Nightrunners

Nicknamed Nightrunners, the members of the Black Lotus Society are ninja-like mercenaries, thieves, and assassins that work for the highest bidder. Though they pick which contracts to accept, it is rumored that they turn down few. Originating in San’Dea about 270 years ago, they have since spread throughout the known world. While often under the employ of wealthy lords and merchants, the Nightrunners are not above striking out on their own. Many Nightrunners take to adventuring for the treasure or just to hone their skills.  Masters of stealth and espionage, the Nightrunners are trained in anatomy and lethal strikes both armed and unarmed. Also, Runners are taught to harness their inner strength and direct it into the mystical arts.

Rogues and sometimes monks make the most common of Nightrunners, though Sorcerers are indeed becoming more common. It seems the Society has a special branch of Runners who focus more on the use of the mystic arts as opposed to the more martial pursuits. 

Hit Die: d6

Requirements:


To qualify to become a Nightrunner, a character must fulfill all of the following criteria.


Base Attack: +4

Alignment: Neutral or Evil


Move Silently: 8 ranks


Hide: 8 ranks


Disguise: 3 ranks


Bluff: 5 ranks


Gather Information: 4 ranks

Class Skills:

The Nightrunners’ class skills (and the key ability for each skill) are Balance (Dex), Bluff (Cha), Climb (Str), Craft (Int), Decipher Script (Int, exclusive skill), Diplomacy (Cha), Disable Device (Int), Disguise (Cha), Escape Artist (Dex), Forgery (Int), Gather Information (Cha), Hide (Dex), Innuendo (Wis), Intimidate (Cha), Intuit Direction (Wis), Jump (Str), Knowledge (Arcane) (Int), Listen (Wis), Move Silently (Dex), Open Lock (Dex), Pick Pocket (Dex), Read Lips (Int, exclusive skill), Search (Int), Sense Motive (Wis), Spot (Wis), Swim (Str), Tumble (Dex), Use Magic Device (Cha, exclusive skill), and Use Rope (Dex).

Skill Points at Each Level: 4 + Int modifier.

Class Features:


All of the following are class features of the Nightrunner prestige class.

Weapon and Armor Proficiency: A Nightrunner’s weapon training focuses primarily on weapons that are suitable for stealth and sneak attacks. Nightrunners are proficient with the blowgun, club, crossbow (hand, light, or heavy), dagger (any type), dart, garrote wire, kama, nage teppo, ninja-to, nunchaku, rapier, sap, shortbow (normal and composite), shuriken, short sword, siangham, sling, staff, wakazashi and wrist razors. Also, many Nightrunners train with the katana, No-Dachi and sais, but must take the exotic weapon feat to skillfully use them. Nightrunners are proficient with light armor but may not use shields. Note that armor check penalties for armor heavier than leather apply to the skills Balance, Climb, Escape Artist, Hide, Jump, Move Silently, Pick Pocket, and Tumble, and that carrying heavy gear imposes a check penalty on Swim checks.

Sneak Attack: If a Nightrunner can catch an opponent when she is unable to defend himself effectively from his attack, ha can strike a vital spot for extra damage. Basically, any time the Nightrunner’s target would be denied his Dexterity bonus to AC (whether he actually has a Dexterity bonus or not), the Runner’s attack deals +1d6 points of damage. This extra damage increases by +1d6 points every other level (+2d6 at 3rd level, +3d6 at 5th level, and so on).  Should the Runner score a critical hit with a sneak attack, this extra damage is not multiplied. It takes precision and penetration to hit a vital spot, so ranged attacks can only count as sneak attacks if the target is 30 feet away or less. 

With a sap or an unarmed strike, the Nightrunner can make a sneak attack that deals subduel damage instead of normal damage. He cannot use a weapon that deals normal damage to deal subduel damage in a sneak attack, not even with the usual –4 penalty, because he must make optimal use of his weapon in order to execute the sneak attack. The Nightrunner can only sneak attack living creatures with discernable anatomies – undead, constructs, oozes, plants, and incorporeal creatures lack vital areas to attack. Additionally, any creature immune to critical hits is similarly immune to sneak attacks. Also, the Nightrunner must be able to see the target well enough to pick out a vital spot. The Nightrunner cannot sneak attack while striking at a creature with concealment or by striking the limbs of a creature whose vitals are beyond reach. 

