Assassin Prestige Class

Specialized rogue, prime requisites CHA and DEX

Principle
This prestige class results from disappointment with the assassin prestige class as presented in the dungeon master’s guide. It is believed that TSR was somewhat uncreative with means of death, but the author of this document is not. Certainly not. The primary ability of the assassin is not to kill…anyone can do that. It is to seduce, ingratiate, charm, or otherwise secure the trust of the target, in order to gain access to them when they are unprotected. A civilized assassin is diplomatic, charming, and graceful…and extremely deadly. A true assassin cares little for the dirty, masked fools who strike from shadows. A real assassin can strike in broad daylight, in full view of witnesses, and not be discovered.

The Assassin Prestige Class
Table 1: Assassin Prestige Class

	Level
	Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Special

	1
	+0
	+0
	+2
	+0
	death attack, poison use, +1 save vs. poison, sneak attack +1d6 (improved)

	2
	+1
	+0
	+3
	+0
	unnatural grace

	3
	+2
	+1
	+3
	+1
	+2 save vs. poison, sneak attack +2d6

	4
	+3
	+1
	+4
	+1
	hide in plain sight

	5
	+3
	+1
	+4
	+1
	+3 save vs. poison, sneak attack +3d6, poison application

	6
	+4
	+2
	+5
	+2
	dominating gaze

	7
	+5
	+2
	+5
	+2
	+4 save vs. poison, sneak attack +4d6

	8
	+6
	+2
	+6
	+2
	diplomatic immunity

	9
	+6
	+3
	+6
	+3
	+5 save vs. poison, sneak attack +5d6

	10
	+7
	+3
	+7
	+3
	soul bind, uncanny dodge


Requirements:
Feats: evasion, uncanny dodge (retains dex bonus to AC and can’t be flanked), weapon finesse (dagger or rapier)

Abilities: CHA 15+, DEX 15+

Alignment: any non-good alignment

Class Skills:
The Assassin’s class skills are Balance, Bluff, Craft, Decipher Script, Diplomacy, Disable Device, Disguise, Escape Artist, Forgery, Gather Information, Hide, Innuendo, Intimidate, Knowledge (nobility and royalty), Listen, Move Silently, Open Lock, Perform, Pick Pocket, Profession, Read Lips, Search, Sense Motive, Speak Language, Spot, and Tumble.

The Assassin gains 6 + INT modifier skill points per level.

Base Attack and Saves:
The base attack and saves listed are merely for reference. If the assassin is based off of a rogue, his base attack, saves, and sneak attacks proceed as if the assassin had taken another level of rogue. This prevents such things as gaining instant +2 bonuses to saves and gaining +2d6 to a base sneak attack in only two levels. If the base class is something else, treat only redundant abilities as if the assassin had taken another level of his original class.

Assassin Special Abilities:
Improved Sneak Attack: Normally, rogues can only compromise another rogue’s uncanny dodge if they are at least four levels higher. This is the only way they may make a sneak attack against the rogue. The assassin, however, is more specialized in this form of strike than other roguish abilities, and therefore can compromise the defenses of a rogue only three levels or hit dice below his own. This also applies to assassins. When attacking or defending against other rogues and assassins, the assassin counts his rogue levels plus assassin levels to determine his equivalent rogue level. Do not take the sneak attack damages as read. Sneak attack base damage progresses as if the assassin level was merely a rogue level (see above).

Death Attack: This is the basis for the assassin’s profession. This is the attack the assassin uses when he is ready for the strike. The assassin has one favored enemy which he is skilled in killing. These must be those he was trained to kill. Non-favored enemies require twice the preparation time. The base time required to prepare a death attack is three rounds. The assassin may declare his target as a free action. The base time assumes the assassin is directly observing the target. The assassin may undertake other actions, so long as his attention remains focused on the target. He may defend himself in combat, but he may not attack. The target must not detect the assassin or recognize him as an enemy. Any rounds spend while the assassin has lost concentration do not count toward the three-round requirement, but he may resume upon regaining concentration. If the assassin has not concentrated in the last three rounds, he loses any previous progress. With this method, the save DC is 10 + the assassin’s level + his DEX modifier. However, the assassin may elect to increase the save DC by directly confronting the target and, in normal conversation or otherwise relation, will the target’s soul to die. Each minute spent in such a state adds a +1 bonus to the save DC, to a maximum of the assassin’s CHA modifier. The target must be unaware of the assassin’s intention. This cannot be done in combat except under the most unusual circumstances. When the attack is prepared, the assassin may make a death attack as a normal sneak attack. The sneak attack damage applies before the death effect. The target must be vulnerable to a sneak attack at the time of execution. If the sneak attack succeeds, target must succeed a fortitude save at the aforementioned save DC. If the save fails, the target either dies or is paralyzed. Paralysis can be temporary (1d6 rounds + 1 per assassin level) or permanent, though permanent paralysis can be cured by heal or regenerate spells. The death effect renders the target dead. The target can be raised or resurrected, but not healed. The exception to this rule is that the soul bind ability can drain all energy out of a target, making the target immune to raising and resurrection.

