OATH OF
FREE COMMERCE

PALADIN SACRED OATH OPTION

“Stop, THIEF!” cries a shopkeeper as a cloaked indi-
vidual dives out the door holding a sack bulging with
ill-gotten currency. A rugged human dressed in finery
draws his sword and stares down the briggand, and with
a flick of his blade drags him back into the shop on a
wave of unseen magical force, depositing the bandit at
the shopkeep’s foot.

A dwarf suited in fine, gilded armor inspects the
immense door to a bank vault, shakes her head, and
places her hand against the cold metal. In a flash, a sigil
is etched into the vault, and the dwarf finds herself better
assured of its safe-keeping.

A smiling half-elf laughs as he haggles with an experi-
enced merchant, but his grin hides a calculating eye.
Numbers and figures flood his mind, and he knows with
certainty the merchant is conning the public by passing
off inferior goods as premium quality. Shifting his hand
slowly to the mace at his belt, the half-elf prepares to
trade his honeyed words for deliberate action.

Society is born on the mutual work of complete
strangers, each doing their part and selling it to one
another for currency, the surest representation of the
quantity and societal worth of their labor. This currency
is the grease on the wheels of civilization, representing
the promise that each man, woman, and child can
achieve more than their lot in life, and can rise up to
actual land ownership and social status, if they are clever,
savvy, and willful enough. But there are flaws in this
well-oiled machine of free enterprise: thieves, scoundrels,
con-artists and dishonest merchants in the marketplace.
Creatures such as dragons, vampires, and beholders, too,
directly threaten the stability, purity, and promise of capi-
tal by hoarding wealth at the expense of the wider

market, creating artificial scarcity and raising the barrier
to entry for lower-class would-be entrepreneurs, while
kobolds, goblins, simple bandits and similar are the
common banes of trade caravans everywhere,

Paladins that swear the Oath of Free Commerce, also
known as Thiefcatchers or Day Traders, keep safe the
exchange of wealth and the hope of free trade by any
means necessary. Often seen in glorious regalia and
long, flowing silken capes defending the marketplaces,
taverns, caravans and interests of trade hubs and port
towns, these paladins are friends of honest merchants
and common wage-laborers alike.



TENETS OF FREE COMMERCE

Often codified in the most forthright of trade guilds, the
tenets of Free Commerce that these paladins follow exist
to ensure that the market is a safe, prosperous place for
all people, and that the market acts in the service of civili-
zation itsell.

Life. The right of all living beings to remain alive, as
long as they are interested in participating honestly and
justly in the market, shall not be infringed upon. It is
harmful to the market to kill without sufficient reason.

Liberty. Freedom to engage and compete in the
marketplace is of the utmost importance, as long as such
freedom does not adversely affect its health. Freedom
brings entrepreneurship, which brings equality; all are
important, but freedom is the root that must be nour-
ished.

Property. Belongings, personal and professional, are
sacred, and may never be deprived from their owners
without a specific business agreement. Those who
forcibly separate individuals from their belongings
through theft or swindling demand retribution, and the
owner’s restitution.

Security. Every individual has the right to secure and
protect themselves and property they came by legally and
with good business practice. Those who trespass on this
security to deprive rightful owners of property deserve
the reprisal that will come.

Ethics. Do right by those enjoying your services, and
those for whom you work. Good salesmanship is accept-
able, but outright dishonesty never is. Complete work
that you start, or do your level best to reimburse those
you work for if you cannot.

OATH SPELLS
You gain oath spells at the paladin levels listed.

OATH oF FREe COMMERCE SPELLS
Paladin Level Spells

3rd identify, unseen servant

5th hold person, see invisibility

9th glyph of warding, tongues

13th Leomund'’s secret chest, Mordenkainen'’s faithful
hound

17th Bigby's hand, planar binding

CHANNEL DIVINITY
When you take this oath at 3rd level, you gain the follow-
ing two Channel Divinity options.

Objective Worth. As an action, you can make mani-
fest your knowledge of the true worth of things, empow-
ering your weapons or your own, calculating eye.

You may for one minute improve the quality and make
of the weapon you are holding, causing it to become a
magical weapon that adds half of your Charisma modi-
fier (rounded up) to attack and damage rolls made with it
(with a minimum bonus of +1) in addition to the
weapon’s other properties.

Alternatively, you may for an hour inherently know the
exact monetary value of anything you see and gain
advantage on History and Insight checks to know the
background and nature of objects.

You can end this effect without an action on your turn.
If you are no longer holding or carrying a weapon
empowered by this ability, or if you fall unconscious, this
effect ends.

Turn the Craven. As an action, you can raise your
voice and demand that any thieves and skulkers in the
area reveal themselves. Each creature that is invisible, at-
tempting to hide, or otherwise intentionally difficult to
see within 30 feet of you must make a Wisdom saving
throw. If the creature fails its saving throw, it is turned for




1 minute or until it takes damage.

A turned creature must spend its turns trying to move
as far away from you as it can, and it can’t willingly move
to a space within 30 feet of you. It also can't take reac-
tions. For its action, it can use only the Dash action or try
to escape from an effect that prevents it from moving. If
there's nowhere to move, the creature can use the Dodge
action.

INVISIBLE HAND OF THE MARKET

At 7th level, when an enemy moves within 10 feet of you,
you may use a reaction to grapple them with an invisible
hand of force at any point during the move. The enemy
makes a Charisma saving throw against your spell save
DC, and are unable to use any movement speeds they
possess until the beginning of their next turn, if they fail.
A creature that fails this save may also be pulled up to 10
feet towards you, if you choose.

At 18th level, the range of this ability increases to 30
feet, but the distance of its pull remains the same.

In addition, you gain knowledge of the mage hand
cantrip. If you already know this cantrip, you can instead
gain another cantrip out of message, prestidigitation, or
thaumaturgy. When you cast mage hand, you may choose
to make the spectral hand invisible.

MARKET EQUILIBRIUM

Once you reach 15th level, when you are hit by an attack
and receive damage, you may use a

reaction to take half the triggering damage and cause the
attacking creature to take the same amount of damage.
Once you use this ability, you can’t use it again until you
finish a short or long rest.

GAME THEORY
At 20th level you can, as an action, gain perfect insight
into the motivation and potential rational actions of all
economic and physical players in your immediate
situation. Your eyes begin to glow slightly with a dim light
and the rustling of your armor sounds strangely like the
clinking of coins, but otherwise you are not perceptibly
changed.

For 1 minute, you gain the following benefits:

« Truesight out to 120 feet.

. Attacks against you are made with disadvantage.

« When you take the Attack action, you may choose to
either make all attacks this turn with advantage, or to
add one additional attack to the total number of
attacks the Attack action allows you to make this turn.

Once you use this feature, you can'’t use it again until you
finish a long rest.
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