Harbinger Agent


A highly trained member of an elite espionage and intelligence agency within the Cylex military devoted to keeping tabs on events outside of Cylex’s jurisdiction.

Hit Die: d8

Class Skills(d8+Int):  Appraise, Balance, Bluff, Climb, Craft, Decipher Script, Diplomacy, Disable Device, Disguise, Escape Artist, Forgery, Gather Information, Hide, Intimidate, Jump, Knowledge(geography), Knowledge(Cylex), Knowledge(tech),  Listen, Move Silently, Open Lock, Perform, Profession, Search, Sense Motive, Sleight of Hand, Spot, Swim, Tumble, Use Technological Device, Use Rope

	Level
	BAB
	Fort
	Ref
	Will
	Special

	1
	+0
	2
	2
	0
	Favored Enemy 1, Canny Defense, Urban Tracking, tech savvy

	2
	+1
	3
	3
	0
	Evasion

	3
	+2
	3
	3
	1
	Weapon Focus(firearm of choice)

	4
	+3
	4
	4
	1
	Uncanny Dodge

	5
	+3
	4
	4
	1
	Favored Enemy 2

	6
	+4
	5
	5
	2
	Weapon Specialization(firearm of choice)

	7
	+5
	5
	5
	2
	Assess Target

	8
	+6
	6
	6
	2
	Swift Tracker

	9
	+6
	6
	6
	3
	Improved Uncanny Dodge

	10
	+7
	7
	7
	3
	Favored Enemy 3


Favored Enemy:  As the Ranger class ability

Canny Defense:  When the Harbinger Agent is unarmored, they gain a bonus to AC equal to their Intelligence modifier

Urban Tracking:  Allows for Track checks in civilized areas based on Gather Information (see Unearthed Arcana for full information)

Tech savvy:  The Harbinger Agent is proficient in all tech-based personal equipment and weapons  (within reason)

Assess Target:  If the Harbinger Agent spends three rounds studying an opponent uninterrupted, he may act as if that target were a Favored Enemy (+2 bonus).  This ability stacks with Favored Enemy (up to +6 bonus).

Swift Tracker:  As the Ranger class ability

I pretty much based it loosely off of the Ranger class.  I thought the Favored Enemy ability fit better than sneak attack for the style of character, and figured that the Urban Tracking ability seemed to fit the whole ‘spy’ ideal.  

Tech savvy is a little loose right now, I put it in instead of wild empathy.  The thought behind it is simple tech-based equipment (guns, click-‘n-go devices, simple explosives,etc.) would be covered as proficient, and ‘tech savvy’ would allow for a ‘Use Tech Device’ roll to activate more complex stuff.

I took out spell-casting and the best base attack progression to replace many of the Feat-like abilities with Evasion, Uncanny Dodge, etc.

Assess Target is about the only completely original idea in the class, and I think it’s a pretty powerful tool.

