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Introduction
Intrigue is a staple of the fantasy genre, and many players and 
GMs are drawn to the idea of a grand campaign of political 
intrigue, in which the players face the dangers of scheming 
politicians, backstabbing assassins, high-society soirees, and 
similar trials, instead of the usual drudging through moldy 
old dungeons killing things and taking their stuff. A proper 
political drama or heist adventure can be hard to run and 
even harder to write, but perhaps the hardest is for players to 
get in the appropriate mindset, and deal with their problems 
with finesse, rather than a blunt weapon. One thing that can 
help players get in the mood—and get themselves an edge—
when it comes to intrigue is having an archetype that kits 
their preferred class out a bit more for the type of adventure 
they’ll be playing. Each installment of Weekly Wonders: 
Archetypes of Intrigue presents six new archetypes tied to a 
particular role common in intrigue adventures.

Assassins play a pivotal role in any intrigue setting, able to 
change the course of fate in the briefest of moments. These 
warriors of the shadows capture our imaginations and excite 
our curiosity. Stalking the darkness, they move unseen, 
causing events to play out just as they have carefully planned. 
Assassins also come in many varieties and in this book, you 
will find stealthy killers who employ a wide variety of styles 
and techniques, far beyond what most would expect.

New Archetypes
The following archetypes are presented in alphabetical order, 
based on the name of the class that they modify.

Black Thorn (Druid)

Black thorns are druids who turn their skills in manipulating 
nature to dark purpose. Lethal killers, these nature’s assassins 
prefer to accomplish their nefarious tasks with poisons 
harvested from carefully cultivated plants. More than a mere 
poisoner, however, the black thorn is a skilled herbalist 
who can grow and harvest her lethal plants in nearly any 
environment. 

Harvest Poison (Ex): A black thorn can harvest poison 
in nearly any environment by making a successful Survival 
check to find and extract poisons. The DC for this check is 
20 for most natural areas where plants are abundant, 25 for 
urban areas, or 30 for deserts and similar areas where plants 
are extremely rare. To make this check, the black thorn must 
search for poison ingredients, and success on the Survival 
check yields enough toxic plant material for 1 dose of poison 
+ 1 additional dose for every 5 points by which the result 
of the check exceeds the DC. It takes 1 hour for the black 
thorn to find the ingredients and combine them to make the 
poison.

 The type of poison harvested from these plants is a 
special extract known only to black thorns, who use secret 
techniques to create a unique poison. At 1st level, the black 
thorn can create the black thorn extract poison described 
below. Alternatively, she can combine reagents whose total 
cost is equal to 1/2 the market price of a specified poison in 

order to create 1 dose of that poison. She may only use this 
ability to create poisons whose total market price does not 
exceed 200 gp per class level. The save DC of a poison created 
in this way is equal to 10 + 1/2 the black thorn’s level + the 
black thorn’s Wisdom modifier, or the poison’s normal save 
DC, whichever is higher. 

Black thorn extract is a special poison that must be handled 
delicately, and which rapidly loses potency, causing it to 
degrade after 24 hours. 

Black Thorn Extract—contact; save Fortitude DC = 10 
+ 1/2 the black thorn’s level + the black thorn’s Wisdom 
modifier; onset 1d6 rounds; effect 1d2 Strength damage; 
cure 1 save. 

When she creates a dose of black thorn extract, the black 
thorn can choose to create it as an injury poison, in which 
case it has no onset time.

At 5th level, the black thorn can create black thorn extract as 
an inhaled poison, and it deals 1d4 points of Strength damage 
instead of 1d2 points. At 10th level, the black thorn extract 
deals 1d4 points of Constitution damage in addition to 1d4 
points of Strength damage. At 15th level, the black thorn 
extract deals 1d6 points each of Strength, Dexterity, and 
Constitution damage. At 20th level, all ability damage dealt 
by black thorn extract is drain instead of damage.

This ability replaces the nature’s bond class feature. 

Poison Use (Ex): Black thorns are trained in the use of 
poison and they cannot accidently poison themselves when 
applying poison to a weapon or object. 

This ability replaces the wild empathy class feature.

Poison Power (Su): At 4th level, the black thorn’s 
connection to poison infuses her magic, making her spells 
more lethal. The saving throw DC of any spell with the poison 
descriptor cast by the black thorn is increased by 2.  

