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ENCOUNTERS – Move counter forward 1 level circle and roll both dices, adding pips. If doubles are rolled, see both class encounter and special encounter.
	WARRIOR ENCOUNTERS

	2 or 3
	Social

	4 to 6
	Ranged

	7 to 10
	Combat

	11 or 12
	Magic


	RANGER ENCOUNTERS

	2 to 3
	Social

	4 to 7
	Ranged

	8 to 10
	Combat

	11 or 12
	Magic


	ROGUE ENCOUNTERS

	2 or 3
	Ranged

	4 or 5
	Combat

	6 to 10
	Social

	11 or 12
	Magic


	MAGE ENCOUNTERS

	2 or 3
	Combat

	4 to 6
	Social

	7 to 10
	Magic

	11 or 12
	Ranged


	SPECIAL ENCOUNTERS – IF DOUBLES ARE ROLLED

	1 or 6
	 For the duration of the encounter, all skills that normally have value -1 have 0.

	2
	After the encounter is over, you find a garden of healing herbs. You can chose to pick them and heal two health points, or you can hurry and move one more level circle forward.

	3
	After the encounter is over, you find some useful equipment. Chose one among your skills with value of 0 or -1 and permanently raise it by 1.   

	4
	You can choose to reroll ONE DIE when rolling on the event table.

	5
	After rolling on the event table you can chose not to play rolled encounter. Just return to the ENCOUNTERS. If you chose to play it anyway, you will find useful information about the mark.  Move one additional level circle forward.


COMBAT – Roll both dices and follow the result.

Each encountered monster has a combat value (CV). In close combat, roll the die and add your Sword Skill. If the total is equal or higher then monster’s combat value, you defeat it. Return to Encounters. If the total is less then combat value, monster hits you. Lose 1 health and continue the combat.
2: You take a second to sharpen your sword. Roll again on this table, but add +1 to your Sword Skill just for this event.
3: Guard (CV 3) pops out of the shadows and attacks. Go to close combat. If you defeat him, you find a rope (item) on his body.
4: You see two guards (combined CV 4) patrolling down the street. You can attack them, or try to hide before they see you. If you decide to evade guards, roll the die and add your Spy Skill. If the total is equal or higher then 4, they pass by your hideout unaware of your presence. If the total is lower, guards see you and charge, becoming CV 5 for the rest of the combat. Go to close combat.
Double 2: If you manage to avoid the guards, the hole you used as shelter seems to be an entrance into the secret passage. Move one additional level circle forward.

5:  You see a guard (CV 3) standing in the empty corridor. You have two options. One is to charge it, and if you chose this just go to the close combat phase. Another is to try to kill him from a far. Roll the die and add your Bow Skill. If the total is equal or higher then 4, you killed him. If the total is lower, guard charges you, becoming CV 4 for the rest of the combat. Go to close combat.
6: You sensed a trap in the corridor ahead. You can chose to walk through it and lose one health or go back two level circles and try another road.
Double 3: Maybe you can use your sword to reflect arrows fired by the trap? If you decide to go through, consider the trap CV5 opponent.
7: Member of your mark’s personal guard (CV 4) pops out of the shadows and attacks. Go to close combat.
8: You find yourself in the temple of warlord god. Priest (CV 5) will not let you pass until you prove your fighting skill by defeating him in combat. You do not have to take the test. Instead you can go back two level circles and try another road.
Double 4: If you prove your worth, priests will teach you some combat tricks. If you can defeat two priests (combined CV 6) you can permanently increase your Sword Skill by 1.
9: You see a guard (CV 3) standing in the empty corridor. You have two options. One is to charge it, and if you chose this just go to the close combat phase. Another is to try to put him asleep by magic. Roll the die and add your Magic Skill. If the total is equal or higher then 4, the guard falls asleep. If the total is lower, guard charges you, becoming CV 4 for the rest of the combat. Go to close combat.

10: Another Assassin is on the same trail. Only one can get the mark, so it is time for showdown. He attacks with sword, so you have to think fast. Roll one dice and add the HIGHEST skill you have. Roll another dice for the other assassin and add 1. If your total is higher, you have eliminated the threat. If another assassin’s total is equal to yours or higher, he hits you. Lose one health and go back one level circle. Your opponent becomes CV 5. Go to close combat.
Double 5: If you beat the opponent in showdown (not in combat after it!) you find magic arrow (item, allows +2 Bow Skill for one shot).

11: Room in front of you is full of guards. You can not kill them all. Return three level circles to the back and try another road. You use this time to mend your wounds, regain 2 lost health points.
12: You find an empty corridor. Take a quick breather. Return to Encounters.
RANGED – Roll both dices and follow the result.

