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The Yeoman

The Yeoman is a replacement for the Commoner and Expert classes.  Kudos to Shogun Warrior, Shadowfoot, and Fading Suns.

                                                                                                         YEOMAN

Not everyone has extensive training swinging swords and slinging spells.  The vast majority of the people are common working folk, relying on their skills to earn a living.  The Yeoman is not an adventuring mercenary, a mysterious wizard, a divine crusader or a noble knight.  Instead, the Yeoman is the person behind the scenes – the person who repairs the mercenary’s armor, cooks the wizard dinner, builds the priest’s church and works in the noble’s fields.

Adventures:  Very few Yeomen are adventurers; that’s the whole point.  Sometimes a former Yeoman may answer the call of a life of danger, excitement and treasure; or sometimes necessity drives an ordinary person to undertake a legendary quest.  Yeomen may also be retired adventurers – settling down to run a tavern can be quite a welcome change for those who prefer to live to a ripe old age.

Characteristics:  Yeomen are hardy folk with only rudimentary combat training.  Most of their class benefits come in the form of skills and feats.  Yeomen also gain a special bonus to their chosen careers as they advance in levels, representing their mastery of the mundane.

Alignment:  Yeomen follow the alignment tendency of their race.  Since the vast majority of people are Yeomen, you could actually say that the alignment tendency of each race is due to the alignment tendency of their Yeomen.

Religion:  Most Yeomen follow the deity of their race or country, or some social deity such as Pelor.  Farmers may worship agricultural deities, and other Yeomen might follow craft-oriented deities or special patrons of their particular profession (such as a merchant worshipping Fharlanghn, god of roads).

Background:  Most people live in the same town where they grew up and adopt the same profession their parents had.  Others are apprenticed out to a master Yeoman, or receive special training from someone in a position of power (like a noble family).

Races:  Every race contains plenty of Yeomen.  Proportionally, more humans are Yeomen than any other class, and very few of them advance beyond 1st level.  In the other, longer-lived races, more individuals have the time and inclination to learn an adventuring class, and those that become Yeomen tend to advance to higher levels than human commoners.

Other Classes:  Yeomen feel most comfortable dealing with other skill-oriented classes, such as the bard, rogue, and fighter, and most also have a great deal of respect for the pious cleric.  Yeomen are often employed by arcane spellcasters, such as wizards and sorcerers, but do not relate well to the strange powers wielded by these individuals; indeed, much folklore encourages common people to distrust magic.  Less civilized classes, such as the barbarian, druid, and ranger, may or may not be accepted by Yeomen, based the type of society the Yeomen hail from.

Table: The Yeoman

	Level
	Base Attack Bonus
	Fort Save
	Ref

Save
	Will

Save
	Special

	
	
	
	
	
	

	1
	+0
	+2
	+0
	+0
	Career +1, Special training

	2
	+1
	+3
	+0
	+0
	Special training

	3
	+2
	+3
	+1
	+1
	Career +1

	4
	+3
	+4
	+1
	+1
	Special training

	5
	+3
	+4
	+1
	+1
	Special training

	6
	+4
	+5
	+2
	+2
	Career +1

	7
	+5
	+5
	+2
	+2
	Special training

	8
	+6/+1
	+6
	+2
	+2
	Special training

	9
	+6/+1
	+6
	+3
	+3
	Career +1

	10
	+7/+2
	+7
	+3
	+3
	Special training

	11
	+8/+3
	+7
	+3
	+3
	Special training

	12
	+9/+4
	+8
	+4
	+4
	Career +1

	13
	+9/+4
	+8
	+4
	+4
	Special training

	14
	+10/+5
	+9
	+4
	+4
	Special training

	15
	+11/+6/+1
	+9
	+5
	+5
	Career +1

	16
	+12/+7/+2
	+10
	+5
	+5
	Special training

	17
	+12/+7/+2
	+10
	+5
	+5
	Special training

	18
	+13/+8/+3
	+11
	+6
	+6
	Career +1

	19
	+14/+9/+4
	+11
	+6
	+6
	Special training

	20
	+15/+10/+5
	+12
	+6
	+6
	Career +1, Special training


GAME RULE INFORMATION

Abilities:  The Yeoman class encompasses a great variety of people from all walks of life and from many different careers and roles, each of which favors different ability scores.  A scholar or highly trained craftsman needs a high Intelligence, while more people-oriented professions require high Wisdom or Charisma scores.  Manual labor or life in a frontier environment often necessitates a high Strength and Constitution scores.  Dexterity benefits many types of performers and fine artist, as well as hunters, sailors and soldiers.

Alignment: Any.

Hit Die: d8.

Class Skills

The Yeoman’s class skills (and the key ability for each skill) are Appraise (Int), Climb (Str), Craft (Int), Diplomacy (Cha), Gather Information (Cha), Handle Animal (Cha), Heal (Wis), Jump (Str), Knowledge (all skills taken individually) (Int), Listen (Wis), Perform (Cha), Profession (Wis), Ride (Dex), Sense Motive (Wis), Speak Language (Int), Spot (Wis), Swim (Str), Use Rope (Dex), and Wilderness Lore (Wis).


