
swords, broadswords, shortswords, scimitars, daggers, clubs, and 
hand axes may be used in combat; the daggers, clubs, and hand 
axes may be hurled if desired. 

Merchants start with the knowledge of how to use two 
weapons with expertise, and gain one new weapon with every 
four levels of experience gained (at 5th, 9th, 13th, etc.). Mer- 
chants roll to  hit on the thieves' attack tables. 

Oil may be freely used as a weapon by merchants. The use 
of poison is  up to the Dungeon Master. 
ARMOUR 
Merchants wear only the less encumbering armours, so they are 
able to move quickly if the situation requires it. They use 
leather, ringmail, scale, or chainmail, but will never use banded, 
splint, or plate mail. No shields will be used by merchants, as 
they would prefer to keep their hands free to gesture, emphasize 
points, and reach for their weapons. The absence of a shield 
helps the merchant to appear somewhat less defensive and 
hostile to opponents and encourages some trust and conversation. 

MAGICAL ITEMS, HIRELINGS, & HENCHMEN 
Merchants may use any magical weapons or armour within thc 
restrictions noted above. They may use any other magical item: 
that may be used by any other class of character and aren'l 
restricted to the use of a limited number of classes. 

Hirelings and henchmen may be taken on at any time, anc 
may be of any sex, class or race, except for thieves and assassins 
These latter two classes may be hired on short-term basis only 
for a single mission. 

FINAL NOTES 
It is suggested that merchant characters take an assortment 01 
trade goods with them on expeditions for spur-of-the-moment 
bargaining; exactly what i s  to be taken is left up to the player 
character. 

The risky p?rt about being a merchant i s  having to be in the 
front of one's party facing a potentially dangerous enemy, un- 
srmed, and simply talking it out. A Dungeon Master may decide 
to time the encounter and adjust the saving throws forsuggest- 
ions depending on how reasonable the suggestion is, so players 
should learn to think quickly and develop a "silver tongue" as 
the saying goes. 

Merchant players start the game with 40-160 g.p. for their 
initial funds. 
MERCHANT ABILITIES TABLE 
(WITH RACIAL ADJUSTMENTS) 

Level 
1 
2 
3 
4 
5 
6 
7 
8 
9 

10 
11 
12 
13 
14 
15 
16 
17 
18 
19 

Additional 
Language 

0 
1 
1 
0 
1 
1 
0 
1 
1 
0 
1 
1 
1 
1 
1 
1 
1 
1 
1 

Open Appraisal 
Locks Range 

15% +50% 
20% +45% 
25% +40% 
29% +35% 
33% +30% 
37% +25% 
42% +20% 
47% +15% 
52% +12% 
57% +09% 
62% +07% 
67% +05% 
72% +03% 
77% +01% 
82% +00.5% 
87% +00.1% 
92% +00.1% 
97% +00.1% 
99% +00.1% 

Suggestion Command 
18% 45% 
24% 50% 
30% 55% 
36% 60% 
42% 65% 
48% 70% 
54% 75% 
60% 80% 
66% 85% 
72% 90% 
78% 93% 
84% 96% 
90% 99% 
96% 99% 
99% 99% 
99% 99% 
99% 99% 
99% 99% 
99% 99% 

Heightened 
Charisma 

25% 
30% 
35% 
40% 
45% 
50% 
55% 
60% 
65% 
70% 
75% 
80% 
85% 
90% 
95% 
99% 
99% 
99% 
99% 

Race of Open +4 Levels Heightened 
Merchant Locks When Appraising Suggestion Command Charisma 
Dwarf +lo% Gems, Jewels, --- --- -10% 

Armour, Weapons 
Elf -05% Magical Items +05% --- +05% 
Gnome +05% Gems --- --- -05% 
Half-Elf --- --- -5% +05% --- 
Halfling +05% --- --- -05% --- 

MERCHANT EXPERIENCE TABLE 
6Sided Dice for 

Experience Accumulated 
Experience Points Level Hit Points Level Title 

0-1.750 1 1 d6 Streetmonger 
1,751 -3,500 2 2d 6 Huckster 
3,501 -7,000 3 3d6 Peddler 
7,001 -14,000 4 4d6 Vendor 

14,001 -28,000 5 5d6 Barterer 
28,001 -56,000 6 6d6 Bargainer 
56,001 -1 12,000 7 7d6 Dealer 

1 12,001 -225,000 8 8d6 Tradesman 
225,001 450,000 9 9d6 Merchant 
450,001 -675,000 10 10d6 Merchant Prince 
675,001 -900,000 11 11d6 Master Merchant 
900,001 -1 ,I 25,000 12 12d6+2 Master Merchant 

(12th level) 
1,125,001 -1,350,000 13 13d6+4 Master Merchant 

(13th level) 
+225,000 experience points for each level thereafter. 

Merchants gain 2 h.p. per level after 1 l t h  level. 
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