The not totaly Complete Assassin Handbook
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Desclaimer: Most of the herein presented material is adapted form original AD&D material. My only intention while creating the Handbook, was to create a compilation of material and to bring back an old class of the 1st Edition AD&D for the 2nd Edition. AD&D is a Tradmark of TSR. This document is not to be sold. It can be distributed freely, but please inform me about changes. In case you have got new ideas or comments to this handbook contact me under singewald@yahoo.de.

Just in case: This Handbook contains material, that some people might think of as not pc or outright disdainfull. AD&D is a game and the gamers an GMs are not devil-worshipers or manic murderers. The Assassin is just another class, that I found to be fun to play. Though maybe not in an all good campaign.

(Don’t flame me with comments like: everybody can kill people for money)

Introduction

It is true, that everybody can kill somebody in a more or less unhonerable way. But the Assassin is particularly good at it. The Assassin is a sub-class of the Thief. His abilities lie somewhere between the Thief and the Warrior Class. But his main ability is to kill with ruthless efficiency. He is the hired Death, someone you need, if you must get rid of somebody, fast and permanently. The Method of the Kill varries as much as the employer, the mental state of the hireling or his personal liking. 

They are not only found in reasonably corrupt cultures but as often in highly religous motivated ones. The original Assassins where an islamic Order and the Thugee where their indian counterpart, devoted worshippers of the Goddes Kali. Anyway, it is not commen to go around and tell everybody of the own special profession. 

Members of this class are Pros, they are not normaly psycos or maniacs (though they may be). The motivation behind the Kill is (normally) not the pleasure but the money or some other reward. Therefore it is importent to stay alive to recive the reward. 

For some it may be funny to torment or torture the victim, but it is unprofessional except when there is a goal behind the torture, maybe another Kill. 

Sometimes Assassins aren`t hired for the Kill but for some other sevice: Bounty hunting, kidnapping, scaring the Hell out of the Victim, troubleshooting and other amoral things. 

The Assassin didn`t have to be of an evil alignment though it may seem so. Some Assassins are Revengers, or they are blackmailed. In this way any alignment is allowed for this Class. (See later Chapters)

Assassins Background

Social Background

Unlike most Thieves the Assassin is not nomally from the poor or unknown Background though they may be. Most often the main reason to take this dark profession is the Money, but to plan a Kill and to equip for this instant is something for higher educated an well off persons. 

Motivation

The Motivation of the Assassin is probably even more important then the one of Thief. The Motivation Chapter in the Complete Thieves Handbook explains some motivations which apply to the Assassin as well. The Fame/Infamy motivation seems a little bit strange for a Charakter who needs to hide his true identity. But clever executed executions or a high capture-rate of criminals (mainly for Bounty hunters - see kit) can make an Assassin famous. For Assassins there are two more motivations: 

Revenge and Hatred.

Revenge: An Assassin who has lost his whole familie through another Person, Tribe, Race or Monster is highly motivated to Revenge his beloved. To this end he could try to get the best possible education there is to kill his enemy(s), i.e. to become an Assassin. This motivation has a drawback: when the revenge is completed the Assassin is without motivation and may even disdain his doing. The Witch-Assassin is a good choice for this motivation. 

Hatred: Sometimes born of the same reasons as Revenge, the Hatred can also come from roumers of the evil of a specific Person or some propaganda. Most hatred Assassins are of an evil alignment. 

Sample Archetype

Again the same that holds true for the Thief holds true for the Assassin, with some modifications: 

The Artist: this Archetype is almost not suited for the Ritual Killer and should never be taken from Thugs and Bandits. 

Desperado: Probably one of the most interesting Assassin types, the Charakter can never benefit of the refuge of his guild, organization or Tempel again. 

Folk Hero: Perhaps Robin Hood was an Assassin?

Mobster: Recommended for Night Warriors and Ninjas as well as for Ritual Killers. 

The Professional: The loner, the true hired Killer.

Victim of Circumstance: This Archetype is for the Assassin much same as the Desperado.

Trickster: Dangerous, lunatic but maybe the best of them all.

Vigilante: Strange, stranger, the strangest, but often hired by the law and the rest of the time persecuted by it.

