
    
    



    
            
                
                    
                        
                            
                                
                                    
                                    d20 RPG Objects Blood and Space Merchants, Pirates, and Smugglers.pdf

                                    (1372 KB)
                                    
                                        Pobierz
                                

                                
                                    
                                    
                                        








	
		
			
				
					
						BY 
					
				

				
					
						PAUL KING
					
				

				
					
						BASED ON ORIGINAL MATERIAL BY 
					
				

				
					
						CHARLES RICE
					
				

				
					
						SPECIAL THANKS TO
					
				

				
					
						ALAN DUDINSKY
					
				

				
					
						EDITOR
					
				

				
					
						CHARLES BAIZE
					
				

				
					
						COVER ART
					
				

				
					
						SCOTT CLARK
					
				

				
					
						INTERIOR ART
					
				

				
					
						V. SHANE 
					
				

				
					
						LAYOUT
					
				

				
					
						CHRIS DAVIS
					
				

				
					
						Requires the use of the d20 Modern Roleplaying Game, published 
					
				

				
					
						by Wizards of the Coast, Inc.
					
				

				
					
						d20 Modern and Wizards of the Coast are trademarks of Wizards 
					
				

				
					
						of the Coast, Inc. in the United States and other countries and are 
					
				

				
					
						used with permission
					
				

				
					
						‘d20 System’ and the ‘d20 System’ logo are trademarks of 
					
				

				
					
						Wizards of the Coast, Inc. and are used according to the terms of 
					
				

				
					
						the d20 System License version 6.0.  A copy of this License can 
					
				

				
					
						be found at www.wizards.com/d20.
					
				

				
					
						VISIT OUR WEBSITE AT:
					
				

				
					
						WWW
					
					
						.
					
					
						RPGOBJECTS
					
					
						.
					
					
						COM
					
				

			

			[image: 905021728.051.png]
			
			[image: 905021728.062.png]
			
			[image: 905021728.073.png]
			
		

		
			
				
					
						CHARACTERS
					
				

			

			
				
					
						INTRODUCTION
					
				

			

			
				
					
						Shell Therrin
					
					
						 
					
					
						shivered uncontrollably in the brig of the Valkyrie.  This is the way it was going to end.  
					
				

				
					
						On the prison colony Valhalla, set deep in the Valhalla Crater on Callisto, like they wanted it hidden away.  Umber 
					
				

				
					
						leaned over, nudging her with his shoulder, when she met his eyes, he smiled.  His face was so battered, missing several 
					
				

				
					
						teeth, and he looked ridiculous when he smiled, his mouth a bloody gash in his face.  She couldn’t help it.  She smiled 
					
				

				
					
						back.  She couldn’t believe him.  Umber Grey, ex-Gladiator, ex-Company “Fixer” (a polite term for an assassin), they 
					
				

				
					
						had been hardest on him, because Umber was one of them, and he had turned on them, but still, his spirits were high.  
					
				

				
					
						In four-point restraints on his way to a slow agonizing death.  The guards kept wondering how he would respond to 
					
				

				
					
						having that laser garotte he was so good with used on him loud enough for the occupants of the cell to hear, and Umber 
					
				

				
					
						was sitting there, coughing up blood, cheering her up. 
					
				

				
					
						Suddenly, Umber’s expression changed, hardened, as he stared ﬁxedly at the door.  Without letting his eyes leave the 
					
				

				
					
						door, he muttered under his breath “Get ready Shell, the ride gets bumpy from here”.
					
				

				
					
						“How could it get any worse?”, she thought to herself, as the ship rocked from the outside, knocked into a slow 
					
				

				
					
						slalom by a rocket impact.
					
				

				
					
						As a persistent thumping sound, like hailstones on a corrugated aluminum roof sounded from the roof, the door burst 
					
				

				
					
						open and the guard rushed inside.  “Looks like your friends are trying to bust you out ‘King Umber’, but they won’t....”, 
					
				

				
					
						and just like that the Company guard was on the ﬂoor, still.  Umber had braced back against the wall, and driven both 
					
				

				
					
						his feet into the guard’s stomach.
					
