
Warlock: The Free Market 
No power in the cosmos can match the power of the Free Market. Its insidious tendrils creep into every 

facet of society and, despite its corrupting nature, is often welcomed with open arms by a populace 

oblivious to the danger it presents. You are an agent of that devastation, compelled by the 

overwhelming lure of profits above all else. If you truly commit to the will of your master, the world is 

yours for the taking, but if you fail in your enterprise, an eternity of poverty awaits. 

Expanded Spell List 
The Free Market lets you choose from an expanded list of spells when you learn a warlock spell. The 

following spells are added to the warlock spell list for you. 

Free Market Spells  

Spell Level Spells 
1st distort value, identify 

2nd arcane lock, knock 

3rd fast friends, compulsion 

4th fabricate, summon greater demon 

5th legend lore, telekinesis 

Shareholder 
The Free Market has made a significant investment in you, and while that trust comes with a dire 

obligation to do its bidding, employment is not without its benefits. You immediately gain 50 gp. 

Whenever you gain a level in this class, you immediately receive an amount of gold equal to your 

Warlock level x 50. 

Invisible Hand 
Starting at 1st level, your mind has been opened to the potential of commerce. Your proficiency bonus is 

doubled for any ability score check you make to haggle. Additionally, you learn the mage hand cantrip 

and the hand is invisible when you cast it. 

Greed is Good 
At 6th level, you begin to grasp the true nature of the world: supply and demand, though not always in 

the form of hard currency. You pay half price for your lifestyle expenses and all services other than 

spellcasting services. 

Additionally, you deal an extra 1d6 necrotic damage with all attacks and spells against creatures that 

possess any coins, valuables, or other material wealth. So long as you have at least 100 gp per Warlock 

level on your person, you have resistance to bludgeoning, piercing, and slashing damage from 

nonmagical weapons. 



Money Talks 
At 10th level, you can bargain with the universe itself. Whenever you roll an ability score check, attack 

roll, or saving throw, but before you know if the result succeeds or fails, you can spend 100 gp to raise 

your result by 1 point. You can raise your result up to an amount equal to your Charisma modifier 

(minimum 1). 

You can use this ability three times and regain all your uses after completing a long rest. 

Monopoly 
At 14th level, you become able to control the battlefield as easily as the market. When you roll initiative, 

you can declare one type of damage from the following list: acid, cold, fire, lightning, necrotic, poison, 

psychic, or thunder. For the duration of the battle, you have resistance to that damage type and ignore 

all resistances to it. 


