Jobs - 4.02


Jobs

   In the process of trying to create worlds in Fading Suns one of the most challenging aspects of telling stories was defining it’s economy. Creating a more defined and explained market was one half of that effort, defining the wages of people in the world is the other. The point of a jobs list was to create a baseline of scale of what incomes are at different social strata and works. It’s builds off the assumption that most people in the Fading Suns World are trying to attain an average wealth that would allow them to struggling raise a family or lead a life of single comforts. This is typography rather than a map. Don’t feel constrained that players must be paid these wages or even that NPCs should necessarily have these incomes. The Jobs list is meant merely as a tool to help GMs find the relative value different people in the Fading Suns worlds put on moneys and to give players a better sense of scale when they put a firebird on a counter. Hopefully it will help both players and GMs better define the role of characters in Fading Suns society.
Pay - Pay is the normal monthly income for a profession. This is not the standard paycheck of the profession but it’s average, the actual pay will vary slightly depending on the local economy. How and when a job pays the worker depends much on the type of work. For most jobs, pay waits at the accountant’s desk at the end of the work week, but those who are self employed make pay gradually for each sale or each client served, still others work in situations were pay can only be provided at the end of a contract or voyage. If you’re doing the math these wages may seem criminally poor, but bear in mind that the Fading Suns worlds are largely agricultural economies and food and shelter are very inexpensive compared to more expensive luxury goods.

   Normal monthly income includes any normal and predictable expenses in doing business. So a Guild Tradesman would expense the materials to ply his trade, replacement of any tools, market association fees and predictable bribes outside of their monthly pay, but things like Guild fees, living arrangements, groceries, and upgrading their shop tools or inventory would still need to be paid out of pocket as their expenses vary unpredictably. As well things like the economic impact of obtaining a reputation or taking a week of to go on a fool adventure may impact their pay as well. Pay shown is reflective of the typical wealth level (Shown in parenthesis) of someone in that position. You can work a job if you have a higher or lower wealth level but your pay will scale proportionately. For instance, a wealthy character could be a guild thug, but they would make in he neighborhood of 210 FB a month (21 FB, doubled up from Struggling and times 5 for Wealthy) and likely serve as the trusted right-hand man of a very powerful and ruthless guild boss, however they would command no more social standing than any other rank 0 guilder. At a GM’s discretion players who work in a given career may not be allowed to purchase or gain benefit from wealth above an appropriate level because there just wouldn’t be reason for them to be paid that much within the campaign.

   Pay is the wage an individual is paid not the cost of hiring someone to work for you. When you factor in contracting costs, possible room and board, the cut of a guild or agent, and possibly employment or contract taxes paid to the ruling family and or course the expense of materials and accommodations for them to do your work, you could be looking at paying twice the Pay of a position to have them work under you.

On Average - Means exactly that. The wages for many jobs are not fixed, especially in self employment. In some cases the worker can put in more time to make more money or in some, such as an artist they may go for months without a patron then receive a hug commission. Those that work in this manner often have side jobs or barter that help them make ends meet in lean times. Presume that the monthly pay for this position could vary +/- 50% in any given month.
Room and Board - The economy in the Fading Suns world isn’t very comfortable for most who have to endure it. Most jobs don’t pay a surviving wage so it’s not uncommon for employers to offer food and board as part of employment. The Standard of food and board is normally in fitting with the wealth of the position. So a rank 0 Shop Hand sleeps on a mattress roll in the store room and lives off porridge and scraps while a Rank 0 Playboy may live in a room of her brother’s richly appointed townhouse and wash down gourmet meals with rare vintages.

+Perks - Some work is partially paid in exotic opportunities or random gifts. For instance Guild Thugs often find themselves in the possession of belongings tenants left behind when evicted or get a bonus of something that fell off a truck. These little perks aren’t meant to be thought of as a monthly bonus so much as a chance for little fortunes to befall the character. A Perk will never be worth more than the monthly income for their job.

Layperson or Avowed: Many Church professions make a distinction persons who work under the restriction of vows or those that necessarily do not. Typically any person who reads sacred texts or handles liturgic materials must take vows of service. While most persons who handle money or deal with the law or the guilds are made to serve as laypersons to avoid conflicts of faith. Vows differ from Sect to Sect and even from job to job but generally Avowed persons are forsworn to loyalty to faith, respect of the articles of faith, duty to the flock and often vows of poverty, chastity, celibacy or silence. Just because someone is Avowed does not mean that they attend to those vows seriously. However, failure of their vows could mean dismissal from their position.

Nobles and Oath-sworn: Not everyone with the Nobility Advantage is actually of noble blood. Many of them are simply oath-sworn to serve a Noble House. Which is helpful because Sons and Daughters of the Lords of the Known Worlds can’t be expected to fetch their own breakfasts. The bulk of “Nobles” are actually oath-sworn free persons who support the nobility, wear their livery, but do not enjoy the same protections, empowerments and freedoms of Nobles. These jobs do not require the Nobility Advantage but the GM will likely assign a Patron Advantage in it’s place. This difference can become muddy in some cases. Technically if you have noble-blood or not every job in a Noble House swears and oath of fealty, but where jobs are concerned, being Oath-sworn is only relevant when it is your oath rather than your birth that makes you a member of a Noble Family. Common-blooded folk can be elevated into powerful positions within a noble’s cabinet but in these cases weather the person is Noble-blooded or not their office carries the station of nobility and is elevated above simple oath-sworn status to the Advantage of Nobility.

Serf Rank -1 Jobs

Serf - Serfs dig and stack and carry and do little of more complexity than that. Most are unskilled, gaining only minimal amounts of knowledge about how their labor fits into a bigger picture of work, some have some basic skills. In most of the known worlds it is not legal to educate or formally train serfs. They are paid just enough that denial of their pay is a punishment to be avoided. Pay (Dead Broke) 1Cr, R&B.

Slave - Slave is a vocation but not a paid one. Like Serfs they are mostly unskilled labor that do the heavy lifting for a Boss or Householder. Their use and ownership are strictly regulated by church and noble law and in the end they often lead more comfortable lives than serfs. Pay (Dead Broke) Nothing, R&B.
Rank 0 Freeman Jobs

Artist - Artists are technical workers in the arts. They may paint murals or portraits, sculpt monuments, or even compose music. Artists are always working on the completion of one piece while soliciting their next work so their pay can be inconsistent. Pay (Struggling) 20 FB on average.

Assassin - A professional murderer. Very rarely an amazing one. Most assassin are not shadow warriors and they don’t employ a thousand disguises. They are handy with a knife and good at getting close to people and getting away. The better assassins know enough about poisons or physic to make sure that their victims don’t get back up. Assassins are often wealthier but usually have a reputation and their face on wanted posters (Struggling) 25 FB on average.

Beggar - Hardly glamorous work but technically a profession. Beggars are surprisingly enterprising and holding a cup out for people to toss talons into is rarely the bulk of their income. Most are able to find a charity meal or free shelter. Many find temporary work as lookouts or snitches. Pay (Poor) 3 FB +Perks.
Agitator - This is a political or militant activist, typically working in teams most often working as shills of the agenda of more powerful forces. Agitators give impassioned speeches or vandalize public forums or rally crowds in pubs or social clubs through their persuasive arguments. A terrorist is just an Agitator from the point of view those in power. Most agitators make a living from donations of those that believe in their cause and so they are often also solicitors of donations. Pay (Struggling) 26 FB on average.
Boss - Bosses manage serfs and slaves in their labors. They maintain productivity and prevent escapes. They may manage a lord’s fishing boat, watch serfs digging in his mines or oversee his fields, or thousands of other vocations. Bosses are skilled enough at their work-crew’s duties that they can educate serfs at their vocation and recognize when a serf isn’t doing their job correctly. They are carrot-and-stick managers using simple methods to manage simple people. Bosses also see to the health and welfare of serfs or slaves. Pay (Struggling) 12 FB, R&B.