				

				
					
						Wide-eyed, the computer slasher asked, “Is he dead?”.
					
				

				
					
						Grim-faced, Umber looked down at the guard, and smiled  “Not yet.”, and brought his magnetic leg restraints 
					
				

				
					
						straight down in an axe-kick on the back of the guard’s neck.  A sick crack ﬁlled the small cell, and the guard slumped, a 
					
				

				
					
						widening pool of blood ﬂowing from his mouth and nose.
					
				

				
					
						Suddenly, a giant appeared in the doorway, one of those new “mauler” rewrites the Company was scaring the shit 
					
				

				
					
						out of everyone with.  Shell let out a small cry, they really were going to die.  But Umber was smiling.  “Have your men 
					
				

				
					
						taken the bridge yet?” was all he said to the brute.  The sounds of men screaming in agony could be heard from down 
					
				

				
					
						the hall.
					
				

				
					
						“Yes Sir Captain Grey.  Your daughter is changing the transponder codes on the bridge.  Want to rename her? The 
					
				

				
					
						Valkyrie is a pretty nice name.”
					
				

				
					
						“Valkyrie is their name.  Tell Serenity to change the transponder signal to the JSS John Brown.”
					
				

				
					
						The giant’s expression went blank, and he was clearly trying, in vain, to catch the reference before he looked stupid.  
					
				

				
					
						Frowning, he instead reached out with a massive hand and ripped the “unbreakable” magnetic shackles from Umber’s 
					
				

				
					
						arms and legs.  Laughing, Captain Umber Grey, leader of the Sons of Jove, the most hated and feared revolutionary 
					
				

				
					
						cell in the solar system, patted the huge monster on the back.  “Shell, explain the historical signiﬁcance of John Brown 
					
				

				
					
						to my boarding ofﬁcer please.”, then, in an introductory tone, as if he were introducing two co-workers at a Company 
					
				

				
					
						ofﬁce party, he brought her tiny hand in his gigantic hand together and said, “Goliath, meet our new Ops Ofﬁcer, Shell 
					
				

				
					
						Therrin.”
					
				

				
					
						She looked over to ask if he was kidding, but he was gone, heading, no doubt, for the bridge.  Looking up, she saw 
					
				

				
					
						that the creature, Goliath, was waiting for her to explain who John Brown was.  “Welcome to the revolution.”, she 
					
				

				
					
						thought to herself.
					
				

			

			
				
					
						Welcome to the second installment of the second 
					
				

				
					
						edition of RPG Objects’ Blood and Space supplement. 
					
				

				
					
						This book will focus on those who ply the spaceways 
					
				

				
					
						to make a proﬁt. Whether as an honest merchant 
					
				

				
					
						working for themselves or a company, a smuggler 
					
				

				
					
						working with illicit material or a pirate who steals 
					
				

				
					
						from any tempting target, this book is for you.
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						CHARACTERS
					
				

			

			
				
					
						CHAPTER 1: CHARACTERS
					
				

			

			
				
					
						Umber slowly
					
					
						 came awake, trying to remember where he was, and how he had gotten there.  He tried to sit 
					
				

				
					
						up, but he couldn’t move.  His body felt so heavy.  Then he remembered the Fixer.  There was a Fixer.  He was going to 
					
				

				
					
						kill him.  He had to get up or he was going to die.  Why was it so hard to think?  Umber began to thrash and jerk.  He 
					
				

				
					
						was tied down somehow.  Maybe the Fixer wanted to interrogate him before he killed him.  Maybe the sadistic bastard 
					
				

				
					
						just wanted to have a little fun before he killed him.  “That will be the day.”, Umber thought grimly, continuing to 
					
				

				
					
						thrash in his bonds, ignoring the sharp pain in his forearm.
					
