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The Assassin 
 
The Assassin makes a living by assuring that the target does not. 
 
Inherent—Low Profile 
• Any thug can kill. You can get to the target, unsuspected, and there are a lot of ways to do that. 

Attribute tests to avoid identification as an assassin, either socially or through stealth, are +2. 
 
Limitation—Ruthless 
• You strike at others through their attachments. You don’t want to be as vulnerable as they are. 
 

Levels Starting Equipment Attribute +/- Experience 
1st   Killer 
2nd  Murderer 
3rd   Cleaner 
4th   Sealer of Fate 

Cloak, daggers, vial of poison, dose 
of weapon venom, fitted boots. 
 
Starting Coin: 1d10 gp, 1d12 sp 

Up to 5: -2 
6-8: -1 
9-11: 0 

12-13: +1 
14-15: +2 
16-17: +3 
18-19: +4 

20: +5

      
      

Awesome Points 
used. 
 
Party levels up 
when everyone has 
spent 12 AP. 

 
Available Talents 
 
• Deadly Weapons. Constant ability. Can put venom or poison on one or more weapons.  
 
• Poison and Venom. Constant ability. Can identify, harvest, handle, and brew dangerous substances 

for ingestion, skin contact, inhalation, or other unpleasant entry vectors. 
 
• Flashbang Exit. Once per arena. During the “Defend or Protect” phase of combat, cause a 

distraction with a smoke pellet or other improvised method and move to an adjacent arena. Only those 
who succeed with their Awareness vs. your Cunning will see where you went. 

 
• Silent Death. Once per arena. If undetected (or unsuspected) by a target, you can make that target 

dead by rolling 1d10 and getting a number higher than the target’s wound boxes. Otherwise, the 
target is not injured, and is now aware of you. APs cannot be spent on this roll. 

 
• Reach Target. Once per arena. If a target is protected by others, roll opposed Cunning vs. defender 

Commitment. Defenders get +2 per defender beyond the first. If successful, attack the target and 
ignore the defenders. 



http://fictivefantasies.wordpress.com/ 

Alternative Adventuring Goals 
1. Your alter-ego will become the most famed assassin in the region, while you remain unknown. 
2. [Ruler] enjoyed lording his power over your helpless family. Now he thinks you’re dead. Break him. 
3. Those who employ assassins usually kill them. Find an employer you can trust. 
4. Your study of monster venoms (and their market value) has inspired you to harvest them. 
5. What’s wrong with this country is the king. Without the king, everything would be better. 
6. You were shaken by your first kill(s) and now are reconsidering. How else can you use these skills? 
7. You won’t know you have “the right stuff” until you’re an unsuspected triple agent. 
8. Your nemesis drank a dragon’s heart blood and became immortal. You need to find a way to fix that. 
9. You helped destabilize a local regime, leading to years of civil war. Best if no one finds out. 
10. You cannot take on an apprentice while your master lives. And you want an apprentice. 
 

Poisons and Venoms 
 
Individual DMs decide what is available in their settings, modifying the list as needed. What are the 
punishments for being caught with poison? Who sells it? How is it harvested? The DM can work that out 
on a need-to-know basis, and must approve all use of poison in the game. 
 
Generally, weapons have 3 “contacts” per dose (actual hits) except ranged weapons, which have 1. 
Targets may get a modified Awareness test to detect substances lacing their food or water. 
 
Assassins often assure access to antidotes for the poisons they use, but not always. 
 
• Clouded Eyes. Eye contact. Blinds the target until the target spends 5 focused actions clearing vision. 
 
• Drowsili. Ingested. The target sleeps for about an hour, only waking if caused physical pain. 
 
• Ghangesh. Weapon or skin. The wound takes a week to heal. 
 
• Heartkill. Weapon or skin. The target rolls 1d10 for each wound box remaining, and only survives on 

a 10 (going unconscious.) 
 
• Profound Sleep. Ingested. The target loses 1 Awareness an hour, falling asleep when under 6, never 

waking. 
 
• Screaming Choker. Weapon or skin. Target must pass a Brawn test or hallucinate demons 

everywhere, and lose one wound a round until dead, terror frozen on the stiffening features. 
 
• Sluicem. Ingested. The target has about 10 minutes, then explosively vomits and has simultaneous 

intestinal distress for about 12 hours. 
 
• Zapallias. Ingested. Target appears dead after a few minutes, lasts about 12 hours. 


