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Revisiting the Assassin Class
by Nicole Massey

Scarramante Molarr smiled to himself as he
pocketed the vial. He picked up the tankard he'd
filled from the household cistern and said,
"Naratam, how do you keep your water supply so
fresh?"

The tall burly man in the other room said,
"Filtration. I run it through ever finer weaves of
cloth to catch any of the particles. Then I keep
several rocks in the bottom that tend to attract
poisons. With those vile assassins today you can't be
too careful."

This was enough mention of assassins to make
everyone in the room twitch. Naratam of Prenn was
rarely talking about anything else. And he had the
political clout to make life hard for them, too, and
the guild was feeling the pressure. That was why
Scarramante was here, though the official reason
was because the grumpy noble was asking a favor
of Scarramante's temple in dealing with a different
matter, the surprise elopement of his daughter with
a young man he hated but who was well placed.
This intervention of the temple of Inanna would
save face for Naratam in the whole affair.

Scarramante said, "So, about your daughter," to the
relief of everyone in the room. Naratam was
diverted from his incessant rants, at least for now.

As Scarramante left the house he smiled. What he
dumped into the water wasn't a poison, it was a
parasite. Soon everyone in the household would be
infected. Careful work by other members of the
secret guild would get the antidote to each of them.
But for Naratam, he would get the second part of
the cocktail in his wine at the feast in a tenday. The
others who drank that wine would flush it out of
their bodies within a day, but the parasites would
ingest it and mutate. Then soon after he'd get the
third part of the poison, a gas introduced into his
coach by him sitting down on the cushion. And then
soon after the parasites would migrate to his heart
and eat it. Scarramante returned to his temple,
relaxing in the knowledge that his part was finished
and each new member of their organization would

do their part, because failure to do so meant death,
while taking care of business meant great reward. It
was good to be a member of the assassin's guild.

* * *

The Assassin class has always bothered me, and not
for the usual reasons. I have no problem with evil
characters like the game's creator, E. Gary Gygax,
did. But the thought of a class for assassins didn't
seem quite right with my conception of the assassin.
To me an assassin could be anyone, which was part
of their mystery, and limiting them to a subclass of
thieves didn't really work for me.

When Oriental Adventures came out the Ninja gave
me part of the answer. As a split class, an add-on for
other classes, this made sense. Now the ninja could
be anyone ranging from the most obvious class, the
Yakuza, to even the holy minded Shukenja.

What I will do here is present another approach to
the Assassin that provides different options for the
class in two directions. The first is just as a skill,
while the second is more akin to the ninja class.

Making a Choice

Dungeon masters can make a choice at this point, as
this article gives them two possible approaches to
the assassin class.

Option 1: Assassination is a skill, just like any other
skill. It costs 2 proficiencies – for those using no
non-weapon proficiencies the would-be assassin
must give up two weapon proficiencies, while those
using non-weapon proficiencies must spend two of
them on the assassination proficiency. Some referees
may also decide that it costs one each of the weapon
and non-weapon proficiencies. But the fun doesn't
stop there. This initial buy will purchase only a few
levels on the assassination table, and an additional
proficiency is required to get any better at it.

Option 2 presents an Assassin split class like the
Ninja. This class provides skills for use in
assassination like disguise, investigation, and of
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course assassination, along with skill in
compounding poisons and using such substances. A
cleric, fighter, magic-user, or illusionist may choose
this class option.

This is handled exactly like the ninja class, where
assassin levels are not gained unless the assassin
does things to use assassination skills.

Getting to the Heart of the Matter

The main thing that differentiates the assassin from
the thief is the Assassination skill (spying and
learning alignment languages, which many referees
don't even use, isn't a big deal, and disguise is easy
to come by and has been better developed since the
publication of the Player's Handbook). And a skill is
a skill, right? Thanks to Oriental Adventures and
the two survival guides AD&D first edition has a
skill system. This opens the door for anyone to be an
assassin, from a humble Cleric to a thief.