				

				
					
						Suddenly, Umber’s limbs quit working, and a wave of calm seemed to ﬁlter through his mind.  “Calm.  Calm.  That’s 
					
				

				
					
						better.  So much rage within you.  So much pain.”  
					
				

				
					
						The voice was inside his head.  Umber closed his eyes, grimly reciting the mantra he had learned to drown out any 
					
				

				
					
						attempt to read his mind.  He’d be damned if some Company Psi was going to ﬁsh around inside his head.  Then, he saw 
					
				

				
					
						her, deep blue skin like deep still water, large oversized eyes, she was wearing a surgical gown, her smooth slick skin 
					
				

				
					
						furrowed in a look of concern. Her enormous bulk (she weighed 400 lbs if she weighed an ounce) somehow graceful 
					
				

				
					
						as she bent over him. A Euro.  Umber stopped struggling.  Euros were too good.  If this whale-bitch was working for 
					
				

				
					
						the Company, he might as well let her have whatever it was she wanted from his mind, rather than ﬁght, let her destroy 
					
				

				
					
						it while she “sifted” him.  The enormous blue face was split by a soft smile as he relaxed, hundreds of small plankton-
					
				

				
					
						eating teeth visible as a white picket fence in the expanse of her mouth.
					
				

				
					
						“Better. Calm. Calm.  No young  human, I do not work for human Company.  You have nothing to worry about.  If 
					
				

				
					
						you promise not to struggle or move too much  I will allow you to sit up. Agreed?”  Umber nodded.  He needed to ﬁgure 
					
				

				
					
						out where he was and how he was going to get out.
					
				

				
					
						Suddenly, his limbs obeyed his commands again.  Umber slowly sat up, eyes adjusting to the dimly-lit room.  
					
				

				
					
						Operating room?  Interrogation room? Torture chamber?  Umber winced as another sharp pain lanced his forearm.  
					
				

				
					
						Looking down, he saw the thin red line around his forearm.  Suddenly he remembered.  He had been set-up.  The Fixer 
					
				

				
					
						had been in the hotel room waiting for him.  How had they known he was there?  He just barely got his arm up in time 
					
				

				
					
						to stop the Laser Garotte from taking his head off.  The last thing he saw before the darkness was his arm come in half.  
					
				

				
					
						Clean.  No blood.  The wound of a Laser Garotte was cauterized instantly.
					
				

				
					
						“How did you...?”, Umber’s question was cut short, by a series of racking coughs.  His throat was so dry.
					
				

				
					
						Suddenly, there was a small glass of water at his lips “Drink human.  Drink.  You are still not well.  Your arm has 
					
				

				
					
						been reattached.  It was severely infected for many days.  You almost died many times.”
					
				

				
					
						The Euro smiled at him again.  “I am Doctor Ande’Eela, and this is my clinic.  Your friends are outside.  You are in 
					
				

				
					
						better hands than you deserve little human.”
					
				

			

			
				
					
						Skills:
						 Knowledge (tactics) 3 ranks
					
				

				
					
						Feats:
						 Personal Firearms Proﬁciency; Brawl or 
					
				

				
					
						Combat Martial Arts
					
				

			

			
				
					
						ADVANCED CLASSES
					
				

			

			
				
					
						and space ﬂeets. Most mercenaries prefer this work 
					
				

				
					
						as a source of ready cash, but mercenaries will also 
					
				

				
					
						occasionally be seen ﬁnding their own employment, 
					
				

				
					
						as pirates, criminals, and leg-breaking thugs.
					
				

			

			
				
					
						CLASS INFORMATION
					
				

				
					
						The following information pertains to the mercenary 
					
				

				
					
						advanced class. 
					
