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S O W HAT ’ S F OR S ALE , A NYWAY ? IV
A Pathfinder Roleplaying Game GM’S RESOURCE supplement by Julian Neale
Your PCs have emerged from a forgotten dungeon buried deep in an ancient forest. Low on resources and needing somewhere to rest,
they head toward the nearest elven settlement. Once they’ve rested and sorted their loot, the inevitably ask “So what’s for sale in this
place, anyway?” At that point, likely or not, the game grinds to a halt as the GM frantically generates what items are available for
purchase or he simply says “anything up to the gp cap.” (After all, most GMs have better things to do with their prep time than generate
what the PCs might want to buy on the off chance they visit an elven town).
So What’s For Sale, Anyway? IV banishes these problems by providing 107 pre generated, ready to use lists for the busy GM to
immediately use in his campaign. Also included are sample dwarven settlements to serve as a handy backdrop to the sales. Buyers should
be beware, however, for among the hundreds of magic items for sale lurk 48 cursed objects...
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errata three months after release on ragingswan.com. We aren’t
going to be correcting typos and spelling errors, but we will
correct any game mechanic or balance issues that come to light.

Product Identity: All trademarks, registered trademarks, proper names (characters, deities, artefacts, places and so on), dialogue,
plots, storylines, language, incidents, locations, characters, artwork and trade dress are product identity as defined in the Open
Game License version 1.0a, Section 1(e) and are not Open Content.
Open Content: Except material designated as Product Identity, the contents of So What’s For Sale, Anyway? IV are Open Game
Content as defined in the Open Gaming License version 1.0a Section 1(d). No portion of this work other than the material designated
as Open Game Content may be reproduced in any form without written permission. The moral right of Julian Neale to be identified
as the author of this work has been asserted in accordance with the Copyright Designs and Patents Act 1988. ©Raging Swan Press
2012.
Pathfinder is a registered trademark of Paizo Publishing, LLC, and the Pathfinder Roleplaying Game and the Pathfinder Roleplaying
Game Compatibility Logo are trademarks of Paizo Publishing, LLC, and are used under the Pathfinder Roleplaying Game
Compatibility License. See http://paizo.com/pathfinderRPG/compatibility for more information on the compatibility license.
Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder Roleplaying Game from Paizo Publishing, LLC. See
http://paizo.com/pathfinderRPG for more information on the Pathfinder Roleplaying Game. Paizo Publishing, LLC does not
guarantee compatibility, and does not endorse this product.
To learn more about Raging Swan Press, visit ragingswan.com. To learn more about the Open Game License, visit wizards.com/d20.
Published by Raging Swan Press
1st printing, March 2012

2

CONTENTS
Credits.......................................................................................... 2
Contact Us ................................................................................... 2
Errata ........................................................................................... 2
About the Designer...................................................................... 2
Contents ...................................................................................... 3
Foreword ..................................................................................... 3

SO WHAT’S IT CALLED, ANYWAY? IV
Thorp............................................................................................ 4
Hamlet ......................................................................................... 6
Village .......................................................................................... 8
Small Town................................................................................. 10
Large Town................................................................................. 12
Small City ................................................................................... 14
Large City ................................................................................... 16
Metropolis ................................................................................. 18

FOREWORD
Last month’s So What’s for Sale, Anyway? III presented lists of
items for sale in dwarven settlements. It should come as little
surprise, therefore, that So What’s For Sale, Anyway? IV
presents lists of items for sale in elven communities.
Elves and dwarves are arguably the most popular fantasy
races after humans – and in most game worlds are the most
established. Both races have a rich heritage of crafting
magical items, but magical items that are different in
character from one another. Where the dwarves prefer
axes, crossbows and warhammers, elves favour
rapiers, longswords and bows. It makes perfect
sense to generate such lists, then, as the items for
sale in a city can go a long way toward setting
the mood and theme of the place.
Alternatively, a GM could
uses these lists to represent
items for sale by elven merchants or
from human cultures that hold similar
values to the elves.
Using this supplement is simplicity itself. Simply head over to

