
The Bon Vivant Invented by Malakai 

 

In a world full of adventuring, where sword-toting brutes, spell-slinging know-it-alls, religion-reciting priests, and 

sneaking rogues are the backbone, sometimes the normal forces simply cannot overcome an obstacle. 

This is where the Bon Vivant comes in.  Rich beyond belief, with charisma, affluence, and influence, the Bon Vivant 

strives to solve problems the way that they know best; throw money or charm at it until it goes away. 

 

Adventures: 

Adventuring?  How gauche… still, It beats another boring day sitting about the manor.  The Bon Vivant might go on an 

adventure to alleviate boredom, or they might be there to “protect and investment.”  With as much power and influence 

as the Bon Vivant wields, they don’t really need a reason to adventure, they simply do. 

 

Characteristics: 

Unlike other classes, the Bon Vivant does not have a primary characteristic invested in combat prowess or warfare.  

Instead, they have elevated monetary means, refined taste, impeccable manners, and charm to burn.  All of their abilities 

focus in this area. 

 

Religion: 

Who needs religion when you can buy the temple?  The Bon Vivant generally joins no religion, finding that buying and 

selling one’s way through life is entirely possible without a god behind you. 

 

Background: 
Bon Vivants are created in one of two ways; either they were born into their wealth, or worked for it the hard way.  

Regardless of how they reached it, the fact is that they have worked very hard to get to the point they are, although the 

definition of “work” is a bit fuzzy here… 

 

Races: 

There are Bon Vivants in every culture, although they all have different outlooks on life.  A human Bon Vivant might 

be effete and snobbish, while an Elven Bon Vivant might be a benefactor for the forest.  Meanwhile, the Dwarven Bon 

Vivant uses their money to support the clan, a Gnomish Bon Vivant uses the money for the pursuit of whatever whim is 

striking them at the moment, and the Halfling uses that same wealth to do gods-know-what.  And the Half-orc  Bon 

Vivant? You know how many big, crushing devices you can buy for that kind of cash and influence?  Still, the Half-orc 

is the least likely to be a Bon Vivant of any race. 

 

Classes: 

Anyone that has made a sizeable sum of money during their travels and adventures might be attracted to the (relatively) 

easy life of the Bon Vivant.  After all, what’s the point of killing the dragon if you’re not going to spend the treasure? 

 

Hit Dice: d4 

 

Requirements 
To qualify to become a Bon Vivant the character must meet the following requirements: 

 

Alignment: Any; Money falls where it may… 

Skills: Appraise (Int), +8 Ranks, Bluff (Cha), +8 Ranks, and Diplomacy (Cha), +8 Ranks. 

Feats: Negotiator and Persuasive. 

Special: Must possess at least 1000 gp, either in cash form or investment form. 

 

Class Skills  
The Bon Vivant class skills (and the key ability for each skill) are; Appraise (Int), Bluff (Cha), Craft (Any) (Int), 

Diplomacy (Cha), Gather Information (Cha), Knowledge (History or Nobility) (Int), Perform (Any), Profession (Wis), 

and Sense Motive (Wis). 

 

See Chapter 4 in the Core Rulebook 1 for skill descriptions. 

Skill Points at each additional Level: 4 + Int modifier 

 



Class Features 
All of the following are class features of the Bon Vivant: 

 

Weapon and Armour Proficiency: A Bon Vivant gains no additional proficiencies with weapons or armor.  

Note that wearing armour heavier than leather imposes a penalty to the ranger skills Climb, Hide, Jump, and Move 

Silently. Swim checks also suffer a –1 penalty for every 5 lbs. of armour or equipment carried. 

 
Flaunt: At 1

st
 Level the Bon Vivant gains the ability Flaunt.  This is the ability of the Bon Vivant to flagrantly and in a 

most extravagant fashion show off that they have a great deal of wealth and power.  This ability adds a competence 

bonus equal to the level of the Bon Vivant to all Charisma-checks, and checks made with skills that use Charisma as 

their base.  It may be used the listed amount of times per day. 

 
Reputation:  With wealth comes fame (or infamy) and with fame comes recognition.  The Bon Vivant gains a special 

“Reputation” score equal to 10 + their Bon Vivant level.  This score modifies the attitudes of those the Bon Vivant 

interacts with once per day as if they had succeeded at a Diplomacy check to make the attitude towards themselves 

better one time per five points of Reputation score.  Example:  Rignor the Bon Vivant has a Reputation of 14 (10 + Bon 

Vivant Level 4), and wishes to peacefully pass through the territory of a hostile bandit.  He meets a party of bandits 

whose initial reaction is initially Hostile, but thanks to his Reputation score, they are treated as being Indifferent (Two 

steps above hostile (14 divided by 5 rounded down equals 10)) for purposes of Rignor’s interaction with them. 

 

Business Interest: All play and no work break the bank and send the wealthy to the poorhouse.  At 2
nd

 Level, the Bon 

Vivant gains the ability to open a new business in a city that grants them a monthly income equal to 100 x their Bon 

Vivant level gp.  Once per month, they must roll a Charisma Check (DC 20) to make certain that the business is 

successful.  Should the check fail, the business falters and no money is gained that month. 

 

Ridiculously Affluent: The wealth of the Bon Vivant rivals that of the local ruler, to the point where he can ask favours 

of any man, woman, or child in the kingdom (with the promise of monetary recompensation, of course.)  Treat all initial 

reactions towards the Bon Vivant as Friendly when interacting directly with the Bon Vivant.  Additionally, at this level, 

the Bon Vivant may opt to build their own Castle or Keep wherever they see fit (subject to DM discretion) at the proper 

level of expenditure, and are granted the legal title of Lord (or a comparable title, depending on the campaign.) 

 

Table: The Bon Vivant 

 

Level Base  

Attack Bonus 

Fort 

Save 

Ref 

Save 

Will 

Save 

Special 

1
st
  +0 +0 +0 +2 Flaunt 1/Day, Reputation 

2
nd

  +1 +0 +0 +3 Business Interest 

3
rd

  +1 +1 +1 +3  

4
th

  +2 +1 +1 +4 Flaunt 2/Day 

5
th

  +2 +1 +1 +4  

6
th

  +3 +2 +2 +5  

7
th

  +3 +2 +2 +5 Flaunt 3/Day 

8
th

  +4 +2 +2 +6  

9
th

  +4 +3 +3 +6  

10
th

  +5 +3 +3 +7 Ridiculously Affluent, Flaunt 4/Day 

 

Moderator’s Notes:  Obviously, the first thing one notes about the Bon Vivant is that this class is not designed for 

combat in the least, unless you count bribing the enemy as combat.  However, when played in a campaign involving a 

great deal of intrigue and actual role play, this class is quite entertaining to play.  However, as stated above, the Bon 

Vivant is not a combat class, and never shall be. 

 


