Assassin�PRIVATE ��



Description:  Assassins are individuals who have chosen to make their way in the world by killing others for profit.  While many have private codes of honor or conduct, others merely hire themselves out to the highest bidder.  Assassins have a reputation for being competent, cold-blooded, and extremely effi�cient.  Thus, when they not taking active commission for death warrants, they often drift into related activities, such as spying.  Above all else, Assassins are masters of the stealthy kill.  This includes not only sudden and swift attacks from shadowy corners but also insinuating themselves into another individual's confidence and allaying suspicion toward themselves, carefully positioning themselves to expose another's secrets and vulnerabilities to set them up for the kill.



Requirements:  Assassins use eight-sided hit dice and the THAC0 and saving throws of Priests.  Assassins begin with 3 weapon and 3 non-weapon proficiencies and gain new NWP slots every 5 levels.  As killing for payment (however well it may be justified) cannot be construed as a good action in any sense, Assassins must be of non-good alignment (most are evil, especially those who make frequent use of lethal poison).  In addition, many races simply do not have assassin members.  Only humans, half-orcs, half-elves, dwarves, and tieflings may become Assassins.  They must be swift and smart to survive and prosper at their profession, and at the same time they must be confident and have great self-control; thus, they require Wisdom of at least 9 and scores of at least 13 in Intelligence, Dexterity, and Charisma.



Weapons and Armor:  Assassins can become profi�cient in any weapon desired, though they often prefer weapons that are quick, small, or easily concealable for use in their clandestine work.  



Assassins can use bucklers or small shields (but not large or body shields) and can wear any armor desired, though armor heavier than leather will severely detract from their thieving skills.



Thief Abilities and Modifiers:  Climb Walls, Detect Noise, Escape Bonds, Find/Remove Traps, Hide in Shadows, Move Silently



Assassins gain no discretionary points at 1st level, but they do gain 20 discretionary points at each level thereafter to add to their thieving abilities as they choose, though no more than 10 points can be put in any given ability at each level.



Special Benefits:  As noted above, Assassins are masters of the stealthy kill, gaining an enhanced version of the Backstab of a Thief; they also know how to counter such attacks, as they know only too well the dangers of leaving oneself exposed to a sneak attack.  They also are masters of poisons of all types, given their obvious utility in their chosen line of work.  They are also masters of disguise and impersonation, easily worming their way into the confidence of those they encounter.  Their abilities are described in detail below:



Assassination:  Assassins are extremely skilled at getting within someone's defenses and getting past their initial suspicions in order to attack them when they are vul�nerable with lethal efficiency.  This ability cannot be attempted in combat situations (though an unsuccessful attempt may well lead to a combat situation), and the possibility of success depends a great deal on the situation in which it is attempted, the intended victim's attitude toward the Assassin, and the level of preparations undertaken by the Assassin in planning the deed.  



The base chance of success of an Assassination attempt is 25% + 5% per level of the Assassin, -5% per level of the intended victim, with the following modifiers:



Modifier	Condition

	+10	Friendly reaction to Assassin

	-	Indifferent reaction to Assassin

	-10	Cautious reaction to Assassin

	-25	Threatening reaction to Assassin

	-50	Hostile reaction to Assassin



DM's discretion	Time spent observing victim

DM's discretion	Quality of plan by Assassin

DM's discretion	Precautions taken by victim



These latter three can apply as positive or negative modifiers, depending entirely on how well the Assas�sination attempt is set up and how well the intended victim is protected against such attempts.



If the Assassination ability succeeds, the victim must immediately save vs. petrification to avoid death.  This saving throw is modified by the difference between the Assassin's level and the target's level (i.e., a 5th level Assassin attempting Assassination against a 7th level character would allow a +2 bonus to the saving throw).  The victim also gains a +1 bonus to this save for every point of Wisdom (acute intuition allowing a character to sense danger just in time) and Constitu�tion (high resistance to pain and ability to pull through grievous injury) over 14.  Aside from these bonuses, an Assassination attempt allows no other modifiers to the save, except for very unusual cases (e.g., a Paladin's +2 bonus to all saves, a luck blade sword or stone of good luck, or similar case, at the DM's discretion--common items such as a ring of pro�tection grant no benefit).



If the check fails or if the saving throw succeeds, this means only that the Assassina�tion attempt itself has failed; there may still be great danger for the victim, depending on exactly what was included within the attempt.  A victim has a 3% chance per level of experi�ence, minus 1% per level of the Assassin, of noticing the attempt (assuming that it is not an attempt that would be impossible to ignore).  This is true regardless of whether or not the attempt is successful, though in the case of a successful attempt the realization might well come to late to do any good.  Similarly, if a failed Assassination attempt was to be made with a stab in the back with a poisoned blade, surprise should be rolled and the attack should proceed as a Backstab (if surprise is achieved) or a normal attack (if not), requiring a poison save if the envenomed blade hits.



For example, if an Assassin attempted to kill a victim by putting poison in his or her food, the poison will still be present and will require a normal saving throw to resist even if the Assassination check fails.  Had the Assassination attempt succeeded, the victim would have blithely consumed the poisoned meal without suspi�cion and would be slain without the benefit of a poison save.  If the victim noticed the poison on a successful Assassination, he or she might realize that he or she has been poisoned (though the source of the poison would remain a mystery unless the Assassin chose to taunt his or her victim) and might be able to seek healing if the onset time allows.  On a failed attempt, a would-be victim who noticed the attempt would realize that something was not quite right with his or her food (though he or she might not know it was poison) and could then take appropriate action.



As a final point about Assassination, part of the effectiveness of this ability lies within an Assassin's skill and intuition for estimating the power level of a potential victim.  Hence, has a 25% + 5% per level chance to determine the level and character class of an individual after observing them for one round; if failed, no further attempts will succeed with respect to that individual until the Assassin has gained a level.



Back Protection:  Assassins have an uncanny sense about being ambushed, attacked from concealment, or at�tacked from behind.  Any attempt to attack an Assassin from the rear has a 25% chance of being detected and countered, +5% per level of the Assassin.  If this roll is successful, any attack from behind is resolved as a normal attack against the Assassin's frontal armor class (even if the Assassin does not turn to face the attacker), with none of the bonuses usually gained for attacking from the rear.  In addi�tion, an Assassin who makes a successful Back Protection check is entitled to a free attack against his or her ambusher, even if the Assassin has already taken his or her normal allowance of actions in that round.



If the creature attempting to attack the Assassin from behind is not itself an Assassin or other stealthy creature, the Assassin's chance of detecting and coun�tering the attack is doubled.  If the ambusher is magically invisible or otherwise not normally detec�table, the Assassin may still sense and counter the impending attack, though his or her chance of detec�tion is half normal, and his or her free attack suffers all normal penalties for attacking an invisible creature.



Backstab:  Assassins are highly skilled at striking from surprise, gaining a -2 bonus to surprise others (note that this bonus applies even if an Assassin is accom�panying a party of other characters, in which case the Assassin might well surprise the enemy even if the rest of the party does not achieve surprise).  Fur�ther, in any situation where an Assassin can attack from sur�prise against a basically humanoid foe of size L or smaller, he or she can carefully strike so as to inflict massive damage against that target.  In practice, the Assassin gains a +4 bonus to hit when attacking from surprise and gains a bonus to damage inflicted, as described below.



The Backstab damage table is presented here in its basic form.  It should be noted, however, that an Assassin's Backstab has the effect as if he or she was double his or her actual level (i.e., a 4th level Assassin has a Backstab equivalent to an 8th level Thief).



An Assassin can also attempt a Backstab with a missile weapon, though only a single shot or throw is allowed and the Assassin must be at Short range for such attempt to work.  If using a missile weapon for a Backstab, an Assassin uses the damage multiplier for his or her actual level, rather than doubling it as usual for a Backstab with a melee weapon.



Level		Damage Multiplier

 1-4	x2

 5-8	x3

 9-12	x4

13-16	x5

17-20	x6

 21+	x7



The damage multiplier applies to the base damage dice of the weapon being used and the Assassin's Strength damage bonus, but not to any other modi�fiers or adjustments.  In addition to the damage multiplier, a successful Backstab attack by an Assassin on a basically human�oid creature of size L or smaller has a percen�tage chance equal to twice the Assassin's level to instantly kill the victim (halved to 1% per level if using a missile weapon).  If the defender is of a higher level than the Assassin, this difference is subtracted from the Assassin's instant kill chance.



Size H creatures can be attacked with a Backstab but will suffer only half the normal damage multiplier (rounding up) and cannot be instantly killed.  Likewise, non-humanoid targets halve the backstab multiplier (hence, a non-humanoid size H creature would suffer one-quarter the normal damage multiplier) and cannot be instantly killed.  Size G targets cannot be effectively backstabbed, nor can amorphous creatures (e.g., ele�mentals, gray ooze).  Note that size S Assassins (e.g., dwarves) can backstab normally against size M opponents but may backstab at only half their normal effectiveness against both size L and size H targets.







Masquerade:  Assassins are masters of infiltration and impersonation.  With a combination of skill at dis�guise, voice imitation, and learning the mannerisms of others, they are able to make themselves appear as virtually anything and pass themselves off in very believable fashion.  Thus, when an Assassin attempts to Masquerade as someone else, only creatures that have a reason to suspect something out of the ordinary have any real chance of penetrating his or her Masquerade.



If the Assassin is simply disguising his or her appear�ance in a generic fashion (i.e., not impersonating a specific creature), a creature with a Cautious or worse reaction is entitled to a save vs. wands to notice that something is amiss.  Creatures with an Indifferent or better reaction will accept the Masquerade without question unless the Assassin commits some significant gaffe in his or her role (DM's discretion).  If an Assassin is impersonating a particular individual, creatures who know him or her very well (e.g., family members, henchmen, close associates) are entitled to a saving throw regardless of their reaction to the Assassin, as their close relationship with the impersonated individual allows them to notice subtle clues.  In addition, any Assassin, any creature with the Observation proficiency (if a check is successful), and any creature with Intelligence or Wisdom of 19 or higher is automatically entitled to a saving throw.