Think of more yourself

Demihumans

Few Races are so peacefull or haven`t thought of killing someone for other reasons then Meat or selfdefense. Among them are (probably) the Snowelves, the Uldra and the Forest Gnomes. 

Every other Race kills for any reason there is (though it may be only the Black Sheeps).

Proficiencies

The Assassin has acces to the General, the Thief and the Fighter Group. But each proficiency is good for the survival during an employment or during his normal life in the mask of the peacefull.

The Assassin - Skeletton

Ability Requirements: Strength: 12

                      Intelligence: 11

                      Dexterity: 12

Prime Requisite:      None

Races:                see above

The Assassin may use every Weapon or Shield but is restricted in the choice of his Armor. He may wear: Leather, Padded, Studded Leather and Elfen Chain mail. To disguise ones nature other armors can be used. But the Assassin is then -1 to hit per armor-given AC above his normal allowed (AC7). 

The Assassin has all Thiefabilities, but is, through his more extensiv Training in other areas not as good as the Thief:

Thieving Skill Base Score:

Skill                   Base Score

Pick pockets                10%

Open Locks                   5%

Find/Remove Traps            0%

Move Silently                5%

Hide in Shadow               0%

Detect Noise                15%

Climb Walls                 55%

Read Languages               0%

The Assassin recives 30 point to add to the base Scores at the beginning of his career and each time he rises a level. Only 15 points per level can be assigned to one Score. Additionally the Score may be modified through Race, dexterity or armor. No skill can be raised above 95 percent.

The Pick Pockets Skill includes the ability to slip foreign substances (e.g. poison) into food or drink of their targets. The Backstbbing ability functions normal.

His main ability is the Kill. The Assassin has a special percent-chance to Kill a Victim instantly. The Chance is 40% minus 5% per level of the Victim and plus 5% per level of the Assassin above the first. The victim may make a Save vs. petrification to escape his death. The multiplicator for the damage after an successfull Backstab-attempt is used as malus to the victims Save.

To try the Kill the Victim must be unaware of the Assassin or surprised or not aware of the intentions of the Assassins. 

When the Assassin succeds with his Chance and the victim fails his Save the victim is dead (his HP are automatic down to -10).

No Assassin can hire Hirelings till he reachs the 4th level. At this point he may hire other Assassins of a lower level than his own. From the 8th on he can hire Thieves and from the 12th on  every class he wants to. 

The Assassin never recieves pupils. He must search for them. But the DM my rule, that some NPCs search for the Character to learn from him. 

The Referee should make rules to cover the fame of the Character and to show the effect of his fame (killer killing Assassins, the Law, relativs). From the 12th level on there should be a Chance of 5% per level above the 11th and every half Year, that there is trouble, except the Assassin is very skilled, or has done nothing wrong (not more than other Characters).

Assassins are generally feared and shunned. Therefore an Assassin suffers a -4 reaction penalty with every NPC who is aware of his profession (exceptions are possible (e.g. the employer)). 

Assassins start with 3d4 *10 gp.

Assassin 
Experience Chart

Saves

Level      
XP                 
Hit Dice(d6)                 1   2   3   4   5

 1.                              0                         1 
13  13  14  17  16

 2.
1500
2

 3.
3000
3

 4.
6000
4
11  12  12  15  14

 5.
12000
5

 6.
25000
6

 7.
50000
7
9  10  10  14  11

 8.
100000
8

 9.
200000
9

10.
300000
10
7   9   9  12  10

11.
425000
10+2

12
575000
10+4

13.
750000
10+6
5   7   8  11   9

14.
1000000
10+8

15.
1310000
10+10

16.
1620000
10+12
3   6   7  10   8

17.
1930000
10+14

18.
2240000
10+16

19.
2550000
10+18

20.
2860000
10+20
2   5   6   9   7

21.
3170000
10+22

22.   
3480000     
10+24

23.   
3790000     
10+26

The order of the given Saves equals the order in the PG.