Confidence men Man - Con Men are distinguished from a hustler in that non of their enterprises are above board and most of them are much more profitable. Con Men employ elaborate scams to bilk the gullible into entrusting them with moneys or assets that they then vanish with. Confidence men have astonishing acting and fast talk ability as well as skills to support their various cons. Pay (Average) 43 FB on average.
Driver - An operator of a ground vehicle. Drivers are highly skilled at operating a auto coach, autowagon or even a hauler, and know their way around the local region but they don’t manage or maintain vehicles very often. Freeman Drivers usually work per delivery or on very short term contracts so their income can be a little inconsistent. Pay (Struggling) 20 FB on average.

Field Hand - Just as glamorous as you imagine it. Lands are assets that have to be utilized which means someone has to work them. Typically Field hands work with higher technology than serfs and often have a wider range of skills but the work is very similar. Pay (Poor) 4 FB, R&B.

Hustler - Hustlers take what work they can find, rarely respectable or glamorous work. The bulk of Yeomen fit into this trade, trying to make themselves more convenient than filling a role with a guildsman. Most have a well-rounded selection of skills but few are very talented at any of them. Pay (Struggling) 18 FB on average.

Miner worker - Just barely better than serf work. Miners break rock in cramped spaces, haul rocks and equipment and dozens of other back-breaking tasks around a mine. Freeman miners aren’t skilled prospectors, they don’t know much about mining equipment, they simply do what they’re instructed to do. This work is typically done by freemen because Nobles would rather not risk their serf‘s lives in a mine. Pay (Poor) 6 FB, R&B.

Peddler - Peddlers are small-end merchants, usually doing business outside of the market from the back of a cart or a food truck. They may sell ice door-to-door or sell cheap cookware from village to village. A Drug Dealer is just a more wealthy peddler. A lot of their business is done in barter which makes their income very inconsistent but occasionally gives them bargain deals on traded goods. Pay (Struggling) 18 FB, +perks, On Average.

Runner - In many cases it’s just not viable to spend money on technology to communicate. Runners carry messages either written or spoken, often across large cities. The most trusted carry payments or legal documents. Typically this work is done by children and if runners aren’t boarded by their employers then they are fed and housed by their family. Pay (Poor) 4 FB, R&B.

Scribe - In the world of Fading Suns, literacy is a rare enough trait that a man can make a very poor living at it. Scribes are usually uncommonly good writers, some know how to use Think Machines. Most just take dictation and transcribe documents. Pay (Struggling) 12 FB, R&B.

Shop Hand - Shop hands are little more than a human to watch the inventory and sweep the floor. Some are shown apprenticeship in the trade of the shop, most just hold the floor down and offer to go find the shop owner when a customer needs help. Pay (Poor) 4 FB, R&B

Thief - Thieves are professional acquirers of owned goods. Many are burglars breaking into homes, some are pickpockets or confidence men but all of them specialize in a methodology of taking things from other people. The work of a thief is always illegal and they tend to be discrete about how they conduct business in order to keep a low profile. Pay (Average) 45 FB on Average

Thug - In the world of Fading Suns, being a bit brawny is rare enough that a man can make a very poor living at it. Thugs intimidate others into respecting their employer’s interests. They rarely work with cool weapons or employ any kind of tactics. They mostly stand around and stare down anyone that looks like trouble. If the people who they persuade happen to drop their belongings then thugs consider it a gratuity. Pay (Struggling) 18 FB +Perks.

Whore - Nope, not a clever misnomer. It’s messy work and someone’s got to do it. Freeman Whores are at the bottom of their industry. Their work is as degrading as it is dangerous, but takes little skill and pays very well. Pay (Struggling) 10 FB, R&B.

Woodsman - These are professional wood-cutters and millers contracted by land-owners to turn forest land into resources that can be used or sold. In rare cases guildsmen tend to this work but often even they end up contracting freemen who are wood-wise, there‘s simply not enough money in the trade to draw the interest of a guild. Woodsman oversee the harvest of trees, their transport and their milling but rarely do much of the heavy lifting. They work closely with Bosses to keep peasant crews productive and to protect the health of the lord’s forests, and they maintain mill machinery. Pay (Struggling) 14 FB, R&B.
Rank 1 Freeman Jobs

Apothecary - This is a medical tradesman, typically a physik but the term is also applied to a Surgeon, herbalist or other specialist practitioner. Apothecaries work in their own storefront or in the employ of a hospital. Pay (Comfortable) 82 FB

Fence - A Fence is a merchant specializing in stolen and illegal goods. They purchase illegal goods (usually far below market value) and find buyers for their acquired goods. Fence work is universally outlawed so Fences tend to be especially cautious about who they do business with. Fences often find opportunities to purchase rare goods inexpensively and usually hold an inventory of goods they can’t move that can be used for bribes or gifts. Pay (Average) 40 FB +perks on average.

Forger - A forger is a crafter specializing in the illegal construction of regulated goods. They primarily craft false identification or fake currencies but specialist forgers often manufacture all manner of fake valuables. A Forger requires all of the craft of a scribe and the skill of an artist plus the cunning not to get caught. Pay (Average) 44 FB on average.

Matchmaker - Matchmakers are agents in the industry of marriage, hired by families who wish to arrange favorable marriages for their daughters. While their services are more commonly employed by nobles, tradition and a need for neutrality means that they typically are freepersons. Matchmakers require advanced perception and social ability not only to ascertain the value of a would-be bride but for the diplomacy to orchestrate her match. A well-known Matchmaker may find themselves traveling across a continent to do business. While it is unprofessional, poorer families often lavish Matchmakers with gifts and bribes to improve the odds of their daughters. Pay (Comfortable) 75 FB +perks.

Psychic Seer - A Psychic Seer performs a range of Weird services from foretelling futures to finding lost items or reading people. Seer businesses are highly illegal and pursued by the inquisition so a Psychic Seer is notoriously careful in who they meet and how publicly they use their powers. Some are little more than scam artists using tricks to bunk people into paying them for best guesses and showmanship. Pay (Average) 42 FB

Spy - Spies are everywhere and something that freemen oddly do very well since they have no connections that are uncovered if they’re caught. A spy isn’t much like the agents you see in the Magic Lantern shows. They are low key and avoid dangerous schemes that could upset their cover. They aren’t icy cool under fire and don’t often know Shaidan. They are exceptionally good at convincing people they belong where they are and can be trusted with information. Pay (Comfortable) 85 FB.
Tradesman - Tradesmen (term regardless of gender) engage in a skillset that requires no co-ordination or oversight. They are independent workers invested in their own venture, whether they sell craft goods in the Agora or own a High-Tech redemption shop. Tradesman’s independence mean that they need a wide selection of skills and that they tend to suffer unlucky misadventures more often than those that work in groups. More successful tradesmen may employ specialists that assist them and have a higher wealth level. Pay (Average) 40 FB on average.
Freeman Rank 2 Jobs

Pagan Cult Leder - A leader of a Giarti or other religious tradition. Cult Leaders must not only be charismatic leaders but knowledgeable in the theology of their cult and often it’s Theurgy. In addition to leading the ritual for the Cult’s religious gatherings, Pagan Cult Leaders perform the normal religious ceremonies of their community such as marriages, baptisms and funerary rights. Pay (Comfortable) 90 FB on average.
Rank 0 Guild Jobs

Apprentice - Some trades are simply too complex to enter without journeyman training. Apprentices perform menial work and janitorial service to a skilled tradesperson in exchange for training in their trade and very poor wages. To say that an apprentice’s work makes them envy the life of a slave is fair but the trade-off is valuable education in a trade Pay (Poor) 5 FB, R&B

Boss - Per Freeman Rank 0 Boss. Guild Bosses manage Serf’s supplied to facilitate contracts with a Noble or they manage slaves owned by the guild. Pay (Struggling) 15 FB, R&B
Clerk - In the world of fading suns there is little technology and vast bureaucratic powers. Any administration runs on workers behind counters that provide forms to fill out and collect fees for services, weather it’s a teller for the Reeve’s Bank or a Service Consultant at the Engineer’s Redemption Center. Pay (Struggling) 26 FB.