The saving throw vs. wands to notice a flaw in the Assassin's Masquerade can be made no more than once per contact with the Assassin (or once per day, if in continuous contact), and it should be modified (posi�tively or negatively) by the difference between the Assassin's level and the observer's level, as well as the following ability score modifiers:



Ability	Observer  		Observer		Assassin

 Score	Intelligence		Wisdom 		Charisma

   3	-3		-5		+8

  4-5	-2		-3		+4

  6-8	-1		-1		+2

  9-12	-		-		+1

 13-15	+1		+1		-1

 16-17	+2		+3		-3

  18+	+3		+5		-5



An Assassin's ability to Masquerade is not magical but is based on skill and knowledge of people.  The DM may apply modifiers to the chance of success of a Masquerade attempt based on the Assassin's knowledge of the individual (or the generic type of individual) that he or she attempts to imitate with this ability (e.g., if an Assassin had never been to Mulhorand, he or she might have a penalty if attempting to Masquer�ade as a native of that land, with a larger penalty for trying to imitate a specific Mulhorandi).  This ability does not provide knowledge of languages, though an Assassin can imitate accents of various lands and cultures.  An Assassin may also suffer penalties if trying to imitate creatures of a different race and/or gender.  In any event, an Assassin cannot change his or her apparent height by more than a few inches, though apparent weight or age are more easily faked.



An Assassin also learns the standard Disguise and Voice Mimicry non-weapon proficiencies in the course of his or her training in the art of the Masquerade, and if they wish they can use these proficiencies (though as a rule they are not as useful, versatile, or powerful as the combined Masquerade).



Poison Mastery:  An Assassin's knowledge of poisons allows him or her a 5% chance per level to detect and analyze poison.  The Assassin receives a bonus to this ability based on his or her Intelligence:  13-15 = +5%, 16-17 = +10%, 18 = +15%, +5% per point of Intelli�gence above 18, with additional modifiers based on the method of identification:



Modifier	Method of Detection  

	-20%	Sight - no chance to be affected

	-10%	Odor - 10% chance to be affected

	-	Taste - 25% chance to be affected (Injected poison; 50% for Ingested or Contact poison)

	+10%	Symptoms - no chance to be affected (but must have victim who failed his or her saving throw)



An Assassin who is affected by the poison that he or she is attempting to identify gains a saving throw as normal for the poison, and suffers only half normal effects from it in any event (a half-effect paralytic poison slows (q.v.) the Assassin, while a half-strength fatal poison inflicts half of the Assassin's original hit points as damage).  If the roll is successful, the Assassin gains knowledge of the name of the poison and its effects (including onset time) and can attempt to synthesize an antidote from scratch if he or she knows the Healing proficiency.  If one method of identification fails (i.e., using sight only), the Assassin can attempt to use each of the others if desired.  Each such attempt requires one round.



In addition to identifying poisons, Assassins learn how to create and use them beginning at 2nd level.  At each level of experience after 1st, an Assassin should roll 1d6 and add the result to his or her level to determine which poison is learned (or an equivalent alternate poison, at the DM's option):





Roll  Type	Method	Onset	Strength

  3	G	Ingested	2d6 hours	20/10

  4	A	Injected	1d3 turns	15/0

  5	K	Contact	2d4 rounds	5/0

  6	H	Ingested	1d4 hours	20/10

  7	B	Injected	2d6 rounds	20/1d3

  8	L	Contact	2d4 rounds	10/0

  9	I	Ingested	2d6 rounds	30/15

 10	C	Injected	1d4+1 rounds	25/2d4

 11	M	Contact	1d4 rounds	20/5

 12	J	Ingested	1d4 rounds	Death/20

 13	O	Injected	2d12 roundsParalysis (2d6 hrs)/ Slowed (2d12 rds)

 14	N	Contact	1 round	Death/25

 15	D	Injected	1d2 rounds	30/2d6

 16	F	Injected	Immediate	Death/0

 17	P	Injected	1d3 hoursDebilitative (1d3 days)/0

 18	E	Injected	Immediate	Death/20



The figures under Strength before and after the slash refer to results on a failed/successful save vs. poison.



If a poison is rolled more than once, the Assassin can elect to roll again, to learn an effective antidote to that poison type, or to learn a more virulent version of that poison, applying a penalty to the saving throw of 1d4, with the modifier rolled when the stronger poi�son formula is learned and remaining constant there�after.  This option can be repeated if the poison is rolled again, though the save penalty cannot go beyond -5.  Additionally, instead of rolling an Assassin can choose to learn any poison for which the die roll is less than or equal to his or her level (e.g., an 8th level Assassin could automatically choose to learn or to strengthen poisons of types G, A, K, H, B, or L).



Special Hindrances:  An Assassin's chief disadvantage is that he or she must earn double the normal amount of experience points to advance in level as a typical Rogue (i.e., 2500 to reach 2nd level, 5000 to reach 3rd level, etc.).  Assassins also tend to distance themselves from others and avoid the unnecessary complications that close relationships with others can bring.  As a result, they can attract only half the normal of henchmen normally allowed for their Charisma, and they may not have any henchmen or hirelings until they reach 8th level, and even then only Rogues can be hired on.  At 12th level or above, an Assassin can attract henchmen of any class.  Assassins can always train other Assassins in the tools and tricks of the trade, and Assassins do sometimes congregate and or�ganize in Guilds, somewhat similar to Thieves' Guilds, but in general they are much smaller and wield less political power and influence, though they may allow access to contraband items and secret information.



Finally, even those who do not know that a character is an Assassin will be able to sense something a bit sinister about the character, causing a -2 reaction penalty (-4 when dealing with animals or young child�ren).  If an Assas�sin's true profession is discovered in any non-evil culture, his or her negative reaction penalty will be increased to -10 with all intelligent creatures, and there is a cumulative 20% chance per day that an Assassin stays in an area where he or she has been discovered that he or she will be set upon by the local law enforcement authorities.  If captured, the Assassin faces almost certain summary execution.



Required Proficiencies:  Anatomy, Disguise, Herbalism, Voice Mimicry

Preferred Proficiencies:  Ambush, Blind-fighting, Camouflage, Close-quarter Fighting, Display Weapon Prowess, Healing, Instant Stand, Intimidation, Language (Modern), Lightning Reflexes, Monster Lore, Prone Fighting, Reading/Writing, Seduction, Set Snares, Sign Language, Torture, Tracking, Trailing, Venom Handling, Weapon Improvisation

�ASSASSIN KITS



Bounty Hunter



Description:  At first glance, Bounty Hunters often seem to be soft-spoken, rather nondescript characters who are a bit out of place amongst a group of adventurers.  Their drab and purposefully plain demeanor is only a facade, however, concealing keen senses, a shrewd mind, and remarkable insight.  A few innocuous questions enable them to distinguish friend from foe and fact from fiction.  Only their closest friends may realize the extent of their expertise, and that is just the way they like it.  Bounty Hunters serve as spies, informants, and interrogators, and they also are able to make a good living hunting down and capturing humans and demi-humans for posted re�wards.  Unlike typical Assassins, Bounty Hunters focus more on the tracking and live capture of their prey, rather than simply slaying them.  Bounty Hunters' mastery of stealth makes them deadly oppo�nents.  They avoid drawing atten�tion to themselves, seldom speaking unless directly addressed, then responding succinctly and without elaboration.  They avoid small talk and socializing, suppressing their emotions so that their decisions aren't colored by them.



Requirements:  In addition to standard Assassin class requirements, a Bounty Hunter must have Strength of at least 13 (as they sometimes are forced to physically overpower their foes) and Dexterity of at least 14.  Unlike typical Assassins, Bounty Hunters can be of any alignment.  In addition, full-blooded elves and halflings can become Bounty Hunters (whereas they cannot become standard Assassins).



Weapons & Armor:  Bounty Hunters share the same weapon and armor restrictions as typical Assassins, though again preferring to take proficiency in small, quick, and easily concealable weapons (especially those with speed factor of 4 or less).  However, because of their utility in a Bounty Hunter's profes�sion of finding and capturing people, at least half of his or her weapon proficiencies must be taken from the following list, until all are known:  aklys, bolas, chain, garrote, lasso, mancatcher, net, sap, whip.



When using any of these latter weapons, a Bounty Hunter gains a +1 bonus to hit and has double the normal chance of entangling or impeding an opponent or his or her weapon.  A Bounty Hunter of 7th level or above can also opt to spend weapon proficiency slots to specialize in the use of one or more of these weapons (allowing him or her to gain multiple attacks as a Fighter of equal level), though he or she can never exceed the level of Expert specialization in any of them.



Thief Abilities and Modifiers:  Climb Walls, Detect Noise, Escape Bonds, Forge Document, Hide in Shadows, Move Silently



Special Benefits:  A Bounty Hunter's Back Protection and Masquerade abilities are identical to those of a typical Assassin, but their Assassination and Backstab abilities are somewhat different.  With a successful Assassination attempt, a Bounty Hunter does not force his or her victim to save to avoid death; instead, a failed saving throw results in the victim being knocked unconscious for 2d8 turns.  In addition to these modified Assassin abilities, a Bounty Hunter gains the following special skills:



Improvised Attack:  Once per combat encounter, a Bounty Hunter can attempt an unorthodox and unex�pected combat maneuver; the more unusual the man�euver, the greater its chance of success.