THAC0:

lv 1   2  3   4   5   6   7   8   9 10 11 12 13 14 15 16 17 18 19 20 21 22 23

  20 19 19 19 18 17 17 17 16 15 15 15 14 13 13 13 12 11 11 11 10  9  9

Proficiency-Slots

       Initial Add               Initial Add

Weapon:   3     4     Non-Weapon    3     4

Kits

Every Assassin got to have a kit because the Skeletton is not complete without one (like the Bard).

True Assassin

(idea: AD&D 1st Edition and CTHB)

Description/Role: This is the prototype of the killer for hire. His methods embrace the whole spectrum: poisoning, backstabbing, garroting, or tricking (best of all: let someone do your job).

The Assassin may never be seen and even his best friends don`t now his true identity. Most are of evil alignment. Standart atribute riquirements.

Secondary Skills: any

Weapon Proficiencies: as Skeletton.

Nonweapon Proficiencies: Bonus: Disguise (with a Bonus +6), Forgery, Voice Mimicry. Recommended: all.

Skill Progression: Move Silently, Hide in Shadow, Detect Noise and Climb Walls are prefered.

Equipment: Everything deadly.

Special Benefit: The Assassin can detect Poison with a chance of 5% per level +2 per point of intelligence above 12. The Assassin must examine the poison or poisoned article. Identification by sight has a -20% modifier, by odor -15% (with a 10% chance, that the poison will affect the Assassin) and by smell -5% (a tiny bit on the tongue, spit out. The chance that the Assassin will be affected by the poison is: 25% for inject poison, 75% for ingest and 100% for contact. The poison`s effects are halfed). The most certain way of identifying a poison is by its symptoms (no penalty). The drawback of this method is of course that you need a poisoned character to examine. 

The Herbalism proficiency gives a +5% bonus, Healing +10% (not cumulativ). 

Identifying takes one minute per attempt. The poison remaines a mystery to the Assassin when every method is tried and all checks have failed. The Assassin knows an Antidot, if the identification succeeds (but this didn`t mean, that the antidot is available). (Herbalism is helpful). 

When an Assassin reaches 9th level, he or she may opt to make a study of poison. this decision should come from the player in the case of a player character, i.e. the DM should not suggest it. The study will require many weeks and cost 2000 to 8000 gp per week. The Assassin must find a mentor - an Assassin of 12th or higher level, or a Sage with spacial poison knowlege, who will charge the variable amount. The cost reflects both time and the poisons used in the training. If a player character is involved, he or she must actually have a variety of animal, vegetable and mineral poisons an hand for the training; but he or she can also set the fee as he or she sees fit.The Assassin must spend 5-8 weeks to learn each of the following poison skills: 

-proper use of all poison effective in the blood stream only. 

-proper use of poisons effective through ingestion only.

-proper use of contact poison and poison effective when in blood stream or ingested.

-the manufacture of poison and their antidots.

Thus after 20-32 weeks of study, the Assassin will have complete knowledge of 90% of all poisons known. He or she can then use poisons at full normal effect and have the following options as well:

-choose to assassinate by an istantaneous poison.

-elect to use a slow acting poison wich will not begin to affect the victim for 1-4 hours after ingestion. 

-elect to use a poison wich gradually builds up after repeated doses and kills 1-10 days after the final dose.

-use multy-component-poison.

The Assassin must compound the poison, of course. The manufacture will take one week or more for special Poison (multy-component-poison, undetectable etc) and will cost between 200 and 1200 gp for normal and 1200-2400 for spacial poison (materials, bribes etc).

Special Hindrances: None

Skills and Power Template:

The Assassin can chose between all Option of Fighters (+2 CP each) and Thieves. Thief-Abilities, that work with percent are reduced by 5 points at the first level (except Detect Noise and Read Languages). The Assassin gets 80 CP at first level.

Bandit

(idea: Best of Dragon IV)

Description/Role: The Bandit is very similar to the Outlaw discribed in the Complete Fighters Handbook and the Thief`s Bandit. To the standard atribute Requirement add a minimum CON of 10.

Secondary Skill: any as background.

Skill Progression: Climb Walls (Trees), Move Silently, Hide in Shadows. Find and Remove Traps is also developed to augment the Set Snares ability.

Equipment: The carried Equipment may never be so heavy that the MV is reduces under 2/3 of the original (8 for Humans and Elfes, 4 for the small races). 