Constable - A slightly more glamorous version of the thug. Constables are armed and skilled law enforcement agents. They are highly skilled at stopping criminals and know enough procedural law to avoid making work harder for litigators. Pay (Poor) 25 FB.

Driver - Per Freemen Rank 0 Driver. Pay (Struggling) 25 FB.
Factory Worker - This is basic repetitive labor performing the industry of the guilds, working in refineries or manufacturing plants or shipyards. Factory Workers don’t perform complicated tasks or make decisions. They are shown an operation and they repeat it all day long. Pay (Struggling) 17 FB, F&B.

Field hand - Per Freeman Rank 0 Field Hand. Guild Field hands are often high-tech workers accustomed to using farm machinery or working in hydroponics farms and other advanced agricultural facilities. Pay (Struggling) 15 FB, F&B.

Laborer - For ever skilled Edificer Mason there are a hundred free hands digging ditches, carrying heavy materials around and knocking down walls with hammers. Most laborers aren’t skilled enough to build a shack but no structure in the known worlds could be built without them. Pay (Struggling) 21 FB.

Miner - Per Freeman Rank 0 Miner. Guild miners are more skilled with technology and can command better wages. They tend to be employed operating drills or pumps or driving vehicles for the mine. Their work isn’t any less backbreaking but because of the danger and discomfort of this job guild miners are paid handsomely. Pay (Struggling) 15 FB, F&B.

Naturalist - Naturalists are skilled foragers that find and collect wild-growing herbs and barks and even some minerals for medicinal or kitchen use. If they have access to free-hunting lands many of them also snare and track small game. Naturalist are the source of most alchemist and Apothecary supplies. A capable Naturalist is able to forage enough wild food to feed themselves while doing their job, but most spend at least a little more coin for field or fishing goods. Pay (Struggling) 17 FB, +perks.

Peddler - Per Freeman Rank 0 Peddler. Guild Peddlers are more typically employees of a merchant who works outside the agora running food carts or selling goods door-to-door in the city. Guild Peddlers tend to avoid business that involves barter. Pay (Struggling) Pay 22 on average.

Porter - A professional lifter and carrier of goods. Porters unload starships and load wagons. They move baggage through hotels and organize warehouses. Porter’s have a surprisingly robust skillset and deal with extraordinarily powerful people regularly. Pay 18 FB.

Runner - Per Freeman Rank 0 Runner. Guild runners tend to be more presentable and have a little command of Savior Faire. A guild Courier, delivering documents for signing or delivering purchased goods is just a more wealthy runner. Pay (Poor) 5 FB, R&B.

Scribe - Per Freeman Rank 0 Scribe. Pay (Struggling) 13 FB, R&B.
Shop Hand - Per Freeman Rank 0 Shop Hand. Pay (Poor) 5 FB, R&B.

Soldier - More common during the Emperor Wars but always employed. Soldiers are the most basic of troops. They are trained to brawl, use melee weapons, some are skilled with a rifle, all have been drilled in how to follow orders. In peacetime Soldiers typically serve as guards, watching over assets or controlling entry into buildings. Muster Mercenaries with their technology based skills, rounded training and just overall hugeness, would be a more wealthy version of the soldier. Pay (Struggling) 20 FB, R&B.

Thug - Per Freeman Rank 0 Thug. Guild Thugs tend to do more “take out the trash” work, clearing out tenants that can’t pay rent, bouncing people at nightclubs, helping troubled people find their way out of Guild neighborhoods. Pay (Struggling) 21 FB +Perks.

Whore - Per Freeman Rank 0 Whore. Whores in the employ of a Guild usually work in idealized conditions, usually for the Courtesans or Skraver guilds, and employ a variety of entertainment skills but ultimately the job is prostitution. Pay (Struggling) 24 FB.

Rank 1 Guild Jobs

Accountant - Accountants manage the finances of businesses weather they be a Barony or a Starship. Accountants are skilled at tracking down misplaced payments or missed receivables and are knowledgeable in obscure tax laws that protect the financial interests of their patrons.

Administrator. Pay (Average) 50 FB.

Agent - Agents represent those in power in business matters that are beneath their attention, usually in service to the Promotor‘s Guild but also the Reeve‘s Guild.. They market rental properties, buy rare antiquities, plan parties, or hundreds of other jobs that require a party with no conflict of interest and strong people skills. Pay (Average) 48 FB

Apothecary - Per Freeman Rank 1 Apothecary. Guild Apothecaries are typically members of the Engineer’s guild and usually either pharmaceutical or surgical specialists. Pay (Comfortable) 100 FB.

Ashtati - The Ashtati are bounty hunters licensed by the Muster Guild. They hunt criminals for reward just like any common freeman thug but the Ashtati are skilled investigators licensed to carry advanced technology and tend to bring down the larger bounties. Pay (Average) 55 FB on average.

Assassin - Per Freeman Rank 0 Assassin. Guild Assassins are able to command a few more firebirds due to their advanced skillset and familiarity with technology. Most are more well-rounded with social or High Tech skills to let them get close to their target. Most have skills to support a cover career that conceals where their income actually comes from. Guild assassins rarely contract for anyone outside of their guild with the exception of the Slayers minor guild who sell their services professionally. Pay (Average) 56 FB on average.

Brewer - Brewers are part artist and part Tradesman in service of the Brewers Guild or often the Skravers. They generally operate small distilleries in cities or towns but some are employed by nobles or even the church to brew for them. Pay (Comfortable) 96 FB, R&B +perks.
Chef - Chefs are the elite cooks in service of the Gourmand’s Guild. Unlike common slop stirrers they are schooled in high cuisine and masters of their trade. Most Chefs own their own restaurants in large cities some are in service to ranking Church officials or prestigious Guild officials.Pay (Comfortable) 95 FB +perks.

Courtesan - Courtesan are elite companions, usually in service to the Courtesan Guild. While the work they do is not unlike a whore’s they less seducers and more relationship builders. They are adept at etiquette, politics, and carousing and many are skilled musicians or storytellers. It is common for a Courtesan to engage their services to a client for weeks if not months and customary for clients to give them gifts near the end of their contract to try to court future work from them. Pay (Average) 52 FB, + perks.
Crewman - Beyond the glamorous bridge and engineering positions are a wealth of starship maintenance jobs that handled by crewmen. The work is largely cooking and cleaning and lubricating machinery but crewmen do run a variety of system’s checks to verify ship’s systems are operating correctly. Some are very mechanically adept. This position is also applicable to a sea ship’s crew. Pay (Struggling) 18 FB + R&B.

