PROFESSION SKILL PACKAGES








Fighter: Chosen Weapon group, Custom Fighting Style, Dodge, Parry, Knowledge: Famous warriors, choose 1: (Charioteering, Interrogation, Healer, Riding, Hunting, Streetwise, Tactics, Weapon smith)





Barbarian: Running, Chosen weapon group, Barbarian raiding tactics, Knowledge: raiding area, choose 2 :(Tracking, Navigation, Riding, Climbing, Streetwise, Dodge)


*pre-req* flaw: completely unfamiliar with city culture(3)





Swashbuckler: Courtier, Weapon group, Seduction, Tumbling, Knowledge:Swashbuckling code & famous swashbucklers, Swashbuckling fighting style


*pre-req* flaw: foolishly showy(3)





Knight: Courtier, Riding, Weapon group, Knowledge:Chivalrous code, choose 2:(Animal Handler, Oratory, Healer, Tactics, Dodge, Parry)


*pre-req* advantage: knight(2), advantage: well off(5), flaw: code of honor(2)





Leader: Weapon group, Tactics, Oratory, Knowledge: Military strategies & procedures, choose 2:(Courtier, Bureaucratics, Conversation, Charioteering, Interrogation, Healer, Persuasion, Riding, Hunting, Dodge, Parry)


*pre-req* flaw: obeys orders(2)





Duelist: Weapon group, custom fighting style, dodge, parry, Knowledge: all dueling styles & code, choose 1:(Acrobatics, Courtier, Healer, Weaponsmith)


*pre-req* advantage: ambidexterous(3), flaw: follows dueling code(3)





Gladiator: Weapon group, custom fighting style, dodge, parry, Grappling, Unarmed


*pre-req*  flaw: Social Status: Gladiator(2)





Ranger: Hunting, Tracking, Stealth, Weapon group, Knowledge: favorite area/terrain, choose 1:(Riding, Navigation, Healer, Shadowing, Tactics, Trading, Dodge, Parry, Nature Magic)





Wandering Priest: Oratory, Persuasion, Conversation, Knowledge: Their religion, Prayer, choose 1:(Acting, Riding, Courtier, Streetwise, Language, Healer, Trading, Holy Prayers, Healing Prayers, Purity Prayers, Prayers of Miracles, War Prayers)


*pre-req* advantage: Priest(3), flaw: promotes the faith(4)





Village Priest: Persuasion, Conversation, Healer, Knowledge: Religion, Knowledge: Local People, choose 1:(Animal Handler, Riding, Streetwise, Trading, Professions,  Holy Prayers, Healing Prayers, Purity Prayers, Prayers of Miracles)


*pre-req* advantage: Local Priest(2) flaw: protects his flock(4)





Witch Doctor/Shaman: Oratory, Acting, Healer, Knowledge: Religion, Choose 2:(Animal handling, Navigation, Riding, Hunting, Tactics, Tracking, Ventriloquism, Persuasion, Trading, Shamanism, Nature Magic)


*pre-req* advantage: Priest(3) flaw: superstitious(3)





Druid/Witch: Animal Handler, Healer, Hunting, Knowledge: Nature and terrains, choose 2:( Stealth, Streetwise, Shadowing, Tracking, Riding, Ventriloquism, Climbing, Tumbling, Nature Magic, Knowledge: specific area)


*pre-req* flaw: protects the wilderness(3)





Bard: Oratory, Acting, Courtier, Performance, choose 2:( Acrobatics, Disguise, Contortionist, Lip reading, Ventriloquism, Healer, Conversation, Seduction, Sleight of hand, Trading)


*pre-req* flaw: curious(2)





Scoundrel: Persuasion, Conversation, Acting, Disguise, choose 2:( Bribery, Gambling, Courtier, Lip Reading, Language, Oratory, Riding, Seduction, Streetwise, Trading)


*pre-req* wanted for questioning by the law(2)





Cutpurse: Sleight of hand, Streetwise, Shadowing, Dodge, choose 2:( Climbing, Concealment, Stealth, Gambling, Trading)


*pre-req* wanted for questioning by the law(2)





Burglar: Climbing, Lockpicking, Remove traps, Stealth, Dodge, choose 1:( Tumbling, Contortionist, Courtier, Lip reading, Shadowing, Streetwise, Trading)


*pre-req* wanted for questioning by the law(2)





Adventuring Wizard: Choose 1: ( Alchemy, Elementalism, Sorcery, Mysticism), Dodge,  choose 4 abilities in the magic of choice.





Adept: Spell Research, Obscure Language, Knowledge: History of magic, choose 1:( Alchemy, Elementalism, Enchantment, Sorcery, Mysticism, Arch-Magery), Magical Maneuvers, choose 1 ability in the magic of choice


*pre-req* age(2)





Hermit/Hedge Wizard: Hunting, Spell Research, Knowledge: local area, choose 1:( Alchemy, Elementalism, Sorcery, Mysticism, Arch-Magery, Enchantment), choose 2 abilities in the magic of choice


*pre-req* completely obsessed with field of study(3)





Apprentice: Choose 3 skills of original profession, choose 1:(Alchemy, Elementalism, Sorcery, Mysticism, Enchantment)


*pre-req* answers to mentor(2)





Wild Man: Hunting, Animal Handling, Climbing, Dodge, Weapon Group, Choose 1:( Tumbling, Riding, Navigation, Healer, Shadowing, Stealth, Tracking)


*pre-req* completely unfamiliar with normal society(3)





Sailor: Knowledge: Boats, Navigation, Knowledge: sailing procedures, Knowledge: Oceans & Ports, Choose 2:( Tumbling, Climbing, Gambling, Healer, Streetwise, Trading, Dodge, Weapon Group)





Order of the way: Tumbling, Swords, Parry, Dodge, Order Magic, Courtier


*pre-req* Order of the way code of living(5)