Weapon and Armor: They can use the standard range of weapons and armors but prefer the light ones. Leather armor, Bows, one-handed Swords or spears, throwing weapons are best suited. They may not use a shield.

The Bandit-Assassin must have a knive (to cut open the throat) but didn`t have to be proficient with its use until he reaches the 4th level.

Nonweapon Proficiencies: Bonus: Tracking, Set Snares, Appraising, Animal Noise, Survival. Recommended: Running, Jumping, Hunting.

Special Benefit: They Surprise on 1-6 in d10 and are surprised themselve only on 1-2 in d10. They can cover their traces with a 5% chance per level +1 per point of DEX. To cover the trace the character can only move with his half MV. Per member in a Group of Bandits, which has not the Cover Trace ability or something similar (Pass without Trace), the chance is reduced by 15%. This modifier is applied to every chance of each member of the Group. 

Speial Hindrance: The authority will always plot against the character, which should bring difficulties. 

Bounty Hunter

(idea: Best of Dragon IV and CTHB)

Description/Role: The Bounty hunter makes a living by hunting and delivering those who are searched, by the law or every other person or organization which pays. For most Bounty hunters it doesn`t matter if the person must be taken dead or alive. It only matters that he himself gets the reward. 

Most Bounty hunters are loners who may work in secret or may take advantage of the fear,which is produced by a widespread infamy.

The Bounty hunter`s vocation is rigorous and demanding at every level: physical, psychological, even moral. To the standard minimum scores the Bounty hunter must have 11 in WIS and CON.

Secondary Skill: any.

Weapon and Armor: Often Bounty hunters are proficient in the use of weapons, which can catch without doing harm: Mancatcher, Net, Bola, Lasso. Bounty hunters who want to be infamous have to use a rare or bizarre weapon. The player must make the decision at the begining of his characters career. The Bounty hunter recives one Bonus weapon proficiency slot.

Nonweapon Proficiencies: Bonus: Rope Use, Trakking (bonus +2). Recommended: Alertnes, Animal Handling/Training, Animal Noise, Boating, Direction Sense, Firebuilding, Gather intelligence, Herbalism, Hunting, Intimidation, Observation, Riding, Set Snares, Survival, Trailing. He receives one extre Nonwaepon Slot. 

Skill Progression: Bounty Hunters make frequent use of almost all thief skills except pick pokkets. 

Special Benefits: None

Special Hindrances: None

Killer for Pleasure

Description/Role: The Killer for Pleasur kills for money. But his main motivation is his own pleasure. He is a professional but likes to see his victims` fear, their horror and their death. He plays with them. Sometimes he even sends massages or tells them that they are going to die. He delights in the senseless preparations and the hopeless defense against him. He loves the cries of the relatives when his victim dies or the hopelessness in the voice of the victim when he kills one of his relations. But the most pleasure gives him the agonized moan of the victim when he is bleading to death. This kit is not a good choice for a group except in an all-evil-campaign. The DM should disallow it if he thinks it to brutal. The Killer for Pleasure is always evil and most often chaotic but never stupid. in adition to the standard minimum scores, he needs an INT and CON of 13.

Weapon and Armor: The KfP likes one way to kill most. Its always painfull and most often bloody. The player must choose one weapon or tool as the favorite for his character for the Kill. The character will always try to use this weapon or tool and must try to get it back (or an equivalent) when his is lost. Else standard.

Nonweapon Proficiencies: Bonus: Display Weapon Prowess, Intimidate, Healing (for torture-use only). Recommended: Information Gathering, Forgery, Disguise, Voice Mimicry, Observation. 

Special Benefit: The KfP is very powerful in his maniac state of mind. He is complete fearless and gets a +2 bonus on all saves to protect him from mind attacks. When angry or injured, the KfP can get in to a Killing Rage like a Battlerager-Dwarf.

Special Hindrance: The Killing Rage disadvantages are the same as they are for a Dwarf. When the KfP has set his mind on a victim, he cannot do anything else but try to kill this victim. This may take him very long when he wants to get his pleasure or the victim is very clever. But he cannot go of and make somthing different. He can buy new equipment but nothing else. 