Each encountered monster has a combat value (CV). In ranged combat, roll the die and add your Bow Skill. If the total is equal or higher then monster’s combat value, you defeat it. Return to Encounters. If the total is less then combat value, monster shoots at you. Lose 1 health and continue the combat. If you fail for the second time, stop the combat and go back one level circle.
2: You find an empty corridor. Take a quick breather. Return to Encounters.

3: Soldier with the crossbow (CV 3) stands guard behind the barricade. Go to range combat. If you defeat him, you find a rope (item) on his body.
4: Your mark sent his best bodyguard after you. He fires at you from the rooftop, so you have to think fast. You can not reach him with your sword, so roll one dice and add highest among Bow, Spy or Magic Skill. Roll another dice for bodyguard and add 1. If your total is higher, you have eliminated the threat. If bodyguard’s total is equal to yours or higher, he hits you. Lose one health and go back one level circle. Your opponent becomes CV 5. Go to range combat.
Double 2: If you beat the opponent in showdown or in combat after it, you find magic amulet (item, allows +1 Magic Skill for one spell).

5:  You see a guard (CV 3) standing in the window. You have two options. One is to shoot it, and if you chose this just go to the range combat phase. Another is to try to put him asleep by magic. Roll the die and add your Magic Skill. If the total is equal or higher then 4, the guard falls asleep. If the total is lower, guard shoots at you, becoming CV 4 for the rest of the combat. Go to range combat.
6: Member of the archer school (CV 5) challenges you to the duel to let you pass. You do not have to accept the challenge. Instead you can go back two level circles and try another road.

Double 3: If you prove your worth, archers will teach you some combat tricks. If you accept the challenge and defeat the archer you can permanently increase your Bow Skill by 1.
7: Member of your mark’s personal army (CV 4) stands guard behind the barricade. Go to range combat.
8: You sensed a trap with poisoned gas in the corridor ahead. You can chose to walk through it and lower one of the skills of your choice by 1 or go back 3 level circles and try another road.
Double 4: You see a switch that turns of the trap on the other end. You have just one shoot. Roll the die and add your Bow Skill. If the total is equal or higher then 5 trap is deactivated. Return to Encounters. If the total is lower, make a choice as if you never rolled doubles.
9: A guard (CV 3) sees you and raises his crossbow to shoot. You have two options. One is to shoot first, and if you chose this just go to the ranged combat phase. Another is to try to deflect his bolt with your sword. Roll the die and add your Sword Skill. If the total is equal or higher then 4, bolt is deflected and you can charge the guard. Go to the close combat. If the total is lower, bolt hits you and you lose one health. Go to range combat.
10: You see a guard (CV 4) patrolling at the other side of low wall. You can shoot at him, or try to pass by through the shadows. If you decide to evade the guard, roll the die and add your Spy Skill. If the total is equal or higher then 4, you pass by the guard who is unaware of your presence. If the total is lower, guard sees you and takes a shot, becoming CV 5 for the rest of the shootout. Go to range combat.

Double 5: If you succeed sneaking by the guard, you hear him mumbling about guard change hours. This useful information will help you enter mark’s chambers. Move one additional level circle forward. 
11: You are standing at the bank of the moat. If you have a rope, you can try to tie it to the arrow and shoot it at building across.  Roll the die and add your Bow Skill. If the total is equal or higher then 4 you can cross to the other side. Return to Encounters. If you fail, or if you do not have a rope, return two level circles to the back and try to find a bridge.

12: You take a second to adjust your bow. Roll again on this table, but add +1 to your Bow Skill just for this event.
SOCIAL – Roll both dices and follow the result.

Each encounter has an encounter value (EV). When instructed, roll the die and add your Spy Skill. If the total is equal or higher then EV, you overcome the obstacle. Return to Encounters. If the total is less then EV, obstacle stops you and you have to find another way. Go back 2 level circles. 
2: You take a second in front of mirror to adjust your looks. Roll again on this table, but add +2 to your Spy Skill just for this event.

3: You see a guard asleep, leaned on the door. If you have a rope you can tie him, and continue. Otherwise, go one level circle back and try another door.
4: You enter the inn to take some rest, and find yourself in the middle of the bar brawl. You can try to avoid the fight (EV 4) or you can join the fight. If you select second solution, roll the die and add your Sword Skill. If the total is equal or higher then 4, you win the fight. If the total is lower, you get beaten and lose 1 health point.
Double 2: After the encounter you can refresh yourself with food and drinks, but you have to pay with one of your items. You can sacrifice one of the items you posses to regain 4 health points.
5: The impossibly beautiful young maid just walked down the street. Is she real or is it magic? You may never know, and try to resist her charms (social event, EV 3), or you can try to remove the magic that makes her so irresistible. In this case roll the die and add your Magic Skill. If the total is equal or higher then 4, the spell fells of, and you see an ugly old woman where once was a pretty girl. If the total is less, it becomes tougher for you to resist her charms and continue your mission. It is now EV 4 social event.
6: You see a group of soldiers practicing with their bows. You can try to sneak pass them (EV 4) or approach and impress them with your bow skill. If you chose second solution, roll the die and add your Bow Skill. If the total is equal or higher then 4, they are impressed and they let you pass. If the total is lower, you miss. They are disappointed and you have to persuade them to move from your way (EV 6)
Double 3: If you decide to sneak by, you can steal some healing herbs from soldiers. If you decide to do so, make it EV 5 encounter. If you are successful you find herbs that can heal 3 lost health points.