				

				
					
						Hit die: 1d10
					
				

				
					
						Action Points:
						 6+ one-half character level, rounded 
					
				

				
					
						down, every time the character gains a new level in 
					
				

				
					
						this class
					
				

			

			
				
					
						MERCENARY
					
				

			

			
				
					
						REQUIREMENTS
					
				

				
					
						To qualify to become a mercenary, a character must 
					
				

				
					
						meet the following criteria (the quickest path into this 
					
				

				
					
						class is through the Strong hero basic class)
					
				

				
					
						Base Attack Bonus:
						 +3
					
				

			

			
				
					
						Mercenaries are professional Marines who ﬁght not 
					
				

				
					
						for loyalty, or duty, or even for adventure. These 
					
				

				
					
						hard-bitten warriors are motivated by only one 
					
				

				
					
						thing: money. In lawless regions of the universe, 
					
				

				
					
						Mercenaries can be found supplementing local militias 
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						CHARACTERS
					
				

			

			
				
					
						Class Skills: 
						The mercenary’s class skills (and the 
					
				

				
					
						ability for each skill) are: Demolitions (Int), Drive 
					
				

				
					
						(Dex), Intimidate (Cha), Jump (Str), Knowledge 
					
				

				
					
						(current events, popular culture, streetwise, tactics) 
					
				

				
					
						(Int), Listen (Wis), Navigate (Int), Pilot (Dex), Read/
					
				

				
					
						Write Language (none), Speak Language (none), Spot 
					
				

				
					
						(Wis), Survival (Wis) and Swim (Str)
					
				

				
					
						Skill Points at Each Level:
						 3 + Int modiﬁer
					
				

			

			
				
					
						TABLE 1-1: THE MERCENARY
					
				

				
					
						Level 
					
					
						Base Attack 
					
				

				
					
						Bonus
					
				

			

			
				
					
						Fort 
					
				

				
					
						Save
					
				

			

			
				
					
						Ref 
					
				

				
					
						Save
					
				

			

			
				
					
						Will 
					
				

				
					
						Save
					
				

			

			
				
					
						Defense 
					
				

				
					
						Bonus
					
				

			

			
				
					
						Reputation 
					
				

				
					
						Bonus
					
				

			

			
				
					
						Special
					
				

			

			
				
					
						1st
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						+0
					
				

			

			
				
					
						Rage 1/day
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						+0
					
				

			

			
				
					
						2nd
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+0
					
				

			

			
				
					
						Tough Image
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						+0
					
				

			

			
				
					
						3rd
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						Bonus Feat
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						4th
					
				

			

			
				
					
						+4
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						Rage 2/Day
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						5th
					
				

			

			
				
					
						+5
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						Manhandle
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						6th
					
				

			

			
				
					
						+6
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						Bonus Feat
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						7th
					
				

			

			
				
					
						+7
					
				

			

			
				
					
						+4
					
				

			

			
				
					
						+4
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						Improved Tough Image
					
				

			

			
				
					
						+4
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						CLASS FEATURES
					
				

				
					
						All of the following are features of the mercenary 
					
				

				
					
						advanced class.
					
				

				
					
						Rage:
						 A mercenary can ﬂy into a rage a certain 
					
				

				
					
						number of times per day. In a rage, a mercenary 
					
				

				
					
						temporarily gains a +4 bonus to Strength, a +4 bonus 
					
				

				
					
						to Constitution, and a +2 morale bonus on Will saves, 
					
				

				
					
						but he takes a –2 penalty to Defense. The increase 
					
				

				
					
						in Constitution increases the mercenary’s hit points 
					
				

				
					
						by 2 points per level, but these hit points go away at 
					
				

				
					
						the end of the rage when his Constitution score drops 
					
				

				
					
						back to normal. (These extra hit points are not lost 
					
				

				
					
						ﬁrst the way temporary hit points are.) While raging, 
					
				

				
					
						a mercenary cannot use any Charisma-, Dexterity-, or 
					
				

				
					
						Intelligence-based skills (except for Balance, Escape 
					
				

				
					
						Artist, and Intimidate), the Concentration skill, or any 
					
				

				
					
						abilities that require patience or concentration, nor 
					
				

				
					
						can he cast spells or activate magic items that require 
					
				

				
					
						a command word, a spell trigger (such as a wand), or 
					
				

				
					
						spell completion (such as a scroll) to function. He can 
					
				