His unstable mind might become obvious to the people around him. The KfP overreacts to some situations (sees blood, somebody cries, sees a fixed color or a weapon of his favorite type etc). The character must make a WIS-check everytime the DM wants him to, else he does something that would identify him as a luny.

Martial Arts Student

Description/Role: The Martial Arts Student is an Assassin who devotes his live also to the learning of the Martial arts. He could be someone, who trains in a Dojo or a gladiator school for weaponless combat but he can also be Monk of a religios Order, that worships some God who likes his followers to kill in their worshipping. No matter in what the place the student learned his Marial Art, the disciplin is strict and his loyality is asumed. Failure to obey the Master equals death. The player-character is either an outlaw in the eys of his Teacher or is on a special mission or is for some reason allowed to earn some expirience on his own. Aditional minimum scores are STR 13 and DEX 13.

Secondary Skills: any.
Weapon and Armor: Only for a disguise may an armor or shield be worne (to hit modifiers as above). The Student may use any Weapon. He receives two bonus weapon slots but must learn the Martial Arts style of his Teacher (see C. Ninja HB or Oriental Adventures). The style is always a style with weapons. No maneuver can have a higher rating than 5 except Movement. And the style can not have maneuver from Push or Vital Area and never more than three soft maneuver.

Nonweapon Proficiencies: Bonus: Disguise, Jumping, Thightrope Walking, Tumbling. Recommended: Blindfighting, Endurance. 

Special Benefit: The Armor Class of the Student improves by one step every 4th level. 

Special Hindrance: See Description. 

Mystic

(idea: CWHB)

Description/Role: Thoughtful, reserved and extremely introspectiv, the Mystic is devoted to self-enlightment. But for him live is only the way and death the ultimate goal. A goal that should not be gained through pain and agony. So he sets out to kill those who are destined to die through the hand of others: Victims of assassinations. The best way for him is to help other people to slip silently into another plain of existance. His methods are poison and the garrot. The earned money is used to live a modest live, buy equipment and soothe the bereaved and the poor. 

They are loners. Their philosophy was created by the great mystic and philosopher Krasesot.

The Mystic must have in adition to the standard minimum scores a WIS of at least 13 as well as a CHA of 10. Any alignment can be taken.

Secondary Skill: any.

Weapon and Armor: He can`t use any armor or shield. Allowed weapons are: Garrot (must be taken on first level), Blowgun, Needle. He receives one weapon slot less.

Nonweapon proficiencies: Bonus: Astrology, Herbalism, Meditation, Religion, Philosophy, Tightropewalking (inner and outer Balance). Recommended: Agriculture, Artistic Ability, Carpentry, Etiquette, modern Lanuage, Reading/ Writing, Spellcraft.

Equipment: He must always have a Garrot and one Vial of fast killing Poison, which is always preserved for himself. These two Items are the only things he has at the beginning of his career.

Special Benefit: The Mystic receives one of the following special abilities from the list below. The special ability is choosen when the character is first created an can never be changed.

1. Once per week, the Mystic can feign death as per the 3rd-level wizard spell; he can use this ability only on himself. It will last for a maximum of 24 hours. The Mystic can himself awaken any time. The Mystic must merely concentrate for one round to activate this ability.

2. Once per Week, the Mystic can transform his consciosness into a ghostly spirit form, leaving his physical body behind. The spirit form has the appearence of a misty cloud in the shape of the caster. It can not attack, speak or cast spells (in case of multi- or dual-classed), but it can fly at a movement rate of 24 (MA B) and can pass through the smallest opening or tiniest crack. The spirit form can travel an unlimited distance, as long as it remains in the same plane of existance. The spirit form is invulnerable to all attack forms, but dispel magic or a similar spell causes the spirit form to instantly return to its body. While in spirit form, the Mystics physical body remains comatose. The body is subject to all regular attackes and suffers damage normally. The spirit can remain away from the body for up to 24 hours. One minute concentration is necessary to activate the spirit form.

