









         SPY

The spy is the ultimate artist. For spying is an art. Commonly found in the halls of a king or the house of a noble, the spy is not limited to these locations. He may even be found within the ranks of an enemy army sowing discord, or within a party of adventurers keeping track of their progress. All great leaders are afraid of spies in their midst, and all great spies find pleasure in fuelling this fear.


Adventures: If a spy is found adventuring, it is most likely that someone wants the rest of / one of the party watched. Of course, a spy might adventure in their spare time to gain valuable knowledge and experience. Note: A spy is far more suited to a campaign set in a city or cities than your average campaign. The exception to this are NPCs.
Characteristics: Spies must constantly be on their toes, since discovery of their

deception is likely to bring death. Master’s of deception, lies and trickery, the spy is a tricky customer. The spy is not a master of combat, and is better suited to evading confrontation altogether. The spy has a wide variety of skills to choose from, and no spy is the same as another in terms of abilities and style.


Alignment: Spies are predominantly neutral, preferring not to take sides. Having said this, a spy can be any non-lawful alignment.


Religion: Spies commonly worship Olidammara, god of thieves. They may worship any god, however.


Background: Spies are loners, and usually have been for the greater part of their life. There is no organisation of spies, as their very jobs require secrecy. A spy becomes a spy through choice.


Races: Humans and Half-elves are best suited to roles as spies, followed by Elves and Halflings, Gnomes, Dwarfs, and Half-orcs, in that order.


Other Classes: Spies don’t get too friendly with other classes for obvious reasons, but they must be seen to be friendly, co-operative and helpful in order to remain undetected.

GAME RULE INFORMATION
Spies have the following game statistics.


Abilities: Dexterity affects many spy skills, as do Intelligence and Wisdom. Charisma is also very important as it is required for many skills that will keep the spy undetected.

Alignment: Any non-lawful

Hit Die: d6.

Class Skills
The spy’s class skills (and the key ability for each skill) are Appraise (Int), Balance (Dex), Bluff (Cha), Climb (Str), Craft (Int), Decipher Script (Int), Diplomacy (Cha), Disable Device (Int), Disguise (Cha), Escape Artist (Dex), Forgery (Int), Gather Information (Cha), Hide (Dex), Innuendo (Wis), Intimidate (Cha), Intuit Direction (Wis), Jump (Str), Listen (Wis), Move Silently (Dex), Open Lock (Dex), Perform (Cha), Pick Pocket (Dex), Profession (Wis), Read Lips (Int), Search (Int), Sense Motive (Wis), Spot (Wis), Swim (Str), Tumble (Dex), Use Rope (Dex), plus two Knowledge skills of the player’s choice (Int). See Chapter 4: Skills of the Player'’ Handbook for skill descriptions. 


Skill Points at 1st Level: (8 + Int modifier)x4.


Skill Points at each Additional Level: 8 + Int modifier.

Class Features

All of the following are class features of the rogue.


Weapon and Armour Proficiency: A spy is proficient with all simple weapons, the sap and the hand crossbow, and light armour but not shields. Note that armour check penalties for anything heavier than leather apply to the skills Balance, Climb, Escape Artist, Hide, Jump, Move Silently, Pick Pocket and Tumble. Also , Swim checks suffer a –1 penalty for every 5 pounds of armour, equipment, or loot carried.


Sneak Attack: If a spy can catch an opponent when he is unable to defend himself effectively from her attack, he can strike a vital spot for extra damage. Basically, any time the spy’s target would be denied his Dexterity bonus to AC (whether he actually has a Dexterity bonus or not), or when the spy flanks the target, the spy’s attack deals extra damage. The extra damage is +1d6 at 1st level and an additional 1d6 every two levels thereafter. Should the spy score a critical hit with a sneak attack, this extra damage is not multiplied. 


Ranged attacks can only count as sneak attacks if the target is within 30 feet. The spy can’t strike with deadly accuracy from beyond that range.

 
With a sap (blackjack) or an unarmed strike, the spy can make a sneak attack that deals subdual damage instead of normal damage. He cannot use a weapon that deals normal damage to deal subdual damage in a sneak attack, not even with the usual –4 penalty, because he must make optimal use of his weapon in order to execute a sneak attack.


A spy can only sneak attack a living creature with a discernible anatomy-undead, constructs, oozes, plants, and incorporeal creatures lack vital areas to attack. Any creature that is immune to critical hits is also not vulnrable to sneak attacks. The spy must be able to see the target well enough to pick out a vital spot and must be able to reach a vital spot. The spy cannot sneak attack while striking a creature with concealement or striking the limbs of a creature whose vitals are beyond reach.

 
Charisma: +4 to diplomacy.


Master of Disguise: +4 to disguise


Familiar: At 4th level a spy develops the innate ability to attract a familiar. See page 51 of the Player’s Handbook for statistics and features of a familiar. The familiar must be a hawk, owl or raven, as the spy will use it to take messages to and from his current employer, and it may have to travel long distances.


Code of honour: Once he is employed the spy will continue to work for his employer as long as 

a) he is being paid

b) he is not put in unfair danger

c) if he is chaotic, evil or neutral: a better offer comes along

d) the employer doesn’t ask him to do something too far from his alignment.

Spells: A spy may cast Comprehend Languages, Charm Person, Sleep and Change Self once per day as a 1st Level wizard. 

Level
Base Attack Bonus
Fort Save
Ref Save
Will Save
Special

1
+0
+2
+0
+2
Charisma, Master of Disguise,

Code of honour, Spells, Sneak Attack +1d6 

2
+1
+3
+0
+3


3
+2
+3
+1
+3
Sneak Attack +2d6

4
+3
+4
+1
+4
Familiar

5
+3
+4
+1
+4
Sneak Attack +3d6  

6
+4
+5
+2
+5


7
+5
+5
+2
+5
Sneak Attack +4d6

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


9
+6/+1
+6
+3
+6
Sneak Attack +5d6

10
+7/+2
+7
+3
+7


11
+8/+3
+7
+3
+7
Sneak Attack +6d6

12
+9/+4
+8
+4
+8


13
+9/+4
+8
+4
+8
Sneak Attack +7d6

14
+10/+5
+9
+4
+9


15
+11/+6/+1
+9
+5
+9
Sneak Attack +8d6

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


17
+12/+7/+2
+10
+5
+10
Sneak Attack +9d6

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


19
+14/+9/+4
+11
+6
+11
Sneak Attack +10d6

20
+15/+10/+5
+12
+6
+12


DMs Note: The Spy is not a prestige class because in my opinion, to qualify as a prestige class, said class needs to be represented by a guild or other large organisation. Since the very nature of the spy requires secrecy, there is no such organisation to represent it.

Starting Funds
5d4 x 10