If you decide to try your luck with the arrow and you have at least one item, you can bet against soldiers. Roll the die and add your Bow Skill. If the total is equal or higher then 5, you won the bet and earned healing herbs as above. If the total is lower, you lose one item of your choice, and have to persuade them to let you go as above).
7: You try to get some information from one of the mark’s personal servants (EV 4). Go to social events.
8: You meet beautiful young wife of your target. If you manage to seduce her (EV 5), she will let you continue towards the assassination. Go to social events. You do not have to seduce her with your social skill. Instead you can write her a love letter with your own blood, but that will cost you 2 health points.

Double 4: If you manage to seduce the lady with words, she will talk around about your skills. Permanently increase your Spy Skill by 1.
9: You see a bag with supplies hanging at the wall, but it is dangerously close to the guard house. If you try to get the bag, it is challenge with EV 4. Go to social events. If you get the bag, roll the die. On 1-4 there is rope inside. On 5 you find magic dagger (item, allows +1 Sword Skill for one round of combat). On 6 you find healing herbs, (item that restores 3 points of health at the moment you chose). If you decide that you do not need the bag, just return to the Encounters.

10: Suddenly, your stumble upon local dwarf engineer. Presence of dwarf makes magic useless. Roll one dice and add highest among Bow, Spy or Sword Skill. Roll another dice for dwarf and add 1. If your total is higher, you have avoided collision. If dwarf’s total is equal to yours or higher, you bump into dwarf and you both fall down. Lose two health points. Furthermore, you have to persuade the dwarf that you are not guilty for the collision. You can try to do it with words (EV 4) or by giving him one of the items in your possession.
Double 5: If you avoid collision or win his trust, Dwarf can produce exact replica of one item you possess. For this, he has to use few drops of your blood (lose 1 health point).
11: You meet an old healer who happens to hate your target. In order to help you, she restores 5 points of your health, but it will take time. Go back one level circle. Note that she will not help rogue, so if this is your class just go back to Encounters.
12: You find an empty corridor. Take a quick breather. Return to Encounters.
MAGIC – Roll both dices and follow the result.

Each encounter has an encounter value (EV). When instructed, roll the die and add your Magic Skill. If the total is equal or higher then EV, you overcome the obstacle. Return to Encounters. If the total is less then EV, magic backfires. Lose one health and try again. If you fail for a second time, stop trying and go back one level circle. 
2: You find an empty corridor. Take a quick breather. Return to Encounters.

3: You see a bag with supplies hanging from the roof, too high to get it without the use of magic. If you try to get the bag, it is magic challenge with EV 4. Go to casting spells. If you get the bag, roll the die. On 1or 2 there is rope inside. On 3 or 4 you find Cloak of invisibility (item, allows +2 Spy Skill for one try). On 5 or 6 you find healing herbs (Item, raise your health by 2). If you decide that you do not need the bag, just return to the Encounters.
4: Your mark’s best friend recognizes you and calls for guards. Roll one dice and add the HIGHEST skill you have. Roll another dice for the guards and add 1. If your total is higher, you manage to escape. If guard’s total is equal to yours or higher, they catch you. Lose one health and go back one level circle. To continue, you have to magically persuade them to let you go (EV 5 spell).