3. Once per week, the Mystic can use a special levitate self ability for one hour. Once initiated, the Mystic can use this ability to levitate himself straight up in the air at a rate of 10 yards per minute. He can stop, hover descend and ascend at will though horizontal movement is not empowered by this ability (however, the Mystic could push himself along a wall to move laterally). While levitating, the Mystic can carry as much weight as he can normally. Unlike the levitation spell, the levitating Mystic suffers no attack roll penalties, when using missile weapons

To use this ability the Mystic must merely concentrate for one minute. The ability is over, as soon as a he touches the ground again. 

Aditionally to this one ability he can Detect Poison and learn Poison law as a True Assassin.

Special Hindrance: A Mystic must spend two consecutive hours per day meditating. If the Mystic can`t meditate one day, he loses his special ability for one month.

Night Warrior (Wa-Nhi)

(idea: Philipp Schöne, remembering quite hard that there was this dark clad oriental Assassin)

Description/Role: The Nightwarriors belong to a secret organization of Assassins, which is kept in secret from anyone else (they resemble the infamous Ninjas). If ever the Wa-Nhi`s identity is known by someone else, he has to kill this person or if this seems senseless (because too many Know about his true identity) has to kill himself. Night Warriors call themselves artists, since theey feel that killing is an art. Their Goal is to perfect this art to a degree ununderstndable by nomal Assassins. Total control over body and mind are necessary to reach the goal. This demands total devotion of the warrior.

Night Warriors very seldomnly go adventureing, only when they succeeded in leaving the organization, which is a rare event, since the other Night Warriors will try to kill them.

Minimum ability scores, in adition to the standard are 11 in CON and WIS and 15 in INT and DEX.

The alignment tends to be lawful and evil.

Secondary Skills: none.

Weapons and Armor: The Night Warrior receives one extra slot on first level. He has to learn the Ninja-to or its equivalent, and one Marial Arts style. He may not use a Shield. 

Nonweapon Proficiencies: Bonus: Disguise, Jumping, Running, Tumbling. Recommended: Tightropewalking, Alertness, Endurance, Herbalism, Trailing, Intimidation.

Skill Progression: as True Assassin.

Equipment: Everything there is.

Special Benefits: Ki-Power: Super Move (jump 2* distance, run 2* speed, move silently +25% etc) 1 time per day per level one check. Nightvision (5m in total Darkness, else double). 

Special Hindrances: see above. 

Ritual Killer

Description/Role: The Ritual Killer is a servant of his God/dess. The God is merciful to his followers but cruel to non-believers. The non believers must die. But it could also be, that everything, that can be taken in the service of the God belongs to the followers, or every Kill is a sacrifice for the God. Be it as it may, the Ritual Killer is the one and only rightfull follower of his God. He could be a Loner (like some religious fanatics) or he could be organized (like the Thugee). He has his prime method for the Kill, the method, that is blessed by his god. This may be a weapon of a special material or a speciel type of weapon or it may be a hollied poison. The method must be determined at the creation of the character and can never be changed. If he ever uses another method to kill the sacrifice or to make the divine service, he must atone (with an atonment spell and a quest). For some Gods they are the only true priests. But most of the time there are priests, who not always agree with the methods of the devoted followers.

There is one way to make a difference between the lunatics and the true follwers: the true followers have powers that are normally only granted to priests. The Ritual Killer must have always the alignment of his God otherwise he looses the benefit. Minimum score, in adition to the standard is a WIS of 14.

Secondary Skill: any

Weapon and Armor: He may use every armor, weapon and shield, that is allowed for Assassins and for the priest. He can use any armor, weapon or shield for a disguise.

Nonweapon Proficiencies: Bonus: Disguise, Religion. Recommended: any.

Special Benefit: The Ritual Killer gains the same granted powers as a priest of the same God. He gains followers on he 12th level as a priest of his God. 

Special Hindrances: Other than the devotion and the use of the same method for every Kill, the Ritual Killer has the same duties as a priest. Besides he is not only persecuted by the Law and the bereaved but also by the followers of hostile deities. 