If a Nightrunner gets a sneak attack bonus from another source (such as rogue levels), the bonuses to damage stack.

Death Attack: If the Nightrunner studies his victim for 3 rounds and then makes a sneak attack with a unarmed or melee weapon attack that successfully deals damage, the sneak attack has the effect of possibly either paralyzing or killing the target (Nightrunner’s choice). While studying the victim, the Nightrunner can undertake other actions so long as his attention stays focused on the target and the target does not detect the Nightrunner or recognize the Nightrunner as an enemy. If the victim of such an attack fails his Fortitude saving throw (DC 10 + the Nightrunner’s class level + Intelligence modifier) against the kill effect, he dies. If the saving throw fails against the paralysis effect, the victim’s mind and body become enervated, rendering him completely helpless and unable to act for 1d6 rounds plus 1 round per level of the Nightrunner. If the victim’s saving throw succeeds, the attack is just a normal sneak attack. Once the Nightrunner has completed the 3 rounds of study, he must make the death attack within the next 3 rounds. If a death attack is attempted and fails (the victim makes his save) or if the Runner does not launch the attack within three rounds of completing the study, 3 new rounds of study are required before ha can attempt another death attack.

Poison Use: Nightrunners are trained in the use of poison and never risk accidently poisoning themselves when applying poison to a blade.

Spells: Beginning at 1st level, Nightrunners gain the ability to cast a small number of spells. To cast a spell, the Runner must have a Charisma score of at least 10 + the spell’s level, so a Nightrunner with a Charisma of 10 or lower cannot cast these spells. Nightrunner bonus spells are based on Charisma, and Saving Throws against these spells have a DC of 10 + the spells level + the Runner’s Charisma modifier (if any). When the Runner gets 0 spells of a given level, such as 0 1st level spells at first level, the Nightrunner only gets bonus spells. A Runner without a bonus spell for that level cannot yet cast a spell of that level. The Nightrunner’s spell list appears below. Nightrunners must meditate for their spells each morning and are cast through a brief breathing exercise and finger positioning ritual. These spells are an extension of their ki and inner self, similar to, but not the same as a sorcerer’s spellcasting. Nightrunners automatically know all of the spells they have access to from their list but can cast only a limited few. They make pick the spell at the time of casting as a sorcerer can.

Improved Unarmed Strike: At 2nd level, a Nightrunner gets Improved Unarmed Strike to reflect his specialized training in unarmed combat. While fighting unarmed, you do not draw an attack of opportunity from your opponents. However, you still get an attack of opportunity when fighting against unarmed opponents.

Evasion: At 2nd level, a Nightrunner gains evasion. If exposed to any effect that normally allows him to attempt a Reflex saving throw for half damage (such as a fireball), he takes no damage with a successful saving throw. The evasion ability can only be used if the Nightrunner is wearing light armor or no armor.

Fast Movement: At 2nd level and higher a Nightrunner learns to move faster than normal, as shown on the table below. A Nightrunner in heavier than light armor or carrying a medium or heavy load loses this extra speed. A dwarf or small Nightrunner moves more slowly than a Medium-sized Runner. At 10th level, the Nightrunner’s running ability is actually a supernatural ability.

Opportunist: At 6th level, once per round, the Nightrunner can make an attack of opportunity against an opponent who has just been struck for damage in melee by another character. This attack counts as the Nightrunner’s attack of opportunity for that round. Even a Runner with the Combat Reflexes feat can’t use the opportunist ability more than once per round.

Nightrunner Spell List


Nightrunners choose their spells from the following list.


