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This aid is drawn from various sources, including SJ Games GURPS material 
(using the 4th edition rules). With a bit of luck, players and referees alike will 
find it both useful and stimulating. Note that items here may not correspond to 
what SJ Games have published in official GURPS material. 
 
In it, I have covered buying and selling most of the goods and services likely 
to be required by characters and referees, along with any associated 
additional rules. Some areas have been heavily abstracted, but I have 
included plenty of detail where I believe it is justified. 
 
Not everything listed here will be of equal use in all campaigns; it is firmly 
rooted in my own GURPS game world of Saduria, a western-European style 
empire set in a non-gunpowder late Medieval/early Renaissance era (TL4). 
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The chest was full of coins of all denominations and value. The party had never before 
seen the strange coins bearing the twisted dragon design, but they knew they were 
gold, and would pay for the mounts they so desperately needed. 
 

Coinage 
To simplify coinage over the world�s economy, the 
basic GURPS $ is used as the standard exchange 
measure. In Saduria, the $ is equivalent to a silver 
shilling, also known as a silver piece (sp). Where 
other countries use different currency, they will 
generally be allocated a value based on the $ or sp. 

In Saduria, the coins commonly used are the 
copper penny, silver shilling, gold ducat (also 
known as florins) and sovereign (also gold). Most 
people are likely to buy their day-to-day items with 
coppers, and their more pricey items with silver. 
The rich will deal in silver and gold. Sovereigns are 
only seen in large merchant deals and horse and 

armour trading, most common people will have never 
even seen a sovereign.  

Coins are minted from the relevant base metal. Should a 
person happen to have a piece of (for example) silver 
that is exactly the same weight and purity as a silver 
shilling, they will be able to sell it for that value. Coins are 
much valued as a means of exchange because the 
minting is supposedly a guarantee that the coin is of a 
set purity and weight. The Emperor�s image on the 
reverse of the coin shows that the coin is worth (for 
example) a shilling by Imperial guarantee. 
 

Coinage type Coin weight* Relative value 

Abbr. Name oz. gm. coins per lb cp sp gp sov 

 cp Copper penny 0.16 4.5 100 1 0.04 0.0016 0.00032 

ss/sp Silver shilling 0.16 4.5 100 25 1 0.004 0.008 

gd/gf/
gp Gold ducat/florin 0.16 4.5 100 625 25 1 0.2 

sov Sovereign 0.79 22.5 25 3125 125 5 1 

* This is useful if you want to calculate how much a sack of coins actually weighs, but it may be 
a little tedious to insist that players calculate their loose change to find their encumbrance. I 
recommend that coin weight is only brought into play where characters routinely carry bags of 
hundred of coins. 

Easy Conversions. 
To convert a price 
expressed as a decimal 
into a fraction of 25 (e.g. 
2.2 shillings into shillings 
and pennies), multiply 
the decimal part by 25. 
(0.2 is 0.2x25=5, so 0.2 
shillings is 5 copper 
pennies). 
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To better envisage the value of coins, imagine copper coins as the sort of loose 
change an average TL8 person (that�s you and I) would routinely carry upon his or her 
person. A larger purchase would perhaps require withdrawing additional money from 
the bank (silver coins), but an even larger purchase might need a cheque or bankers 
draft (gold coins).   

Clipping, Forging and Magical Fraud 
As one might expect, the criminals of Saduria are as 
actively clipping and forging coins as their medieval 
European counterparts. Clipping (cutting a thin sliver of 
metal from the edge of coins, thus acquiring a small pile 
of the precious metal) is less common now that coins 
have designs with decorative friezes around the edge. 
Although imperfections in the stamping process mean that not every coin is a perfect 
mint, it is usually obvious when someone has tampered with these new coins (unless 
the clipper is a very good one). 

Forgeries are really only discovered by testing the weight and purity of the coins. 
Obviously, forgers are unlikely to produce coins out of the correct purity and weight of 
precious metal, as this would mean no profit on their activity. 

Magical �forgeries� are still illegal, but they are  hard to detect until they vanish or turn 
back to whatever they originally were. Luckily for the economy, most mages refrain 
from such mundane wastes of energy. They generally have better ways of getting what 
they want. 

All forms of currency crime are considered major crimes, and are usually punishable 
by cutting off first one ear (first offence), then the other. A third offence means loss of 
the nose. Anyone so persistent as to offend again is liable to find that the crime now 
classes as a capital one. 

The Exchange Rate; Metals 
The following table gives a guide to the relative value of metals. This assumes a 100% 
purity of metal (e.g. 24ct gold or .999 silver), or the optimum blend for alloys. If buying 
in bulk (over 10 pounds), the cost is generally reduced by 25%. For precious metals, 
this includes some alloying. 