Fence - Per Rank 1 Freeman Fence. Guild Fences tend to work for the Skraver’s Guild although the guild does little to protect them if they are caught. Pay (Average) 46 FB on average.

Guild Esper - A Guild Esper is a psychic in service of the guild. They may be used to tip the balance in negotiations, find stolen goods or enforce Guild power by fear. Guild Espers are not well compensated but they do very little work for the money, often going whole weeks waiting to be called on. Pay (Average) 55 FB.
Herald - In a non-literate society it is common for people to be paid to announce information in public places. Heralds are liveried as a testament of the veracity of what they announce. Every large operation open to the public employs heralds to inform people of news and events. Cities usually employ teams of Heralds to ensure that messages are spread quickly. Heralds are also in charge of the postings to public notice boards. Pay (Struggling) 25 FB.

Investigator - Planetary authorities are able to find plenty of men that can serve on the constabulary but men who can analyze evidence in a crime or interview suspects are a rarer breed. The guild trains and contracts investigators to law enforcement. They also employ them internally to reduce corruption within their administrations. Pay (Average) 55 FB..

Librarian - Librarians are custodians of information for the guild. Most are technologically skilled and hold a great deal of esoteric knowledge. Very few work outside of the guild hall. Pay (Average) 45 FB.
Mind-Physik - A Mind-Physic is an Apothecary who specializes in a person’s mental well-being In service to the Oubliette Guild. Mind-Physiks are skilled in the Second Republic science of Psychology. Pay (comfortable) 95 FB.
Performer - A trained performance artist not to be confused with the buskers and clowns that work street corners for talons tossed in their hat. Performers play in orchestras or act on stage in passion plays or are courtesans to some of the most powerful people in the know worlds. Many are famous, all imagine they are. Pay (Average) 48 FB.

Pilot - Pilots operate airborn vehicles weather they are freight hoppers or the helmsman of a Shuttle. They are the custodians of incredibly expensive technology so not only are they masters at their specialization of piloting but they’re usually skilled at any of the positions that support them. A Pilot alternatively could be the helmsman of a large seagoing vessel. Pay (Average) 42 FB R&B.

Pedagogue - Pedagogues are instructors and evaluators in service of the Pedagogue Guild. Most serve as tutors for wealthy families to educate children in fundamentals but Pedagogues also contract as a neutral party to administer tests and evaluate the skill of persons seeking license or certification. Pay (Average) 50 FB.

Prospector - Educated professional mine workers usually in the service of the Prospector’s guild. Prospectors have a strong knowledge of geology as well as how to string electrical lighting or run pumps to drain groundwater. More wealthy Prospectors may be experienced in mine operation in the void or be skilled in mineral processing technologies. Pay (Average) 44 FB, R&B.
Purger - Purgers keep large cities and installations from drowning in their own waste. They repair sewer systems and operate water treatment plants, waste incinerators, composting facilities and recycling centers. Purgers often do the work of bosses, running gangs of peasant or freeman labor doing the muscle work of cleaning a city. Pay (Average) 55 FB

Scholar - Many guildsmen and guildswomen are employed strictly to amass learning and test theories. Most are employed by guild colleges but many do field research into commerce, technology, manpower, law, reclamation, or a variety of other topics relevant to League interests. Many scholars supplement their Guild funding with tutoring or consultancy within their field. Pay (Average) 50 FB.

Specialist -  Many Guildspersons are employed because of one or two skills they excel at. This is especially true of skills that are Guild patents. Specialists are employed by contract to perform their skill, such as a mechanic in a Skraver garage, a navigator for a Noble’s Starcraft or a maintenance worker for a town’s fusion plant. Pay (Average) 46 FB

Spy - Per Freeman Rank 1 Spy. Guild spies actually do have access to a lot of cool technology some are specialists in Think Machine hacking or high tech communication but most still use fundamental perception and people skills. Pay (Comfortable) 120 FB.
Supervisor - Distinguished from a Contract Manager by the absence of any real authority. Supervisors simply keep work in motion when a manager needs to be elsewhere. They help to wrangle apprentices and workers and nobodies in line but they don’t set the course or make any decisions that a Manager hasn’t set out for them. A supervisor could keep an engineer factory floor orderly or might manage the thugs and collect rent in a guild-operated housing tenement. Pay (Average) 46 FB.

Tradesman - Per Freeman Rank 1 Tradesman. Guild tradesmen have access to much better opportunities and financial assistance and are often more wealthy, owning their own places of business. A Tradesman could be a Charioteer flitter-cab proprietor, a Engineer volt-appliance repair shop owner, or a Skraver chandler that delivers fresh food out to remote dig sites. Pay (Average) 48 FB.

Rank 2 Guild Jobs

Agent - A member of the clandestine services of their Guild’s internal security. An agent could be a Charioteer Kilroy, a Muster Vigilman or a Reeves Auditor or a number of other guild enforcement agents. Most have some law enforcement power both within and outside of the guild that allow them to halt operations outside of the guild’s permission or to persecute trademark infringement. The later typically involves securing a writ from local guild leadership. Agents are solitarily capable operatives knowledgably in the enterprise of their guild and in Guild Law. Pay (Comfortable) 114 FB.
Advocate - Advocates are skilled practitioners of law used either to navigate legal complications in business or as legal representation in the courtroom. Advocates are masters in their specific field of law and adept public speakers. Advocates also often represent busy patrons in trivial business matters such as the leasing of property or the purchase of items. Income varies wildly depending on skill levels and skillset. A contract drafter at the Reeve‘s service counter makes a comfortable income, a (Wealthy) Noble Courts Trial Attorney makes more than some of their clients. Pay (Comfortable) 105 FB
Banker - Bankers are managers of the resources of the Reeve’s Bank. They evaluate the risk and set terms of loans to borrowers. Bankers are masters of evaluating the likelihood of a successful endeavor, knowledgeable in business and administration as well as the local economy. Bankers are also accountable for recovery efforts for loans that are in default and are empowered to call in collection efforts. Pay  (Wealthy) 240 FB.
Boatswain - A privileged position within the Charioteer’s Guild. The Boatswain is the arbiter between starships and ground interests at a Starport. They arrange contracts for passage or cargo, control information about persons or goods in transit and enforce Guild law in all civil matters at the Starport. A less than ethical Boatswain could make a fortune in bribes. Pay (Comfortable) 90 FB +perks.

Consultant - Consultants are hired outside of the guild to serve the interest of another faction as an adviser in a pertinent field. They are experts of their trade and capable in social skills. They may be a Muster serving in the court a Baron in his mining interests or a Reeve serving the offices of a Bishop to consult in matters of Guild Law. Pay (Average) 60 FB.

Contract Manager - Contract Managers do exactly what their name implies. They sell, negotiate, formalize, recruit, lead, file paperwork and complete contracts of their guild. Most are specialized in a particular fashion of project but they take the work where they can find it. They could be foremen for an Edificer construction project or a lead programmer for the construction of a massive database for a Noble house. The only commonality between Contract Managers is that their work is always temporary and they’re always looking for the next contract. Pay (Comfortable) 105 FB on average.

Merchant - A Merchant is a buyer and seller of goods that exploit’s the leverage of their guild or wealth or transportation connections to bring a purchased good to market at a better price. More powerful merchants sometimes leverage markets through monopoly. They do not manufacture products or sell them to the public in most cases but serve as intermediaries.. Merchants live by their mastery of the Merchant skill, their knowledge of markets and economy and their relationships with buyers and sellers. Most merchants have a huge inventory or a fattened Reeve’s account looking to acquire inventory. Craftsmen will often court merchants with gifts or small bribes to convince them to sell their goods. Pay (Comfortable) 80 FB on average, +perks.