An Improvised Attack need not be made with a weapon, depending on how the attack is described by the player--such as pulling the rug out from under an enemy's feet, whipping his or her cloak around an enemy's weapon arm, or even putting a bag over the target's head.  Regardless of whether a weapon is used or not, the Bounty Hunter must describe how he or she will attempt the attack in order to achieve one of the following results:



  - Blind (the target's vision is blocked, though a new save can be attempted each round to shake off the effects)

  - Disarm (the target's weapon is either trapped and cannot be freed without a successful Open Doors roll)

  - Immobilize (the target is entangled and cannot get free without a successful Open Doors roll)



An Improvised Attack requires an attack roll by the Bounty Hunter, though the attack is made against AC 10, modified only by magical and Dexterity bonuses (e.g., a fighter in plate mail +2 with no shield but a 15 Dexterity would be AC 7 vs. an Improvised Attack, rather than AC 0).  If the attack roll indicates a hit, the target must save vs. petrification, modified by his or her Dexterity bonus (unless surprised, in which case the Dexterity bonus is lost and an additional -2 penalty applies) and positively or negatively by the difference between the Bounty Hunter's level and the target's level.  Other modifiers may apply at the DM's option, based on how well the described attack form could plausibly work; the save is automatic if the method of attack is completely inadequate for the situation (e.g., trying to Blind a giant or dragon by throwing a bowl of oatmeal into its eyes--unless, of course, the Bounty Hunter can reach the creature's face, in which case it might work).  An Improvised Attack counts as a 'free action' for a Bounty Hunter if it succeeds; if the attempt fails (either because of a failed attack roll or a successful saving throw), the Improvised Attack counts as an action for the Bounty Hunter that round.



Interrogation:  Bounty Hunters are very skilled at interrogating prisoners and wangling information out of NPCs through subtle probing as well as sometimes brutal intimidation, and they combine this verbal aspect with careful attention to nonverbal cues as well as close observation of the individual's style of dress, manner of speech, equipment carried, and so on.  Through the use of this skill, a Bounty Hunter can learn a great deal about any intelligent NPC with whom they can communicate.  Interrogation requires a one full round of conversation with the NPC for each piece of information a Bounty Hunter wishes to learn.  The chance of success of this ability is 10% + 5% per level of the Bounty Hunter, and a successful roll allows the him or her to learn one of the following pieces of information that round:



  - Character class (including subclass and kit)

  - Character level (this will be correct to within ±2 levels, though exact information is not revealed)

  - Character race/nationality/place of origin (culture, nation, and sometimes even city of origin)

  - Concealed items (including general size, location, and type of hidden weapons or caches of stuff on a person (e.g., hidden within or beneath clothing, stashed within easy reach beneath a table nearby), though not contents of a container (e.g., a scroll case hidden in the lining of a backpack might be noted, but not what is inside the main section of the backpack nor what is inside the scroll case))

  - Hostile intentions (level of hostility--low, medium, or high--toward the Bounty Hunter and any allies)

  - Social class/occupation (general profession, though not place of employment or specific title)

  - Moral or ethical alignment (one alignment element per successful check, requires 1d6 rounds)

  - Whether the NPC is lying (If the NPC believes that what is being said is true, the Bounty Hunter will perceive him or her as being truthful; it does not separate out lies, truths, and half-truths woven together in con�versation, but it does reveal whether an NPC is intentionally not telling the truth)



Note that it is possible for a Bounty Hunter to attempt to learn these pieces of information through simple observation of the target (i.e., without conversing with him or her), though in this case the chance of success is halved.



Additional checks can be made with further time spent observing the mark, with an additional piece of information gained with each successful roll.  Note that further attempts to recheck for the same piece of information will always give the same result as the original check.  If the check is failed, no information is gained.  If a natural 96 or higher is rolled, the Bounty Hunter has badly misjudged the mark in some way.  



If the Bounty Hunter attempts to assess a disguised target, the skill roll is penalized by 25% (50% for a magical illusion), but a successful check indicates that the Bounty Hunter sees through the disguise and gets a true assessment.  If the roll would have succeeded but for the penalty, then the Bounty Hunter is able to determine that the subject is disguised but cannot gain additional information.



Knockout:  If a Bounty Hunter is wielding a blunt weapon, he or she can attempt a knockout blow against a target not more than twice his or her own height.  The Bounty Hunter must make a called shot to the head, applying a -8 penalty on the to hit roll (note that an unarmored head is only AC 10).  If the Thief scores a hit, the blow inflicts half normal dam�age and half temporary damage (temporary damage is regained with a full turn of uninterrupted rest) and the victim must save vs. petrification or be rendered un�conscious for 2d8 rounds.  The victim's saving throw should be modified (positively or negatively) by the difference between the his or her level and the Bounty Hunter's level.



Tracking:  A Bounty Hunter has the Tracking ability of a Ranger of equal level (i.e., with no initial penalty to his or her proficiency score and gaining a +1 bonus for every 3 levels of experience), and they can Track at full normal value in all settings.



Special Hindrances:  As noted above, a Bounty Hunter's Assassination ability does not produce instant death, but rather unconsciousness.  Bounty Hunters are also less skilled the areas of Backstab attacks and Poison Mastery than typical Assassins.  A Bounty Hunter can make a Backstab attack but does so at his or her actual level (i.e., not doubled as for an Assassin).  Bounty Hunters are also not as skilled in the use of poison as typical Assassins, gaining Poison Mastery as an Assassin of half their actual level (i.e., manufacture of poisons is not learned until 4th level, and new poisons are learned only every two levels thereafter).  Non-evil Bounty Hunters will tend to learn only nonlethal poisons and poison antidotes, especially paralytic or incapacitating poisons for use in trapping their prey.



In addition to these differences, Bounty Hunters are loners by nature, even more so than are most Assas�sins, and they will never have more than a single henchman or hireling at any one time.  They are easy to pick out as rootless drifters with an air of menace about them, penalizing NPC reactions by 1.  This penalty is doubled to a -2 penal�ty for creatures whose alignments are signifi�cantly different from the Bounty Hunter--i.e., at least 2 steps away on the alignment chart, such as LG vs. CG, LG vs. N, and so on)--they tend to step very carefully around a Bounty Hunter, for fear that they might be his or her next target.



Bounty Hunters also tend to develop a reputation for their ruthless efficiency, and there is a base chance of 10% + 2% per level of the Bounty Hunter in any given situation that someone will be able to recognize the Bounty Hunter (assuming that he or she is not in disguise or using his or her Masquerade ability).  The results of someone recog�nizing the Bounty Hunter depend entirely on the situation, ranging from offering a reward to offering a job or simply buying him or her a drink (assuming they have a reason to be positively inclined toward the Bounty Hunter), or perhaps to trying to slip poison into his or her drink or selling the Bounty Hunter out to his or her enemies (including friends, allies, or relatives of people taken in by the Bounty Hunter).



Bonus Proficiency:  Tracking

Required Proficiencies:  Disguise, Herbalism, Observation, Voice Mimicry

Preferred Proficiencies:  Acting, Alertness, Awareness, Blind-fighting, Camouflage, Etiquette, Grooming, Intimidation, Language (Modern), Persuasion, Reading/Writing, Signalling, Sixth Sense, Trail Marking, Trail Signs, Trailing

�ASSASSIN KITS



Executioner



Description:  The Executioner is the most directly and brutally violent sort of Assassin.  While other Assassins tend to favor subtlety, infiltration, deception, and trickery, an Executioner is a bundle of incipient menace just waiting to be unleashed.  An Executioner uses his or her skill at stealth and dealing out death to make horrible and messy examples out of those who cross someone with the power, wealth, or connections to retain an Executioner to wreak their vengeance.  At lower levels, Executioners often act as intimidators, street toughs, or simply common thugs--the muscle called in when an Assassins' Guild, Thieves' Guild, or similar group wants to shake down a busi�ness or merchant that has been late paying its 'protection' money or to fight out turf wars with a rival group.  At higher levels, they can command high fees as murderers for hire, people who don't mind 'getting their hands dirty' or taking on challenging 'wet work'.  Those who hire them are best advised to keep any contracts they make, however, as Executioners do not take kindly to being double-crossed, and more than one Executioner (particularly non-evil Executioners) has been known to take 'jobs' based entirely on matters of principle and conscience and never for monetary reward (though they sometimes receive rewards for such action after the fact).



Requirements:  An Executioner needs to be very physical�ly im�pos�ing and therefore must have Strength of at least 15 and a Constitution score of at least 12.  Unlike other Assassins, a 
Executioner
 has no minimum Wisdom or Charis�ma requirement.  Executioners are usually evil, though rare individuals may be neutrally aligned.  An Executioner cannot be of good alignment.  Note that Half-Ogres are capable of becoming Executioners--this is the only Assassin kit available to them.



Weapons & Armor:  Executioners share the standard Assassin weapon and armor restrictions.  In addition, Executioners tend to favor two-handed weapons for their massive damage potential, and at least half their slots must be spent on weapons that can be used two-handed.



Thief Abilities and Modifiers:  Climb Walls, Detect Noise, Escape Bonds, Find/Remove Traps, Hide in Shadows, Move Silently



Special Benefits:  Executioners are expert combatants, being equally proficient at fighting with weapons or mixing it up with their bare hands.  Executioners love nothing better than being elbow-deep in the blood of their enemies, and their Backstab is just as nastily effective as that of a common Assassin.  In addition, an Executioner gains the following special abilities:



Intimidation:  An Executioner exudes such a palpable aura of menace that they gain a +1 bonus to their Intimidation proficiency score for every three levels of experience.  In addition, an Executioner of 6th level or above can cause fear in all creatures with 1 hit die or less (save vs. breath weapon allowed to resist) that he or she meets--the Executioner must be in plain sight within 10 yards.  Any character struck by fear will flee from the Executioner or sur�render to him or her, begging for their life, depending on the circumstances, and if possible will seek to avoid any confrontation with the Executioner for the rest of that day.  If forced into combat and/or unable to flee at least 30' away from the Execution�er, the creature suf�fers a -2 penalty to initiative, attack rolls, saving throws, and ability checks.  These penalties apply to a 1 HD or lower creature even if the save is successful.  At 11th level, this ability improves to include crea�tures with 4 or fewer hit dice/levels.  In addition, though creatures with 4+1 or greater hit dice/levels cannot be made to flee in panic, they must save vs. breath weapon or suffer the above penalties if they are close to the Executioner.  Creatures with 4+1 or greater hit dice who save suffer no ill effects.