 

Metal 
Value 

compared to 
silver 

Lead 1/100 0.01 

Pewter 1/75 0.025 

Silver  1 

Steel 1/50 0.02 

Tin 1/25 0.04 

Metal 
Value 

compared to 
silver 

Bronze 1/25 0.04 

Copper 1/25 0.04 

Gold  25 

Iron 1/250 0.004 



  GURPS Marketplace 
 

 
  Page 7 of 154 

���	��
���
����
 
Johann strolled into the inn. He was the son of a fishmonger, a simple commoner, yet 
his fine clothes and the arrogant way he threw down his heavy purse and demanded 
the best room in the place and a bottle of the finest wine deceived the onlookers into 
thinking that Johann was a man of status and means. 

Cost of Living by Social Level 
The monthly cost of living listed in B(4th)265, and amended for Saduria is as follows: 

Social Level Example Monthly Cost of 
Living 

8 Emperor 50 000+ 

7 Rank 4 priest, independent king, prince, duke 20 000+ 

6 Count 10 000 

5 Baron, viscount, major of provincial capital, 
merchant prince, rank 3 priest 

5 000 

4 Knight bannerette, city mayor, guildmaster 2 500 

3 Landed knight, large town mayor, rank 2 priest 1 500 

2 Household (bachelor) knight, provincial town 
mayor, wealthy guild merchant 800 

1 Squire, village reeve, master artisan, rank 1 
priest 

400 

0 Yeoman, guildsman, artisan, high servant, farm 
labourer 200 

-1 Apprentice, Low servant 100 

-2 Bonded labourer 50 

-3 Slave 50 

-4 Street beggar 50 

Where Your Money Goes 
Few, if any, RPG players pay out for anything they do not have to within game 
mechanics. This is both unrealistic and bad role-playing, for �real� characters would 
have to pay for mundane expenses and small incidentals along the way. Rather than 
start economically super-detailing every day of the character�s life, the monthly cost of 
living provides a useful means to cover these expenses in an easy-to remember form. 

I tend to make the players pay out their monthly cost of living whenever we have about 
a month of �downtime�, or at the end of an adventur e if it lasts a month or so. This 
occasionally means that they temporarily have to take a mundane job to cover their 
outgoings! 

The following lists a typical breakdown of monthly outgoings for a SL0 adventurer. 
Where a player might argue they do not have to pay as much in a particular area (a 
scholar will need to pay less for armour maintenance and so on), it is usually easy 
enough to think of something else they will have to pay for instead (guild fees, 
repairing or covering old books, inks and paper etc.). 

If the players absolutely insist that they should not have to pay as much, let them detail 
their own monthly expenses (subject to referee approval), and then make them stick to 
it. Be brutal; power-gamers need to be educated! 
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Monthly Expense Assumption (based on SL0) Amount 

Accommodation  An average shared inn room in town. 55 

Food and drink Meals taken in a tavern in town, plus a moderate 
number of alcoholic drinks along the way... 45 

Clothing Repairs and some minor replacements for SL0 outfit. 3 

Armour upkeep Non-metal armour only, costing up to 200 shillings 
when new. See below for metal armour upkeep. 20 

Weapons upkeep Up to 400 shillings in value when new. 40 

Local taxes Anything from horse tax to city entry tax. 5 

Incidental charges Minor bribes, tolls and so on. 5 

Religious tithes As a lay worshipper of most religions (1/10
th usual 

monthly cost of living). 
20 

Entertainment Gambling, the arena, entertainers, whores etc. 7 

Total  200 

 

Additional or alternative monthly costs might include: 

Additional entertainment Adventurers like to party� . 

Additional tithes Depending on religion and religious rank. 

Additional weapons Most characters have weapons exceeding 400 
shillings in value. 

Better accommodation Because you can afford it! 

Guild fees If a member. 

Mundane medical treatment Even adventurers get toothaches or rashes. 

Research and library fees There are no public libraries, and most private ones 
charge for access. 

Servants It is always nice to have someone to wash your shirts 
and cook your meals. 

Stabling A wagon and mule train costs extra. 

Upkeep of metal armour 1/10
th original cost (hardened plate anyone�?) 

Additional or alternative costs ought to be used where a player (or referee) cannot 
justify the expenses as listed above; for example where a character maintains his own 
weapons and only eats what he catches himself! Be creative, it can actually be fun 
coming up with costs and helps define the character. The player might even squeeze a 
justifiable Quirk out of it! 

At higher Social Levels, the Cost of Living covers servants, guards, additional homes, 
regular parties and so on. 

As can be surmised from the above list, it is not hard to see where the cost of living 
goes. When presented with this list, most players ought to realise that their characters 
are actually getting a bargain by paying the set amount! 
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Otto snarled as he handed over the money. The sword should have cost him far less 
than he had just paid. He wished that the party had more time and were able to travel 
30 miles to the next town where he knew an armourer would have supplied the sword 
for a more reasonable price. He supposed he should consider himself lucky that the 
village had a sword to sell at all. He tried not to think of the fate of its former owner�. 

