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I ntroduction

What is aninja? Everywhere you turn, you find a different definition, especidly in
the movies. Isthe ninjaa crud supernaturad assassin with godlike powers of invighility,
illuson, and teleportation? A modern, feding Orienta man with family, job
respongbilities, and an interesting double life? A stone-faced westerner who
miraculoudy inherits the duties of an ancient ninja dan tradition when his adopted
brother isdain? A martid arts practitioner celebrating hundreds of years of unbroken
tradition?

Inthe AD&D® game, the ninjais ahighly trained spy who is expert in matters of
intrusion, sabotage, and dimination. He is part of atight-knit clan whose profession and
gods he shares. Some ninja are generdigts, equaly a home in matters of stedth and
combat. Some are specidists, becoming adept at socid skills, magic, or interaction with
nature.

They're dl exatic, secretive, and dangerous—just the thing for the player who's tired
of stand-up fighters, clean-cut clerics, and nearsighted scholar-mages.

Ninja have been here before, in the pages of DRAGON® Magazine and the Oriental
Adventures supplement. Now they return, dinking into the game's shedows in their night-
auits, learning the balance of wegpons and tools made allittle unfamiliar by adaptation to
AD&D® 2nd Edition rules. Welve missed them, and it's high time to welcome them
back.

The Complete Ninja's Handbook is a supplement to the Player's Handbook. It
consgts of optiona rules that are intended to round out and add color to a campaign.

The key word hereis"optiond.” No DM isrequired to introduce any of these rules
into his campaign smply because they'rein print. Likewise, any DM should fed
perfectly at ease plundering these guiddines for rules and options he likes, whether or not
he introduces ninja characters into the campaign. Ultimately, the DM, not this rulebook,
isthefina authority on what appears in the campaign.

Arrangement of the Sour cebook

Chapter 1: The Ninja Class provides character class information for the ninja

Chapter 2: Ninja Kits details kits that dlow you to further customize ninja characters.

Chapter 3: Shinobi, Spies, and Killers introduces kits to create shinobi (adjunct
members of ninja clans), spies (characters built with the ninja rules but employed by non-
Orientd organizations, and killers (NPCs built with the rules of the ninja class).

Chapter 4: Proficienciesand Martid Arts detailsthe roles of certain proficiencies
used by ninja, adds new proficiencies, and expands on martia arts and wegpon
proficiency rules.

Chapter 5: Tools of the Trade describes weapons and armor available to the ninja
character.

Chapter 6: Country and Clan discusses the role of the ninja character within his
culture.

Chapter 7: Playing the Ninja provides information and tactics for the player who



intends to play aninja character.

Chapter 8: Campaigning the Ninja talks about secrecy, missons, duties to clan, and
other details, and gives hints for placing the ninjain existing campaigns.

Chapter 9: Examplesisfull of easly customized ninja characters.

Payers should familiarize themsalves with chapters 1 and 2, and at least glance
through chapters 3-7. Players should not read Chapter 9 unless their DM invites them to
do so.

The Dungeon Master should become familiar with chapters 1, 4, 5, and 8. These
should give the DM agood idea of what to expect of aninja PC in the campaign.

CHAPTER 1
TheNinja Class

In saventh century Japan, Prince Shotoku Taishi won awar againgt an enemy named
Moriya. The prince's success rested on information brought to him by a spy named
Otomo-no- Saijin, whom Shotoku Taishi honored with the name Shinobi, meaning
"gederin” It is probably from thisincident that the use of the term shinobi has come to
refer to highly trained, clan-based Japanese spies.

(In Japanese and Chinese, there may be two or more ways to pronounce the same
written characters. An dternate pronunciation for shinobi isninja.)

Japanese techniques of military intelligence, heavily influenced by espionage advisors
from Chinaand Sun Tzu's classc manua The Art of War, developed over a period of
severd hundred years.

During the Kamakura era, from the late twelfth to early fourteenth centuries, many
samural and their familiesfell out of favor with the court. Some of these familiesfled to
distant Iga and Koga provinces and settled there in reduced circumstances to make their
living as farmers. Among them were experts in military inteligence, who began sdling
their expertise to daimyo, Japanese feuda lords. It wasin this setting that the modern
idea of the ninja—an agent with espionage skillsfor hire but whose loyaty belongsfirst
to his own clan—truly took hold.