C U R S E S
Of the hundreds of items listed in this book, 48 are cursed.
Having cursed items can add to the fun of a roleplaying game,
and/or provide interesting (and amusing) roleplaying
opportunities.
Each of the items is described as known or unknown; this
applies to whether the particular curse is known or unknown to
the seller. Except in the most unusual cases, known curses will
always be explained to potential buyers. In regards to cursed
scrolls, the curse only takes effect if the spell is cast from the
scroll; it does not apply if the scroll is scribed into a spellbook.
Chapter 15 of the Pathfinder Roleplaying Game Core
Rulebook presents more information on curses including how to
spot and remove them.

the relevant settlement section and roll on the table to
determine which set of magic items are for sale. Once you’ve
used a set of items, cross them off the list.
In my own campaign I reroll every month to
see what new items are for sale so that the
PCs’ don’t become too bored or frustrated
with the lack of items for sale.
Also remember, taking a more
simulationist view toward buying and
selling magic items is all well and
good, but the GM should be very
careful placing monsters with
powerful resistances or abilities
in a campaign using such a
system. If a creature – for
example, a golem – has
powerful immunities that can be
overcome with specific items, it is rather
unfair to place such monsters in the game if you
don’t give the PCs a chance to acquire the relevant items in
some way. However, acquiring such a handy item should be
more than just popping down to the shops. Perhaps, an NPC will
lend them the item in question in return for a favour or they
must convince a skilled crafter to make it for them. In this way,
the acquisition of magic items becomes an important, vital part
of the campaign and not just a shopping trip.
I hope you find this product useful. It would be great to hear
which items your players purchased (or how they dealt with a
cursed item they accidentally purchased) – drop me a line at
creighton@ragingswan.com.
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SO WHAT’S FOR SALE, ANYWAY?
Your PCs have final emerged from the dungeon laden with loot
prised from the clutches of their slain foes. Heroically returning
to civilisation, they divide up the choicest items, sell the dross
and other unwanted treasures and gleefully count their share.
Then, they ask “So what’s for sale in this town, anyway?” At
that point, likely or not, the game grinds to a halt as the GM
frantically generates what items are available for purchase or he
simply says “anything up to the gp cap.” (After all, most GMs
have better things to do with their prep time than generate
what the PCs might want to buy on the off chance they return to
town after a successful foray).
So What’s For Sale, Anyway? banishes these problems by
providing over 150 pre generated, ready to use lists for the busy
GM to immediately use in his campaign.