				
					
						use any feat he has except Combat Expertise, item 
					
				

				
					
						creation feats, and metamagic feats. A ﬁt of rage lasts 
					
				

				
					
						for a number of rounds equal to 3 + the character’s 
					
				

				
					
						(newly improved) Constitution modiﬁer. A mercenary 
					
				

				
					
						may prematurely end his rage. At the end of the rage, 
					
				

				
					
						the mercenary loses the rage modiﬁers and restrictions 
					
				

				
					
						and becomes fatigued (–2 penalty to Strength, –2 
					
				

				
					
						penalty to Dexterity, can’t charge or run) for the 
					
				

				
					
						duration of the current encounter.
					
				

				
					
						A mercenary can ﬂy into a rage only once per 
					
				

				
					
						encounter. At 1st level he can use his rage ability once 
					
				

				
					
						per day. At 4th level and every four levels thereafter, 
					
				

				
					
						he can use it one additional time per day. Entering a 
					
				

			

			
				
					
						8th
					
				

			

			
				
					
						+8
					
				

			

			
				
					
						+4
					
				

			

			
				
					
						+4
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						Rage 3/Day, Greater Rage
					
				

			

			
				
					
						+4
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						9th
					
				

			

			
				
					
						+9
					
				

			

			
				
					
						+4
					
				

			

			
				
					
						+4
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						Bonus Feat
					
				

			

			
				
					
						+5
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						10th
					
				

			

			
				
					
						+10
					
				

			

			
				
					
						+5
					
				

			

			
				
					
						+5
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						Soldier of Fortune
					
				

			

			
				
					
						+5
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						rage takes no time itself, but a mercenary can do it 
					
				

				
					
						only during his action, not in response to someone 
					
				

				
					
						else’s action.
					
				

				
					
						Tough Image:
						 Mercenaries make their living by 
					
				

				
					
						projecting a tough image, both to get more work, 
					
				

				
					
						and also to make their frequent jobs as bodyguards, 
					
				

				
					
						bouncers, and security easier. On a successful 
					
				

				
					
						Intimidation check (DC 10+ the level of his 
					
				

				
					
						opponent), a mercenary can make anyone of less than 
					
				

				
					
						half his level 
						shaken
						. The effect lasts for 1 round per 
					
				

				
					
						Intimidation skill rank plus a number of rounds equal 
					
				

				
					
						to his Reputation modiﬁer. This ability is a move 
					
				

				
					
						equivalent action.
					
				

				
					
						Bonus Feats:
						 Advanced Combat Martial Arts, 
					
				

				
					
						Advanced Firearms Proﬁciency, Alien Weapons 
					
				

				
					
						Proﬁciency, Armor Proﬁciency (heavy), Armor 
					
				

				
					
						Proﬁciency (light), Armor Proﬁciency (medium), 
					
				

				
					
						Armor Proﬁciency (powered), Brawl, Burst Fire, 
					
				

				
					
						Cleave, Combat Martial Arts, Exotic Firearms 
					
				

				
					
						Proﬁciency, Exotic Melee Weapons Proﬁciency, Great 
					
				

				
					
						Cleave, Improved Brawl, Improved Combat Martial 
					
				

				
					
						Arts, Power Attack, Renown, Sunder, Weapon Focus, 
					
				

				
					
						Zero-G Training
					
				

				
					
						Manhandle:
						 Mercenaries learn that when they are 
					
				

				
					
						in melee combat, they need to put their man down 
					
				

				
					
						quickly. This ability allows a mercenary to add one 
					
				

				
					
						and a half times his Strength modiﬁer to the damage 
					
				

				
					
						of a one handed weapon, and two times his Strength 
					
				

				
					
						bonus to the damage of a two-handed weapon.
					
				

			

			
				
					
						Improved Tough Image:
						 As Tough Customer, 
					
				

				
					
						except this ability also allows a mercenary to make 
					
				

				
					
						anyone of less than one-fourth his level 
						panicked
						. The 
					
				

				
					
						effect lasts for 1 round per Intimidation skill rank plus 
					
				

				
					
						a number of rounds equal to his Reputation modiﬁer.
					