Skill Points at 1st Level:  (6 + Int modifier) x 4.


Skill Points at Each Additional Level:  6 + Int modifier.

Class Features

The following are class features of the Yeoman.

Weapon and Armor Proficiency:  The Yeoman has practice with simple peasant weapons and tools, and so is proficient with the club, dagger, handaxe, heavy crossbow, light crossbow, light hammer, longspear, quarterstaff, sickle, short bow, shortspear, and sling.  The Yeoman is comfortable in heavy clothing, and so is proficient in light armor.  Note that armor check penalties for armor heavier than leather apply to the skills Balance, Climb, Escape Artist, Hide, Jump, Move Silently, Pick Pocket, and Tumble.

Career:  The Yeoman is a practical, carreer-oriented individual.  At first level, choose one career, such as mason, merchant, musician, or mercenary.  You gain a +1 competence bonus to all Appraise, Bluff, Craft, Diplomacy, Gather Information, Intimidate, Knowledge, Profession, Sense Motive, and Spot checks relating to your career or which involve other members of your same career.  Example careers, as well as checks which receive the bonus, appear below.  As a guideline, if the check is one that any person, from any career, might have to make, then it is too general for this bonus.

	Career
	Career-Related Activities

	Crafter (such as mason, blacksmith, painter, etc.)
	Appraising another’s work, buying raw materials, training apprentices, negotiating sales, recognizing famous crafters and their work, being recognized, Craft checks

	Farmer
	Buying supplies, supervising field hands, knowledge of crop cycles and weather, animal husbandry, repairing farm tools, Profession (farmer) checks

	Mercenary/Soldier
	Negotiating fees, understanding professional martial codes of conduct, combat training, knowledge of war and tactics, appraising another’s skill, appraising weapons

	Merchant/Businessman
	Negotiating prices, knowledge of trade routes and trade contacts, advertising, appraising merchandise, managing businesses, Profession (merchant) checks

	Performer (singer, actor, etc.)
	Working the crowd, getting publicity, getting a patron, composing new material, analyzing another’s routine

	Sage
	Finding clients, negotiating fees, sharing information with other sages, performing research, teaching, Knowledge checks relating to the sage’s area of expertise

	Servant
	Proper etiquette, remembering complex requests, anticipating people’s needs, knowledge of various housework and chores

	Thief
	Casing a joint, fencing and appraising stolen property, knowing how to avoid law enforcement, dealing with underworld connections


At 3rd level and every 3 levels thereafter, and at 20th level, the Yeoman gains an additional +1 bonus.  This may either be applied to a new career, or can be used to increase the competence bonus of an existing career by 1.  For example, a Yeoman with a career of servant reaches 3rd level.  He could increase his servant career bonus to +2, or he could gain a new career, such as cook, which would also gain a +1 competance bonus.

Special Training:  The Yeoman’s hard work and dedication are the key to his success.  At every level not divisible by 3, select one of the following benefits for the Yeoman:

Greater Skill Focus:  Select one skill for which you have the Skill Focus feat.  You now gain a +4 on all skill checks with that skill.  This bonus supercedes (does not stack with) the bonus from Skill Focus.  You may gain this benefit multiple times, selecting a different skill each time.

Skill Generalization:  Select one ability score.  You gain a +1 bonus to any skill check for any skill which has that ability as its key ability, provided you have at least 1 rank in that skill.  For example, if you chose Skill Generalization (Strength), and have skill ranks in Climb and Jump but not Swim (the three Strength skills), you would gain a +1 bonus to all Climb and Jump checks but not to Swim checks.  You may gain this benefit multiple times, selecting a different ability score each time.

Skill Mastery:  Select a number of skills equal to 3 + your Intelligence modifier. When making a skill check with one of these skills, the Yeoman may take 10 even if stress and distractions would normally prevent her from doing so. The Yeoman may gain this special ability multiple times, selecting additional skills for it to apply to each time.

Skill Training:  Select one skill which is not on the Yeoman’s class list.  This may be a skill which is normally exclusive to some other class.  That skill is now considered a class skill for the Yeoman.  Previously purchased ranks in the skill do not change, but from now on the Yeoman can purchase ranks in the skill using Yeoman skill points on a 1-to-1 basis, and the maximum ranks in the skill are 3 + character level for a non-exclusive skill or 3 + class level for an exclusive skill.  You may gain this benefit multiple times, selecting a different skill each time.

Technique Training:  You may gain any feat from the following list:  Alertness, Ambidexterity, Armor Proficiency (Medium), Armor Proficiency (Heavy), Dodge, Endurance, Expertise, Great Fortitude, Improved Initiative, Improved Unarmed Strike, Iron Will, Leadership, Lighting Reflexes, Martial Weapon Proficiency*, Mounted Combat, Point Blank Shot, Power Attack, Run, Shield Proficiency, Simple Weapon Proficiency, Skill Focus*, Toughness, Track, Weapon Focus*.  A Yeoman can select feats marked with an asterisk (*) more than once, but it must be for a different skill or weapon each time.  A Yeoman must still meet all prerequisites for a feat, including ability score, skill rank, and base attack bonus minimums, and the possession of other feats.  