1st level –  Alarm, Change Self, Cure Light Wounds, Jump, Mage Hand, Silent Image, Sleep, 


2nd level – Cat’s Grace, Detect Thoughts, Invisibility, Levitate, Silence, 


3rd level – Cure Moderate Wounds, Gaseous Form, Keen Edge, Vampiric touch, 


4th level – Improved invisibility, Polymorph Self, Poison, Shadow Conjuring, Stoneskin,

Nightrunner

	Class Level
	Base

Attack Bonus
	Fort

Save
	Ref

Save
	Will

Save
	Special
	Enhanced

Speed
	------Spells per Day-----

1st       2nd        3rd       4th 

	1st
	+0
	+0
	+2
	+0
	Sneak Attack +1d6, Death Attack, Poison Use,
	30
	0
	--
	--
	--

	2nd
	+1
	+0
	+3
	+0
	Improved Unarmed Strike, Evasion
	40
	1
	--
	--
	--

	3rd
	+2
	+1
	+3
	+1
	Sneak Attack +2d6
	40
	1
	0
	--
	--

	4th
	+3
	+1
	+4
	+1
	
	40
	1
	1
	--
	--

	5th
	+3
	+1
	+4
	+1
	Sneak Attack +3d6
	45
	1
	1
	0
	--

	6th
	+4
	+2
	+5
	+2
	Opportunist
	45
	1
	1
	1
	--

	7th
	+5
	+2
	+5
	+2
	Sneak Attack +4d6
	45
	2
	1
	1
	0

	8th
	+6
	+2
	+6
	+2
	
	50
	2
	1
	1
	1

	9th
	+6
	+3
	+6
	+3
	Sneak Attack +5d6
	50
	2
	2
	1
	1

	10th
	+7
	+3
	+7
	+3
	
	50
	2
	2
	2
	1


New Weapons:
	Weapon
	Type
	Cost
	Damage
	Critical
	Range Increment
	Weight
	Type

	Blowgun
	Small Exotic
	10gp
	1
	19-20/x2
	10
	1/2
	P

	    Darts
	Tiny Simple
	1cp
	--
	--
	--
	--
	--

	Garrote Wire
	Tiny Exotic
	---
	1d10/rnd*
	--
	--
	--
	B

	Ninja-to
	Small Martial
	35gp
	1d8
	19-20/x2
	---
	4
	S/P

	No-Dachi
	Large Exotic
	600
	2d8
	19-20/x3
	---
	8
	S

	Nage Teppo
	Tiny Exotic
	50gp
	1d12
	19-20/x3
	10
	½
	B

	Sai
	Small Exotic
	10gp
	1d6
	X2
	10
	2
	B/P

	Wrist Razors
	Small Exotic
	20gp
	1d6
	19-20/x2
	--
	2
	S/P


Blowgun (Darts): This weapon is a small hallowed out tube in which you may blow through to propel a 6in small dart up to five range increments away (50 ft.) This weapon requires the use of two hands and loading provokes an attack of opportunity. The darts may be coated with poison to act as long-range delivery.

Garrote Wire: Only effective as a sneak attack. Armor is ignored for this attack (unless there is specifically something to guard the neck which many armors have). If the attack is successful it deals 1d10 points of subduel damage per round. Treat the attack as a grapple with the user of the wire having a +4 on his attack role. If the victim is knocked out, further use of the Garrote Wire does regular damage at a rate of 2d10 per round until the victim is dead.

Ninja-to: This is a short, straight bladed sword similar to a katana, though not as well made. It and it’s scabbard is often used to conceal small items and weapons. A masterwork ninja-to may have spring loaded hilt-blades, hidden shuriken, spear-tipped scabbards, etc..

No-Dachi: The No-Dachi is essentially a much larger, two handed version of the katana.

Nage Teppo: This is a small grenade-like device used for various reasons. It takes one round to light the fuse and provokes an attack of opportunity. The Nage Teppo explodes in a 4’ radius and deals it’s primary damage to anyone at within 2 ft of the explosion. Damage is reduced to 1d8 to those outside the primary blast area who also get a Reflex save to halve the damage.

Sai: The sai appears as a short trident like weapon with the extended prong being the longest. The weapon is primarily used as a bludgeoning weapon but the center prong is slightly pointed and is capable of being used for stabbing. The outer prongs are used to block and catch weapons. 

A sai user gets +4 in his attempt to disarm his opponent. Sai are often used in pairs and anyone who uses them in this way gets a +1 situation bonus to his AC.

Wrist Razors: These weapons consist of two or three 1’ long blades protruding from the back of their wearer’s hands. Commonly used in pares, these weapons may also be made masterworked with retractable blades which are highly illegal in most cities. Also, use of these in combat add +2 to attempts to disarm opponents due to the ease of trapping weapons between the blades.