Poison Use and Poison Application:
At first level, the assassin can apply poison to a weapon with no chance of contracting it himself.

At fifth level, the assassin can apply poison to a weapon as a move-equivalent action, as opposed to a standard action. This provokes an attack of opportunity. This assumes the assassin had the poison stored on his person, and it is only a move-equivalent action to retrieve it. If it is somehow a free action to retrieve it, the effect is also a free action. Such a hastily executed effect inflicts the weapon’s damage onto the assassin.

Unnatural Grace: A true assassin is elegant and graceful. The way he moves makes most people look clumsy and flat-footed. His grace is such that it adds an element of charm. The assassin may use this in multiple ways. Firstly, he gains a bonus equal to his DEX modifier to any charisma-based rogue (assassin) class skill (Bluff, Diplomacy, Disguise, Intimidate, Perform, etc) at all times. Secondly, he may use it as a supernatural ability to charm a target for 1 minute per assassin level. The target must not recognize the assassin as an enemy, and must be at least “indifferent” to the assassin according to the DMG (page 149). This ability requires ten minutes minus one minute per assassin level to prepare, followed by a standard action. Upon the standard action, the target is allowed a will save of DC 10 + the assassin’s level + the assassin’s CHA modifier + the assassin’s DEX modifier. This is significantly more difficult to resist than a magical charm, but has a much shorter duration. Regardless of failure or success, the target is not aware of the charm attempt at any time, but depending on how odd his actions were while charmed, he may be aware that something was amiss, and may even suspect the assassin. The assassin may have only one target charmed at a time. He must remain within visual distance or one hundred yards, whichever is closer. The assassin must maintain concentration on the target, and thus automatically loses his hold if made unconscious distracted (taking damage, attacking enemies, using other skills or abilities) for more than five rounds. This ability can only be used once per encounter with a specific NPC (unless used for domination as described later), and only once per day per two assassin levels.

Hide in Plain Sight: The grace and fluidity of the assassin’s motion are such that he can dazzle with complex movements. Once per day, the assassin may effectively become invisible to one designated opponent. Through a combination of rapid feints, impossibly fast maneuvers, and an overwhelming force of will, the assassin can enchant a target into simply not noticing him at all. The process is a standard action, and the assassin must be within five feet of the target. The target gets a will save of DC 10 + the assassin’s level + DEX modifier + CHA modifier. Failure indicates that the target loses track of the assassin for 1 round per assassin level. As long as the assassin does not dismiss the effect or make tactile contact with the target, the target cannot become aware of the assassin’s presence. When the effect wears off, the target clearly remembers seeing the assassin, and wonders why he behaved as if the assassin were invisible. If the assassin wishes to make tactile contact for some reason, say, to attack the target, each instance of contact allows the target an additional will save to resist the effect. The save DC is less 2 for each instance of contact. Regardless of contact, the effect wears off when dismissed or when the duration expires. This ability can affect targets with uncanny dodge, but they still do not lose their DEX bonus to AC unless the assassin’s class level is three or more levels higher than their own level or hit dice.

Dominating Gaze: The charm of the master assassin is such that he can command others to do his bidding. Upon a successful charm attempt (as per the unnatural grace ability), the assassin can choose to increase the strength of the charm to dominate a target.. The will save to negate the effect is the same as the assassin’s charm ability. The effect lasts for one hour per assassin level. The assassin may choose to strengthen the domination even further. At the end of the original period of domination, the assassin may choose to lengthen the duration. The target gets a will save of the original DC of charming plus two. A failed save indicates that the duration has been increased to one day. A successful save allows the target to break free of the enchantment, not remembering that he was charmed, and knowing only vaguely what was done while he was dominated. The assassin may repeat this effect as often as he wants on one target, one domination ability per day, provided he follows the limitations of the unnatural grace ability, and the DC continues to increase by two each time it is done. After one week of domination, the effects automatically wear off. The target feels a strange conncetion with the assassin for an additional week, and feel slightly compelled to obey his will. This is only a role-playing effect, and nothing forces the target to take any particular action.

Diplomatic Immunity: An accomplished assassin’s force of will is so great that he can feign innocence in even the most clear-cut cases. The benefit of this ability is that, at all times, all targets who do not know for a fact that the assassin is guilty (meaning, they directly witnessed a murder and have no reason to doubt their perception) automatically want to believe him, imposing a –5 to their sense motive checks against the assassin’s bluff, replacing any other modifiers they might have had to the check. They also do not want to believe anyone who says otherwise, even people they trust greatly.

Soul Bind: The ultimate ability of the assassin is to trap the souls of his targets so that nothing can rescue them from their fates. Once per week, the assassin may invoke the spell soul bind on a target he kills. This is a spell-like ability, but a dead target’s spell resistance certainly doesn’t apply. There is no saving throw for this effect. Dead targets should not be entitled to a saving throw. The material component is exactly the same as in the spell.

