Jack-of-all Trades

 
	Some people are just good at doing all the little things.  They are generalists instead of specialists.  These are people who may become a jack-of-all trades.  To put it best, the jack-of-all trades can fight (but couldn’t best a fighter), he can cast some spells (but couldn’t best a wizard), and he has many skills (though a rogue is likely to have more).  Bards and rogues naturally fit well with those who become a jack-of-all trades, though anyone who is intelligent probably could as well.


 
 
	Requirements

Skills(Ranks): At least 5 ranks in any 10 skills
Base Attack +4

	Hit Die: 1d6

	Skill Points: 6 + Int modifier

	Class Skills

Alchemy (Int), Appraise (Int), Balance (Dex), Bluff (Cha), Climb (Str), Concentration (Con), Craft (Int), Diplomacy (Cha), Disable Device (Int), Disguise (Cha), Escape Artist (Dex), Forgery (Int), Gather Information (Cha), Hide (Dex), Innuendo (Wis), Intuit Direction (Wis), Jump (Str), Knowledge (all skills taken individually) (Int), Listen (Wis), Move Silently (Dex), Open Lock (Dex), Perform (Cha), Pick Pockets (Dex), Profession (Wis), Search (Int), Sense Motive (Wis), Speak Language (Int), Spot (Wis), Swim (Str), Tumble (Dex), Use Rope (Dex)


 
 
	Level
	Attack
	Fort
	Reflex
	Will
	Special

	1
	+0
	+0
	+0
	+0
	Bonus Feat, New Skill

	2
	+1
	+0
	+0
	+0
	Special Talent, Increased Will Power

	3
	+2
	+1
	+1
	+1
	0-level Arcane Familiarly

	4
	+3
	+1
	+1
	+1
	Bonus Feat

	5
	+3
	+1
	+1
	+1
	Special Talent, Increased Reflexes

	6
	+4
	+2
	+2
	+2
	1st-level Arcane Familiarly

	7
	+5
	+2
	+2
	+2
	Bonus Feat

	8
	+6
	+2
	+2
	+2
	Special Talent, Increased Fortitude

	9
	+6
	+3
	+3
	+3
	2nd-level Arcane Familiarly

	10
	+7
	+3
	+3
	+3
	Bonus Feat, Fool’s Luck


 
	Class Features

Weapon and Armor Proficiency: simple weapons, light armor
 
Bonus Feat - The jack-of-all trades gains a free feat.
 
New Skill - The jack-of-all trades may select any skill not listed as a class skill and add it to the class skill list.
 
Special Talent - The jack-of-all trades may select one of following talents.  Each talent may be selected more than once.
+1 Base attack bonus (and gaining any extra attacks due to a higher base attack bonus)
+3 Fortitude saves
+3 Reflex saves
+3 Will saves
6 Additional Skill Points
Skill Mastery (identical to the rogue’s Skill Mastery ability)
 
Increased Will Power - The jack-of-all trades gains a +1 bonus to Will saves.
 
0-level Arcane Familiarly - The jack-of-all trades learns to cast 0-level arcane spells.  The number of spells learned equals 1 + the jack-of-all trades’ Intelligence bonus and must be selected from the Sorcerer/Wizard spell list.  The number spells that can be cast per day also equals 1 + the jack-of-all trades’ Intelligence bonus and his caster level is one-half his class level.  These spells are cast spontaneously like a sorcerer.  The number of spells known cannot be changed, but the number that can be cast per day can change if the jack-of-all trades’ Intelligence changes.
 
Increased Reflexes - The jack-of-all trades gains a +1 bonus to Reflex saves.
 
1st-level Arcane Familiarly - The jack-of-all trades learns to cast 1st-level arcane spells.  The number of spells learned equals 1 + the jack-of-all trades’ Intelligence bonus and must be selected from the Sorcerer/Wizard spell list.  The number spells that can be cast per day also equals 1 + the jack-of-all trades’ Intelligence bonus and his caster level is one-half his class level.  These spells are cast spontaneously like a sorcerer.  The number of spells known cannot be changed, but the number that can be cast per day can change if the jack-of-all trades’ Intelligence changes.
 
Increased Fortitude - The jack-of-all trades gains a +1 bonus to Fortitude saves.
 
2nd-level Arcane Familiarly - The jack-of-all trades learns to cast 2nd-level arcane spells.  The number of spells learned equals 1 + the jack-of-all trades’ Intelligence bonus and must be selected from the Sorcerer/Wizard spell list.  The number spells that can be cast per day also equals 1 + the jack-of-all trades’ Intelligence bonus and his caster level is one-half his class level.  These spells are cast spontaneously like a sorcerer.  The number of spells known cannot be changed, but the number that can be cast per day can change if the jack-of-all trades’ Intelligence changes.
 
Fool’s Luck - The jack-of-all trades may reroll any 1d20 roll.  However he must accept the result of the reroll even if it is worse than the original roll.  This ability may be used a number of times per day equal to 1+ the jack-of-all trades’ Charisma bonus.