This ability replaces the resist nature’s lure class feature. 

Poison Plant (Su): By 4th level, the black thorn’s mastery of 
poisonous horticulture is such that she can plant poisonous 
plants, and, using natural magic, cause them to blossom 
to lethal potential in moments. Once per day for every 2 
levels the black thorn possesses, she can plant a poisonous 
plant, which reaches its full size within 10 minutes. At 4th 
level, she can plant the blood-red rose plant. This plant 
appears identical to a rose bush, and flowers harvested 
from it resemble roses. A successful Knowledge (nature) 
check (DC = 11 + the black thorn’s level + the black thorn’s 
Wisdom modifier) is sufficient to notice the difference, as 
is a Perception check which exceeds this DC by 5 or more. 
Contact with the blood-red rose or any of its flowers causes 
the target to be affected by the black thorn’s black thorn 
extract poison, and to suffer 1d6 points of bleed damage.

As she increases in power, the black thorn can create 
different poisonous plants with this ability. At 8th level, she 
can create gas flowers that appear like orchids. Whenever 
a living creature other than the black thorn moves within 
5 feet of one of these gas flowers, it explodes in a 20-foot-
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radius spread cloud of sleeping gas. Creatures in the area 
are exposed to the black thorn’s black thorn extract poison, 
and additionally fall asleep if they are affected by the poison. 
Affected creatures automatically awaken when the poison 
runs its course, or when they are cured of it, and can also be 
woken by more mundane means. 

At 12th level, the black thorn can create poisonous creepers. 
These creepers function like assassin vines, except that they 
have 1/2 the black thorn’s hit points, use her base attack 
bonus, and whenever they successfully constrict a creature, 
that creature becomes exposed to the black thorn’s black 
thorn extract. The assassin vine created in this way lasts for 10 
minutes before withering and dying. 

At 16th level, the black thorn can create a tree that bears 
poisonous apples. She can only create one such tree, and it 
produces 1d8 poisonous apples each month, beginning 30 
days after it is planted. Apples harvested from the tree remain 
ripe for 1d6 days. As long as the apple remains ripe, any 
character ingesting it must succeed on a Fortitude save (DC 
= 10 + 1/2 the black thorn’s level + the black thorn’s Wisdom 
modifier) or begin to die. The target falls unconscious in 
a sleep from which he cannot awaken. The target remains 
asleep until he perishes from natural causes (such as 
starvation), or until he is freed from the poison in his system. 
In order to be rid of the poison, the target must receive the 
benefits of a break enchantment spell (or more powerful 
magic) and a neutralize poison spell. 

At 20th level, the black thorn can use this ability at will. 

This ability replaces the wild shape class feature. 

Dead Shot (Gunslinger)

While killing people is far from unusual for a gunslinger, 
some elevate their combat skills to a deadly art form. These 
are the dead shots, gunslingers who believe in the supreme 
power of their weapon to dispatch foes quickly. Often 
employed as assassins or special forces, dead shots strike 
from the shadows, killing their targets without revealing their 
presence. 

Death’s Shadow (Ex): At 2nd level, the dead shot gains a 
+4 bonus on Stealth checks. At 6th level, and every 4 levels 
thereafter, this bonus increases by a further +2. 

Deeds: A dead shot has access to the following deeds. 

Shadow Shot (Ex): The dead shot can fire from 
concealment without revealing her position. Whenever 
the dead shot makes an attack with a firearm against 
a foe that is unaware of her presence, she may spend 
2 points of grit in order to make a Stealth check as an 
immediate action in order to remain hidden. 

This ability replaces the quick clear deed.

Executioner’s Shot (Ex): At 3rd level, the dead shot can 
execute a lethal point blank shot. The dead shot can 
spend 1 point of grit whenever she makes an attack with 
a firearm against an adjacent foe that is unaware of her. If 
she does, and the attack is successful, it is automatically a 
critical threat. 

This ability replaces the pistol whip deed.

Study Shot (Ex): At 11th level, the dead shot can study 
her intended victim in order to make a lethal killing 
shot. Each round, as a standard action, the dead shot can 
spend 1 point of grit to study a target she can see. If she 
does, the next time she makes a firearm attack against 
that creature, she gains a +2 bonus on the attack roll and 
deals an additional 1d6 points of precision damage for 
each round she has studied the target. 