				

				
					
						Greater Rage:
						 At 8th level, a mercenary’s bonuses 
					
				

				
					
						to Strength and Constitution during his rage each 
					
				

				
					
						increase to +6, and his morale bonus to Will saves 
					
				

				
					
						increases to +3. The penalty to defense remains at –2.
					
				

				
					
						Soldier of Fortune:
						 The character has become 
					
				

				
					
						a legend among his own kind. When dealing with 
					
				

				
					
						other mercenaries, the character gains a bonus on 
					
				

				
					
						all Charisma based skills equal to his Reputation 
					
				

				
					
						modiﬁer. If the character has the henchmen feat, 
					
				

				
					
						he gains +2 to his leadership score when recruiting 
					
				

				
					
						mercenary followers and sidekicks. Every time the 
					
				

				
					
						character has taken the Wealth or Renown feats, he 
					
				

				
					
						gains an additional +1 to his Leadership score.
					
				

			

			
				
					
						MERCHANT
					
				

			

			
				
					
						Merchants make their livings plying the spaceways. 
					
				

				
					
						These characters never care to spend much time in 
					
				

				
					
						port, because there is money to be made through 
					
				

				
					
						motion. A Hauler will stay in port just long enough 
					
				

				
					
						to sell his wares, and pick up any juicy rumors as 
					
				

				
					
						to what might be needed or in short supply further 
					
				

				
					
						along his route. These rough and tumble characters 
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						CHARACTERS
					
				

			

			
				
					
						are similar to depression era farmers, making their 
					
				

				
					
						livings as a family, isolated from the outside world. 
					
				

				
					
						They don’t usually make a lot of money, and most of 
					
				

				
					
						what they 
						do 
						make is sunk right back into the ship that 
					
				

				
					
						is a combination of home, workplace, and business. 
					
				

				
					
						Typically ships have been in families for many 
					
				

				
					
						generations, and are beaten, worn hulks that have been 
					
				

				
					
						added onto and altered again and again.
					
				

			

			
				
					
						his chosen market. The merchant gains this ability at 
					
				

				
					
						1
					
					
						st
					
					
						 level and a new Market at 4
					
					
						th
					
					
						 and 7
					
					
						th
					
					
						 levels.
					
				

				
					
						Ear to the Ground:
						 This ability allows the 
					
				

				
					
						merchant to make a Gather Information skill check 
					
				

				
					
						(DC 20) to ﬁnd out about a short-term opportunity 
					
				

				
					
						to make some quick cash. This gives the merchant a 
					
				

				
					
						one-time bonus to his Diplomacy skill to determine 
					
				

				
					
						the price of his next sale; +1 for every two by which 
					
				

				
					
						the skill check exceeds the DC. So, the merchant 
					
				

				
					
						might hear about a new computer system being 
					
				

				
					
						installed at the Pluto Observatory, and the 
					
				

				
					
						scientists need a ton of ﬁber optic cable *now* 
					
				

				
					
						to make it happen, not in 6 months when they 
					
				

				
					
						get their next supply run. If the PC could ﬁnd a 
					
				

				
					
						ton (or several) of ﬁber optic cable (requiring an 
					
				

				
					
						adventure), he would make a killing.
					
				

				
					
						Bonus Feats:
						 Banter, Black Market, 
					
				

				
					
						Charismatic Plus, Deceptive, Midas Touch, 
					
				

				
					
						Peacemaker, Renown, Rumor Monger, 
					
				

				
					
						Speed Dial, Well Connected, Windfall
					
				

				
					
						Money Talks:
						 As the merchant 
					
				

				
					
						becomes more successful he will ﬁnd 
					
				

				
					
						that mercenaries will be more willing 
					
				

				
					
						to work for him. The merchant adds 
					
				

				
					
						+2 to his leadership score when hiring 
					
				

				
					
						mercenaries. Each time the merchant takes 
					
				

				
					
						Renown or Wealth, he adds an additional 
					
				

				
					
						+1 to his Leadership score when hiring 
					
				

				
					
						mercenaries.
					
