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- Vartan Nazarian Rug Merchant and Antiquarian Halfling male Exp6: CR 5; Small humanoid; HD 6d6+6;
hp 30; Init +0; Speed 20 ft.; AC 14 (touch 12, flat-footed
14); Atk +3 melee (1d4–2, dagger) or +6 ranged (1d4–2,
dagger); SA halfling racial traits; AL N; SV Fort +4, Ref
+3, Will +6 (+2 racial bonus vs. fear); Str 7, Dex 10, Con
12, Int 16, Wis 11, Cha 18.

mint tea and nuts while items are shown to them. If Vartan
doesn’t speak the customer’s language, he puts on one of
his helms of comprehending languages, and offers one
to the customer. The customer’s helm does not properly
resize itself, and just perches on the customer’s head, but
it works well otherwise.

Skills and Feats: Appraise +12, Bluff +13, Climb +0,
Decipher Script +12, Diplomacy +16, Forgery +12, Gather
Information +10, Hide +4, Jump +0, Knowledge (history)
+12, Listen +2, Move Silently +2, Profession (merchant)
+8, Search +3, Sense Motive +9, Spot +0, Use Magic
Device +9 (+11 with scrolls); Leadership, Point Blank
Shot, Expertise.

Vartan has a genuine interest in people, and asks lots of
questions so he can develop relationships with customers.
He is a smooth conversationalist, so talks are more
like catching up with old friends than interrogations.
He usually recognizes repeat customers, especially if
they purchased something before. All of his prices are
negotiable. Skilled bargainers might get him down to near
half his initial asking price, but he starts high, so he never
loses money.

Languages: Halfling, Common, Dwarven, Elven,
Merfolk.
Possessions: ring of protection +1, bracers of armor +2,
helms of comprehending languages and reading magic (2)
[one is dented and doesn’t function perfectly].

Background
Vartan is a prosperous merchant whose family has lived

in Freeport for three generations. Nazarian and Sons is in
the northwestern corner of the Old City, and occupies a
three story row house. His family — his wife Hripsima,
daughter, and son — lives on the top floor. Everyone helps
with the business.
Vartan’s specialty is tapestries and carpets, but he also
carries many antique furnishings. The first floor is piled
high with carpets and tapestries. His selection is broad
enough that he can always find something at least close
to what the customer wants. The second floor is full of
antiques. In the back, several cabinets are stuffed with
old books and scrolls. Vartan is fascinated by ancient
civilizations, and often trades with Ichibando and Maralei
(see Freeport: The City of Adventure, pages 41-42) for
items they recover.
Vartan contributes to the Halfling Benevolent Association.
Vartan knows what the Syndicate is, and tries to stay clear
of their activities. However, because of his skill with
documents, he has a fair sense of how to make good fakes.
Thus, the Syndicate occasionally imposes upon him for
favors of that kind.

Personality
Vartan is extroverted and personable. He pays close
attention to customers. He has a knack for determining
what they really want. Customers are offered sweetened

Physical Description
Vartan is fifty years old, with a dark olive complexion, a
narrow face, and a large nose. His eyes and hair are dark,
and he is beginning to bald at the temples and crown.
His long-sleeved robes are trimmed with fine cloth and
colored with vivid dyes and conceal his bracers of armor.
A dagger sits on his belt.

Hooks:
•

Vartan does not usually deal in magic, but he will be
interested in anything old, especially if it is attributable to lost Valossa.

•

Vartan can verify the authenticity of a written work,
or identify the provenance of unknown tomes and
scholarly scrolls. He can also provide forgeries,
especially of older documents.

•

Vartan is currently unaware of the Church of Yig
(see F:CoA, page 37), but he may own tomes that
could help unravel those mysteries, or others. Of
course, the PCs accidentally lead others there. The
PCs could also be asked to help, if some of Vartan’s
collection is stolen.

•

Nazarian has heard of an intriguing item and needs
trustworthy agents to hold his payment, buy the
item, and return with it. Naturally, things will go
wrong. It might even be a fake, but Vartan will not
blame his agents unless he suspects they might be
conning him.

Vartan can act as a template for any quality merchant.
Substitute whatever goods are needed in place of the rugs
and tapestries, and change the names.
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- Open Gaming License 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.
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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 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, Copyright 2000, Wizards of the
Coast, Inc.
System Reference Document, Copyright 2000, Wizards of the
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip
Williams, based on original material by E. Gary Gygax and
Dave Arneson.
Freeport: The City of Adventure, Copyright 2002, Green Ronin
Publishing; Authors Matt Forbeck and Chris Pramas
Denizens of Freeport, Copyright 2003, Green Ronin Publishing,
Editor Chris Wilkes
Vartan Nazarian: Denizen of Freeport, Copyright 2003, Green Ronin
Publishing; Author John Kasab
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