This ability replaces the expert loading deed.

Sniper Shot (Ex): At 15th level, the dead shot rarely 
misses, even on attacks from great range. Whenever the 
dead shot makes a firearm attack from beyond the first 
range increment, she can spend 1 or more points of grit. 
If she does, for each point of grit spent in this way, she 
rolls the attack roll an additional time, and may choose 
the best result. 

This ability replaces the slinger’s luck deed.

Shadow Blaster (Kineticist)

While all kineticists manipulate energy to damage their 
opponents with powerful blasts, only a select few learn to 
augment that energy with the power of shadows. Those 
that master these techniques are the shadow blasters. Able 
to project their blasts accurately at greater distances and 
augment their energies with the power of shadow, these 
kineticists are in high demand as assassins and mercenaries. 

Gather Shadows (Su): A shadow blaster can gather shadows 
about her to augment her blasts, making them more lethal. 
As a move action, while in an area of dim light or darkness, 
the shadow blaster can gather shadows about herself. If she 
does, she deals an additional 1d6 points of damage with her 
blast and her blast deals untyped damage, instead of the 
normal type of damage it would deal. The amount of burn 
caused by any form infusion wild talent she uses to augment 
such a blast is increased by 1. Alternatively, the shadow 
blaster can use a full-round action to gather shadows in order 
to increase the damage dealt by her attack by 2d6, although 
doing so causes her to automatically suffer 1 point of burn. 
She can combine these effects in order to boost the amount of 
damage her blast deals by 3d6. 

This ability replaces the gather power class feature.

One With Shadows (Su): At 2nd level, a shadow blaster 
becomes one with the very shadows. While in an area of dim 
light or darkness, she becomes enshrouded in a thick pall of 
shadowy energy. She gains concealment (20% miss chance) 
even against creatures who could see in such conditions. 
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Additionally, she gains a competence bonus equal to her level 
on Stealth checks made to hide in such areas.

This ability replaces the elemental defense class feature.

Shadow Overflow (Su): At 3rd level, a shadow blaster 
who has channeled enough energy to accumulate sufficient 
burn is suffused by powerful shadows. When she has burn, 
her blasts that have been modified by gather shadows deal 
additional damage. Whenever she makes an attack with a 
blast that has been modified by gather shadows, the attack 
deals an additional number of points of damage equal to 
three times the amount of burn she has suffered, or 4 times 
the amount of burn if the target of the attack was unaware of 
the shadow blaster. The maximum number of points of burn 
she can benefit from when using this ability on is equal to 1 + 
1 per every 3 kineticist levels. 

Additionally, while suffused with overflowing shadows, the 
shadow blaster is surrounded by a nimbus of darkness. At 
6th level, as long as she has at least 3 points of burn, the 
shadow blaster reduces the level of light in a 20-foot radius 
around her by 1 step (to a maximum of darkness), and she 
gains darkvision 60 feet (or if she already has darkvision, it 
increases by 30 feet).

At 11th level, as long as she has at least 5 points of, then the 
light level within a 20-foot radius around the shadow blaster 
is decreased by 2 steps, and she gains the ability to see in 
magical and supernatural darkness.

At 16th level, as long as she has at least 7 points of burn, 
the light level within a 30-foot-radius of the shadow blaster 
is reduced by 3 steps. If this would cause the light level to 
drop below darkness, then it becomes supernaturally dark, 
and only creatures who can see in magical and supernatural 
darkness can see in the area. 

This ability replaces the elemental overflow class feature.

Shadow Charge (Su): At 11th level, the shadow blaster 
can augment her own elemental energy with raw shadows. 
Whenever she uses a wild talent in an area of dim light or 
darkness, she suffers 1 less point of burn than she ordinarily 
would.

This ability replaces the supercharge class feature.

Spellkiller (Magus)

Spellkillers are an unusual breed of magus that focuses on 
subtlety and stealth rather than on cold confrontation. They 
wield their magic and weapons from the shadows, looking 
to bring their foes’ lives to an end with terrifying alacrity. 
Though less gifted in the art of toe-to-toe combat, spellkillers 
often find that subtlety and surprise can be every bit as lethal. 