				

			

			
				
					
						REQUIREMENTS
					
				

				
					
						To qualify to become a merchant, a character must 
					
				

				
					
						meet the following criteria (the quickest path into this 
					
				

				
					
						class is through the Charismatic Hero basic class)
					
				

				
					
						Skills:
						 Diplomacy 6 ranks, Bluff 6 ranks
					
				

				
					
						Feats:
						 Trustworthy
					
				

			

			
				
					
						CLASS INFORMATION
					
				

				
					
						The following information pertains to the merchant 
					
				

				
					
						advanced class. 
					
				

				
					
						Hit Die:
						 1d6
					
				

				
					
						Action Points:
						 6+ one-half character level, rounded 
					
				

				
					
						down, every time the character gains a new level in 
					
				

				
					
						this class
					
				

				
					
						Class Skills: 
						The merchant’s class skills (and the 
					
				

				
					
						ability for each skill) are: Bluff (Cha), Computer Use 
					
				

				
					
						(Int), Diplomacy (Cha), Gather Information (Cha), 
					
				

				
					
						Intimidate (Cha), Knowledge (business, civics, current 
					
				

				
					
						events, popular culture, streetwise) (Int), Navigate 
					
				

				
					
						(Int), Perform (Act) (Cha), Pilot (Dex), Profession 
					
				

				
					
						(Wis), Read/Write Language (none), Sense Motive 
					
				

				
					
						(Wis), Speak Language (none)
					
				

				
					
						Skill Points at Each Level:
						 7 + Int modiﬁer
					
				

			

			
				
					
						TABLE 1-1: THE MERCHANT
					
				

				
					
						Level 
					
					
						Base Attack 
					
				

				
					
						Bonus
					
				

			

			
				
					
						Fort 
					
				

				
					
						Save
					
				

			

			
				
					
						Ref 
					
				

				
					
						Save
					
				

			

			
				
					
						Will 
					
				

				
					
						Save
					
				

			

			
				
					
						Defense 
					
				

				
					
						Bonus
					
				

			

			
				
					
						Reputation 
					
				

				
					
						Bonus
					
				

			

			
				
					
						Special
					
				

			

			
				
					
						1st
					
				

			

			
				
					
						+0
					
				

			

			
				
					
						+0
					
				

			

			
				
					
						+0
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						Market
					
				

			

			
				
					
						+0
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						CLASS FEATURES
					
				

				
					
						All of the following are features of the merchant 
					
				

				
					
						advanced class.
					
				

				
					
						Market:
						 The merchant has wholesale/retail contacts 
					
				

				
					
						in one particular world’s marketplace. His contacts 
					
				

				
					
						grant him a bonus of +2 to all skill checks associated 
					
				

				
					
						with trade (Bluff, Diplomacy, Gather Information, 
					
				

				
					
						Intimidate and Perform (act) are the primary skills) in 
					
				

			

			
				
					
						2nd
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						+0
					
				

			

			
				
					
						+0
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						Ear to the Ground
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						3rd
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						Bonus Feat
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						4th
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						+4
					
				

			

			
				
					
						Market
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						5th
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						+4
					
				

			

			
				
					
						Money Talks
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						6th
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+5
					
				

			

			
				
					
						Bonus Feat
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						7th
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+5
					
				

			

			
				
					
						Distribution Network
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						8th
					
				

			

			
				
					
						+4
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+6
					
				

			

			
				
					
						Market
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						9th
					
				

			

			
				
					
						+4
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+6
					
				

			

			
				
					
						Bonus Feat
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						10th
					
				

			

			
				
					
						+5
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+7
					
				

			

			
				
					
						Starship, Market Leverage
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+4
					
				

			

			
				
					
						BLOOD AND SPACE 
					
				

			

			
				
					
						PAGE - 5
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