Assassination

Proficiency slots required: 2

Stat Check: special

Time Required: special

Category: Professional

Description: This skill is the same as the
Assassination skill performed by the Assassin class,
and will allow the character to advance three levels
in ability. Additional points into this skill will
increase the advancement by two levels, to a
maximum of 15. Druids, Witches, Rangers, Scouts,
Cavaliers, Paladins, Samurai, Kensai, Sohei, and
Healers cannot take up this skill. Duelists are loathe
to do so as well, as it is contrary to their way of
doing business -- they kill out in the open, not in the
dark and quiet. Berserkers also can't take this skill,
as they lack the restraint to perform it.

The fun comes in role-playing the assassination skill
hunt. This is not a skill where you can just walk
down to the local shop and ask for an
apprenticeship, it's one that is either taught to
family members or is trained to people who the
leadership of an organization feels can handle it.

That organization can be any body that has a need
for trained assassins, of course, ranging from a local
necromancer or noble to the thieves' guild or the
king or queen. But few of such organizations will
hire a first level character for that role – they want
someone who has proven themselves.

Thieves are of course a natural choice, as they have
to be sneaky and stealthy to get very far in their
career, and those skills are helpful. But rogues are
also a good bet as are fighters, because any criminal
organization needs muscle to enforce their rules and
punish those who cross them. And those who have
political influence or can move in the high powered
circles like wizards and clerics also have their place.
So assassination isn't just for thiefly types.

That said, it's difficult for some of these classes to
gain any real competence as assassins. Magic-users
and their subclasses are a shining example of this, as
they have so few proficiencies to work with that it
might take a very long time to develop them to any
degree. It can be done, but it takes a lot of
dedication, especially if the referee doesn't use non-
weapon proficiencies.

Getting There is Half the Battle

But there is another problem with this approach –
no matter how good someone is at assassination,
there's the problem of pulling it off. Assassination is
the skill of doing the deed, but other things, like
moving silently, hiding in shadows, hearing subtle
noises, getting through locked doors and windows,
and using poison without poisoning yourself are
important to the pursuit of the craft. Not all
assassins need these skills – sleight of hand can
cover a lot of the other things when poison is in
play, but the rest are nice to have. Fortunately the
Ninja has the answer.

Much like how ninjas are not a class unto
themselves, but instead an add-on to four other
classes, (Shukenja, Bushi, Wu Jen, and Yakuza) the
assassin is ripe for this kind of treatment.

A character looking for a career as an assassin must
have a strength of 12 or higher, intelligence of at
least 11, and a dexterity of 12 or more. No
experience point bonus is derived from high ability
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Revised Assassin Table 1: Experience, Titles, Hit Die, etc.