In thelr isolated villages, the ninja clans devel oped specific espionage and combat
techniques. These are collectively referred to as ninjutsuy, though that term is aso used to
refer to only their unarmed and wegpon combat techniques.

Spies and ninjafound many opportunities for employment in the great anarchic
periods of the twelfth to sixteenth centuries. In the more stable Tokugawa shogunate of
the seventeenth through nineteenth centuries, they were used less often, and it is
reasonable to assume that their numbers declined. Some modern historians believe that
the last of the true ninjadied during World War 11 (or earlier), while others believe that
the modern combat and espionage techniques now being taught under the name ninjutsu
are genuine, linear descendants of the red ninjaskills.

Ninja and Rogue

The ninjacharacter class, like the thief and the bard classes, belongs to the rogue



group. However, the ninjas smilarity to other rogues lies not in temperament (ninjado
not believe that the world owes them aliving, and are not known as carefree, happy-go-
lucky people) but in skills. (Ninja are proficient in matters of stedith, intruson, and
investigation.)

Like other rogues, ninja combine traits from severa character classes. They have
many of the skills of the thief and some of the combat options of the fighter. A few are
ableto learn some magicd spdls.

Table 1: Rogue Experience Levels

L evel Ninja Hit Dice (d6)
1 0 1

2 1,250 2

3 2,500 3

4 5,000 4

5 10,000 5

6 20,000 6

7 40,000 7

8 70,000 8

9 110,000 9

10 160,000 10
11 220,000 10+2
12 440,000 10+4
13 660,000 10+6
14 880,000 10+8
15 1,100,000 10+10
16 1,320,000 10+12
17 1,540,000 10+14
18 1,760,000 10+16
19 1,980,000 10+18
20 2,200,000 10+20

Ninja Experience Levels

Ninja earn experience levels as other rogues do. Table 25 from the Player's Handbook
is reproduced on page 5.

Onetype of ninja, the Spirit Warrior (see Chapter 2) may learn magic spells and must
earn more experience pointsto gain levels.

Ninja of experience levels 1-5 are genin, the lowest-ranking ninja. Those of
experience levels 6 through 9 are chunin, the middle management of the ninja clan—
sometimes getting their hands dirty and sometimes hobnobbing with the upper ranks.
Those of experience level 10 and above are jonin, the upper management of the clan.

Ninja Class Requirements

Ability Requirements



Dexterity 13

Intelligence 10
Prime Requisite

Dexterity
Races Allowed

Human

Dwarf

Hdfling

The ninjamust have a Dexterity score of a least 13 (reflecting intensve training from
childhood in ninja arts) and an Intelligence score of at least 10.

The ninja PC, regardless of race, must have been raised from youth by a human ninja
clan. There are no demihuman ninjaclans, and the DM and players will have to be very
cregtive to account for aninja clan's fostering of a dwarf or hafling. For exceptionsto
this requirement, see the section on "Spies’ in Chapter 3.

The DM hastheright to decide whether a player can run aninja character. Ninja
bring new levels of secrecy and intrigue into a campaign. The DM who does not wish to
complicate the campaign to this extent may forbid the use of ninja PCs.

Alignment

Technicaly, aninjamay be of any dignment. However, each ninjabelongsto aclan
(see Chapter 6), and each clan's members are restricted to arange of dignments. A player
might be able to choose the character's clan but cannot then choose an dignment
inappropriate for that clan.

The standard ninjaclan dlowsits members to be of any lawful or neutra dignment
(LG, LN, LE, NG, N, NE). The "lawful" aspect of the aignment gppliesto the rules of
conduct of the clan, not those of the society or the nation.

Weapons and Armor

The ninja can use any wegpon, giving a much wider range of choices than athief has.
Armor choices are limited to leather, padded, studded lesther, ring mail, brigandine, scae
mae, hide armor, and chain mail. The ninjacan use ashidd and fights as arogue.