The Executioner can choose when to use this ability, turn�ing it on and off (as it were) at will.  A creature that makes its saving throw vs. this power is immune to the fear effect for the duration of that encounter with the Executioner but must save again if they meet the Executioner again later and the fear power is again invoked.  Note that this ability generally affects only humanoid creatures--animals and most non-humanoid monsters cannot be affected.



Executioners themselves are unaffected by attempts at Intimidation regardless of their level, and in fact an Executioner's unshakable self-confidence grants a +1 bonus per three levels (rounding up) to saves vs. fear, and he or she can at�tempt an unmodified save vs. breath weapon to resist fear effects that normally allow no save.



Knockout:  If an Executioner is wielding a blunt weapon, he or she can attempt a knockout blow against a target not more than twice his or her own height.  The Executioner must make a called shot to the head, applying a -8 penalty on the to hit roll (note that an unarmored head is only AC 10).  If the Thief scores a hit, the blow inflicts half normal dam�age and half temporary damage (temporary damage is regained with a full turn of uninterrupted rest) and the victim must save vs. petrification or be rendered un�conscious for 2d8 rounds.  The victim's saving throw should be modified (positively or negatively) by the difference between the his or her level and the Executioner's level.



Street Fighting:  Executioners are experts in all manner of fisticuffs and unarmed combat.  They are able to ignore the 'weapons in defense' rule, suffering no penalty when attacking an armed opponent when they are themselves unarmed.  In addition, an Executioner begins play with free Skilled Specialization in either Punching or Wrestling (player's choice).  As an Exe�cutioner advances in level, he or she can spend further weapon proficiency slots to improve this specialization (or to gain specialization in the option not selected at 1st level).



In addition to this general facility at unarmed combat, an Executioner learns an assortment of dirty tricks and unorthodox and unex�pected combat maneuvers in the course of their careers, which they may attempt in the course of a combat.  Only one such maneuver (regardless of which type is selected) can be attempted per combat encounter.  Such an attack need not be made with a weapon, depending on how the attack is described by the player--such as pulling the rug out from under an enemy's feet, whipping his or her cloak around an enemy's weapon arm, or even putting a bag over the target's head.  Regardless of whether a weapon is used or not, the Executioner must describe how he or she will attempt the attack in order to achieve one of the following results:



  - Blind (the target's vision is blocked, though a new save can be attempted each round to shake off the effects)

  - Disarm (the target's weapon is either trapped and cannot be freed without a successful Open Doors roll)

  - Immobilize (the target is entangled and cannot get free without a successful Open Doors roll)

  - Stun (the target is stunned, though a new save can be attempted each round to shake off the effects)

  - Trip (the target must save at -4, and failure results in the target ending up prone on the ground, damage may occur if the target was moving faster than 12)



A Street Fighting special maneuver requires an attack roll by the Executioner, though the attack is made against AC 10, modified only by magical and Dexter�ity bonuses (e.g., a fighter in plate mail +2 with no shield but a 15 Dexterity would be AC 7 vs. Street Fighting, rather than AC 0).  If the attack roll indicates a hit, the target must save vs. petrification, modified by his or her Dexterity bonus (unless surprised, in which case the Dexterity bonus is lost and an addi�tional -2 penalty applies) and positively or negatively by the difference between the Executioner's level and the target's level.  Other modifiers may apply at the DM's option, based on how well the described attack form could plausibly work; the save is automatic if the method of attack is completely inadequate for the situation (e.g., trying to Blind a giant or dragon by throwing a bowl of oatmeal into its eyes--unless, of course, the Executioner can reach the creature's face, in which case it might work).  Street Fighting counts as a 'free action' for an Execu�tioner if it succeeds; if the attempt fails (either because of a failed attack roll or a successful saving throw), Street Fighting counts as an action for the Executioner that round.



Special Hindrances:  Since they spend most of their career learning about the many and varied brutal methods of killing others, Executioners neglect the more subtle arts of Assassination and Masquerade that characterize other Assassins.  In addition, their focus on direct combat and intimidation leaves them little time for the study of poisons, and as a result their Poison Mastery ability operates as an Assassin two levels lower than their actual level (i.e., manufacture of poisons is not learned until 4th level, but new poisons are learned at the normal rate thereafter, with a -2 penalty to the random die roll to determine new poisons learned).



Executioners are probably the most despised of Assas�sins, suffering an additional -2 reaction penalty over and above normal Assassin penalties.  In addition, because of their particular special skills and brutal methods, Executioners tend to develop a reputation for their cruelty (real or imagined) and become notorious for their 'crimes against society.'  As a result, there is a base chance of 10% + 2% per level of the Executioner in any given situation that someone will be able to recognize the Executioner (assuming that he or she is not in disguise).  The results of someone recog�nizing the Executioner depend entirely on the situation, ranging from offering a reward to offering a job or simply buying him or her a drink (assuming they have a reason to be positively inclined toward the Executioner), or perhaps to trying to slip poison into his or her drink or selling the Executioner out to his or her enemies (including friends, allies, or relatives of people taken in by the Executioner).



Required Proficiencies:  Anatomy, Herbalism, Display Weapon Prowess, Intimidation

Preferred Proficiencies:  Alertness, Ambush, Blind-fighting, Close-quarter Fighting, Drinking, Endurance, Immovability, Instant Stand, Night Vision, Prone Fighting, Torture, Trailing, Weapon Improvisation

�ASSASSIN KITS



Holy Slayer



Description:  Holy Slayers are assassins who represent radical factions of religious faithful.  Their leaders sequester themselves within secret refuges far from civilized places.  They recruit new Holy Slayers by bringing them to their hidden lairs and showing them the rewards of paradise on earth, which can be theirs again in the afterlife if they but serve the greater cause as Holy Slayers of the faith.  Many young recruits agree, joining in the service of their 'Grandfather' and obeying his or her commands without question, fear�less in their conviction that even if they died they would be better off in the next world.  The members of these secret societies are driven by the power of their faith to mete out justice and threats in a manner that intimidates and frightens those they encounter.  They are sometimes quiet in their ways, passing unseen like ghosts through the world around them, but sometimes they strike publicly and dramatically; often the mere suspicion that a Holy Slayer is nearby is enough to turn away those who seek to harm any under their protection.  Each Holy Slayer is a member of a religious organization dedicated to the advance�ment of a particular faith.  Such organizations usually have the support of Zealots (and sometimes very lawful Orthodox Priests) of their faith, though the Holy Slayer fellowships themselves vary considerably in their degree of tolerance of other factions.  Each society operates from a secret base location, which is never known to low-ranking members (they are brought there in secrecy for training and then leave in secrecy when they are ready to begin their careers).



Requirements:  Holy Slayers have the same racial restrictions and ability score requirements as typical Assassins, save that their Wisdom score must be at least 13 to with�stand the mental rigors of their profession.  In addition, particular orders may have additional restrictions (e.g., some may be all-male or all-female, or may restrict membership only to a specific race).



Weapons & Armor:  Holy Slayers are limited to the weapon selection allowed to priests of the deity associated with their society.



Thief Abilities and Modifiers:  Climb Walls, Detect Noise, Escape Bonds, Find/Remove Traps, Hide in Shadows, Move Silently



Special Benefits:  The primary benefit of a Holy Slayer is that his or her intensive training in the arts of dealing death through his or her secret society allows him or her to gain weapon specialization in a single weapon.  This weapon is not chosen by the Holy Slayer--he or she gains specialization in the chosen weapon of his or her society.  One might use a blowgun, while another might use a dagger.  A Holy Slayer begins with Skilled Specialization at 1st level (this is not free--he or she must spend one slot on proficiency and another on Skilled Specialization in the weapon in question; if a missile fire device, he or she begins with Device Specialization) in the chosen weapon of the society, while other proficiency slots at 1st level must be spent on other weapons.  As a Holy Slayer advances in level and gains additional weapon proficiency slots, he or she can become proficient in other weapons or can increase his or her level of specialization, eventually reaching as high as Master specialization.  A Holy Slayer fighting with the chosen weapon gains multiple attacks as a Fighter of equal level (plus his or her specialization bonus).  An additional advantage of his or her special training is that the specialization damage bonus with the chosen weapon can be added in before the damage multiplier is applied in a Backstab attack.



Meditative Trance:  In the course of training for their task, Holy Slayers learn how to meditate in a state of deep concentration, allowing them to refocus and regain their energies in a deep and power�ful trance.  This meditation can be done once per day for up to one turn per level of experience, but each turn of meditation is as effective as a full hour of sleep in terms of restfulness.  While in a Meditative Trance, a Holy Slayer is unaffected by natural extremes of heat or cold and is able to ignore hunger or thirst.  A Holy Slayer is fully conscious and aware while in a Medita�tive Trance and suffers no penalties to surprise or initiative rolls if attacked.



At 6th level, this ability improves to become the equi�valent of a feign death spell; in addition, at the end of the Meditative Trance the Holy Slayer is so refresh�ed and rejuvenated that he or she regains 1d4 hit points, +1 per level over 6th.



Religious Devotion:  Because of their intense religious indoctrination, Holy Slayers are required to learn the Religion proficiency at 1st level.  They can also select proficiencies from the Priest list at no penalty.  A Holy Slayer's fanatical devotion to his or her cause renders him or her immune to all forms of fear.  In addition, they gain a +4 to saves vs. charm, domina�tion, possession, and other forms of direct magical or psionic control.  A Holy Slayer of 12th level or above becomes immune to magical control, including geas and quest spells.  The exception to this resistance is that a Holy Slayer suffers a -4 penalty to saves vs. quest and other charm-type spells cast by priests of his or her own faith, provided that they are of higher level than the Holy Slayer.  



