The Free Fleet Trader Prestige Class
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Networking

2nd
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Buyer Beware

3rd
+2
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+2
+2
The Word on the Streets (1/week)

4th
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+1
+2
+3
Professional Transporter

5th
+4
+2
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+3
Silver Tongue, Let’s Get Out of Here

6th
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+4
The Word on the Streets (2/week)

7th
+6/+1
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+4
+5
An Eye For Detail

8th
+7/+2
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+5
+6
How Do You Fire This Thing?

9th
+8/+3
+4
+5
+7
The Word on the Streets (3/week)

10th
+9/+4
+4
+6
+8
Trade Baron

The Free Fleet Trader (v 1.0)

Free Fleet Traders move from system to system (or city to city) selling various wares to whomever they can find.  They sell a wide variety of merchandise and can usually get a hold of certain items a person may want.  They often find themselves on the wrong side of the law and have to get away quickly, often due to selling defective merchandise.  Like most Free Fleet citizens, they never stay in the same place for very long.  Free Fleet Traders travel extensively and establish various contacts in certain places where they can learn about the surrounding area.  Trades also find themselves coming into contact with various alien races, something which usually helps them down the line when attempting to establish a trading agreement with other cultures.  The only limit to a Free Fleet Trader’s practices seems to be the dinosaurs of Cretasus.  Traders normally don’t stay in one place on the planet for too long, never long enough to have trade negotiations with dinosaur tribes, much less have any form of contact.  Traders are mostly content to try to get a profit from the dinosaurs either through the selling of the reptiles to zoos around the galaxy, or shooting them and selling their bodies for parts or food to small villages.

Hit Die: d6

Requirements

To qualify to become a dinosaur man, a character must fulfill the following prerequisites.

Alignment: Any nonlawful.

Citizenship: Must be a citizen of the Free Fleet

Appraise: 5 ranks.

Bluff: 5 ranks.

Diplomacy: 5 ranks.

Profession (trader): 5 ranks.

Special: Must actively participate in the trade and/or transport of goods from one location to another, whether it’s from planet to planet or from city to city on Cretasus.

Class Skills
The free fleet trader’s class skills and the key ability for each skill are Appraise (Int), Bluff (Cha), Craft (Int), Diplomacy (Cha), Disable Device (Int), Drive (Dex), Gather Information (Cha), Pilot (Int), Profession (trader) (Wis), Repair Device (Dex), Sense Motive (Wis), Speak language (alien and human languages only), and Use Technical Equipment (Int).

Skill Points at each level: 6 + Int modifier.

Class Features
All of the following are class features of the Free Fleet Trader prestige class.

Weapon and Armor proficiency: A Free Fleet Trader is proficient in all manual weapons, ballistic weapons, and light armor.

Networking: A Free Fleet Trader deals in a wide variety of goods, and whenever they don’t have the item you’re looking for, they can usually get a hold of it given a small amount of time.  A Free Fleet Trader with networking can make a Gather Information roll with a DC of 20 in order to find the item a customer is looking for.  They then must make a Diplomacy roll of DC 25 and pay one and a half times the cost in order to get a hold of it.  It takes 1d4+3 days for the item to come into the trader’s possession where it can be sold usually at three to four times its original value by the trader.  This is usually only done for black market or high technology items, because getting a relatively common item does not justify paying 1.5 times the price.

Buyer Beware: You must always beware when buying items from a Free Fleet Trader.  They are usually just as liable to break or explode as they are to actually work.  Fortunately, with ‘Buyer Beware’, the Trader is able to pass Defective merchandise off as merchandise in perfect working order, often by easily explaining cracks (“It’s part of the design”) or giving excuses for poor appearance (“That’s how they all look fresh out of the box”).  Free Fleet Trader’s are shysters who are never against passing useless equipment off on unsuspecting individuals.  Traders gain a +4 circumstance bonus to Diplomacy and Bluff rolls made when passing and selling defective merchandise off as goods in perfect condition.  They also do not allow appraisal by potential dopes in order to keep the charade up, though when they do allow appraisal and their ruse is discovered, they often blame the unwitting customer and force them to pay (“You broke it, you bought it”).
The Word on the Streets: Traders make use of their local contacts when getting info on places they visit to trade.  This helps them in staying one step ahead of the law, as well as knowing which goods would provide the most lucrative market.  Starting at 3rd level, the Trader may add a +15 bonus to any one Gather Information roll once per week.  At 6th level, they may do this twice a week and at 9th level they may do it three times per week.

Professional Transporter: Free Fleet traders are masters of moving goods from Point A to Point B.  They will usually use any way of transporting goods, be it cars, aircraft, spaceships, or, in the direst of circumstances, dinosaur pack mules.  The Trader gains a +5 circumstance bonus to all Drive, Pilot, or Ride rolls made when transporting goods (or sometimes people) from one point to another.  The Trader must be making some sort of profit in order to incur this bonus, because otherwise they don’t feel the need to hurry the goods to their destination.

Silver Tongue: Free Fleet Traders can often convince people that deadly poison is pure water simply through their incredible power of persuasion.  Once per day, the Trader may make use of their persuasive way of talking in order to add a +5 circumstance bonus to any one Charisma based roll.

Let’s Get Out of Here: Free Fleet Traders, like most Free Fleet citizens, never stay in one place for too long.  They often try to get away as quickly as possible once the brown stuff hits the fan.  As a result of their constant movement, the maximum vehicle speed of any vehicles the Trader pilots or drives increases by 30 feet, while their base speed increases by 10 feet.

An Eye for Detail: This character knows a deal when he sees one.  He is also able to tell when someone is trying to pass snake oil off as suntan lotion.  The trader gains a +4 circumstance bonus to Appraise and Sense Motive rolls in cases where the person they are talking to or trading with are being dishonest in some way, shape, or form.

How Do You Fire This Thing?: Free Fleet Traders encounter alien races often in their careers and occasionally come across a piece of alien hardware which they decide to use for themselves.  The Trader gains a weapon proficiency in one specific piece of alien equipment as a result of much trial and error (mostly error).  They do not need the minimum tech level required for the weapon, because they understand the basic set-up of it.  Unfortunately, due to it’s complex nature, the Trader incurs a -2 on to-hit rolls due to not knowing the precise way to operate the weapon.  You should discuss with your GM what weapon this can be and how you could come across it in your travels.

Trade Baron: You have finally mastered the art of negotiations and are highly successful at business dealings.  You probably have a few other merchants who already peddle goods for you bringing in even more profits for yourself.  Your time as a Free Fleet Trader have taught you even more tricks of the trade, the best way to make a sale, certain mannerisms which tell you if someone is lying or telling the truth, as well as being knowledgeable on the business end of things.  You gain a +3 competence bonus to Appraise, Bluff, Diplomacy, Gather Information, Profession (trader), and Sense Motive rolls.  You are what every Free Fleet trader strives to be.

