Spy

The spy is a master of stealth and deception, capable of infiltrating into almost any social organization with relative ease. The spy is a master of his words, actions, and appearances, skilled at masking and altering them to any use. Her very body is trained and molded into an instrument of deception, to a point that sometimes even the spy may forget who she truly is. The spy’s actions and infiltrations are only dictated by his internal sense of morality, and he very well may choose to serve either the forces of good or evil, or possibly whichever might pay the highest.

Spies are generally trained in their deceptive arts in secret guild schools, some of which might be associated with assassin or thieves’ guilds in the smaller towns of the world. While extremely charismatic and likeable, few ever become good friends with a spy, as their very nature leaves them nearly impossible to trust. 

To Rogues and Bards, the role of the spy is already a somewhat necessary part of their lives, and they are the most likely candidates for this prestige class. Sorcerers also find this track in life appealing, applying their considerable innate magic abilities to their already remarkable skills as a spy.

Hit Die: 6

Requirements: 

· Alignment: Any Chaotic 

· Bluff: 7 ranks 

· Disguise: 7 ranks 

· Gather Information: 5 ranks 

Class Skills: Bluff, Craft, Decipher Script, Diplomacy, Disguise, Escape Artist, Forgery, Gather Information, Hide, Innuendo, Listen, Move Silently, Perform, Profession, Read Lips, Search, Sense Motive, Spot

Skill Points at Each Level: 6 + Int Modifier

Class Features:
Weapon and Armor Proficiency: A spy’s weapon training focuses on easily concealable weapons. Spies are proficient in: Blowgun, Crossbow (Hand/Light), Dagger, Dart, Sap, and Sling. Spies are proficient with Light and Medium armor. Note that armor check penalties for armor heavier than leather apply for certain skills.

Sneak Attack: Same as Rogue ability.

Motive Alteration: Any Spy is specially trained in controlling his appearances and mannerisms, to the point that anyone attempting to sense his motive does so at a –5 penalty to his check.

Ventriloquism: Spies are trained to alter their voice to take on the characteristics of other speakers. At 2nd Level, a Spy can do this at will for any creature, as long as the words spoken are in his primary language. At 4th Level, she gains the ability to do this with any of her known languages. This ability may be used once per day per level of the Spy.

Alignment Alteration: At 3rd Level, the Spy gains such control over his thoughts, feelings and motives that once per day per every 2 Spy levels the Spy can alter one of the two aspects of his alignment. While the alignment is altered, a spellcaster attempting to magically detect his alignment must make a Will save with a -4 penalty, using 10+ spy’s CHA modifier + level as the DC. Failure to pass the Will save results in the spell or detection ability indicating the incorrect alignment. At 5th level , the Spy can alter both aspects of his alignment. At 7th level, if the spellcaster passes the Will save against this ability, the Spy’s Alignment is considered “Undetectable”, as per the spell Undetectable Alignment. At 9th level, any spell always shows whatever alignment the Spy has chosen. Note that this only affects your perceived alignment to a magical spell or ability. It does not affect magical item usage requirements, protection against/bonuses for/against a said alignment, etc., i.e. it is ONLY effective against magical attempts by another magic user to discover the alignment of the Spy.

Thought Alteration: At 4th level, a Spy can control her thoughts to the point that she receives a Will save against any attempts at mind reading. If the save is made, the Spy recognizes the attempt to read her thoughts, although she cannot pinpoint who is responsible for it, and can freely choose whatever thoughts the probe will read.

	The Spy

	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Special

	1st
	+0
	+0
	+2
	+2
	Sneak Attack, Motive Alteration

	2nd
	+1
	+0
	+3
	+3
	Ventriloquism (Primary language) 2/day 

	3rd
	+2
	+1
	+3
	+3
	Alignment Alteration 1/day (One aspect)

	4th
	+3
	+1
	+4
	+4
	Thought Alteration, Ventriloquism (Any known)

	5th
	+3
	+1
	+4
	+4
	Alignment Alteration 2/day (both aspects)

	6th
	+4
	+2
	+5
	+5
	

	7th
	+5
	+2
	+5
	+5
	Alignment Alteration 3/day (Undetectable)

	8th
	+6/+1
	+2
	+6
	+6
	

	9th
	+7/+2
	+3
	+6
	+6
	Alignment Alteration 4/day (Always works)

	10th
	+8/+3
	+3
	+7
	+7
	


