Assassin

Garb: Black sash plus must wear a mask or concealing face paint. Mask may be worn around neck.

Armor: None initially

Shields: None initially

Weapons: Dagger, short, long, throwing weapons

Dagger:

1 point damage. 

Slashing or piercing weapon up to 18 inches long. At least ten inches of its total length must be strike-legal.

Short:

1 point damage.

Slashing, piercing, or bludgeoning weapons more than 18 inches up to 36 inches in total length. The pommel and handle of the weapon can be no longer than 1/3 of the weapon’s total length. At least 2/3 of its length must be strike legal.

Long:

1 point damage. 

Slashing, piercing, or bludgeoning weapons more than 36 inches up to a maximum of 48 inches. The pommel and handle of the weapon can be no longer than 1/3 of the weapon’s total length. If used to slash or bludgeon, at least 2/3 of its length must be strike legal.

Throwing Weapons:

1 point damage. 

Throwing knives and axes, shuriken, etc. Must be at least 2.5 inches at all ends.
May not be used to parry, block, or melee. There is no limit to the number that can be carried. Weapons not listed here and that do not fall into these categories may not be thrown (i.e. you may not throw your sword). Projectiles that are not bearing enchantments or class abilities are indestructible. Projectiles that are affected by enchantments or class abilities (not to be confused with class Traits) may only be destroyed by spells or magic balls.

Immunities: None

Lives: 4

Abilities & Traits:

Note: Each time an assassin plays in a battlegame, he must choose which abilities he is using for the entire battlegame. He can switch them between each battlegame as he sees fit.

Levels

1st
No additional abilities

2nd
Innate Ability (choose one):

a. May use a short bow (T) 

Short Bow:

2 points damage 

Any bow that has an AMO measurement of UNDER 60 inches or a physical string length of UNDER 56 inches. Max 35 lbs. 28 in draw length.  Half draw at 20 feet or less. Considered wooden.

Hand (Pistol) Crossbow:

2 points damage

Under 20 inches in length.  Max 450 inch-pounds. Considered wooden.

b. Poison Weapon (ex) (2/game)



M: Denoted with black ribbon

E: May poison one weapon. People who are wounded by poisoned weapons die if they are not cured in a 100 count. A person may only poison one of his own weapons. This effect remains on the weapon for the entire life.

b. Trap (ex) (1/game)

I: Repeat x2 “May my devious trap bind thee”

R: 20 feet

E: As per Earth Bind.

Victim cannot move feet until each of his legs are struck ten times with a slashing or bludgeoning weapon. Anyone attempting to free the victim must state “free

this leg” while doing so or the hits strike the player as normal.

N: May be used while moving.

3rd 

Innate Ability (choose one from this list or any lower level ability not already taken):

a. Touch of Death (ex) (1/game) 
As per the Touch of Death enchantment except may only be placed on self.



M: Enchantment cloth (black)

I: Repeat x20 “Touch of death,” tie strip on person.

E: Bearer of enchantment’s touch kills (via either hand).

L: Will work through clothing, but not armor of any sort.Does not have to be discharged on the next person touched after the enchantment is cast, but can be saved until it is needed; must be announced when discharged. The magic itself is Sorcery, but its effect when released is Death magic. Targets may not be touched in an illegal, dangerous, or offensive manner. Counts as one hit against invulnerability and invulnerable armor.

N: One use only.

b. Teleport (ex) (2/game) 

As per the Teleport spell except
 may be only used on self.

I: Repeat loudly x5 “Teleport;” upon arrival loudly x5 “Arriving.”

R: Touch

E: Target goes to any one location of the caster’s choice. Cannot harm others nor be harmed during transit. Treat as Out of Game until at location, and may not be affected until the final “Arriving” has been stated. Example: A player casts Teleport and chooses as his destination the base of his enemy. The enemy cannot notice his transit to the area, but does notice when he starts repeating “arriving” and may not affect him in any way until he finishes the final “arriving.”

Must go straight to location. Should quietly tell reeve or teammate destination. May not be followed (Exception - Tracking).

L: Location must be a fixed location, cannot be something like “Where the bandits are hiding the captives” if this location is not

known. Cannot be used on unwilling targets and attempting to do so results in the spell being wasted.

c. Antidote to Poison (ex) (1/life) 

M: A small container of water

E: When a person drinks this water, they are instantly cured of any poison.

4th
Up to two points of armor may now be worn (T)

5th
Innate Ability (choose one from this list or any lower level ability not already taken):

a. May now use small shields (T)

-A small shield is no larger than three square feet (23.45 inches in diameter).

-Bucklers are a type of small shield that is strapped to a forearm instead of wielded in a hand. Anyone allowed to use a small shield may use a single buckler. Note: This does not allow use of both a shield and a buckler.

Shields are considered wooden for purposes of being targeted by spells or monster abilities. All shield measurements are the exterior surface area on a flat plane. All shields must either be strapped to an arm or gripped in a hand. A blow that strikes a non-wielded shield strapped to a player, such as a shield slung across a back, is considered to strike the player as if the shield had not been there. A player may only wield one shield at a time.
b. Assassinate (ex) (2/game) 

I: Say the word ‘Assassinate’ immediately upon killing a person.
E: The victim is affected as per the spell Sever Spirit.

N: May be used while moving.
6th
Innate Ability (choose two from this list or any lower level ability not already taken):

a. Take Teleport again (must have already been taken once) Teleport becomes (1/life)

b. Take Assassinate again (must have already been taken once), Assassinate

becomes (1/life)

c. Take Poison Weapon again (must have already been taken once), Poison Weapon

becomes (1/life)

d. Take Trap again (must have already been taken once), Trap becomes (1/life)

