
Rakshasa Assassin CR 14
Male Rakshasa Assassin 5 
LE Medium Outsider (Native) 
Initiative: +5; Senses: Darkvision 60 ft. 
Defense 
AC: 31, Flat-Footed: 26, Touch: 15 
(+7 armor, +5 dexterity, +9 natural) 
HP: 99 (10 plus 4d6+16 plus 7d8+28) DR: 15/good and piercing 
Fort: +11, Ref: +15, Will: +8  SR: 32 
Resistances: None 
Immunities: None 
Defensive Abilities: +2 on saves against poison, Improved Uncanny 
Dodge, Shadow Form 
Offense 
Base Attack Bonus: +10; Grapple: +11; Space/Reach: 5 ft. / 5 ft. 
Speed: 30 ft. 
Melee: +2 Shortsword +18/+13 (1d6+3 17-20/x2), or +2 Shortsword 
+16/+11 (1d6+3 17-20/x2) and +2 Shortsword +16/+11 (1d6+2 17-
20/x2), or Bite +11 (1d6+1) or 2 Claws +11 (1d4+1) 
Ranged: +1 Longbow +16/+11 (1d8+1 20/x3; 100 ft.) 
Spells Prepared (Assassin; CL 5th) 

   3rd  (1/day) – Deeper Darkness, Nondetectionl 
   2nd  (3/day) – Invisibility, Spider Climb, Undetectable Alignment 
   1st  (4/day) – Feather Fall, Jump, Obscuring Mist, True Strike 

Spells Known (Sorcerer; CL 7th) 
   3rd  (6/day) – Fly, Haste 
   2nd  (8/day) – Bear’s Endurance, Blur, Knock 
   1st  (8/day) – Comprehend Languages, Expeditious Retreat, Identify, 

Ray of Enfeeblement, Shield 
   0  (6/day) – Dancing Lights, Detect Magic, Detect Poison, Ghost 

Sound, Open/Close, Prestidigitation, Read Magic 
Special Abilities: Change Shape, Death Attack, Detect Thoughts, 
Phantom Distraction, Poison Use, Sneak Attack +3d6, Spells 
Tactics 
During Combat: Rakshasa assassins are content to wait for their foes to 
let their guards down before attacking, often employing their death 
attack as a means to open combat. Given time to prepare, a rakshasa 
assassin empowers itself with the fly, haste, bears endurance, blur, and 
invisibility spells. If attacked when unprepared a rakshasa assassin 
typically casts invisibility upon itself and flees the scene. A rakshasa 
assassin never casts his spells when engaged in melee combat. Rakshasa 
assassins typically coat their weapons in lethal poisons. 
Morale: Rakshasa assassins realize they are not heavy melee 
combatants and flee from combat if reduced to 25 or fewer hit points or 
faced with foes that possess obviously superior abilities to their own. 
Statistics 
STR 12 (+1) DEX 20 (+5) CON 18 (+4) 
INT 18 (+4) WIS 12 (+1) CHA 22 (+6) 
Armor Check Penalty: -0 (-0 armor, -0 shield) 
Feats: Improved Critical (shortsword), Improved Two-weapon Fighting, 
Two-weapon Fighting, Weapon Finesse, Weapon Focus (shortsword) 
Skills: Bluff +20 (10 ranks, +6 cha, +4 race), Disable Device +19 (15 
ranks, +4 int), Disguise +20 (10 ranks, +6 cha, +4 race), Hide +20 (15 
ranks, +5 dex), Listen +11 (10 ranks, +1 wis), Move Silently +20 (15 
ranks, +5 dex), Open Lock +20 (15 ranks, +5 dex), Search +19 (15 
ranks, +4 int), Sense Motive +16 (15 ranks, +1 wis), Spot +11 (10 ranks, 
+1 wis), Tumble +20 (15 ranks, +5 dex), Use Magic Device +21 (15 
ranks, +6 cha) 
Languages: Abyssal, Common, Draconic, Infernal, and 2 others 
SQ: None 
Combat Gear: None 
   Other Gear: +3 mithral chain shirt, 2 +2 short swords, +1 longbow,  
gloves of dexterity +2, cloak of resistance +1, masterwork thieves’ tools, 
20 arrows 
Ecology 
Environment:Warm Marshes 
Organization: Solitairy, pair, or cell (3-6) 
Treasure: Standard coins; double goods; standard items 
Special Abilities 
   Change Shape (Su): A rakshasa can assume any humanoid form, or revert to its 
own form, as a standard action. In humanoid form, a rakshasa loses its claw and 
bote attacks (though it often equips itself with weapons and armor instead). A 