Assassin Spell (Ex): At 2nd level, the spellkiller can 
demonstrate mastery of delivering suddenly lethal and 
deadly spells. Whenever the spellkiller successfully deals 
damage to a creature that was denied its Dexterity bonus to 
AC, his caster level for any spells cast against that creature 

before the end of his next turn is increased by 2, and the 
saving throw DC is increased by 1.  

This ability replaces the spellstrike class feature.

Subtle Spells (Ex): At 7th level, the spellkiller gains access 
to a host of subtle spells not normally accessible to him. 
He treats all illusion spells on the sorcerer/wizard spell list 
as though they were on the magus spell list, and can learn 
them and add them to his spellbook. If the spell appears on 
both the sorcerer/wizard spell list and the magus list, it uses 
the magus level to determine the spell’s level. Otherwise, 
the spell’s level is equal to the sorcerer/wizard spell level. 
However, illusion spells on the sorcerer/wizard spell list of 
7th level and above are not on the magus class spell list, and a 
spellkiller cannot use spell completion or spell trigger magic 
items of sorcerer/wizard spells of 7th level or higher without 
making a successful Use Magic Device check.

This ability replaces the medium armor class feature.

Master Assassin Strike (Ex): At 13th level, the spellkiller can 
more easily cast his spells against creatures that are unaware 
of his presence. Whenever he deals damage to a creature that 
was unaware of his presence, as a free action, the spellkiller 
can cast a 0th- or 1st-level spell that targets the creature he 
damaged and has a casting time of 1 standard action or less. 
This is in addition to any spell cast using spell combat. At 
16th level, he can cast spells of up to 2nd level in this way. He 
may only cast one extra spell in this way. 

This ability replaces the heavy armor class feature.

Nefarious Collector (Occultist)

While all occultists study the significance of objects and 
people, few do so with such ill intent as the nefarious 
collector. These dangerous individuals use the psychic 
connections between people and objects to more easily cast 
their spells and learn information from or about their victims. 
Often employed as spies or assassins, there are few more 
treacherous than a nefarious collector when he has a personal 
belonging of another character.

Connected Spells (Su): At 2nd level, a nefarious collector 
can use an object closely associated with an individual 
to more effectively use his magic against her. A nefarious 
collector who uses an item that belongs to a particular 
character as an implement gains a +4 bonus to his caster 
when casting spells which target that character, and the 
saving throw DC of any spell he casts on that character is 
increased by 2. 

This ability replaces the magic item skill class feature.

Read Bones (Su): At 5th level, the nefarious collector 
can hold a bone to discover the psychic resonance within 
it and learn information about the character it belonged. 
This requires the nefarious collector to hold the bone for 
at least 1 minute. If he does, he learns the owner’s name, 
age, and any significant facts about that person’s life, such 
as her noteworthy deeds, if any, her passions, and what 
the character did the last day she was alive. He learns this 
information through jumbled psychic visions and glimpses of 
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the bone owner’s past, and his mind naturally sorts through 
these visions to find information that is most relevant to the 
nefarious collector, or to a line of inquiry he has.

This ability replaces the aura sight class feature.

Remote Surveillance (Su): Beginning at 8th level, the 
nefarious collector learns to use objects with a strong link 
to a particular character in order to find her. As long as he 
has some object that belongs to a character, he can expend 
1 point of mental focus in order to attempt to view her 
remotely. At 8th level, this functions like the clairaudience 
effect of a clairaudience/clairvoyance spell, providing sounds 
around the target for 1 minute. At 12th level, this functions 
as the spell scrying for 10 minutes, instead. At 16th level, it 
functions like the spell greater scrying for 1 hour, instead. At 
20th level, this functions like discern location, instead.

This ability replaces the outside contacts class feature. 

Cutthroat (Swashbuckler)

The cutthroat is a more lethal kind of swashbuckler. 
Eschewing graceful style and courteous attitudes, these 
deadly fighters are still full of swagger. Each practices special 
techniques to dispatch her foes quickly and quietly, often 
ending battles before they really begin. This special training 
includes deeds of stealth and deadly special attacks that 
make the cutthroat an especially dangerous foe.