To avoid any adverse effect, ninja avoid wearing armor heavier than lesther when
they plan to use thar thieving Kills.

Thieving Skills

Like other rogues, ninja can learn thieving skills. They are not as proficient in most of
these skills as thieves are, but a ninjawho becomes very experienced and specidizesin
two or three thieving skills can achieve greet proficiency.

Table 2 shows the base scores for ninja thieving skills.

To these base scores, gpply appropriate bonuses and pendties for Dexterity (Table 3,
reproduced here from Table 28 in the Player's Handbook), for race (below), and for



armor worn (Table 5, replaces Table 29 from the Player's Handbook and is compatible
with Table 38 in The Complete Thief's Handbook).

Table 2: Ninja Thieving Skill Base Scor es

Skill Base Score
Pick Pockets 0%
Open Locks 0%
Find/Remove Traps 0%
Move Slently 20%
Hide in Shadows 20%
Detect Noise 10%
Climb Walls 40%
Read Languages 0%

» Dwarf: +10% Open Locks, +15% Find/Remove Traps, —10% Climb Walls, 5%
Read Languages

* Halfling +5% Pick Pockets, +5% Open Locks, +5% Find/Remove Traps, +10%
Move Slently, +15% Hide in Shadows, +5% Detect Noise, —15% Climb Walls, 5%
Read Languages

Ninjareceive extratraining in their thieving skills as their careers progress. Each
ninjaat 1t level receives 60 discretionary percentage points to add to the base scores.
(The ninjamay put no more than 30 pointsinto any one skill.) At each additiond
experience level, he receives another 30 points to distribute (and may put no more than
15 pointsinto a skill).

Aswith the thief, the ninja cannot raise any skill above 95%, including all
adjustments for Dexterity, race, and armor.

Backstab

The ninja has the same backstab ability as the thief.

Table 3: Thieving SKill Dexterity Adjustments

Pick Open Find/ Move Hidein
Dexterity Pockets L ocks Remove Traps Silently Shadows
13-15 — — — — —
16 — +5% — — —
17 +5% +10% — +5% +5%
18 +10% +15% +5% +10% +10%
19 +15% +20% +10% +15% +15%

Table 4. Backstab Damage Multipliers



Ninja's Damage

Level Multiplier
14 X2
58 x3
9-12 x4
13+ x5

Clan Signs

Instead of thieves cant, ninjaknow clan Sgns.

Clan sgnsform alanguage of hand-sgns and written ideograms. Clan signs can
convey entire sentences and complex sets of ingtructions. However, clan signs are not
sophigticated enough to convey poetry, and do not include technica terminology

unrelated to the ninja. (Topics such as philosophy, physics, and so forth are best |€ft to

normal spoken tongues.)

Each ninja.clan knowsiits own secret set of clan signs. A member of one clan cannot

understand the hand-signs or written symbols of another. The nonwegpon proficiency

Detect Signing (see Chapter 4) dlows a character to detect when other clans signsare

being used, though the proficiency does not provide an interpretation of the signs
meaning.

Table5: Thieving Skill Armor Adjustments

—60%
—20%
—20%
-10%

-10%
-30%

No Elfin Studded/ Ring/ Brigandine/ Scale/
Armor Leather Chain Padded Hide Chain Splint Banded Shield
PP +5% — —20% -30% -60% —40% —40% -50%
oL — — 5% -10% -50% —-15% -15% —20%
FIRT — — 5% -10% -50% -15% —25% —20%
MS +10% — -10% -20% -30% —40% —40% —60%
HS +5% — -10% -20% -20% —-30% -30% -50%
DN — — 5% -10% -10% -20% —25% -30%
CW +10% — —20% -30% -60% —40% -50% —90%
RL — — — — — — — —

*These numbers for the shidd are dl cumulative with other modifiers. Thus, dimbing
wadlsin chain mall with ashidd yidds

a—70% adjustment.

**This adjustment applies only if the character istyring to pick pockets with the hand
carying the shied.

***This adjustment gpplies only to removing traps, not to finding them.

Use Scrolls

The ninja does not automatically receive the thief's ability to use scrolls. However,
the Spirit Warrior ninja kit (see Chapter 2) doesimpart this ability.