Double 2: If you were caught by guards and then enchanted them to let you go, you are marked as innocent. Permanently increase your Spy Skill by 1.
5: There is a field of magic, blocking your way. You can dispel it by magic (EV3) or, as second solution, you may try to deactivate field by breaking the mirror that creates it. If you select this option, roll the die and add your Bow Skill. If the total is equal or higher than 4 arrow deactivates the field. If the total is lower, you miss. Force field becomes more intense, and arrows are no longer able to fly through. You have to dispel the EV 5 field to continue this way.  If you succeed dispelling this intense field, you find magic mirror (item, allows +1 Spy Skill for one try) that was part of field creating mechanism.
6: A group of magicians stands in front of the magic riddle blocking your way. They challenge you to try to solve it. You can try to do it with casting right spells just the right way (EV5), or by permanently sacrificing one point of a skill of your choice.
Double 3: If you decide to sacrifice a skill to the riddle, roll a die. On 1, riddle disappears leaving you with all the skills you had so far. On 2 or 3 riddle takes 1 point of Magic Skill from you. On 4 riddle takes 1 point of Bow Skill, on 5 one point of Spy Skill, and on 6 one point of Sword Skill. After that, permanently add one point of Magic Skill.
7: Passage in front of you is sealed by magic (EV 4). Do you have what it takes to open it? Go to casting spells.
8: A group of undead blocks your way. You can turn them using magic (EV 4) or just kill them with your sword. If you select second option, roll the die and add your Sword Skill. If the total is equal or higher than 4 you managed to kill all undead. If the total is lower undead are immune to cold steal. Lose one health. You have to turn them by magic, but EV 5 spell is needed.
Double 4: if you eliminate undead threat, local priest heals your wounds as reward. Regain ALL health points lost so far.
9: The doors in front of you are protected by magic password. You can try to dispel the magic (EV3), or you can try to listen to guards hopping that they will say the password in their discussion. If you select second solution, roll the die and add your Spy Skill. If the total is equal or higher then 4, you hear the password and you can continue your mission. If the total is less, you are unable to detect the password. To continue, you have to dispel the doors, which are now protected by EV4 spell.
10: You enter the empty room with the altar in the middle. There should be a hidden passage below it. You can try to move altar by magic (EV 4) or you can cover it with your own blood (lose 2 health points) to make it move.
Double 5: This is the altar of change. You can sacrifice one additional health point to permanently rearrange your skill points any way you like. 
11: You found a magic portal that can lead you close to your mark. But these who use the portal may be forever cursed. You can go back 3 level circles or go through the portal. If you go through, mark additional 3 level circles. Then roll a die. On 1 your body gets weaker, lose one health. On 2 your ugly face got even uglier, lose 1 point of Spy Skill. On 3 your sword hand becomes twisted, lose 1 point of Sword Skill. On 4 your eyesight becomes weaker; lose 1 point of Bow Skill. On 5 you forget some spells you once knew; lose 1 point of Magic Skill. On 6 you were lucky and unaffected by curse.
12: You take a second to feel the winds of magic. Roll again on this table, but add +1 to your Magic Skill just for this event.
THE ASSASINATION TARGET
You find your mark in his bedroom. He is obviously ready for you, for he is fully dressed, wielding a poisoned dagger in each hand... 

Roll the die and add two skills of your choice. If the total is 7 or more, you strike the assassination target. 

If you strike him 3 times, he is killed, and you win the game.

If the total is 6 or less, he hits you. Lose 1 health and continue the combat.

After every round of combat, no matter who the winner is, poison from opponent blades affects you. Lower one of the used skills by 1.

Note that you do not have to use the same combination of skills every round of combat.

For example, assassin has 3 in Sword skill, 1 in Bow Skill, 1 in Spy Skill and -1 in Magic Skill. Player decides to use Sword and Bow to attack his mark. Player needs to roll 3 or more to reach target number of 7 (3+1+2=6). No matter the number rolled, after this round of combat, player has to lower one of the used skills by 1, so either Sword goes to 2 or Bow to 0. Let’s say that the player selected second solution.
Next round of combat Player may use Sword and Spy skills to attack the target, so he will again need to roll 3 or more. One of the used skills again goes down, so in third round player will have to roll at least 4 to hit the target, no matter which combination of skills he selects….

Assassin Name:


Assassin Class: 	


Sword Skill:          	Health 	Level Circles


Bow Skill:	( ( ( ( (  ( ( ( ( ( 


Spy Skill:                   		( ( ( ( (  ( ( ( ( (


Magic Skill:


Inventory:








“I had the information that you are good in finding people,” said nobleman dressed in blue. “The same informer also said that once YOU find somebody, no one can ever find that somebody again…”


Men in the shadow made no response to Nobleman’s words.


“If this is true, I have a job for you…”





To play the Assassin version of Mutant Hunter solitaire role playing game, you need a pencil, two 6-sided dices, one coin or similar counter and this game sheet. To create your assassin, use the character information box above:





A. Make up a name.


B. Assign 3 points to your skills. Skills can have a values of 2,1,0 or -1. “Sword” is your ability to fight with close combat weapons and “Bow” with ranged weapons. “Spy” is your ability to learn information and perform actions and “Magic” your ability to perform spells.


C. Start with health of 15. If you fall to 0 health, you are dead, and the game is over.


D. Chose one of the classes: Warrior, Ranger, Rogue or Mage.


E. Items can be used at any time during the game, but are one use only.





Go to Encounter table appropriate to your class, and roll dices each time it is indicated. 


Put some counter before first level circle. During each encounter, you will move counter forward or backwards one or more level circles, and may add or subtract health or skill values. There is no limit to the value of each skill you have. 





When you have reached last level circle, you have tracked down the mark of this assassination – immediately move to the section at the bottom of the game sheet.














