It is the place of the spy to make his home inside the courts of foreign lands, but occasionally one will be hired to infiltrate his own structure of nobility, usually hired by wealthy nobles that wish to ensure the loyalty of their subjects as well as other sworn allies.  Spies are the masters of deception, often employing overt activities within the courts themselves to sway the votes of other nobles.  However, it is their ability to operate totally behind the scenes that makes them a powerful and sometimes deadly force.  The dangerous nature of the job of a spy makes it a requisite that they learn the arts of defense and offense in order that they may deal with the unfortunate (and unlikely) sole that discovers their true motivations.  Although Spies rely most heavily on their whit and cunning to get them out of trouble, it is sometimes necessary to resort to martial force.  Spies are ultimately the masters of getting the job done, at any cost.

Pre Requisites:

Connection to Courts and or Nobility

Base Attack: +5

Alignment: any Non-lawful

Charisma Modifier: +2

Diplomacy 6 ranks

Knowledge Nobility and Royalty 4 ranks or Gather Information 6 ranks

HD: d8

Skills:  4+int modifier

Appraise (int)
Bluff (cha)
Climb (str)
Decipher Script (int)

Diplomacy (cha)
Disguise (cha)
Escape artist (dex)
Forgery (int)

Gather info (cha)
hide (wis)
Intuit Direction (wis)
Knowl. Nobility (int)

Listen (wis)
move silent (dex)
Profess. Courtier (wis)
Read lips (int)

Ride (dex)
scry (int)
Speak Lang. 
Spot (wis)


Spy
spells (charisma)

Level
base attack
fort
ref
will
special
0
1
2
3
4

1
0
0
0
2
Improved Reaction
2
0
-
-
-


2
1
0
0
3
best effort +2, Alertness
2
1
-
-
-


3
2
1
1
3
supreme mobility 
3
1
0
-
-


4
3
1
1
4
silencing attack
3
1
1
-
-


5
3
1
1
4
fast sneak, best effort +3
4
1
1
0
-

6
4
2
2
5
perfect memory, focus intuit direction
4
1
1
1
-


7
5
2
2
5
always sneaky 
5
2
1
1
0

8
6
2
2
6
skill focus (any)
5
2
1
1
1

9
6
3
3
6
enhanced mobility, best effort +4
5
2
2
1
1

10
7
3
3
7
ethereal jaunt 
5
3
2
2
1

list of spells available

0
1
2
3
4

Detect magic
hold portal
charm person
detect thoughts
suggestion

Read magic
obscuring mist
silent image
see invisibility
major image

Open/close
comp languages
arcane lock
minor image
locate creature


Det sec doors
fog cloud
non detection
scrying


Change self
locate object
sepia snake sigil
confusion


Animate rope
darkness 20’
clairaudience/voy
impr invisibility


Erase
invisibility
tongues
dimension door


Expeditious retreat
alter self
haste
prying eyes


Message
darkvision
solid fog
sending


Knock
arcane eye
dream


Rope trick
detect scrying
seeming


Illusionary script


Secret page


Shrink item

Spells:  Each spy level allows the spy to learn 4 new spells; the spy must have at least a 0 in the spell list before he can learn the spells of that level.  The spells are otherwise cast as thought the character were a sorcerer (no book or spell memorization).

Improved Reaction:  At first level the Spy gains +2 to initiative rolls, this ability stacks with improved initiative.

Best Effort:  The tenuous sitiuations that a spy often finds himself in requires that he focus his attention on the task at hand, ignoring for the moment other distractions.  At second level the Spy learns how to focus his thoughts and attention to the task at hand and once per day he may take his current bonus to any skill check he makes.  This declaration must be made before the rolls are made.

Supreme Mobility:  At third level, the Spy is able to use his knowledge of body language and Diplomacy to manipulate his way through intense situations including combat.  He gains a +6 dodge bonus to his AC against attacks of opportunity provoked by moving through threatened areas.  Note: A condition that would make you lose your dex bonus to AC would also make you lose your bonus from supreme mobility.  This dodge bonus supersedes (does not stack with) that of Mobility.

Silencing Attack:  If the spy successfully hits a flat footed opponent with a melee attack the opponent is unable to speak for one round.  This prevents casting spells with a verbal component and shouting for help or warnings.

Fast Sneak:  When using Move Silently and Hide, the Spy can move at his normal speed without suffering penalty to those skills.

Perfect memory:  At sixth level the Spy gains the extraordinary ability to remember anything he sees with perfect accuracy.  The spy need only spend a standard action scanning a page of text to gain full recollection of it later (with no roll), attempting to scan pages faster or attempting to remember every detail of a room either requires more time or the Spy must roll against his Intelligence when the information needs to be recalled.  If a roll is required to recollect the information seen, the Spy gets +10 circumstance bonus to such rolls.  Note: This ability does not impart any artistic ability to recreate what was seen.

Always sneaky:  By seventh level the spy has had so much experience moving quietly and moving through tricky situations that he acts as if he is taking 10 on Move silently and Hide checks, unless the Spy wishes to be seen or heard.

Enhanced mobility:  When unarmoured, the Spy gains an additional +4 bonus to AC against attacks of opportunity caused by moving into or out of threatened areas.  This bonus is extraordinary in nature and does stack with either Mobility or Supreme Mobility so long as the Spy is not wearing armour.

Ethereal Jaunt:  At tenth level the Spy has mastered the Supernatural ability to remain out of sight and sound.  For a total of three rounds (30 seconds) per day the Spy is able to make an ethereal jaunt (as per the spell).  The spy can use all three rounds at one time or may elect to make up to three separate jaunts, but the jaunt cannot be done for less than one round at a time.  The spy can elect to stay ethereal after the first round and then again after the second round, but must return to the material plane at the end of the third round.