Sneak Attack: If a cutthroat catches an opponent unable 
to defend itself effectively from her attack, she can strike 
a vital spot for extra damage. The cutthroat’s attack 
deals extra damage anytime her target would be denied 
a Dexterity bonus to AC (whether the target actually has 
a Dexterity bonus or not), or when the cutthroat flanks her 
target. This additional damage is 1d6 at 1st level, and 
increases by 1d6 every 4 levels thereafter. Should the 
cutthroat score a critical hit with a sneak attack, this 
additional damage is not multiplied. Ranged attacks can 
count as sneak attacks only if the target is within 30 feet.

With a weapon that deals nonlethal damage (like a sap, whip, 
or unarmed strike), a cutthroat can make a sneak attack that 
deals nonlethal damage instead of lethal damage. She cannot 
use a weapon that deals lethal damage to deal nonlethal 
damage in a sneak attack, not even with the usual –4 penalty.

The cutthroat must be able to see the target well enough to 
pick out a vital spot and must be able to reach such a spot. A 
cutthroat cannot use sneak attack while striking a creature 
with concealment.

This ability replaces the swashbuckler finesse and 
swashbuckler weapon training class features.

Deeds: The cutthroat gains access to the following deeds.

Quick Poison (Ex): The cutthroat can quickly and safely 
poison her weapon. As a swift action, the cutthroat can 
spend 1 panache point to apply poison to her weapon. 
Additionally, as long as she has at least 1 panache point 
remaining, she never risks poisoning herself when she 
applies poison to her weapon or to another object. 
  
This ability replaces the dodging panache deed.

Assassins Strike (Ex): At 3rd level, the cutthroat can 
deliver lethal strikes against her foes. As long as she has 
at least 1 panache point, whenever she rolls sneak attack 
damage she rerolls all 1s. She must take the new result, 
even if it is a 1. Additionally, she can spend 1 panache 
point in order to make any attack a sneak attack.

This ability replaces the precise strike deed.  

Stealth Run (Ex): At 7th level, as long as the cutthroat 
has at least 1 panache point, she never suffers a penalty 
on Stealth checks for moving up to twice her speed while 
using Stealth. 

This ability replaces the swashbuckler’s grace deed.

Hide in Plain Sight (Ex): At 11th level, the cutthroat can 
hide even while observed as long as she has at least 1 
panache point remaining. Additionally, she can spend 
1 panache point in order to gain a +20 bonus on Stealth 
checks for a number of rounds equal to her Charisma 
modifier. 

This ability replaces the subtle blade deed.

Cutthroat’s Edge (Ex): At 15th level, the cutthroat can 
take 10 on all Acrobatics, Sleight of Hand, and Stealth 
checks, so long as she has at least 1 panache point 
remaining. She can also spend 1 panache point to draw a 
concealed weapon as a free action, to not provoke attacks 
of opportunity for leaving a threatened square, or to 
immediately attempt a Stealth check to hide with a –20 
penalty after making an attack roll. 

This ability replaces the swashbuckler’s edge deed.

Cutthroat Mastery: At 20th level, whenever the cutthroat 
confirms a critical hit, if the attack was a sneak attack, then 
the sneak attack damage is multiplied as well as the weapon 
damage and any appropriate modifiers. 

This ability replaces the swashbuckler weapon mastery class 
feature.
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Death from the Shadows!

• The black thorn, a druid archetype that can easily harvest and create poisons, includ-
ing a special poison known as black thorn extract, which only they can create.

• The dead shot, a gunslinger archetype  that can fire from concealment without giving 
away her position, and deliver deadly short-range execution shots.

• The shadow blaster, a kineticist archetype that can harness the power of shadows to 
stealthily kill her foes.

• The spellkiller, a magus archetype whose spells are more effective against unwitting 
targets, and who gains access to subtle illusion magic.

• The nefarious collector, an occultist archetype that uses a person’s 
trinkets and keepsakes to attack them from afar.

• The cutthroat, a swashbuckler archetype with sneak attack, who 
gains a variety of stealthy and nefarious deeds.

 Whether you're about to embark on a campaign 
of courtly intrigue (such as one of multiple official 
Paizo adventure paths), or you just want to play a 
character with a political bent, this book has lots of character with a political bent, this book has lots of 
tantalizing options to offer. Even GMs can get in on the 
fun, as several of the archetypes here are perfect for 
NPCs tied to royal courts as well, and can make for 
exciting and memorable encounters.
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