Independent Merchant Trading in Judge Dredd (d20)

The Atlantis & Black Atlantic supplement for D20 Judge Dredd is a excellent sourcebook for this region of the Dredd universe.  The Import/Export Table on page 91 is a very useful table for determining cargos and values.  These optional rules are for creating Merchant Trader Characters that wish to ply the shipping lanes of the Black Atlantic and beyond, making their fortunes buying and selling cargo.

The first thing a future trader needs (besides a ship) is a License to Trade, this can be obtained at any Trade and Commerce Office in any major city on earth.  The cost is standard everywhere, 5000 Credits good for one year and unlimited destinations.
Next is cargo, for simplicity sake acquiring cargo is easy so long as the cargo type is available in the city you are in.  If a city is an exporter of that type of resource then it is available.  Example Munce is an export of Mega-City One, therefore it is available for purchase.

Purchase price for the cargo is based on the Import Table Chart in the Black Atlantic supplement.  Using the above example our trader wants to purchase 10 tons of Munce.  It will cost him 10000 credits. (10x1000 per ton of Munce in Mega City One)
Since our trader has a valid license he does not need to use the black market.

Docking/Birthing Fee:  All ports charge a docking and berthing fee.  This fee covers space rental, on-loading and off loading of cargo, utilities service and minor vessel repairs up to 500 hit points.  Additional repairs can be made at a cost of 100 credits per point after the initial 500.  The Docking/Berthing fee per day is:
Medium:  100 credits

Large:   500 credits

Huge:  1000 credits

Gargantuan:  2000 credits

Colossal:  5000 credits

As can be seen staying at port for any length of time can be very expensive.  Fortunately modern longshoremen are nearly all robots and automated heavy lift cranes.  Generally a average port can unload 25000 tons per day.  Even at this massive rate the super huge mega-tankers can take nearly 2 weeks to unload!

Selling cargo:  Now the money!  Upon arriving in port the trader first checks the ports consumption for each type of cargo (if more than one).  This is done by rolling 2d10x1000.  Continuing with the above example our trader having simply a few tons of Munce is well within the consumption rate, but let’s say we have a hyper tanker with 250,000 tons of Munce.  The roll is 34x1000=34000 tons.  We will only be able to sell 34000 tons of Munce at the current rate.
 The rate is determined by first rolling 1d10x.20.  This will determine level of profit or loss.  The port may only be buying at a lower rate than the original purchase price.  Some factors can help this rate.
Modifiers:
Cargo:

 Food (Munce, Kelp)  +.2
Luxury Food (Beef, Pork Poultry, Lam, fruit) +5

 Oil +.5
 Petrochemicals +.5
 Uranium +.5
Manufactured Goods +.5

City recently experienced a major disaster or war:  +1

The purchase roll is 6x.20=1.2+.5 (Munce is food too)=1.7.  Base selling price 1.7(1000)=1700 credits per ton.  Thus 34000 tons x 1700 = 57,800,000.

Waiting for a better Price:  If the port isn’t buying at a profitable rate the ship can remain in port and not offload its cargo.  Every 4 days the trader can try the rate roll again, up to a maximum of 2 attempts.  Anymore than 2 attempts is price fixing and a crime punishable by seizure of cargo, ship and 15 years in the cubes for the captain and 10 for the crew.
  The ship must pay all berthing fee’s as normal.  Preservatives and refrigeration are advanced enough to safe guard against any spoilage of food items.

Flooding the market:  As previously determined the number of tons a city will buy is determined by rolling 2d10x1000.  A trader can double this amount by “flooding” the market with cheap goods.  The second consumption rate has no modifiers and has the same base as the first.  So if we sold 34000 tons initially our flooded rate will be 34000 tons as well.
Taxes.  Once the final purchase has been made, including any market flooding.  The port city receives its cut in Commerce Tax.  This tax is standard through out the world but can vary by as much as 1% in less hospitable cities, such those in South America or Africa.
  The Standard Rate is 2.5% of the cargos final established value.

Expenses:  Crew and fuel are the final expenses a trader captain must pay.  This expense is based on the following scale;

Medium:  5% of total cargo value
Large:   10% of total cargo value
Huge:  20% of total cargo value
Gargantuan:  25% of total cargo value
Colossal:  30% of total cargo value
Independent Trader Ships:
Sea Ray:  Light Freighter.  Size:  Huge  Defense Value: 4  Damage Reduction: 8

Hit Points: 750  Speed: 100 (boat)  Weapons: None  Crew: 15  Passengers:  4

Cargo: 500 tons

Cost:  275,000  legal to own

The Sea Ray is the standard privately owned independent trader ship.  It has a good cargo capacity, a small crew and has a small passenger capability.
Normally unarmed but it can be modified.

Skipjack:  Very Light Freighter.  Size:  Huge  Defense Value: 3  Damage Reduction: 6
Hit Points:  500  Speed: 115 (boat)  Weapons: None  Crew:  4  Passengers: None

Cargo:  10 tons

Cost:  150,000  legal to own

The Skipjack is a short range light freighter used for numerous short range cargo runs, usually between major cities and off shore bases or small countries.  Hundreds of these vessels cruise the waters of Caribbean Zone and Central America.  They usually do not make transoceanic voyages.  Due to their small size and quick speed they are often ignored by pirates.
Modifications:
Black Atlantic Sludge Refinery Module.  This is a much smaller scale version of the sludge cleaners found on anti-pollution ships except rather than clean or dissolve the sludge the BASRM refines it into a relatively clean fuel, usable for the ship.  Quantities of the refined petroleum are not in sufficient quantities to sell but more than enough that ship can operate for extended periods of time without refueling.  Subsequently ships equipped with this module have expenses cut by 50%.

Cost:  200,000+5% of ships cargo weight   Cargo Requirement:  25% of ships cargo capacity
Sludge Cutter Prow:  Hardened ceramic wedge shaped prow attachment that assists in slicing threw Black Atlantic sludge and flotsam and jetsam. (Treat as a ram from page 98 in the Judge Dredd Core Book)  The attachment can be installed at any shipyard and comes in a variety of colors.

Cost:  75,000+5% of ships cargo weight  Cargo Requirement:  none
In addition to above increases ship speed by +10 while navigating the Black Atlantic.