The Market Economy and Monopolies 
The essence of a market economy is supply and demand; if enough people want a 
limited quantity of goods then the price will rise. Conversely, where the goods are 
plentiful, prices need to be lowered to encourage people to buy them. 

This works well when traders are in competition, but the system can be artificially 
bypassed by gaining a monopoly. Where only one trader is able, or allowed, to trade in 
particular goods he can set the price to whatever he wants. This is usually high. 

Monopolies may be gained through having the sole source of goods (such as being 
the only fisherman brave enough to fish the dreaded Deadman�s Lake for rainbow 
bass), or the right of monopoly might be artificially imposed by being bought or granted 
by the local ruler. 

Availability 
Most trade will be undertaken at a town or city, or possibly from a temporary market or 
peddler. Villages are generally too small to support traders, though yeomen or their 
wives may follow a practical trade as a second income. Unprocessed food, of course, 
is usually plentifully available at villages. 

For the purposes of the game, availability is divided into four broad categories: 

Category Description Price 
modifier 

��Not available. Where goods are unavailable at any price. - 

��Scarce. Where goods can be had, but in limited 
quantities and therefore at a higher price. 150% 

��Normal.  Where there are enough goods that the price is 
as listed in the price lists. 

100% 

��Plentiful. Where the goods are so easy to come by that 
the price has dropped. 

50% 

Goods may change 
their availability 
category depending 
on the location, 
season and other 
factors (such as wars, 
droughts or festivals). 
Rather than detail 
each eventuality, the 
referee should use 
the availability of 
goods as he sees fit. 
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Helen smugly placed the bag of food in front of the party. They had been resigned to 
half rations once they had realised how broke they really were, but Helen had smiled 
her winning smile, expertly countered the arguments of the various stallholders, and 
managed to spot the food that the sellers would be pleased to shift quickly. The end 
result was that the party could eat until they were full, and they still had enough copper 
left for a couple of drinks! Helen was going to make sure that at least one of those 
drinks was hers� . 

The Bargaining Roll 
Successful bargaining is a combination of: 

Quality Game mechanic Adds to reaction roll* 

��Business acumen Opposed Merchant skill How much you win or 
lose by. 

��Knowledge of the product Opposed appropriate skill roll +1 if won, -1 if lost. 

��Personal charm or influence Reaction roll* As reaction table 
B(4th)560. 

* Any final modifiers for business acumen and product knowledge are added to 
Reaction roll. 

Note that, in reality bargaining is not a quick business but is actually expected by 
merchants, who will be surprised, suspicious and possibly offended if someone pays 
the first asking price (�this bloke won�t haggle!� ).  

However, the mechanic detailed above is only intended for use in important purchases, 
or if the players decide to add some interest to their usual visit to the market. In normal 
circumstances you can assume that the haggling has been done and the final price 
agreed is the one listed. 

It is important that the time taken in purchasing from a market is taken into 
consideration. Sadurian markets are not TL8 supermarkets, they are crowded, 
confusing and full of potential distractions like entertainers and arguments. Bargaining 

Bargaining Example. 

Harold the tailor has his eye on a bolt of red velvet for sale in the market. The asking price is 
a reasonable 375 shillings. This represents a considerable outlay and Harold tries to 
bargain with the mercer (cloth retailer). He is a decent businessman with a Merchant of 15 
and rolls 11; the mercer has Merchant 19 (he has a specialism in cloth) and rolls 12.  Harold 
knows his velvet, and makes his Professional skill-Tailoring roll by 6. The mercer also 
makes his own Professional skill-Tailoring roll, but only by 1 (he is not a full-time tailor like 
Harold).  

Harold�s normal reaction modifier is +1 (he is a jovial, likeable fellow) but he has a -2 
modifier (he lost the contest of Merchant by 3, but won the contest of Tailoring). He needs to 
get a 16 (Very Good) or better reaction for the mercer to reduce the price to 300 shillings 
(80%). 

With a roll of 14, Harold makes a bargaining of 13 (a Good reaction on the reaction table), 
and the mercer apologetically explains that he cannot possibly reduce the price, but will 
throw in a free 100 yards of matching thread instead. Had Harold not managed at least a 
Good reaction, the mercer would not even have made this goodwill offer. 
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takes time and often involves a heated discussion. Do not allow characters to bargain 
at one stall but then decide not to buy when they roll badly, move on to the next stall to 
attempt a better price but reject the goods again, then move on again and so on until 
they find the merchant willing to sell for 50% list price (the dice are eventually 
generous sometimes, believe it or not). This is not realistic in terms of a character�s 

time and nor is it good role-playing (unless 
perhaps the character is Greedy or has similar 
psychological limitations). If the characters can 
decide to reject the deal because it does not 
favour them, then so can the merchants who 
would otherwise suddenly feel obliged to hand 
over goods at half price.  