Even if a Holy Slayer is affected by a spell or power of this type, such control can be instantly and permanently ended by the will and word of his or her Grandfather or Grandmother--loyalty to the master of his or her society supersedes all non-divine magical or psionic control.  In no event can a Holy Slayer be controlled and forced to do harm or allow harm to come to a member of his or her society, and an attempt to do so will immediately break such control.  Attempts to force a Holy Slayer to act against a member of his or her religion allows an immediate saving throw to break free of control but does not automatically negate it.



Holy Slayers receive a +2 bonus to reaction rolls with NPCs of his or her religion.  In addition, they can always obtain free shelter and food at temples of their faith and can usually borrow mundane equipment for up to a week free of charge.  If such items are lost or destroyed, the Holy Slayer must of course replace them, and he or she loses their church privileges until such restitution is made.  Magical items are never lent to a Holy Slayer.



Special Hindrances:  Everything within a Holy Slayer order is on a need-to-know basis, and all orders and decisions follow a rigid chain of command that begins with the Grandfather and proceeds down to the newest initiate.  Holy Slayers are shaped and molded in their training to obey without question the orders of the Grandfather or Grandmother of their order.  They must be willing to die immediately for their cause.  If a leader should ask a Holy Slayer to leap from a building to prove his or her faith, the Holy Slayer will do so without question.  Unfortunately for low-ranking Holy Slayers, it is not unknown for leaders to ask precisely that, in order to prove their power.  Holy Slayers are not required to announce their profession to the general public.  While a few fellowships encourage such displays, members who do so may be told to perform extremely dangerous missions in order to prove that they are worthy.  Most fellowships prefer to operate in secrecy, and members often disguise themselves as members of other Rogue classes or kits, sometimes feigning the Special Hindrances of another kit and taking associated proficiencies in order to do so.



Holy Slayers who are not based at their fellowship's secret hideout (including most or all PC Holy Slayers) are allowed to act as free agents for a time, much like priests who are not currently attached to a specific temple.  These free agents are allowed to live their lives in a normal fashion; however, as soon as word comes from their Grandfather or Grandmother they are expected to perform whatever actions are ordered as expeditiously as possible.  They are not expected to ask for additional aid or time, nor may they appeal the orders.  They are expected only to do or die.  NPC Holy Slayers rarely if ever ignore such orders, being willing to die for their faith.  However, those rare PCs taking this kit are not automatons and can choose to ignore the orders of their leader if they choose, especially if death seems a likely (or certain) result of those orders; of course, death may be the outcome of refusing an order, too.  Holy Slayers who disobey an order become outcasts, as do Holy Slayers who obey only in part, twisting the meaning of an order through clever interpretation of the wording that does not agree with the intentions of their master.



An outcast Holy Slayer becomes the target of attacks by other members of their fellowship (PC Holy Slay�ers may occasionally become involved in retaliatory strikes against such rogue agents).  These attacks are planned by the DM and usually involve a string of assaults that might include the kidnapping of allies, the destruction of home towns, or the summoning of monsters rather than simple swift death.  These at�tacks tend to take place at the worst possible moment and continue until one of the following occurs:  the PC decides to complete the assigned mission; the PC has survived a number of attacks equal to his or her level (at which point the Grandfather or Grandmother may consider the punishment sufficient, at the DM's option); or the PC slays the current leader of his or her fellowship (which is, of course, one of the reasons that the location of the society's base is kept such a close secret).  Even if a Holy Slayer survives such a string of attacks, he or she will not be able to obtain further training in his or her society's fighting methods and skills (nor is any other society likely to take in a renegade Holy Slayer); he or she can still advance in skills already possessed, but from that point on the Holy Slayer will require double the normal amount of experience points in order to advance in level.



In game terms, there is a 10% per level chance at each level of experience (including 1st level) that sometime during that level the Holy Slayer will receive 'the call' from his or her society to undertake some dangerous task on behalf of the order.  Sometimes the call is an order to kill, though it may also involve some other type of risky mission, such as delivering a message or warning or retrieving a valuable item important to the order or its affiliated religious fellowship.  When the call targets a particular individual (whether for death or some other purpose), there is an 80% chance that the target is in the same city or general region as the Holy Slayer, and there is an 80% chance that the indi�vidual is a native of that area (in other words, he or she is on 'home turf' and is probably well-protected).  Targets are always persons of importance--nobles, aristocrats, court wizards, captains of the royal guard, merchant lords, and the like--never common craftsmen or loudmouthed innkeepers.  If the call involves the assassination of the individual in question, each society has a special version of its chosen weapon (e.g., a spear inlaid with gold, with a black silk scarf tied to the haft) that must be used in such cases; their 'calling card' so that everyone knows exactly who was respon�sible for the killing.  It is the Holy Slayer's re�sponsibility to make or acquire such a weapon, as it will not be provided directly by the society (to avoid the chance of it being traced back to them).



Regardless of where they operate, Holy Slayers are expected to contribute to the upkeep and prosperity of their society and their affiliated church fellowship.  As a result, Holy Slayers must tithe at least 10% of their income directly to their society and an additional 10% of their income to the church of their affiliated deity.  They are also expected to cooperate with reasonable requests from priests (especially higher-level priests) of their allied faith, so long as they do not contradict the orders of their superiors within the society.



In addition to the hindrances of their secret society membership, Holy Slayers disdain the use of poison.  They do not make the intensive study of poisons that characterizes other Assassins, and as a result they do not gain the Poison Mastery ability.  Though they can and do often use poisons that inflict damage upon contact or injection, they never use fatal poisons, nor do they use ingestive poison.



Required Proficiencies:  Anatomy, Disguise, Religion, Voice Mimicry

Preferred Proficiencies:  Alms, Ambush, Begging, Blind-fighting, Camouflage, Close-quarter Fighting, Display Weapon Prowess, Herbalism, Instant Stand, Intimidation, Jumping, Language (Modern), Lightning Reflexes, Prone Fighting, Reading/Writing, Rope Use, Set Snares, Sign Language, Torture, Tracking, Trailing, Tumbling, Venom Handling, Weapon Improvisation, Weaponsmithing

�ASSASSIN KITS



Shadow



Description:  Shadows are mysterious figures, Assas�sins who have devoted themselves to a strange and unusual pseudo-mystical science of stealth and that involves some degree of communion with the Plane of Shadow or possibly even an infusion of shadow-stuff somehow into the very essences of a Shadow Assassin.  How they achieve this mystical connection is uncer�tain--it may be a variation of latent psionic powers or it may simply be an unexplainable mystery of the overlapping connections of the planes and the ability of some to tap into that connection and use its power.  The plain and simple fact is that, whatever the source of their mysterious powers, Shadows do in fact possess a set of strange shadow-based abilities that are far outside the realm of possibility for normal individuals, and they have chosen to apply them very effectively in combination with the stealthy and subtle death-dealing art of the Assassin.



Requirements:  For reasons not well-understood, only characters with human blood can become Shadows.  This includes half-elves and half-orcs and also the race of tieflings (descended from humans but tainted with the blood of one of the infernal races), but not aasi�mar, whose celestial bloodlines apparently interfere with the use of Shadow-talents).  Shadows must be at least partially neutral in alignment, representing the balance between light and darkness, order and chaos that the very nature of shadows represent (though it can be difficult for a Shadow to maintain a Neutral Good alignment while actively plying his or her trade as an Assassin).  Shadows have normal Assassin ability score require�ments, but they also require great strength of will and mental fortitude to utilize their shadow-talents, needing at least a 15 Wisdom.



Weapons & Armor:  Shadows share the normal weapon and armor restrictions of typical Assassins.



Thief Abilities and Modifiers:  Climb Walls, Detect Noise, Escape Bonds, Find/Remove Traps, Hide in Shadows, Move Silently



Special Benefits:  Shadows gain an array of special abilities relating to their extraordinary ability to conceal themselves, to take advantage of shadows present in their environment, and to tap into the hidden power and essence of shadow-stuff to perform superhuman feats.  It is thought that they accomplish these remarkable things by somehow transposing some portion of their own essence with the stuff of sha�dows, making themselves ever-so-slightly unreal with respect to the material world.  In a sense, rather like an illusion, some portion of the Shadow is simply 'not there', which allows them to violate some of the normal laws of reality that bind those around them.  However it is accomplished, a Shadow gains the following abilities:



Darkling Nature:  Shadows gain the ability to see in the darkness associated with the plane of gloom.  All Shadows can see as well in moonlight as a normal human could see in full daylight, and all combat-related darkness penalties are reduced by the Blind-fighting that is a necessary part of their training.  At 5th level, a Shadow can see by starlight as if in full daylight and reduces darkness penalties to -1.  At 10th level, a Shadow can see perfectly in total darkness, whether natural or magical, negating all penalties.  Note that blindness and fog or other visual obstruc�tions can still interfere with his or her vision.



In addition to this ability to see in conditions of darkness, Shadows gain certain advantages based on their communion with the Plane of Shadow and the power it grants them.



Amount of Shadow	Modifier

No shadows		-2

Weak shadows	--

Strong shadows	+1

Very strong shadows	+2



The modifier listed above should be applied to a Shadow's attack, damage, and saving throw rolls when in such conditions.  If attacking from surprise, the damage modifier should be applied before any multi�plication of damage is made for the Backstab.  The definitions of these lighting conditions are as follows:



  No shadows:  surrounded by multiple magical light sources, areas of total darkness, outdoors in open terrain in direct sunlight

  Weak shadows:  outdoors at dawn or twilight, in woods or city (or similar terrain) in daylight, typical indoor light, outdoors at night on a moonless or overcast night

  Strong shadows:  outdoors at night, dim indoor light

  Very strong shadows:  in woods or city (or similar terrain) in twilight, indoors with single flickering light source (e.g., torch, candle, lantern), outdoors at night near the edge of light shed by an artificial light source



Note that conditions of extreme darkness interfere with a Shadow's abilities just as much as conditions of extremely bright light.