Proctor - A proctor is an administrative manager within the guild, someone trained enough to execute the strategy of a consul or Dean and motivate skilled workers. A Proctor may govern the flight program of a Charioteer’s university or manage the Engineer’s offices that maintain the power grid of the city. Pay (Comfortable) 90 FB.

Professor - A professor is an expert of a skill relevant to a guild that teaches at a Guild university. Many professors spend their time working on experimental projects for The Guild to advance their technological edge or publish textbooks to train guildsmen. Pay (Comfortable) 105 FB.
Prosecutor - Prosecutors pursue criminal cases against offenders in the courts. They typically work in the Guild legal system but the Nobles or the Church often employ Reeve Prosecutors because of their uncommon skill at applying law. Pay (Comfortable) 100 FB.

Sergeant - These are the commanders of guildsmen engaged in the business of war, typically of the muster guild. They are rarely strategists but adept in tactics and steadfast in their leadership. Sergeants are field commanders and must possess all of the skills of the men they lead. This rank would also be appropriate for a flight commander for a fighter or combat flitter wing. Pay (Comfortable) 110 FB.

Rank 3 Guild Jobs

Collections Master - The Collections Master personally accounts for the guild fees of each member of their guild and all contracts that operate in their jurisdiction.  They track histories of payment, arrange audits to verify fees are being paid as expected and to detect any irregularities in operations. They may travel into the field to perform collections but generally they keep offices at the local guild hall. Collections Masters have the authority to call on investigation into any operation that doesn’t appear to be above board, but they don’t have the authority to take any action against delinquent payment of fees, they simply bring it to the attention of the regional manager, they also forward the names of guildsmen who are paying dues above expected for their rank to review for promotion. Pay (Wealthy) 250 FB
Judge - A judge oversees the a justice system for a large region They hear arguments, consult the law and decide faults and damages. They are appointed to the post specifically because of their integrity, but all men are vulnerable to persuasion. Pay (Wealthy) 240 FB +perks.
Master - The proprietor of a significant guild asset owned or managed by the Guild, be it a nightclub owner, the commander of a starship or the Master of pay for a mercenary company. Masters take great responsibility in the directorship of the asset and must be knowledgeable in it’s operation and maintenance. It is expected that a Master in service of their goods will make use of the assets they manage for personal gain so long as it doesn’t interfere with guild interests. Pay (wealthy) 270 FB +perks.

Strategist - Strategists are employed by the guild to overcome obstacles through planning and resource management. Typically they advise consuls on business strategy but they could just as easily plan raids for Muster Mercenaries. Every major guildhall has a strategist that analyzes the workings of the guild in the local market and advises the consul. Strategists are skilled intelligence analysts and leaders and widely knowledgeable in their trade. Pay (Comfortable) 125 FB

Rank 4 Guild Jobs

Captain - A captain is the owner of a significant Charioteer or Muster asset, typically a starship or a fighting force. In addition to leadership of their endeavor Captains are also planners skilled in business and the more technical aspects of their position. Many Captains also oversee the operation of other assets, managing Masters below them. Pay (Wealthy) 290 FB.
Rank 0 Church Jobs

Artist - Per Freeman Rank 0 Artist. Church artists are laypersons. Pay (Struggling) 12 FB, R&B

Boss - Per Freeman Rank 0 Boss. Church Bosses are laypersons. Pay (Struggling) 11 FB, R&B

Constable - Per Guild Rank 0 Constable. Church constables are laypersons in the service of the church but accountable to the courts. Pay (Struggling) 13 FB, R&B.

Driver - Per Freemen Rank 0 Driver. Church Drivers are laypersons. They typically work transporting important clergy or moving goods produced or purchased by their diocese. Pay (Struggling) 9 FB, R&B.

Initiate - Initiates are avowed general laborers within the temple walls. Most common people enter the service of the church as an initiate. They cook and clean and run errands for the clergy. They are versed in Church Etiquette and have some routine skills. Most learn the trade of clergy they serve under. Pay (Struggling) 10 FB, R&B

Lector - A Lector is a layperson student in Theology or Theurgy, consumed in the study of their sect. The church pays them a modest allowance in addition to their tuition. In exchange Lectors perform basic research and Initiate service to the temple library. Most Church facilities with a library have a Lector’s desk where these students volunteer their time to assist the public in searching for church information. Pay (Poor) 5 FB, R&B

Penitent Psychic - A Penitent Psychic has renounced sin and is avowed to serve to the Universal Church in service of it’s inteligencia or law enforcement. Despite choosing to play for the right team penitents are treated with great suspicion and shown little appreciation. Pay (Average) 32 FB, R&B

Runner - Per Freeman Rank 0 Runner. Church Runners are laypersons. Pay (Poor) 3 FB, R&B

Scribe - Per Freeman Rank 0 Scribe. Church scribes are normally extraordinarily talented artists as well, producing illuminated texts with ornate flourishes. Church Scribes are laypersons. Pay (Average) 30 FB, R&B.

Soldier -  Per Guild Rank 0 Soldier. Most church soldiers guard church valuables or serve the Brother Battle in their campaigns. On average their duties are less dangerous than Muster Troops. Church Soldiers are laypersons. Pay (Struggling) 16 FB, R&B.

Thug - Per Rank 0 Freeman Thug. Church thugs tend to serve as muscle to an Inquisitor or assist Avesti Pilgrims in bringing down heretics or even keep the peace in poorer church missions. Thugs are not investigators or even tactical fighters. They accomplish Church goals with intimidation and violence. Church Thugs are laypersons. Pay (Struggling) 12 FB, R&B.

Rank 1 Church Jobs

Acolyte - Acolytes, not to be confused with the Brother Battle rank, are avowed ritual assistants in mass and other associated rites. The bulk of their duties include preparing a temple for mass, participating in the processional and other duties associated with church services directly. Pay (Struggling) 16 FB, F&B
Apothecary - Per Freeman Rank 1 Apothecary. Church Apothecaries tend to be more focused on tending to the illness of the poor. They can be laypersons but all Amalthean Apothecaries are avowed. Pay (comfortable) 66 FB, R&B

Assassin - Per Freeman Rank 0 Assassin. Church Assassins serve their sect or the inquisition, quietly eliminating intractable opposition. They tend to be skilled enough at social pursuits to also serve as spies and favor the most discrete methods of taking down a target. All of the major sects of the Church decry the use of assassins but all five have them. Pay (Comfortable) 86 FB, R&B.
Callerer - A cellarer is an internal administrator, layperson or avowed, of the temple or Cathedral. They ensure that all bills are paid, larders are stocked, all offices have writing supplies, and the stables have oats and hay. They are also sent into the field to remind people when they are behind on their tithes. Cellarers are generally the intermediaries between the temple and the Guild when professionals must be contracted for services. Pay (Average) 36 FB, R&B.
Cantor - A Cantor is a choir leader and director, layperson or avowed, of temple musicians. Cantors are skilled singers and musicians and have some talent for musical composition. Pay (Average) 32 FB, R&B

Catechist - A Catechist is a layperson instructor to the public of how to participate in Church Rites. They prepare couples for wedding ceremonies, parents for baptisms and children for their first confession. They are part educator/part public outreach, charged with making the Church accessible to the public. They are often heavily involved in religious holiday celebrations. Pay (Average) 28 FB, R&B
Herald - Per Guild Rank 1 Herald. Church Heralds are laypersons. Heralds are instrumental in the operation of an order that has taken a vow of silence Pay (Struggling) 11 FB, R&B.

