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Dagger, 1d4  (St/Dex)
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Armor: Light armor, Medium
Armor

Weapons: Simple weapons,
hand crossbows,
longswords, battle axes,
warhammers, rapiers,
shortswords

Tools: Brewer's Supplies

OTHER PROFICIENCIES & LANGUAGES
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EQUIPMENT

Blind Backstabbing

When you join the Guild of the
Glassassin at 2nd level, you gain
the ability to make your weapon
attacks magically toxic to a
creature's mind.

When you hit a creature with a
weapon attack, you can deal an
additional 2d6 psychic damage to
that target. You can do so only once
per round on your turn.

The psychic damage increases
when you reach certain levels in
this class, increasing to 3d6 at

5th level, 5d6 at 10th level, and 8d6
at 15th level. You can use this twice
every long rest.

Next to this, you also gain the ability
to Hide as a Bonus Action in stead
of an Action.
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