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You can cast many spells without needing to utilize minor material
components.

Benefit : You can cast any spell with a material component costing
1 gp or less without needing that component. The casting of the
spell still provokes attacks of opportunity as normal. If the spell
requires a material component that costs more than 1 gp, you must
have the material component on hand to cast the spell, as normal.

Eschew Materials

+2 save bonus vs Enchantments.
Elven Immunities Racial Ability (Elf)

You are immune to magic sleep effects.
Elven Immunities - Sleep Unknown

+2 racial bonus on caster checks to overcome spell resistance. +2
to spellcraft checks to determine the properties of a magic item.

Elven Magic Racial Ability (Elf)

See twice as far as a human in low light, distinguishing color and
detail.

Low-Light Vision Racial Ability,Senses

At 2nd level, the assassin gains a +1 saving throw bonus against
poisons. This bonus increase by +1 every two levels.

+2 Save Bonus against Poison Class Ability (Assassin)

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 target (assassin's choice). Studying the
victim is a standard action. The death attack fails if the target
detects the assassin or recognizes the assassin as an enemy
(although the attack might still be a sneak attack if the target is
denied his Dexterity bonus to his Armor Class or is flanked). If the
victim of such a death attack fails a Fortitude save (DC 10 + the
assassin's class level + the assassin's Int modifier) 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.

Death Attack (DC 15) (Ex) Class Ability (Assassin)

The capricious nature of the fey runs in your family due to some
intermingling of fey blood or magic. You are more emotional than
most, prone to bouts of joy and rage.

Bloodline Arcana : Whenever you cast a spell of the compulsion
subschool, increase the spell's DC by +2.

Bloodline Powers : You have always had a tie to the natural world,
and as your power increases, so does the influence of the fey over
your magic.

Fey Class Ability (Sorcerer)

At 9th level, you can turn invisible for a number of rounds per day
equal to your sorcerer level. This ability functions as greater
invisibility. These rounds need not be consecutive.

Fleeting Glance (9 rounds/day) (Su) Class Ability (Sorcerer)

At 4th level, an assassin becomes a master at hiding weapons on
his body. He adds his assassin level to all Sleight of Hand skill
checks made to prevent others from noticing them.

Hidden Weapons +4 (Ex) Class Ability (Assassin)

At 1st level, you can cause a creature to burst out laughing for 1
round as a melee touch attack. A laughing creature can only take a
move action but can defend itself normally. Once a creature has
been affected by laughing touch, it is immune to its effects for 24
hours. You can use this ability a number of times per day equal to
3 + your Charisma modifier. This is a mind-affecting effect.

Laughing Touch (6/day) (Su) Class Ability (Sorcerer)

You are trained in the use of poison and cannot accidentally poison
yourself when applying poison to a blade (see Poison).

Poison Use Class Ability (Assassin)

If a character can catch an opponent when he is unable to defend
himself effectively from her attack, she can strike a vital spot for
extra damage.

The character'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 character flanks her target.
Should the character score a critical hit with a sneak attack, this
extra 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 an
unarmed strike), a character 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 character 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
character cannot sneak attack while striking a creature with
concealment.

Sneak Attack +2d6 Class Ability (Assassin)

Starting at 4th level, anyone slain by an assassin's death attack
becomes more difficult to bring back from the dead. Spellcasters
attempting to bring a creature back from the dead using raise dead
or similar magic must make a caster level check with a DC equal
to 15 + the assassin's level or the spell fails and the material
component is wasted. Casting remove curse the round before
attempting to bring the creature back from the dead negates this
chance. The DC of the remove curse is 10 + the assassin's level.

True Death (DC 19) (Su) Class Ability (Assassin)

You gain the ability to react to danger before her senses would
normally allow you to do so. You cannot be caught flat-footed, nor
do you lose your Dex bonus to AC if the attacker is invisible. You
still lose your Dexterity bonus to AC if immobilized. You can still
lose your Dexterity bonus to AC if an opponent successfully uses
the feint action against you.

Uncanny Dodge (Ex) Class Ability (Assassin)

A character may move through any sort of undergrowth (such as
natural thorns, briars, overgrown areas, and similar terrain) at her
normal speed and without taking damage or suffering any other
impairment.

Thorns, briars, and overgrown areas that have been magically
manipulated to impede motion, however, still affect her.

Woodland Stride (Ex) Class Ability (Sorcerer)
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