Evade Detection:  In the course of their training, Shadows learn how to render themselves unobtrusive and undetectable not only to normal sight but also to paranormal perceptions.  As a result, they have a 5% chance per level to be able to resist most low-level divinations (3rd level or less--e.g., ESP, clairvoyance, detect invisibility, detect evil) as well as scrying via a crystal ball or similar device.  It can also defeat the ability of high-level or highly Intelligent creatures to notice hidden or invisible creatures, the Back Protec�tion abilities of other Assassins, a Thief's Enhanced Surprise power, and an Adventurer's Danger Sense.  A Shadow can also use this ability to cause an observer to lose track of him or her and attempt to Hide in Shadows even while under direct observation.  Ob�servers' perceptions simply have difficulty locking onto the Shadow; their eyes pass over a Shadow without noticing them or finding anything remarkable about them at all.



If the Shadow's check to evade detection is successful, he or she automatically escapes notice or reveals no information to the diviner.  Even if the roll is failed, the Shadow is entitled to any applicable saving throw.  This ability has no effect if either the roll or the saving throw is failed, and more powerful divinations, in�clud�ing know align�ment, true seeing, contact other plane, and the like cannot be resisted with this ability.



The ability to Evade Notice enables Shadows to at�tempt a special attack if the ability is successful and the Shadow can then make a successful Hide in Sha�dows roll, allowing the Shadow to seem to 'disappear' and completely evade the notice and perceptions of creatures nearby.  When this is done, during the brief disorientation that follows, the Shadow can attempt to land a killing blow with a melee or missile attack against one of them.  The intended victim must be within 10 yards of the Shadow's position when this ability is used, as this trick of perception cannot hide the Shadow long enough to move further than this.  Regardless of the success or failure of this attack, it cannot be attempted more often than once per day, due to the intense concentration required by the Shadow.



Before the attack is made, the Shadow should roll for surprise (including the normal Assassin -2 surprise bonus, -2 for being effectively invisible to the target, and an additional -2 if the Shadow makes a successful Move Silently roll); if the target is surprised, the Shadow can make the attack without fear of immedi�ate retaliation and gains his or her full normal Back�stab bonuses to the attack, but even if the target is not surprised the Shadow can still attempt to land a kil�ling blow with his or her first attack.  A successful hit by the Shadow on his or her first attack forces the target to save vs. death magic or be instantly slain.  This is true regardless of whether the victim is sur�prised, though if the target is surprised it suffers a -2 to its saving throw vs. death and also suffers full Backstab damage (including the chance of an instant kill).  The intended target of this attack must be a basically humanoid creature no larger than size L, and he or she cannot have more hit dice/levels than the Shadow.



Shadow Flight:  A Shadow is able to tap into the power of shadow-stuff to reduce the effect of this world's gravity on their quasi-real body, effectively making their bodies lighter.  An attempt to use Shadow Flight requires a successful Hide in Shadows roll, and so obviously cannot be used in conditions where shadows do not exist.



Beginning at 1st level, a Shadow can use this ability to reduce falling damage, being able to fall 5' per level of experience without harm as long as there is a solid surface within 5'.  They are able through some unknown means to use the presence of that solid surface to slow their descent by periodically making contact with it, perhaps ex�changing some of their energy with it in order to decrease or eliminate the energy of their falling body.  If a Shadow is free-falling without a solid surface nearby or fails his or her Hide in Shadows check, Shadow Flight fails to work and the Shadow suffers normal falling damage.



In addition to this ability to decrease falling damage, a Shadow of 15th level or above gains the ability to actually fly silently and nearly invisibly in conditions of shadow, becoming almost literally a shadow, flitting from place to place at great speed.  The rate of travel depends on the conditions of shadow that are present (see Darkling Nature for descriptions):



Amount of Shadow	Movement Rate

No shadows	Normal movement only

Weak shadows	levitate self if within 10' of a solid surface

Strong shadows	12 (MC C)

Very strong shadows	24 (MC B)



This ability cannot be used in condi�tions where no significant shadows are present; i.e., only normal movement is possible in such conditions.



Shadow Travel:  In addition to the Shadow Flight ability described above, a Shadow can use his or her powers to transubstantiate a portion of his or her essence to perform a variety of other special move�ment-related maneuvers.  A Shadow of any level gains a special advantage when using his or her Move Silently power; that is, a successful check not only results in silent movement, it also allows a Shadow to lighten his or her footfalls so as to leave no tracks behind.  As with a normal Move Silently check, the Shadow can only move at 1/3 his or her normal speed and maintain this ability.



A Shadow of 5th level and above can use his or her Shadow Travel ability to walk across virtually any surface without actually touching it, enabling them to walk across water, quicksand, and similar substances without sinking and without leaving any trace behind.  This maneuver requires total concentration, and being struck by a blow while using this form of Shadow Travel will break the Shadow's concentration and cause him or her to fall unless he or she saves vs. breath weapon.  Note that this is still treated as a normal Move Silently attempt, and movement at greater than 1/3 normal speed is not possible.  The maximum distance that can be traversed using this ability cannot exceed 5' per level of the Shadow; he or she must make contact with a solid surface after traveling this distance and rest for one round before attempting it again, and in no case can a Shadow perform this feat more often than once per day for every level of experience.



At 10th level, this ability improves yet again.  At this level, a Shadow is able to draw upon the power of shadow to shift him- or herself slightly out of phase with the material world.  This provides several benefits, the first of which is that he or she can move with seemingly blinding speed from one shadowy area to another.  Use of this skill requires a successful Hide in Shadows check (and therefore is impossible in an area that is too light or too dark to have shadows); if this is successful, the Shadow's movement rate is increased by an amount proportional to the amount of shadows present (see Darkling Nature for descriptions):



Amount of Shadow	Movement Rate

No shadows	Normal movement only

Weak shadows	15

Strong shadows	18

Very strong shadows	24



A Shadow is visible if moving between areas of shadow, but he or she will be effectively invisible and can move at the accelerated rate noted above as long as he or she stays within the area of shadow.  This increased movement rate is cumulative with other uses of the Shadow Travel ability (i.e., allowing a Shadow to move more quickly while not leaving tracks or passing over liquid or treacherous surfaces).  If an attack is made, the Shadow's presence and location immediately become apparent, but he or she can fade back out of sight automatically on any round that he or she does not attack (assuming shadows are present), even if under direct observation.



A Shadow can also use this phase-shifting ability to perform a remarkable feat once per day, effectively willing his or her body into an insubstantial state that allows the Shadow to pass through any solid material (save for lead, gold, and similar very dense metals or materials specifically enchanted to bar passage of astral, ethereal, or out-of-phase creatures).  Use of this power requires three rounds of concentration and a successful Hide in Shadows check (and so cannot performed in an area with no shadows); following this, the Shadow becomes momentarily insubstantial and can slip through a solid barrier up to 1' thick per level of experience.  If the barrier is too thick to pass through completely, the Shadow's body disintegrates into noth�ingness, unable to reform itself, and all possessions must save vs. disintegration or suffer the same fate.  Even if this ability succeeds and the Shadow makes it all the way through, the Shadow must save vs. breath weapon or be stunned for 1 round by the shock of the experience.



At very high levels, the Shadow Travel ability can be used for two additional special feats, both of which require the presence of 'very strong shadows' (see Shadow Flight for description) and a successful Hide in Shadows roll.  At 15th level, a Shadow can use this ability to draw him- or herself (and possibly one or more companions) fully into the Plane of Shadow, as per the shadow walk spell.  This ability can be used no more than once per week, and the Shadow (and any passengers) must save vs. breath weapon or be stunned for 1d10 rounds upon arrival.  Finally, a Shadow of 20th level can use this power to dimension door up to 360 yds up to once every hour, though the point of arrival must also have 'very strong shadows' or else the dimension door will fail.



Special Hindrances:  Shadows spend a great deal of time learning how to manipulate their shadow-talents and considerably less time than other Assassins on some of the traditional arts of an Assassin, using their own specialized talents to perform assassinations rather than the disguise, impersonation, and infiltration skills used by a typical Assassin.  As a result, Shadows do not gain the Assassination ability of a typical Assassin, and they also lose the ability to Masquerade as an Assassin can.  Further, though they do make use of poisons when it suits their purpose, they make no special study of them, and as a result they do not gain the Poison Mastery ability of typical Assassins.  In addition to this loss of abilities, Shadows cannot use many of their abilities unless some shadows are present, greatly reducing their effectiveness in conditions of total darkness or very bright light.



Required Proficiencies:  Anatomy, Blind-fighting, Night Vision, Planology

Preferred Proficiencies:  Ambush, Camouflage, Close-quarter Fighting, Concentration, Display Weapon Prowess, Healing, Herbalism, Instant Stand, Intimi�dation, Lightning Reflexes, Monster Lore, Prone Fighting, Reading/Writing, Set Snares, Sign Language, Torture, Tracking, Trailing, Venom Handling, Weapon Improvisation

�ASSASSIN KITS



Spy



Description:  The Spy is a gatherer of information.  At the lowest levels, he or she is a common informant for other spies, with his or her ears open for salable information.  An expert Spy is often hired by guilds and governments to uncover information and vital secrets of enemies.  All types of Spies are engaged by merchant houses as a means of keeping tabs on their competition and keeping their own secrets safe.  In short, anywhere that secrets are kept, Spies are likely to be nearby.  Whether they are seeking to uncover those secrets or keep them safe depends on their employer and the Spy's personal goals, but they are drawn to secrets as flies are drawn to honey.



Requirements:  A Spy must be quick-witted and have a great deal of moxie and interpersonal skill to deal with those he or she encounters while spying, and in addition to the usual Assassin ability score requirements a Spy must have Wisdom of at least 13 and a Charisma score of at least 15.  A Spy can be of any alignment and can be of any race except half-ogre.



