	Circle
	Assassin

	2
	Deep Pockets

	3
	Feign Death – unlimited

	4
	Eviscerate – unlimited

	5
	Poison Weapon

	6
	Armor-Piercing Weapon

	7
	Assassin’s Blade – 1


Deep Pockets 

Uses: 3 

Material: a bag no larger than 6" by 12" 

This is the ability to hide objects upon the spell-caster's body. When searched the spell-caster can say "Nothing" to the first three people to search him. Only objects placed within the bag used as the Material Component are considered hidden. Other items must be given up if the spell-caster is searched. Each time this spell is learned, the spell-caster may have an additional bag, or a single bag as large as the total volume of the smaller ones.
Feign Death 

Uses: unlimited 

Material: a cloth 

Active: wipe cloth over face 5 times 

This spell allows the spell-caster to disguise himself, so as to appear dead. If someone asks him if he is dead he can legally answer yes. Feign Death ends once the spell-caster moves. If a person moves him, thinking he is dead, the Feign Death does not end; only when he moves himself. If someone strikes him while using Feign Death, the blow will still affect him and he must take the blow like normal.

Eviscerate 

Uses: unlimited 

Having this spell allows the spell-caster to scalp a body in less time. Every 1 blow during a scalping is considered the same as 2 blows, therefore the spell-caster can scalp a victim in only 100 blows instead of the usual 200. It is possible for the spell-caster to work with others during a scalping, again counting every 1 of his blows as 2.

Poison Weapon 

Uses: 3 

Material: a cloth 

Active: wipe the blade of the target dagger 5 times 

This spell gives the caster the ability to "poison" a bladed weapon up to 18" long. This weapon can only be wielded by the spell-caster. The spell-caster can then call "poison" the next time he swings that weapon. (See Combat Calls, Poison.) The blade is considered to be poisoned until used, whereupon the AC must be completed again before the weapon can be considered poisoned again. If the blow is parried or blocked by armor the poison is still used. A weapon may only be prepared for one use of Poison Dagger at a time. See the Combat Calls Caveat.

Armor-Piercing Weapon 

Uses: 4 

Material: a cloth 

Active: wipe cloth 5 times across blade 

This spell allows the caster to temporarily enchant his weapon to be armor piercing. This weapon cannot be cast on another character's weapon, nor can the spell-caster's weapon be used by anyone else and still retain its armor-piercing status. The caster can call "armor piercing" the next time he attacks with the prepared weapon. Once prepared the weapon is considered to be armor piercing until used. If the blow misses or is parried the effect of armor piercing is still used. This spell cannot be used in conjunction with any of the Poison spells. A weapon may only be prepared for one use of Armor-Piercing at a time. See the Combat Calls Caveat.

Assassin's Blade 

Uses: 1 

Material: A bladed weapon up to 18" long, made with green duct tape and clearly labeled with both the word "Stealable" and the caster's name 

The caster creates an 18” stealable weapon. (See “In Game Items, Searching and Theft”) Whenever he attacks with it, the caster has the option of calling poison. (See “Combat Calls”, Poison.) Anyone may use the dagger, but only the caster can call poison with it. If Disenchant is cast upon the weapon, then it can no longer be used to call poison, and the caster and MM should be informed. This spell cannot be cast upon any weapon other than an 18” bladed dagger, such as an axe or mace. Also see the Combat Calls Caveat.

