Merchant

The Merchant… [flavour text still needed]

Select this advanced class if you want your character to harness the power of the powerful nations of the world and become a Merchant.

The fastest path to this advanced class is from the Charismatic hero basic class, but other paths are possible.

REQUIREMENTS

To qualify to become a Merchant, a character must fulfil the following criteria.

Skills: Bluff 6 ranks, Knowledge (business) 6 ranks, Sense Motive 3 ranks

Feat: Deceptive

CLASS INFORMATION

The following information pertains to the Merchant advanced class

Hit die

The Merchant gains 1d6 hit points per level. The character’s Constitution modifier applies.

Action points

The Merchant gains a number of action points equal to 6+ one-half his character level, rounded down, every time he attains a new level in this class.

Class skills

The Merchant’s class skills (and the key ability for each skill) are: Bluff (Cha), Diplomacy (Cha), Forgery (Int), Gamble (Wis), Gather Information (Cha), Intimidate (Cha), Knowledge (art, business, current events, popular culture, streetwise, technology) (Int), Profession (Wis), Read/Write Language (none), Sense Motive (Wis), Speak Language (none).



Skill Points at Each Level: 7+ Int Modifier

Table: The Merchant

Class

Level
BAB
Fort

Save
Ref

Save
Will

Save
Special
Defense

Bonus
Reputation

Bonus

1st
+0
+0
+1
+2
Silver tongue
+0
+1

2nd
+1
+0
+2
+3
False allegiance
+1
+1

3rd
+2
+1
+2
+3
Bonus feat
+1
+1

4th
+3
+1
+2
+4
Glib
+1
+2

5th
+3
+1
+3
+4
Expert in your field
+2
+2

6th
+4
+2
+3
+5
Bonus feat
+2
+2

7th
+5
+2
+4
+5
What you want
+2
+3

8th
+6
+2
+4
+6
Sow Distrust
+3
+3

9th
+6
+3
+4
+6
Bonus feat
+3
+3

10th
+7
+3
+5
+7
Suggestion
+3
+4

CLASS FEATURES

All of the following features pertain to the Merchant advanced class.

Silver Tongue

The Merchant may treat his Merchant levels as Charismatic hero levels for any talent where Charismatic hero levels are used (charm, favour, captivate, fast-talk, dazzle, taunt).

False Allegiance

A Merchant fits in with whatever group he chooses to be with. At 2nd level, the Merchant can successfully emulate an allegiance he knows about, passing himself off as a cutthroat among rogues, or a devout follower among priests. He gains the +2 circumstance bonus on Charisma-based skills when dealing with an individual of the same allegiance. The allegiance and its bonus are considered in effect until a check is failed, at which point the false allegiance is revealed. Supernatural and spell-like abilities that determine allegiance are not affected by this ability.

Bonus feats

At 3rd, 6th and 9th level, the Merchant gets a bonus feat. The bonus feat must be selected from the following list, and the Merchant must meet all the prerequisites of the feat to select it.

 Archaic Weapons Proficiency, Confident, Creative, Deceptive, Educated, Exotic Melee Weapons Proficiency, Iron Will, Martial Weapons Proficiency, Renown, Trustworthy, Weapon Finesse, Weapon Focus, Windfall

Glib

At 4th level, the Merchant gains the ability to spend an action point to retry a failed Bluff, Diplomacy, or Intimidate check.

Expert in your Field

At 5th level, the Merchant is considered to be a master of trading and social interaction, such that his reputation precedes him in dealings with others. He gains a circumstance bonus equal to his Reputation bonus when making skills checks that are directly involved with the Bluff and Sense Motive skills. In addition, the Merchant may add his Reputation bonus on Wealth checks for new purchases.

What you Want

At 7th level, a Merchant gains an uncanny insight into a target’s desires. The Merchant must speak with the target for a full minute. Thereafter, he makes a Sense Motive check (DC 20). Success indicates he has figured out what the target really wants or needs, even if the target has not said so explicitly. If the Merchant has access to the item (or can convince the target he can get access to it with a successful Bluff check), the target’s attitude towards the Merchant immediately improves by one step.
Sow Distrust

A Merchant of 8th level or higher can turn one character against another. The Merchant must spend a full-round action and know the name of the character he is attempting to persuade as well as the name of the character toward whom the target’s distrust will be directed. The target must be able to hear and understand the Merchant.

The target makes a Will save. The DC is equal to 10 + Merchant’s class level + Merchant’s Charisma bonus. If the target fails the save, her attitude toward the other designated character worsens by one step: helpful turns to friendly, friendly to indifferent, indifferent to unfriendly, unfriendly to hostile (see the Diplomacy skill). The target makes a Will save whenever the Merchant uses this talent against her. As long as the target continues to fail the Will save, the Merchant can continue taking full-round actions to worsen the target’s attitude toward a designated character. When the target’s attitude drops to hostile, she attacks the designated character.

A successful Will save doesn’t restore previous attitude shifts, but it does render the target immune for 24 hours to further attempts by the Merchant to sow distrust.

The Merchant can’t use this talent on his allies.
Suggestion

A Merchant of 10th level can alter the actions of a target by spending an action point and suggesting a course of activity (limited to a sentence or two). The suggestion must be worded in such a manner as to make the activity sound reasonable. Asking the target to do some obviously harmful act automatically negates the effect of the ability, although no action point is spent if this is the case. 

The target resists by making a Will save (DC = 10 + Merchant’s class level + Charisma modifier). If they fail, they must follow the suggestion to the best of their ability.

The suggested course of activity can continue for up to 1d6 + Merchant’s Charisma modifier hours. If the suggested activity can be completed in a shorter time, the ability ends when the subject finishes what it was asked to do. The Merchant can instead specify conditions that will trigger a special activity during the duration. If the condition is not met before the ability duration expires, the activity is not performed.

A very reasonable suggestion causes the save to be made with a penalty (such as –1 or –2), while an unreasonable (but not obviously harmful) suggestion gives them a bonus on the save (usually +1 or +2).