OPEN GAME LICENSE VERSION 1.0A
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of
the Coast, Inc ("Wizards"). All Rights Reserved.
1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have
contributed Open Game Content; (b)"Derivative Material" means copyrighted material including
derivative works and translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement, compilation, abridgment
or other form in which an existing work may be recast, transformed or adapted; (c) "Distribute"
means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise
distribute; (d)"Open Game Content" means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content does not embody the Product
Identity and is an enhancement over the prior art and any additional content clearly identified
as Open Game Content by the Contributor, and means any work covered by this License,
including translations and derivative works under copyright law, but specifically excludes
Product Identity. (e) "Product Identity" means product and product line names, logos and
identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots,
thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions,
likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or
audio representations; names and descriptions of characters, spells, enchantments,
personalities, teams, personas, likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered trademark clearly identified as Product identity
by the owner of the Product Identity, and which specifically excludes the Open Game Content;
(f) "Trademark" means the logos, names, mark, sign, motto, designs that are used by a
Contributor to identify itself or its products or the associated products contributed to the Open
Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy,
edit, format, modify, translate and otherwise create Derivative Material of Open Game Content.
(h) "You" or "Your" means the licensee in terms of this agreement.
2. The License: This License applies to any Open Game Content that contains a notice
indicating that the Open Game Content may only be Used under and in terms of this License.
You must affix such a notice to any Open Game Content that you Use. No terms may be added
to or subtracted from this License except as described by the License itself. No other terms or
conditions may be applied to any Open Game Content distributed using this License.
3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance
of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use this License, the
Contributors grant You a perpetual, worldwide, royalty free, non exclusive license with the
exact terms of this License to Use, the Open Game Content.
5. Representation of Authority to Contribute: If You are contributing original material as
Open Game Content, You represent that Your Contributions are Your original creation and/or
You have sufficient rights to grant the rights conveyed by this License.
6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are
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copying, modifying or distributing, and You must add the title, the copyright date, and the
copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content you
Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, including as an
indication as to compatibility, except as expressly licensed in another, independent Agreement
with the owner of each element of that Product Identity. You agree not to indicate compatibility
or co adaptability with any Trademark or Registered Trademark in conjunction with a work
containing Open Game Content except as expressly licensed in another, independent
Agreement with the owner of such Trademark or Registered Trademark. The use of any Product
Identity in Open Game Content does not constitute a challenge to the ownership of that
Product Identity. The owner of any Product Identity used in Open Game Content shall retain all
rights, title and interest in and to that Product Identity.
8. Identification: If you distribute Open Game Content You must clearly indicate which
portions of the work that you are distributing are Open Game Content.
9. Updating the License: Wizards or its designated Agents may publish updated versions
of this License. You may use any authorized version of this License to copy, modify and
distribute any Open Game Content originally distributed under any version of this License.
10 Copy of this License: You MUST include a copy of this License with every copy of the
Open Game Content You Distribute.
11. Use of Contributor Credits: You may not market or advertise the Open Game Content
using the name of any Contributor unless You have written permission from the Contributor to
do so.
12 Inability to Comply: If it is impossible for You to comply with any of the terms of this
License with respect to some or all of the Open Game Content due to statute, judicial order, or
governmental regulation then You may not Use any Open Game Material so affected.
13 Termination: This License will terminate automatically if You fail to comply with all
terms herein and fail to cure such breach within 30 days of becoming aware of the breach. All
sublicenses shall survive the termination of this License.
14 Reformation: If any provision of this License is held to be unenforceable, such
provision shall be reformed only to the extent necessary to make it enforceable.
15 COPYRIGHT NOTICE: Open Game License v 1.0 ©2000, Wizards of the Coast, Inc.
Open Game License v1.0a. Copyright 2000, Wizards of the Coast Inc.
System Reference Document: ©2000, Wizards of the Coast, Inc. Authors: Jonathan
Tweet, Monte Cook, Skip Williams, based on material by E. Gary Gygax and Dave Arneson.
Pathfinder Roleplaying Game. ©2008, 2009, Paizo Publishing, LLC; Author: Jason
Bulmahn.
Pathfinder RPG Bestiary. ©2009 Paizo Publishing LC; Author Jason Bulmahn, based on
material by Jonathan Tweet, Monte Cook and Sip Williams.
The Book of Experimental Might. ©2008, Malhavoc Press; Author: Monte Cook.
Tomb of Horrors. ©2002, Necromancer Games, Inc.; Authors: Scott Greene, with Clark
Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, Lance Hawvermale, Travis
Hawvermale, Patrick Lawinger, and Bill Webb; Based on original content by TSR.
The Lonely Coast. ©Raging Swan Press 2010; Author: Creighton Broadhurst.
So What’s For Sale, Anyway? IV. ©Raging Swan Press 2012; Author: Julian Neale

T ITLE
Your PCs have emerged from a forgotten dungeon buried deep in an ancient forest. Low on resources and needing
somewhere to rest, they head toward the nearest elven settlement. Once they’ve rested and sorted their loot, the
inevitably ask “So what’s for sale in this place, anyway?” At that point, likely or not, the game grinds to a halt as the
GM frantically generates what items are available for purchase or he simply says “anything up to the gp cap.” (After
all, most GMs have better things to do with their prep time than generate what the PCs might want to buy on the
off chance they visit an elven town).
So What’s For Sale, Anyway? IV banishes these problems by providing 107 pre generated, ready to use lists for the
busy GM to immediately use in his campaign. Also included are sample elven settlements to serve as a handy
backdrop to the sales. Buyers should be beware, however, for among the hundreds of magic items for sale lurk
48 cursed objects...
Visit us at ragingswan.com to learn more.