Investigator - Per Guild Rank 1 Investigator. Church investigators are mostly internal auditors and interviewers that verify that funds are being used thrift fully and that complaints filed about clergy and layity are investigated thoroughly but Inquisitors often keep investigators in their retinue as well. Church investigators are knowledgeable in bookkeeping and have a keen eye for detecting lies. Most opperate alone and are capable of handling themselves. Pay (Average) 46 FB

Lecturner - A Lecturner is in essence an avowed librarian, charged with acquiring and keeping custody of the theurgic vessels and the holy and academic books of a temple. However the church often takes this duty much further than a Guild would. Church Lecturners, especially those of the Eschaetonic Sect, are armed officers of the church that often track down thieves or perform other “security” work for the temple. There are strict Church Laws that govern what a Lecturner may do to protect the liturgic materials of a temple or cathedral. They could not, for instance, arrest someone who stole a church’s collection box but they could perform surveillance on anyone asking too many questions about the value of a temple’s copy of the Omega Gospels. Pay (Comfortable) 76 FB, R&B.

Novitiate - The Novitiate is a layperson within the Church that pursue a vocation for the sake of the church. They may be the brewer of a monastery or temple carpenter. They often organize initiates and other low ranking church personnel and ensures that tasks are completed. They are often entrusted to deliver sensitive messages between temples or to carry out the many other tasks that require a church representative but don’t require a ranking church official. Pay (Average) 30 FB, R&B.

Pilgrim - A Pilgrim is a layperson who has completed their Lectorship but forestalled taking vows in order to continue their studies in the secular world, securing a modest per diem from the Church. Most travel to holy sites or serve in apprenticeship to the position in the Church they wish to someday have. Avesti Pilgrims uniquely take on pilgrim missions to purge sinners from the flocks of the faithful. Pilgrims are often shown charity from those of their faith and can count on food and shelter from local temples as they travel. Pay (Struggling) 20 FB +perks.

Pilot - Per Guild Rank 1 Pilot. This would not be a Brother Battle combat pilot (See Oblate). Pay (Average) 32 FB, R&B

Sacrist - A sacrist is responsible for the care of vestments, liturgic vessels of a temple or monastery. The bulk of their work is shining and polishing and mending the sacred items. They are uniquely trained in the obscure lore of crafting and repairing sacred crafted works and ritual items. Their profession is avowed. Pay (Average) 35 FB, R&B

Spy - Per Freeman Rank 1 Spy. Pay (comfortable) 90 FB.

Theurgist - Theurgists are studied practitioners of the Theurgic Rites of their Sect. They are called on manifest the Weird workings of the Pancreator, very often in the service of an Inquisitor. Pay (Comfortable) 65 FB, R&B.

Witch hunter - Witch Hunters serve diocese or an Inquisitor in dealing with supernatural threats. The are not investigators or legates. They are given approval to hunt a rogue theurgist or psychic or monster and they go out and bring it down with their martial skills and knowledge of the occult. Pay (Average) 38 FB, R&B, +perks.

Rank 2 Church Jobs

Canon - A canon or Provost is an avowed clergyman focused on upholding the tradition and sacredness of Church Law and Theology. They are educators and philosophers of the teachings of The Prophet for their sect. Canons are also called upon serve as prosecutors in the courts of the Church. Pay (Comfortable) 70 FB, R&B
Chartophylax - The Chartophylax is a layperson record keeper and controller within a temple or other administration. They track all books, data files, contracts, and financial records and additionally validate the access to those documents. Sometimes in the more vast church libraries there are teams of Chartophylaxi organized under a Deacon or Illuminatus. Pay (Comfortable) 68 FB, R&B.

Church Knight - A Church Knight is an elite soldier in service of a Church Order. Most are of noble birth but many are elevated to their station sponsored and educated by the Order, and all are avowed to their order. Knights are typically granted authority to wield more restricted arms and armor in the service of their Church. Knights are also often granted writs of authority of their Order that grant them law enforcement powers or limited authority to act in the Church’s stead. Pay (Comfortable) 75 FB, R&B.

Confessor - Confessors are avowed clergy employed by powerful persons in society that cannot regularly attend confession, usually at the insistence of the Church or in accordance with it‘s law. They travel to remote locations or in the entourage of a Noble, making themselves available at any hour to provide confession but also providing spiritual guidance when asked. Pay (Comfortable) 65 FB, R&B.

Friar - A Friar or Almsman is a Canon that serves a small community  as a confessor and minister. Friars by design live off of donations from their communities or alms in their travels but many attach themselves to the service of a temple or Noble household to provide steady income. Pay (Comfortable) 72 FB, R&B on average.

Nementona - A combination of a Vicar and an Apothecary within the Amalthean Faith. Nemontona are sacred healers concerned not simply with restoring health to the body but restoring strength to the spirit and community. Pay (Comfortable) 76 FB, R&B.

Oblate - An Oblate is simply a clergyman that serves the church outside of the formal structure of temple and cathedral. They are usually chartered with a special project like the manager of a soup kitchen or a children’s orphanage or else a Brother Battle black operations soldier. Oblates draw income and resources from the Deacon they serve under and typically manage a number of subordinates that serve their aims. Obates are typically laypersons but in some specific instances they take vows. Oblates have a reputation of scandal as they control a largely unaccounted cash flow and the Church keeps a close eye on their operation. Pay (Comfortable) 72 FB, R&B.
Vicar - A Vicar is an avowed administrator of a church facility be it an Orthodox cathedral or an Avesti Pilgrim Commune. Vicars plan and budget daily operations, observation of religious holidays and community activities. They are accountable for the productivity of the facility they oversee. Pay (Comfortable) 70 FB, R&B.

Rank 3 Church Jobs

Brother Battle Acolyte - An Acolyte of the Brother Battle faith is an avowed field commander of troops organizing exercises or combat. Brother Battle Acolytes additionally serve the role of a traditional acolyte during high masses and the private sectarian rites of the Brother Battle faith. They are also in charge of commanding Muster troops when employed. Pay (Comfortable) 90 FB, R&B.
Curate - A Curate or Rector is a subordinate to the Priest of a Parish. It is a role traditionally assumed by Deacons or Canons in preparation for the priesthood. Curates are delegated the responsibilities of the Priest managing the day-to-day operations of temples or monasteries. Curates preside over low mass at the temple and often represent Parish interests in the Noble Court. Most Curates have taken vows, in some odd roles within the church they are required to remain laypersons. Pay (Wealthy) 190 FB, R&B.
Deacon - A Deacon is the administrator of an endeavor of their church, be it an effort to feed the poor of a city or to provide education about the dangers of technology. In a Church-run legal system a Deacon would serve as Sheriff of the courts.  A Deacon would not oversee a church asset like a farm but may be leading overseeing farming for a Bishop’s diocese with several Vicars overseeing various church farms reporting to him. Deacons are by necessity all laypersons. Deacons have a reputation of scandal as they control a largely unaccounted cash flow and the Church keeps a close eye on their operation. Deacons are often offered extravagant gifts by guildsmen hoping to sway church contracts their way. Pay (Wealthy) 175 FB, R&B +Perks.