Experience Level Title Hit Die
Weapon of
Proficiency

Attacks/
Round

0 - 4,000 1 Bravo (Apprentice) 1 2 1

4,001 - 8,000 2 Thug 2 2 1

8,001 - 15,000 3 Rutterkin 3 2 1

15,001 – 30,000 4 Waghalter 4 3 1

30,001 – 60,000 5 Murderer 5 3 1

60,001 - 120,000 6 Killer 6 3 1

120,001 – 240,000 7 Cutthroat 7 4 3/2

240,001 - 500,000 8 Executioner 8 4 3/2

500,001 - 1,000,000 9 Assassin 9 4 3/2

1,000,001 – 1,300,000 10 Expert Assassin 10 5 3/2

1,300,001 – 1,600,000 11 Senior Assassin 11 5 3/2

1,600,001 – 1,900,000 12 Chief Assassin 12 5 3/2

1,900,001 – 2,200,000 13 Prime Assassin 13 6 3/2

2,200,001 – 2,500,000 14 Guildmaster Assassin 14 6 3/2

2,500,001+ 15 Grandfather of Assassins 15 6 2

Revised Assassin Table 2: Class Abilities

Level
Hide in

Shadows
Move

Silently
Climb
Walls

Open
Locks Disguise Fall Investigate

Poison
Use * Escape Back Stab

1 10% 15% 85% 25% 20% 0' 25% 15% 10% ×2

2 15% 21% 86% 29% 24% 0' 30% 21% 14% ×2

3 20% 27% 87% 33% 28% 10' 35% 27% 18% ×2

4 25% 33% 88% 37% 32% 15' 40% 33% 22% ×2

5 31% 40% 89% 42% 36% 20' 45% 39% 26% ×3

6 37% 47% 90% 47% 40% 25' 50% 45% 30% ×3

7 43% 55% 91% 52% 44% 30' 55% 51% 34% ×3

8 49% 62% 92% 57% 48% 35' 60% 57% 38% ×3

9 56% 70% 93% 62% 52% 40' 65% 63% 42% ×3

10 63% 78% 94% 67% 56% 45' 70% 69% 46% ×4

11 70% 86% 95% 72% 60% 50' 75% 75% 50% ×4

12 77% 94% 96% 77% 64% 55' 80% 81% 54% ×4

13 85% 95% 97% 82% 68% 60' 85% 87% 58% ×4

14 93% 96% 98% 87% 72% 65' 90% 93% 62% ×4

15 94% 97% 99% 92% 76% 70' 95% 99% 66% ×4

* Add the Assassin's intelligence to this number. Other factors, like poison level and specific modifiers will
alter this total.
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Class Ability Notes
Hide in Shadows, Move Silently, Climb Walls, and Open Locks are as the skills for the thief class. The
assassin also backstabs like a thief.

Disguise, Fall, and Escape are exactly like the skills for the ninja class, while Investigation derives from the
yakuza class. Poison use is the assassin's ability to use a poison of normal level of strength and difficulty of
use. Modifications up or down will derive from the strength of the poison and the difficulty of application.

scores. Assassins use poison as a matter of course,
have no restrictions using oil, and use a D6 for hit
die for the assassin side of their character
advancement. Assassins have a -4 non-proficiency
penalty, and may use any weapon, though Asian
weapons, both mainstream and derived from ninja
techniques, require contact with the orient.
Assassins can wear any armor applicable to his or
her primary class, but assassination skills derived
from the thief class require chain or less, as outlined
in Unearthed Arcana, with the requisite penalties
for armor types other than leather. If the referee is
using non-weapon proficiencies the assassin gains
three initial proficiencies and an additional one for
every four levels, just like his or her weapon
proficiencies. Assassins have a -4 proficiency
penalty, which applies to both weapon and non-
weapon skills. Assassins save as their primary class.

Kicking It Old School

What if someone just wants to be an assassin? Well,
the split class, like the ninja, has that as an option
too – almost everything you need for a character is
in the class already. The big exception is saving
throws, so single class assassins save as thieves. This
isn't a by the book reading of the Ninja, but I ran
into it in an issue of one of the fanzines, and it
makes sense. Of course the Assassin or Ninja will
have a much harder time hiding their profession
this way, but this is where choosing a profession
that is not a standard adventuring one is a good call
– use the Secondary Skill table in the Dungeon
Masters Guide if you don't have any ideas.

The Assassin's Guild

In this new environment any eligible class or
character with the chosen skill (depending on

referee choice) can be a member of the Assassin's
Guild. However the overwhelming majority of the
membership consists of thieves. Fighters tend to be
leg breakers and brute force assassins. Clerics tend
to be behind the scenes advocates who secretly
worship the darker side of their god or goddess or
have allegiances to darker deities. Magic-user types
tend to use magic to assassinate their targets.

The Assassin's guild still has only thieves for most
of the members, but this widens the variety possible
for characters and the activities of the guild. And
now any one of these groups can reach the head of
the guild, not just the thieves.

Of course each referee has to decide what he or she
will allow – some will be fine with all options, while
others will choose only one or two of the
approaches. The important thing is to be consistent
and think through how you're going to run it.
Maybe the single classed assassins are the ones who
rise higher and faster in the guild, while those with
adventuring classes aren't around enough to really
gain the influence needed to rise in power in the
guild, and as a result they don't get the plum
commissions. And below them are the ones who
only have one skill, and their skills (or lack thereof)
make them more like cannon fodder. All of this
provides great opportunities for roll-play as a
character tries to grow in power in the guild.

Remember also that experience points do not
determine level – they determine when a character
can go to the guild to get training to increase in level
in the guild. Guilds don't have to grant that training,
so being involved in the guild becomes more
important.

There is one other aspect to going with this system –
now anyone can be an assassin. That icy breeze that
just passed is the chill your players just felt at that
little detail…