Swashbuckler

(idea: CFHB and CTHB)

Description/Role: The Swashbuckler seems to be a rather bad choice for an Assassin-Kit: to happy, to loud, to public, to often seen with women/men. But exaclty his publicity makes him good at being deadly. The Thief hides best in the crowd, the wolf hides best between the sheeps and the killer between his victims. The Swashbuckler-Assassin is most often one who does it for the thrill or for the beauty of it. This Swashbuckler-type stands between his thief and his warrior relativ, and it is highly recommended to read both kits. The aditional minimum scores are 13 in STR, INT, DEX and CHA.

Secondary Skill: see the other Kits of the same name. 

Weapon and Armor: He may use a Buckler and any Armor that is allowed to Assassins. He receives an extra weapon proficiency slot which must be devoted to one of the Fencing Blades. This is the Swashbucklers weapon of choice: with this weapon he is able to fight with the THAC0 of a fighter of his experience level. Throughout his career, he must devote half of his weapon slots to these weapons, until he has mastered the use of everyone in this group.

Nonweapon Proficiencies: Bonus: Etiquette, Tumbling. Recommended: Alertness, Blind-figting, Disguise, Fast talking, Intimidation, Jumping, Riding, Tightrope walking, Trailing.

Special benefit: He receives a +2 reaction adjustment (only when his true profession is not revealed). Aditionally his AC is two steps better, if he is not wearing studded leather armor.

Special Hindrance: Trouble seeks out the Swashbuckler. This is very dangerous for a profession, that relies so much on perfection. See Complete Fighter`s Handbook.

Thug

Description/Role: The Thug is the brash killer, the most violent sort of Assassin, without refinement and subtlety. The Thug must have a CON of 13 in adition to the standard minimum scores. The Thug is a bandit for hire sometimes a sort of mercenary but never the skilled killer, that uses poison or a garrot. He is the right, if you want to slay someone with an ambush. And he is the right to send to kill someone in an unfair duell (for the fair duell you should hire better a duelist). He will prefere to poison the blade he is using.

Secondary Skills: Most often none.

Weapon and Armor: no restriction (as Assassin). He recieves an extra weapon slot and can chose one Fighting Style (CFHB).

Nonweapon Proficiencies: Bonus: Intimidation.

Special Benefit: The Thug has a +1 bonus on every to hit and damage roll. And he can specialize in one weapon at the first level. 

Special Hindrance: Through his intense weapon training have the thief-abilities come a little short. Thus he gets only 10 points at the first level to distribute among the thief-abilities.

Witch

(idea: CWHB)

Description/Role: The Witch serves a deity like the Ritual Killer. But she (for the simplicity) is not the devoted follower but a partner, one who gains power and kills if the deity wishes so. Occasionally, the deity has contacted the witch because he sees a talent. But most often the witch seeks the power and contacts the deity herself. The Witch becomes the prolonged arm of her deity and kills everybody whom the deity has destined to die. The wich may have all alignments. In adition to the standard minimum scores she must have WIS, CON and CHA of 13 a DEX of 15.

Weapon and Armor: standard.

Nonweapon Proficiencies: Bonus: Herbalism, Spellcraft (mainly knowledge to contact the deity). Recommended: Brewing, Languages, Astrology, Religion. 

Equipment: When a Witch is first created, recieves 1500 gp worth of magical items. The Witch shoul take some Healing potions. 

Special Benefit: The deity would not let his witch go on a mission unprepared, and the witch likes to have some powers that make the pact worth the trouble: 

The Witch  receives the same Base chances for her thief abilities as a thief and 30 points to contribute and she can use scrolls in the same way from 10th level on. She may specialize as a Fighter and her automatic kill base chance is 50%.  

Every odd level the deity grants a magical power:

3rd: The Witch acqures the ability to secure familiar. This is identical to the 1st-level Wizard spell find familiar, except that a Witch does not need to burn 1000 gp worth of incense and herbs in a brass brazier. Instead, the Witch must merely concentrate for one turn. If a suitable familiar is within 1 mile per level of the Witch, it will arrive within 1d10 hours. A Witch can have only one familiar. The familiar watches the witch and tells her whom to kill. It can be used to look after the victim and it`s habbits.

5th: The Witch acquires the ability to brew calmative. Assuming she has access to the proper ingredients, the Witch can brew one dose of an elixir that has the effect of a sleep spell when a victim comes in contact with it. One dose is sufficent to coat a sword or any other single weapon. the elexir has no effect on victims with more than 8 HD; victims can make a save vs. poison to resist. The Witch requires one hour to brew. The elixir loses its potenca after 24 hours. 