rakshasa remains in one form until it chooses to assume a new one. A change in 
form cannot be dispelled, but the rakshasa reverts to its natural form when killed. 
A true seeing spell reveals its natural form. 
   Death Attack: If an assassin studies his victim for 3 rounds and then makes a 
sneak attack with a melee weapon that successfully deals damage, the sneak attack 
has the additional effect of possibly either paralyzing or killing the victim 
(assassin’s choice). While studying the victim, the assassin can undertake other 
actions so long as his attention stays focused on the target and the target does not 
detect the assassin or recognize the assassin as an enemy. If the victim of such an 
attack fails a fortitude save (DC 19) against the kill effect, she dies. If the saving 
throw fails against the paralysis effect, the victim is rendered helpless and unable 
to act for 1d6 rounds plus 1 round per level of the assassin. If the victim’s saving 
throw succeeds, the attack is just a normal sneak attack. Once the assassin has 
completed the 3 rounds of study, he must make the death attack within the next 3 
rounds. 
   If a death attack is attempted and fails (the victim makes her save) or if the 
assassin does not launch the attack within 3 rounds of completing the study, 3 new 
rounds of study are required before he can attempt another death attack. 
   Detect Thoughts (Su): A rakshasa can continuously use detect thoughts as the 
spell (caster level 15th; will save DC 22 negates). It can suppress or resume this 
ability as a free action. The save DC is charisma-based. 
   Improved Uncanny Dodge (Ex): An assassin can no longer be flanked, since he 
can react to opponents on opposite sides of him as easily as he can react to a single 
attacker. This defense denies rogues the ability to use flank attacks to sneak attack 
the assassin. The exception to this defense is that a rogue at least four levels higher 
than the assassin can flank him (and thus sneak attack him). 
   Phantom Distraction (Su): By conjuring forth semi-real illusions, the rakshasa 
assassin can cause his foes to believe they are being assailed by attackers when in 
reality they aren’t. All creatures adjacent to the rakshasa assassin must succeed on 
a will save (DC 22) or be dazed for 1 round. The rakshasa assassin must wait 5 
rounds between uses of this ability. 
   Poison Use: Assassins are trained in the use of poison and never risk 
accidentally poisoning themselves when applying poison to weapons. 
   Shadow Form (Su): Rakshasa assassins lace all of their movements with 
shadow magic, making them very difficult to hit at times. Attacks of opportunity 
made against a rakshasa assassin have a 50% miss chance.  
   Skills: A rakshasa has a +4 racial bonus on bluff and disguise checks. When 
using its shape change ability, a rakshasa gains an additional +10 circumstance 
bonus on disguise checks. If reading an opponent’s mind, its circumstance bonus 
on bluff and disguise checks increases by a further +4. 
 
 
   A lean black-furred humanoid stands before you. Its head resembles 
that of a panther and upon inspection its hands are opposite of what is 
normal for a humanoid, with its fingers bending back towards the back 
of its hand instead of inward towards its palms.. 
   This thing’s torso is covered by gleaming mail armor and its body is 
wrapped in a black cloak. In each hand it carries a wicked-looking 
shortsword. 
 
   The rakshasa race as a whole is based around deception and guile, 
however, while most rakshasa are more than happy to use their innate 
abilities to mask their presences and gain an upper hand in political or 
regional standings, some take to using their natural-born talents to an 
even more nefarious line of work; that of the assassin. 
   Amongst the ranks of cutthroats and hired killers, few are more 
effective than a rakshasa assassin, and they know it. Hiring a rakshasa 
assassin is often incredibly difficult as the beasts typically work through 
intermediaries as opposed to meeting face-to-face with their would-be 
contractor. Once hired, however, a rakshasa assassin stalks its target 
with ruthless efficiency and doesn’t give up until its target is dead or the 
rakshasa finds the target to be impossible to kill. A rakshasa assassin 
who fails to kill his target will typically repay his contractor half of the 
initial fee and include all of the information that he has found out about 
his failed mark. 
 
Lore 
   A successful knowledge (the planes) check will reveal the following 
information about a rakshasa assassin: 
DC 22 This is a rakshasa assassin, a trained killer of the rakshasa 

race. They are known to be incredibly lethal combatants. This 
reveals all outsider traits. 

DC 27 Rakshasa assassins possess the ability to mask their 
movements with shadowy magic; this leads to them being 
incredibly difficult to hit with weapons when they are on the 
move. 

DC 32 A rakshasa assassin can cause nearby enemies to believe they 
are being assailed from all angles, when in fact, they are not. 

 