Illuminatus - Is an avowed religious researcher, entrusted with the awesome responsibility of verifying that documents or evidence of the early church are indeed canon. They often work in elaborate research projects employing teams of lectors and are closely overseen by both their Church and the Inquisition. The Eschaetonic Order has a disproportionately large number of Illuminatus, and it is a typical career move in their sect to pursue this career for some time. Pay (Wealthy) 185 FB, R&B.

Judge - Per Guild Rank 3 Judge. Ecclesiastic Judges only serve in Ecclesiastic Courts. Ecclesiastic Judges are avowed. Pay (Wealthy) 180 FB, R&B +Perks.

Kavi - Kavi are the spiritual leadership of an Amalthean Parish. They preside over all masses at their temple and provide spiritual guidance for all clergy under their care. Pay (Wealthy) 186 FB, R&B.

Order Marshall - A Marshall of a Church Order is the military leader of a team of knights. In addition to the duties of a Church knight the Marshall is in charge of dorming and arranging travel for his team. An Order Marshall is also the disciplinarian of the knights in his service and expected to make right any wrongs they carry out. Pay (Comfortable) 102 FB, R&B.

Rank 4 Church Jobs

Inquisitor - An Inquisitor is an avowed Priest of the Inquisition, charged with rooting out the corruption of darkness investigating it and purging it. Inquisitors operate with very little oversight and massive jurisdiction. They are competent solo operatives but typically work with a large retinue that provide specialized service in their investigations. Inquisitors are given wide berth in their authority to command church resources without oversight. Pay (Very Wealthy) 815 FB, R&B +Perks.
Order Grand Marshall -  A Grand Marshall of a Church Order is the Military leader of a region the co-ordinate multiple teams of knights of their orders to make sure temples and personages of their order are protected from threats and to investigate threats to Church and faith. If the order is called to war the Grand Marshall serves as a military leader of all knights in their region. Pay (Very Wealthy) 780 FB, R&B +Perks.
Priest - A priest is the director of all Sect activity within their Parish. They oversee the collection of tithes, organize Deacons in their individual endeavors and preside over high mass at the Parish Temple. They administer the vows of lesser clergy. Pay (Very Wealthy) 800 FB, R&B.
Prithvi - Is a role similar to Priest in the Amalthean faith but the role is more hands-on. They are directly involved in all operations of an Amalthean Parish down to the education of Novitiates and Acolytes. Privthi do not officiate mass but they advise and counsel their Kavi on how mass should be held. Pay (Very Whealthy) 850 FB R&B.
Rank 0 Noble Jobs

Constable - Per Guild Rank 0 Constable. Noble Constables are oath-sworn to the service of the house and work for the offices of the sheriff upholding the laws of their province. Pay (Struggling) 17 FB, R&B.
Driver - Per Freeman rank 0 Driver. Noble Drivers are oath-sworn drivers in the employment of a noble either as chauffer or as part of their administrative needs. Drivers that serve a lords farms or industry are more likely contracted guilders or freemen. Pay (Struggling) 15 FB, R&B.

Householder - A noble’s household requires a good deal of work to be kept comfortable. Estates employ Maids, cooks, workmen, stable boys, gardeners, and all manner of simple craftspeople, all oath-sworn in fealty to the house. (Struggling) 11 FB, R&B.

Scribe - Per Guild Rank 0 Scribe. Normally Noble scribes are oath-sworn employees. Pay (Struggling) 15 FB, R&B.
Soldier -  Per Guild Rank 0 Soldier. Noble Soldiers are Oath-sworn in service of their landed lord. Pay (Struggling) 20 FB, R&B.

Rank 1 Noble Jobs

Assassin - Per Freeman Rank 0 Assassin. Noble Assassins (If an assassin could be said to be Noble) are fiercely loyal to their house and most see their duty as the supreme expression of service to their family. Noble Assassins rarely use guile to get close to a target, and most are finicky about backstabbing or even ambushes. They would prefer to look their victim in the eye and kill them through superior ability. Noble Assassins pointedly do not make their kills look accidental and are usually directed to take down a target with a specific method to send a message. Most Noble Assasins are of Noble Birth, with a handful being oath-sworn specialists. Pay (Average) 50 FB.

Exiseman - Excisemen are where the rubber meets the road in taxes. Their work is not pleasant or well-paid but they have an enormous amount of power for their position. Some excisemen manage toll booths others investigate irregularities in tax payments, performing audits and reviewing the books of businesses or even powerful nobles. All excisemen are oath-sworn servants of the house. It is common for exisemen to have discretionary power to command soldiers to enforce the lord’s right of taxation. Pay (Average) 42 FB.

Gamekeeper - Also referred to as a ranger. Gamekeepers oversee hunting lands of a Lord or Lady. They ensure that poachers aren’t stealing game and they watch for other threats to the livelihood of game animals. Most Gapekeepers are oath-sworn employees of the lord who’s land they oversee, a rare some are lesser nobles with formidable skills and typically higher wealth. Pay (Struggling) 20 FB, R&B.

Herald - Per Guild Rank 1 Herald, Noble Heralds often travel across their Fiefs to make announcements. Noble Heralds report to the Seneschal or directly to lesser nobles. Heralds are oath-sworn employees of the house. Pay (Struggling) 18 FB, R&B.
Household Master - These are the few leadership positions in a noble’s estate. Any home with more than three servants will have a Lord’s man. Some will have a Master of the kitchens or Master of the Stables, or Master of Grounds and Gardens. Very large estates will have multiple butlers managing household duties that report to the Lord’s Seneschal. Household Masters are oath-sworn employees of the Lord of the house. Pay (Average) 36 FB, R&B.

Investigator - Per Guild Rank 1 Investigator. Noble Investigators also tend to patrol their lands enforcing the law and attending to problems in remote villages. Most Investigators are oath-sworn to the house, however it is not uncommon, especially among the Li-Halan for petty nobles to be posted to these positions. Pay (Average) 48 FB, R&B.

Pilot - Per Guild Rank 1 Pilot. These are not fighter pilots of the noble ranks, see Knight. These are Oath-sworn airmen or sea navigators in service of a noble. Pay (Average) 44 FB, R&B.

Playboy - Many Nobles just can’t or won’t find vocations that match their skills. They are still of Noble birth and still stand in a line of succession so no matter how disappointing they are, they must be looked after. So they are issued an allowance. Playboys make a good effort at giving nobles a bad name. They carouse and pursue scandal. Some actively seek to be the target of gossip. Some legitimately have earnest ambitions but cant find supporters or resources to put them in motion so they drink and whore until they can make an opportunity. Pay (Average) 30 FB, R&B.

Royal Guardsman - The Royal Guard is the elite guard of a Duke or higher-ranked noble often lent to lesser nobles. They are trained elite oath-sworn soldiers with unique and often flamboyant uniforms. Pay (Average) 45 FB, R&B.

Spy - Per Freeman Rank 1 Spy. Despite what you read in spy novels, Nobles of any real power don’t really become spies, they’re far to recognizable to pass unnoticed  Spies  are oath-sworn to the service of a noble house or are of noble birth and either too unimportant to be recognized or  adept enough at disguise to pass unrecognized. Pay (Comfortable) 125 FB.

Squire - A Squire is a personal assistant to a noble and ideally an apprentice to their art. Squires wear their noble’s personal livery and act as an extension of their lord or lady. Most squires serve at the side of knights, fetching them food, delivering their messages and helping them with their mount, weapons and armor but many squires serve nobles at court, learning intrigue and politics where they thrive. Pay (Average) 42 FB, R&B.