7th: The Witch acquires the ability to brew poison. With the proper ingredients she can brew one dose of Class L contact poison, sufficent to coat a single weapon. The Witch requires one hour to brew the poison. It loses its potency after 24 hours.

9th: The Witch acquires the ability to beguile any single person or monster (assuming the person is no higher than 8th level or the monster has no more than 8 HD). Beguile is identical to the 4th-level wizard spell charm monster and the 1st level spell charm person except that the victim is not allowed a saving throw. To cast beguile, the witch must merely point at the victim and concentrate for 1 minute (no verbal or material components). One time per level and day. 

11th: The Witch acquires the poison law knowledge as a True-Assassin. 

Special Hindrances: Witches cannot be multi- or dual-classed. If their true profession is known to a person, the reaction roll is -7 not -4 like the standard modifier. The Witch can become victim of a witchhunt (but who cannot). They can never be resurected or reincarnated, even a wish won`t do it (only a god of greater power than their deity). And they must allways obey the call for the Kill. The DM should make sure, that the call comes when the Witch least expects it and (if he is realy vicious) that she has to kill one who stands near to her. The deity should look after his follower and watch every step. If the Witch has ever any connection to another God (this can be a cure minor wounds spell) the deity may hold back the half of the granted powers or may demand the Kill of the servant of this God. Live should be hell on earth (or where ever the live is). 

Nonhuman Assassin Kits

The following kits are not fully described. For all who want to play one of the following Assassins, please take a look at the description in the Races Handbook (CEHB, CBoGH, CDHB)

Elves

Huntsman

Description/Role: Although some call tehm bounty hunters, the Huntsmen know better. Their chief joy in live is the hunt, and they have trained themselves in the way of life: fighting and stealth. He is at home in both the city and the wilderness. His Job is to track down errant wrongdoers and bring them to justice. He can have any alignment and may hunt for law or money. His main motivation is the thrill of the hunt.

Additional minimum scores is DEX 15. 

Secondary Skill: Trapper/Furrier

Weapon and Armor: Bonus: Net. Recommended: Blowgun, long bow, lasso, long sword. standard weapon and armor except no shield.

Nonweapon Proficiencies: Bonus: Hunting, Trakking. Recommended: Blind-Fighting, Disguise, Endurance, Intimidation, Juggling, Jumping, Running, Set Snares, Tumbling.

Equipment: everything must be light and quickly and cheaply replaceable.

Special Benefit: He gains an automatic +10% to both Move Silently and Hide in Shadows; this applies to both city and wilderness settings. In addition he recieves a +3 bonus to his Tracking proficiency.

Special Hindrance: He may never learn the Read Language ability and he receives a -2 reaction adjustment if his Huntsman profession is known (in adition to the modification for being Assassin if this profession is known).

Gnomes

Goblinsticker

See Handbook of Gnomes and Haflings, with following modifications:

Aditional minimum score: CON 13

Weapon and Armor: The Goblinsticker must have only one melee weapon. 

Nonweapon Proficiencies: Bonus: Blind-Fighting, Jumping, Disguise (he may disguise as one of the enemy race with a bonus of +3)

Special Benefit: The bonus to hit and damage is +4 not only +1.  

Stalker

See Handbook of Gnomes and Halflings, with following modifications:

Nonweapon Proficiencies: Bonus: Set Snares, Survival, Tracking.

Special Benefit: In adition he has a bonus of 10% to Move Silently.

Halflings

Tunnelrat

See Handbook of Gnomes and Halflings, with following modifications:

Nonweapon Proficiencies: Bonus: Blindfighting, Modern Language, Swimming, Rope Use.

Humanoids

Shadow

See Handbook of Humanoids, with following modifications: All abilities are handled as if the Shadow was a True Assassin.

Other Resources

I didn’t include any references to poison, herbs or assassin-guilds. All three are presented in different quantity and quality at several places in and outside the net. Therefore take a look there and do not look any further in this handbook (netbook).
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