As a reasonable limit; allow a maximum of two 
attempts at bargaining for the same item (at 
different stalls) per day. After two days (i.e. four 
attempts) bargaining for the same goods, the 
local merchants will start recognising the 
characters as time-wasters and not deal with 
them. 

Barter and Exchange 
Saduria usually uses currency (coins) as convenient tokens of exchange. In some 
cases, however (either due to mistrust of currency or physical lack of coins) goods may 
only be had through bartering for other goods or services. 

Instead of having a set price, goods offered in barter are valued at -/+10% of their list 
price. After all, the exchange would not be offered or accepted unless both parties 
wanted what was being offered more than what they have. Use the Bargaining roll as 
detailed above to find what final value the two parties are willing to compromise upon.  

Barter and exchange is a little more complex than buying for currency, but it is unlikely 
to occur very often. 

This can be an area ripe for power-gaming, as players may decide to continually 
exchange for goods 10% more valuable each time until they have actually made a 
large profit. If this starts happening, it is easy enough to have others start cheating 
them with shoddy goods and bad exchanges. Alternatively, they might gain a bad 
reputation as cheats and swindlers. 

Barter Example 1 
Mary has just finished making five casks of fermented cider, worth from 9 to 11 shillings 
each (list price 10 shillings). She has her eye on Jed�s pig, and makes Jed an offer of 
exchange for her cider. The pig is worth from 54 to 66 shillings (list price 60 shillings). At 
most, the five casks of cider together are valued at 55 shillings, and so Mary only requires a 
Bargaining of 10+ (equal to a Neutral reaction roll) for a straight exchange.  

Barter Example 2 
Rolf the Ruse barbarian tries to barter with Mikael the armourer for a steel broadsword 
worth 540-660 shillings (list price 600 shillings). He is offering fine fur cloaks with a list price 
of 25 shillings each (barter value 22‰ to 27‰ shillings), and normally the broadsword would 
be valued at about 20 cloaks (20x27‰ =550).  

However, Mikael does not like barbarians, and does not like Rolf in particular. Rolf�s poor 
reaction modifiers results in his Bargaining roll being only 7 (Poor). Mikael now values his 
sword at 648-792 shillings (120% of the original list price of 600 makes the new list price 
720 shillings), meaning that Rolf needs to hand over an additional 4 furs, making 24 in total 
(24x27‰ =660) for the sword. 
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“No purses!” cried Hans. He was obsessed with collecting the meagre coins many 
brigands carried on their belts. “I hate a fight without a profit”. Otto and Helen shared a 
glance as they collected up a dozen good swords and eight valuable steel helmets. 
Hans had much to learn about being an adventurer. 

Second-hand Equipment 
There are several legitimate ways that characters might come across second-hand 
equipment; they might find it abandoned, be gifted it, or even just want to get rid of 
surplus equipment after upgrading. 

However, far and away the most common way that characters obtain goods is by 
taking them from their legitimate (or not-so legitimate) owners, often killing them in the 
process. It is not at all rare for a band of adventurers to troop off to the weapon stall to 
trade in the half-dozen axes they have just liberated from would-be bandits. 

In the big picture, this form of trade is important for the local economy but a town’s 
market only has so many people wanting to buy second-hand weapons. Eventually, 
the stallholder(s) will not want to buy anymore, or be forced to offer an unrealistically 
low price. If the market becomes flooded, the goods will be less easy to sell on, and 
the merchant will either offer a much reduced price or refuse to buy. Business-savvy 
characters (and players, but hopefully only when playing within their character’s own 
skills and background) can use this to their advantage.... 

Fences 
One particular class of “merchant”, of 
course, specialises in buying equipment 
with a shady past. The fence is a useful 
contact for characters, especially those 
who make a habit of stealing (tut-tut). 
The same principle of over-supply 
applies to fences as it does to any other 
merchant, but not to the same extent. A 
good fence will have a network of 
contacts in different towns, and will likely 
try to regulate supply to maximise his 
personal profit. What he tells the person 
he is buying from, of course, is another 
matter. 

The major difference between fences 
and regular merchants, apart from one 
being legitimate and the other a criminal, 
is that fences can justifiably pay well 
under the odds for goods brought to 
them. Few thieves have so many 

contacts that they can afford to “shop around”, and they really have nobody to 
complain to if they feel that they have been fleeced. 

Note that a successful fence may well be a powerful underworld figure. He may 
possibly even regulate crime in his district by directing what is stolen at any particular 
time (to maximise profits, naturally). With contacts in the neighbouring towns, the fence 