Village Headman - The grand majority of villages in the Known Worlds are too small for nobles to bother with. Most are led by a headman. A Village Headman doesn’t manage a village, he ensures his Noble’s instructions are carried out and reports regularly to his local lord. Village Headman can be a position held by an oath-sworn employee of the local landed lord but often these positions are filled by petty nobles. Pay (Average) 48 FB, R&B.

Rank 2 Noble Jobs

Knight - A knight is an elite soldier in service of a Noble. Most are of noble birth but many are elevated to their station. Knights are typically granted authority to wield more restricted arms and armor in the service of their lord including fighter craft or other war machines. Knights are also often granted writs of authority of their patron noble that grant them law enforcement powers or limited authority to act in the noble’s stead. Pay (Comfortable) 100 FB, R&B.
Lord - Lord is a petty Courtier in a Noble hierarchy. They may oversee a Noble’s secret police or lead the wing of his fighter squadron, or serve in a lesser office of his court such as the Lord of Arts and Culture or the Lord of Alien Affairs. Most lords hold office in their noble’s palace but most do not live there. Courtier lords often sit on a council table but normally must stand at Court. (Comfortable) 95FB.

Mayor - Mayors administer small towns and large villages that are not conveniently located to a noble‘s estate. The work is not very demanding and requires very little beyond leadership ability and sound judgment. Mayordom is often a gift awarded to aging knights or lords. Mayors have no small amount of power and little oversight, many receive expensive gifts and bribes. Pay (Comfortable) 90FB, R&B +perks.

Noble Esper - An Esper for a Noble House is an elite agent, typically of Noble birth. They are called on to resolve problems or to get answers when dealing with Weird threats to the noble line. Noble Espers are notoriously discrete and fiercely loyal to their House. Pay (Average) 46 FB, R&B.
Seneschal - A Noble’s Seneschal, also sometimes titled Chamberlain of Court, is their representative, screening all petitioners and formalizing the Court docket with their lord. They are the prime courtier, second only to the Noble of Court or in a Court’s social structure. They also typically serve as the Court. Seneschals always attend the Lord’s Council Table and update their lord to any important developments if they cannot attend. Seneschals also organize any family celebrations or travel plans of a noble. Pay (Comfortable) 110 FB, R&B.

Rank 3 Noble Jobs
Lord Chamberlain - A noble’s Chamberlain or Treasurer is a Courtier entrusted with the purse strings of the Lord or Lady. Chamberlains not only excel at the accountancy of a fief but are skilled at projecting future income. Treasurers are often a seated post in a Noble’s Court. A noble’s Exisemen typically report directly to the Chamberlain. Pay (Wealthy) 250 FB.
Lesser Landed Lord - Lesser Lords are rulers of small awkwardly placed resources, often on the borders of hostile neighbors and inaccessible by road. Lesser fiefs struggle to be self-sufficient much less provide a noble with a decent standard of living. Lesser Lords do not have a seat at Court and are often overlooked for social engagements. Landed lords don’t simply get room and board but they get a manor house large enough for their family with a table filled with the bounty of their lands. Some nobles view a lesser feifdom as punishment. Pay (Comfortable) 105 FB, R&B.

Lord Justice - A noble’s Lord Justice or Lord chancellor presides over th Noble Court in his absence. Lord Justices are typically highly educated in noble law and precedence. The post of Lord Justice is technically an interim position but any noble that appoints a Lord Justice rarely has the time to preside over his own court. The Lord Justice sits at most council tables as their legal advisor but rarely appears at Court unless summoned. Pay (Wealthy) 240 FB.

Lord Marshall - A noble’s Lord Marshall is the commander of his armies and the First Knight of his court. He is traditionally a seated noble in his Court. Pay (Wealthy) 260 FB, R&B.

Order Marshall - Per Church Rank 3 Order Marshall. A Marshall of a noble knightly order is furthermore a diplomat of his knightly order. Pay (Comfortable) 122 FB, R&B.

Sherriff - A noble’s Sherriff is a Courtier entrusted with the law enforcement of the Fief. They manage constables and investigators weather they are Noble or Guild and they serve as a prosecutor in the Noble courtrooms. Sherriffs are versed in both civil and noble law and are experts of administration. Pay (Comfortable) 120 FB, R&B. 

Rank 4 Noble Jobs

Baron - Baron or Baroness begins the ranks of professional fief lords. Barons hold responsibility over a significant portion of land. They are the lowest rank who’s position offers hereditary title. Barons typically employ several knights, one or more mayors and often a petty lord to help in the administration of their lands. They work closely with Church and Guild to ensure the prosperity of their fief. Pay (Very Wealthy) 950 FB, R&B.

Order Grand Master - Per Church Rank 4 Order Grand Marshall. A Grand Master of a noble knightly order and additionally it’s chief administrator and it’s political face in court. Pay (Very Wealthy) 920 FB, R&B.

Spymaster - A spymaster manages their Lords intelligence network. They have the skills of any spy because they are routinely promoted up the ranks. Additionally they are capable at intelligence interpretation and at administration as they cannot rely on outside sources to manage their operations. Pay (Very Wealthy) 970 FB.
Rank 1 Imperial Jobs

Imperial Cohort - This is a person in the service of a Questing Knight, typically a skilled specialist but often just a valued companion that the knight finds indispensable. Cohorts are shown similar hospitality to a questing knight and often find unique opportunities for wealth because of the circles they travel in. Pay 35 (Average) 35 FB, +Perks.

Ran 2 Imperial Jobs

Imperial Questing knight - This is a knight sworn in service to the emperor himself. Questing knights have broadly enforceable legal powers and access to imperial resources. There are many advantages to being a Questing Knight. Pay (Comfortable) 70FB, R&B +Perks.

Mayor - Per Noble Rank 2 Mayor. Imperial Mayors are typically recruited from personal friends of the emperor and family of his close friends and advisors. Imperial Mayors are notoriously corrupt supplementing their meager salaries with bribery and graft. Pay (Comfortable)  74 FB, R&B +Perks.
I have no job!!!

It isn’t at all uncommon that a character would not have a job. Jobs are in most games the opposite of adventure and most adventurers will be between jobs or freelancing. Some adventurers do odd jobs or pursue their adventure as part of a commission or live off a meager allowance paid by their family. Some adventurers will draw commission from businesses they own that are run by trusted administrators. As a GM you should always work the fine line between allowing characters the freedom to follow the trail of adventure but also keep them tied to the realism of labor and vocation. If the PCs look to you to provide them the next treasure map to uphold their lifestyle you should definitely allow them to go broke waiting for adventure to fall into their laps. Player groups that have a treasure-hunter mentality should regularly see how much more successful and comfortable their peers are up until they hit their payday.

I want to be a Noble and a Thug and Comfortably Wealthy

Don’t we all. And we should be able to. It’s completely reasonable that the 4th son of Noble with no other prospects would end up traveling around his Mother’s lands cleaning up corruption and engaging in activities that no knight would condone. Fiction is full of these kinds of enforcers and so too should your game be. Don’t allow this listing dictate how jobs work in your game. Jobs are sorted by faction based on what part of society normally rises up to this work in the Fading Suns setting, but if the GM believes it makes sense for you to have the job of another faction then just go with it. If you feel that under specific circumstances a position would command more status than it normally would then go with it. If you feel that characters work a bit above and beyond a job description, or have a much valued skill, and should be paid better than average, then use your own discretion. These occupation lists are a guideline, meant to offer GMs and Players a framework to support play, not a cage to restrict it.