Weapons & Armor:  Spies have the same weapon and armor restrictions as typical Assassins.



Thief Abilities and Modifiers:  Climb Walls, Detect Noise, Hide in Shadows, Move Silently, Open Locks, Pick Pockets



Special Benefits:  Spies, as might be guessed, are the true masters of the Masquerade, applying a -1 penalty for every three levels of experience to saving throws to see through their deception.  Their skill in the arts of fakery, deception, and double-dealing are such that at 5th level they gain the thieving abilities of Bribe Official and Forge Document in addition to those at 1st level, and beginning at 5th level a Spy receives 30 discretionary points per level, rather than the usual 20 for an Assassin.



Because they are so used to spying on others, Spies are sensitive to observation themselves, gaining a +4 (+20%) bonus to checks to notice being observed or scried upon.  In addition, they are so adept at foiling detection that they have a 5% chance per level to be able to resist most low-level divinations (3rd level or less--e.g., ESP, clairvoyance, detect invisibility, detect evil) as well as scrying via a crystal ball or similar device.  If the roll is successful, the Spy is entitled to a save vs. spell to escape notice by the diviner.  This ability has no effect if either the roll or the saving throw is failed, and more powerful divinations, in�clud�ing know align�ment, true seeing, contact other plane, and the like cannot be resisted with this ability.



Spies are very alert to people sneaking up on them and gain the Back Protection ability of a standard Assassin with a +10% bonus.  In addition, they always gain a +1 bonus to avoid being surprised (+2 in urban environments).  In addition to these enhanced Assassin abilities, Spies have several unique abilities of their own:



Evaluate Target:  Spies of all sorts have an uncanny ability to assess the general power of an opponent through observation of subtle body language and other cues.  Likewise, they can take complete inventory of an individual's belongings (especially weapons) with just a few moments of examination, checking especial�ly for concealed items.  The ability to Evaluate Target can generally only be used with respect to humanoid targets (others at DM's option), and it requires a Spy to spend a full round of uninterrupted observation, though this may be done while conversing with the potential mark or appearing to engage in other tasks.  The chance of success of this ability is 25% + 5% per level of the Spy.  A successful roll allows the Spy to check for one of the following things that round:



  - Character class (including subclass and kit)

  - Character level (this will be correct to within ±2 levels, though exact information is not revealed)

  - Character race/nationality/place of origin (culture, nation, and sometimes even city of origin)

  - Concealed items (including general size, location, and type of hidden weapons or caches of stuff on a person (e.g., hidden within or beneath clothing, stashed within easy reach beneath a table nearby), though not contents of a container (e.g., a scroll case hidden in the lining of a backpack might be noted, but not what is inside the main section of the backpack nor what is inside the scroll case))

  - Hostile intentions (general level of hostility--low, medium, or high--toward the Spy and any allies)

  - Social class/occupation (general profession, though not place of employment or specific title)

  - Whether a creature is lying (If the creature believes that what is being said is true, the Spy will perceive him or her as being truthful; it does not separate out lies, truths, and half-truths woven together in con�versation, but it does reveal whether an NPC is intentionally not telling the truth)



Additional checks can be made with further time spent observing the mark, with an additional piece of information gained with each successful roll.  Note that further attempts to recheck for the same piece of information will always give the same result as the original check.  If the check is failed, no information is gained.  If a natural 96 or higher is rolled, the Spy has badly misjudged the target in some way.  If the Spy attempts to assess a disguised target, the skill roll is penalized by 25% (50% for a magical illusion), but a successful check indicates that the Spy sees through the disguise and gets a true assessment.  If the roll would have succeeded but for the penalty, then the Spy is able to determine that the subject is disguised but cannot gain additional information.



Gather Intelligence:  Spies always have their "ear to the ground" for rumors, and any time that rumors are generated for the PCs, the Spy learns twice the number that he or she would ordinarily learn.  Even if rumors would not normally be generated for the PCs, the DM should generate one rumor per three levels of the Spy any time that he or she wants to spend some time (e.g., a few hours in a tavern) seeking out rumors.  When they hear such a rumor, they have a chance equal to their chance to Evaluate Target (see above) to be able to determine the truth of a rumor regardless of whether the person telling the rumor believes it to be true.  In addition to his rumor-mongering, Spies gain a +1 bonus to their Informa�tion Gathering proficiency for every three levels of experience (rounding up).



Spies undergo training to develop a limited photo�graphic memory, allowing them to recall exact�ing details about anything they has seen or heard.  This can be a fragment of a conversation, a mental image of a place, or the words read on a printed page.  The chance of success of this ability is 10% + 5% per level, though the Spy receives a bonus to this ability based on his or her Intelligence:  13-15 = +5%, 16-17 = +10%, 18 = +15%, +5% per point of Intelli�gence above 18.  Failure indicates that the memory is too vague to be of any use.  Suc�cess indicates that the DM tells the Spy what he or she wishes to remember.  A natural roll of 96 or higher indicates that the Spy has misremembered and the DM will give some sort of misleading information about what he or she is trying to remember.



In addition to this general facility for memorization, Spies are very adept at snooping about and learn�ing and remembering all of the important details of an inhabited area.  This process takes one day per 1,000 inhabitants in a given settlement (note that an entire city need not be searched, and much time could be saved by selectively spying out sections of a city or town).  Once this process is completed, a Spy can then recall virtually any pertinent bit of information about the area and its inhabitants with a memory check as described above, allowing him or her to identify or recognize remembered things on sight at a later time.  This ability can be used for mundane data (e.g., the best ale in town, neighbor�hoods with high crime rates) or specifics (e.g., at what time the city watch rotates).



Spying:  A Spy possesses a unique variation of the typical Assassin's Assassination ability.  A successful check against this ability allows Spy to insinuate him- or herself into a position of confidence and trust, much as the Assassination ability does.  Rather than forcing a target to save to avoid death, though, Spying forces a saving throw to avoid allowing the Spy access to secret documents or information, which he or she can then examine or even steal.  Because of a Spy's nearly photographic memory (especially at higher levels), they often need only study an item and then carefully replace it so that no one is the wiser, rather than stealing it outright.  A Spy can always attempt a Pick Pockets roll to surreptitiously purloin or replace an item.



The owner/guardian of the secrets being spied out has the same chance to notice a Spying attempt as they would an Assassination attempt; repercussions of being caught Spying must be role-played out.  As with an Assassination, the chance of success of a Spying attempt may be heavily modified based on the quality of plan the Spy can come up with for infiltration, the precautions taken by the owner or guardian of the secrets to be spied out, their attitude toward the Spy (which may be influenced by the Spy's Masquerade ability), and the amount of time spent observing the intended target.



In addition to this special Spying ability, it should be noted that a Spy's powers of perception are so acute that their Observation profi�ciency is improv�ed by 1 for every three levels of experience (rounding up), allowing them to notice subtle clues that others might miss.  Likewise, because they are so glib in creating cover stories and excuses on the fly, they can use the equivalent of the Fast-talking proficiency when trying to explain their presence in a restricted area, posses�sion of secret documents, and other situa�tions related to espionage, regardless of whether they actually know that proficiency.  This ability can only be used in situations related to espionage (DM's discretion) unless the Spy actually learns the proficiency; if this is done, he or she will gain a +3 bonus to his or her proficien�cy checks in such situations.



Special Hindrances:  A Spy is much less proficient at sneak attacks than a typical Assassin; he or she does not gain the normal Assassination ability at all (see Spying above), and his or her Backstab takes effect at their actual level, not doubled as normal for an Assas�sin.  In addition, a Spy has no special talent for poisons at all, losing the Poison Mastery ability completely.  Spies are also consummate lone opera�tives; though they can train other Spies and may work together on occasion when a special job calls for it, they will never bother retaining henchmen, as they consider them half-trained wannabes that just get in the way of doing the job right.



Spies do not suffer the heavy reaction penalties of most other types of Assassins, but they still face a grave potential danger if caught in the act of Spying, since they will likely be disavowed by their employer rather than risk incriminating them.  A Spy who is caught in the act also must potentially deal with Assas�sins sent to eliminate him or her as being someone who 'knows too much.'  Spies traffic in a high-stakes world of information trading, and the price for failure can be high.



Required Proficiencies:  Disguise, Information Gathering, Observation, Voice Mimicry

Preferred Proficiencies:  Acting, Acute Hearing, Alertness, Awareness, Begging, Bribery Etiquette, Diplomacy, Etiquette, Excellent Vision, Fast-talking, Grooming, Heraldry, Information Gathering, Intimidation, Investigation, Local History, Night Vision, Persuasion, Reading/Writing, Reading Lips, Seduction, Sixth Sense, Tracking, Trailing

�ASSASSIN KITS



Stalker



Description:  Stalkers boast extensive training in weapon use, scouting, and outdoor survival, but they truly make their claim to fame as 'big game hunters.'  They pride themselves on their ability to find and bring down the most dangerous quarry imaginable, and they are experts in taking advantage of terrain and neutralizing the strengths of their quarry, taking every advantage for themselves.  Stalkers are in high demand by rulers as royal huntsmen, game wardens, and even military scouting leaders, as well as private individuals who seek out these talented individuals as bodyguards.  Some expeditions are so dangerous and demanding that they require the attention of a special�ist with exceptional combat and stealth skills; they specialize in neutralizing dangerous animals as well as monsters of various types, though their skills qualify them for a wide range of adventures.  For a determined Stalker, no job is too difficult and no enemy too formidable.