Ninja's Followers

Ninjado not typicaly build citaddls the way fighters and other classes do.

At 10th leve, the ninja achieves the rank of jonin, a group leader within the clan. The
clan leader assgns the jonin 2d6 followers who are members of the clan.

All followers are related by blood to the PC ninja. Some may be distant cousins never
previoudy met, but many will be close cousins and the ninjas own younger brothers,
sgters, and perhaps even sons and daughters.

Half of the followers (round up) will be of the ninjacharacter class. The other half
will be of other character classes bearing shinobi kits. (See Chapter 3.)

The DM rolls 1d6 to determine the experience level of each follower.

TheninjaPC is responsible for teaching followers to be better, more effective ninja
and shinobi. It's important to remember that the ninja PC has as many responsbilitiesto
these followers as they have to him. They're members of his own family, so the PC
should not risk their lives unnecessarily—only under the same circumstances he would
expect hislifeto berisked by his superiors. (See "When a Follower Dies™)

With these followers, the ninja PC can begin to contribute more to the gods of the
family. The ninjawill now have to plan missons more carefully, deciding whether to
undertake amisson aone, send one or more followers, or lead a number of followersin
the assgnment.

None of this precludes the PC from taking followers along when adventuring with
other PCs. In fact, it's appropriate for the ninja PC to take one or more followers aong on
nonclan adventures to give them experience in the red world.

When a Follower Dies

If afollower dies while obeying the orders of the PC, the clan lord will gather
information and the testimony of witnesses. A clan lord who determines that the ninja
was unnecessarily cardess with the follower's life may punish the PC by taking dl
followers away until the PC demongtrates more sense. If the PC has been grievoudy
negligent, demotion and permanent loss of dl followersisalikdy punishment.

Whenever afollower dies, the DM should make resction rolls for al other followers
present. Use Table 59: Encounter Reactions, from the Dungeon Master® Guide, under
the "Friendly" column. If the PC was cardess with the life of hisfollower, the DM should
aoply a+4 modifier to theroll and use the "Threatening” column. On any result of
"Hodile" the ninjafollower making the roll decides that the PC caloudy sent hisminion
to certain degth, thus offending the family honor. This follower attacks the PC on the
spat, fighting to the deeth. If the follower survives, he will be the PC's enemy forever.

Nonweapon Proficiencies

The ninja PC recaivesinitia wegpon and nonwegpon proficiency dots and earns
additiona dots asarogue.

The ninja cheracter class has the following nonwegpon proficiency group crossovers.
Rogue, Warrior, Generd. The ninjawho selects nonwegpon praoficiencies from these



groups pays the listed number of dots. Proficiencies salected from other groups cost one
extradot per proficiency.

Starting M oney

Ninjareceive the same starting money as other rogues. 2d6 x 10 gp. Thisruleisin
effect regardiess of the relative wedth of the ninja clan. Very poor clans save up enough
money to give their agents an adequate stake, while rich ones choose not to spoil ther
members with excess funding.

Multiclass Ninja

Demihuman ninja.cannot be multiclassed. Even if the DM decides to ignore the
character race restrictions on the ninja class—in order to have ef ninja or some other
combination appropriate to the campagn—such ninjashould ill aways be single-class
characters.

Dual-Class Ninja

It is not recommended that the DM dlow dua-class ninja. Ninja have such arich
range of opportunities that dlowing the dud-class option is overkill. However, if the DM
is determined to adlow dua-class ninja, here are the guidelines to use.

If the campaign uses ninjakits, characters switching to the ninja class can take only
the Stealer-1n or Shadow Warrior kit.

Ninja Class Becoming Another Class A ninjaclan will not dlow one of its members
to start out as a ninja and then switch to another class. Only the Lone Wolf ninja (see
Chapter 2) can switch to another class.

Another Class Becoming Ninja Class: This can hgppen in one of two ways.

— The PC starts out as a shinobi (see Chapter 3) in aninjaclan and decides to switch
to the ninjaclass. The dan leader will discourage this, but generdly will not forbid it.