Requirements:  In addition to normal Assassin re�quirements, a Stalker must be sufficiently strong and physically fit to take on the privations and dangers of the wilderness, re�quiring at least a 14 in both Strength and Constitu�tion.  Because of their single-minded focus on hunting in the wilderness and studying the ways of animals and monsters, Stalkers tend to avoid contact with other humanoid creatures and tend to be lacking in interpersonal skills.  As a result, unlike other Assas�sins, a Stalker has no minimum Charisma require�ment.  Stalkers may be of any alignment, though those that make a practice of hunting sapient humanoid creatures or using deadly poisons tend to be evil.  In addition to the standard races capable of producing Assassins, full-blooded elves may become Stalkers.



Weapons & Armor:  Stalkers have the usual Assassin weapon and armor restrictions.  At least half of a Stalker's weapon proficiencies must be spent on the following weapons:  bow (any), crossbow (any), dagger/knife (any), spear (any), or sword (any).



Thief Abilities & Modifiers:  Climb Walls, Detect Noise, Escape Bonds, Find/Remove Traps, Hide in Shadows, Move Silently



Special Benefits:  Stalkers gain the Backstab ability of common Assassins, though their damage multiplier and chance of instant kill should be determined based on their actual level, rather than doubling their level.  Unlike other Assassins, however, a Stalker's training in hunting and killing creatures of all types allows him or her to gain the full normal Backstab bonus (includ�ing instant kill chance) versus creatures of all body types, rather than merely basically humanoid crea�tures, save that amorphous creatures still suffer no extra damage from a Backstab.  Regardless of shape, size H creatures still suffer only half the normal damage multiplier, with no chance of instant kill, and size G creatures cannot be effectively backstabbed, as it is very difficult to land a truly lethal blow upon such enormous creatures.



Master of the Hunt:  Regardless of terrain type, a Stalker gains a +1 bonus to his or her Hunting profi�ciency for every three levels of experience (rounding up), and like a Ranger his or her Tracking proficiency does not suffer the usual -6 penalty (though it does not automatically increase with his or her level).  Once in position after having followed their prey through the use of these proficiencies, Stalkers often use their ability to Backstab (at half their normal level) with missile wea�pons at short range to bring down their prey more efficiently.



In addition to this hunting ability, each time a Stalker takes proficiency in Survival (see Terrain Mastery below) they may select one natural animal from that terrain type and one other creature type native to that terrain (which can be anything from another different natural animal to a monster of some sort or even a humanoid race) for careful study into their habits, combat abilities, and overall strengths and weaknesses.  The type chosen must be a specific creature type (e.g., brown bears, frost giants), not a general type (e.g., bears, giants).  This careful study grants a Stalker a +1 bonus to attack and damage rolls as well as Armor Class when he or she is fighting against members of that species, and this bonus is increased to +2 when fighting them in the terrain type where they were studied.  In addition, if he or she attempts a Backstab against a member of that species, this damage bonus is added in before the damage multiplier is applied.  If a Stalker uses his or her Poison Mastery ability to brews a poison for use against a creature type he or she has studied, the poison applies a -2 saving throw penalty (noncumulative) to creatures of that species but grants a +2 bonus to saving throws for creatures of other types.



If proficiency in Survival in a given terrain type is selected more than once, a Stalker can elect to learn about new creature types or can relearn the same creature(s) again, with each additional 'slot' spent increasing the bonus by +1, but only while in that terrain type.  That is, the first time a creature type is learned, the basic bonus applies to all terrain types and environments with an extra +1 bonus within the specific terrain type; further slots spent to study that creature type increase the bonus only when fighting in the terrain type in which the creature type was stud�ied, as part of this study and skill involves dealing with such creatures in their native environment (i.e., the terrain type learned in Survival).



For example, if a 1st level Stalker learns Survival (Forest) and selects brown bear and centaur as his or her objects of study, he or she gains a +1 bonus in all situations against brown bears and centaurs (+2 in Forest terrain).  If either creature type is studied again in any terrain context, the additional study increases the Stalker's bonus only when fighting in that terrain type.  Hence, if our Stalker later learned Survival (Mountain) and studied brown bears and griffons, he or she would gain a universal +1 bonus against griffons (+2 in Mountains) and would increase his or her bonus against brown bears to +2, but only when fighting them in the mountains (i.e., his or her bonus when fighting brown bears in Forests would still be only +2 and in other terrains only +1).



Terrain Mastery:  Stalkers are experts in learning all of the ins and outs of terrain types of all sorts, and they can learn the Survival non-weapon proficiency for only a single slot for each terrain type chosen.  In addition to the usual benefits of the proficiency, whenever a Stalker is in a terrain for which he or she knows Survival he or she gains a +10 bonus to all of his or her thieving abilities and his or her Back Protection ability and also gains a +2 bonus to his or her Herbalism, Hunting, and Tracking profi�ciencies (note that others attempting to use Tracking against a Stalker in terrain that he or she has studied suffer a -2 penalty to do so).  If the Animal Lore or Monster Lore profi�ciencies are known, they also receive a +2 bonus.  Note that it is possible for a Stalker to learn Survival in a particular terrain type more than once, with each additional slot adding a +2 bonus to his or her Survi�val proficiency check.  In addition, the above benefits are gained cumulatively for each time the Stalker has learned the proficiency (i.e., learning Survival (Mountain) three times would result in a +30 (or +6, as appropriate) bonus to his or her skills while in the mountains).



Wild Fighting:  Their intensive study of predators and animals of all types enables Stalkers to mimic some of their attack styles and methods and incorporate them into their own combat actions.  As a result of this intensive training, Stalkers do not suffer an initiative penalty when fighting a creature with a weapon when they themselves are unarmed.  When attacking with their bare hands, they gain multiple attacks as a fighter of equal level, and each 'attack' (actually a sequence of stylized animalistic maneuvers) inflicts 1d4 points of damage plus the Stalker's Strength bonus.  In addition, if the attack roll is 5 or more higher than that needed to score a hit (or a natural 20 in any event), the target must save vs. paralyzation or be stunned for 1d6 rounds.  Creatures larger than size L cannot be stunned and suffer only half damage from the Stalker's blows.  Half of the dam�age inflicted by these blows is only temporary and will be healed immediately if the target spends a full turn at rest.



In addition to this unusual unarmed combat style, Stalkers can incorporate their predatory expertise into combat with weapons, which results in a ferocious and unpredictable flurry of blows that recalls elements that appears utterly devoid of grace or discipline but which actually requires careful study and practice by a Stalker in order to attempt.  Wild Fighting (as it is called) is very strenuous and can be used for a total number of rounds each day equal to the Stalker's level, and each time it is used the Stalker must rest after he or she stops fighting for 1 turn for each round spent Wild Fighting and will suffer a -4 penalty to all die rolls until this rest period has been completed.



When engaged in Wild Fighting, a Stalker suffers a -2 penalty to his or her attack rolls and Armor Class, but he or she also gains one additional attack per round and any successful melee attack inflicts an additional +2 points of damage.  In addition, their opponent must save vs. paralyzation, modified by their Dexter�ity and the difference between the Stalker's level and their own, or else be so disoriented and distracted by the Stalker's bizarre combat maneuvers and lightning fast feints and strikes that they lose their Dexterity AC bonus or suffer a +1 Armor Class penalty (which�ever is worse) for as long as the Stalker engages them in melee, as often blundering into attacks as evading them while trying to get away from the Stalker's ferocious onslaught.  Thus, a Stalker's companions can take advantage of his or her attacks to assist their own.  This ability functions only with respect to humanoid opponents or to a creature type that the Stalker has studied (see Master of the Hunt above); other creatures are not impressed by the Stalker's combat style and suffer no penalties.



Special Hindrances:  A Stalker's focus on hunting and slaying vicious beasts of all sorts precludes learning the skills of deception and infiltration that characterizes typical Assassins.  Hence, a Stalker is unable to use the Assassination and Masquerade abilities of a typical Assassin.  They also devote so much study to their hunting and survival skills that they do not devote as much time to the study of poisons as a typical Assas�sin, gaining Poison Mastery as an Assassin of half their actual level (i.e., manufacture of poisons is not learned until 4th level, and new poisons are learned only every two levels thereafter).  Non-evil Stalkers will tend to learn only nonlethal poisons and poison antidotes, especially paralytic or incapacitating poisons for use in trapping their prey.  Likewise, it is rare for good-aligned Stalkers to study humanoid races (other than giants, giant-kin, and the goblinoid races) with their Master of the Hunt ability, though evil Stalkers fre�quently make such a study (particularly if they have chosen Survival (Urban) as one of their areas of study).



Required Proficiencies:  Anatomy, Herbalism, Hunting, Tracking

Preferred Proficiencies:  Alertness, Ambush, Animal Lore, Animal Noise, Awareness, Blind-fighting, Bowyer/Fletcher, Camouflage, Close-quarter Fighting, Direction Sense, Disguise, Display Weapon Prowess, Distance Sense, Endurance, Fire-building, Monster Lore, Moun�taineering, Navigation, Riding (Land-based), Rope Use, Running, Set Snares, Signal�ing, Survival, Swimming, Trail Marking, Trail Signs, Trailing, Weaponsmithing
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***DISCLAIMER*** 



As with all postings by me of classes or races, it should be noted that portions of the information contained herein were inspired by or derived from information in published works of TSR, Inc., and may contain references to those works, quotations or passages of text (especially in the area of 'Character Description', where applicable sections from TSR works were often carried over more or less intact into my campaign world), or particular powers or abilities invented by TSR staff writers.  No relationship with TSR, Inc., is to be implied by this use, nor is any attempt being made to solicit profit or remuneration of any kind.  I have read the TSR Online Policy document, and have tried to accommodate the stipulations contained therein. 



In instances where I have lifted an essentially complete class or race without significant alteration, I have not included these in my postings but instead have inserted a reference to the appropriate D&D sourcebook for those curious in including it in their campaign.  Only variations that include a significant component of original work, alteration, or reformulation (including the compositing elements from various TSR sources into new combinations) of have been included in this set of postings. 





<a href="mail to:tjaden@u.washington.edu">Jason Eric Nelson </a> < tjaden@u.washington.edu >
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