— A PC from outside the clan has become good friends with a ninjaand asks to be
taught the secrets of the ninja class. The ninjaclan lord must be convinced tht the PC is
sncere and loyd. The PC will be put through avariety of teststo determine hisloyaty
before being adopted into the clan. Not al the testswill be obvious ones, such asrisking
one's life to save aclan member or turning down a bribe from a member of ancther clan.

If the ninja candidate fails to convince the dan lord of hisloyalty, the clan must
eliminate him because he knows their secret. Naturdly, the friend who sponsored the PC
candidate will be assgned thistask asatest of hisown loyalty.

Other Character Creation Notes

Players also need to decide their characters names and determine their satusin

ociety.

Status



On Table 6, playersroll to determine the socid status of their characters clans. From
highest to lowest status they are: samural, farmer, artisan, merchant, nonperson.

The PC's dan gatus has little effect on his ussfulnessin acampaign. A ninjawill
aways pretend to be of the socid class appropriate to the current misson.

The DM may assign the PC's socid cdlass, particularly if the DM has aready assgned
the PC ninjato a clan. In a campaign where the players won't automatically stampede for
the highest socid gtatus, the DM may alow the playersto choose socia classes for their
PCs.

Table6: Clan Status

1d20 Result

1-2 Nonperson (anima renderers, actors, progtitutes, etc.)
3-6 Merchant

7-10 Artisan

11-18 Farmer

19-20 Samurai

Names

A PC of the artisan, merchant, or farmer socid class chooses a given names only.
Such characters refer to themselves by appending their village, shop, or farm name to the
given name. For example, Ai of Misasavillage would be known as Misasano Ai.

A character of the samural socid class chooses afamily name and a given name.
Mogt Orienta names are presented family namefirg.

Thefamily nameis not necessarily the same as the clan name. Only the close family
of the clan lord bear the clan name as family name. The DM, rather than the player,
should choose the name of the PC's clan.

CHAPTER 2
Ninja Kits

By using kitsin acampaign, the DM can encourage players to further develop their
characters and digtinguish them from one another. A kit's package of requirements,
bonuses, and penalties help to define the character more specificdly than the broad
archetypes of the Player's Handbook. Two characters belonging to the same class but
taking different kits may have abilities and orientations amost as digtinctive as characters
belonging to different classes.

Kits are entirely optiond; the DM does not have to use them in the campaign.

Kit Descriptions
In this chapter, each kit is described in the following way:

Qualifications. Some kits require the character to have abilities beyond the ordinary
demands of the character class.



Description and Role: Thisninjais described in terms of his areas of specidty and
prominence.

Secondary Skills: If the campaign uses secondary skills, the ninja must take the
required skills listed here rather than choosing a different skill or ralling randomly.

Weapon Proficiencies. Some ninjareceve bonus weapon proficiency dots devoted
to specific weapons. Some are required to spend their normal alotment of wegpon
proficiency dots on specific weapons. Some are prohibited from spending wegpon
proficiency dots on certain wegpons. Specid ninjawegpons are described in Chapter 5.

Nonweapon Proficiencies: Likewise, some nonwegpon proficiency choices are
granted as bonuses while others are required or prohibited. New nonweapon proficiencies
introduced in this book are marked with an asterisk (*) and are described in Chapter 4.

Special Benefits: Many kits provide the ninjawith additiona options and benefits not
granted to other ninja.

Special Hindrances. Mogt kits dso impose additiona restrictions on the ninja
character. These restrictions may be added clan obligations or limits on abilities.

Ninja Kits

All of the ninjakits are listed on the following pages. Additiond kitsfor characters
related to the ninja appear in Chapter 3.

Stealer-In

Quialifications. None beyond norma ninja requirements.

Description and Role: Thisisthe basic ninja If your campaign uses kits but none of
the more speciaized ones apped to you, use thisone. Thiskit isidentica to the basic
ninja character class.

Secondary Skills: None required.

Weapon Proficiencies: Required: Ninja-to.

Nonweapon Proficiencies: Required: Blind-fighting.

Special Benefits: None.

Special Hindrances. None.

Shadow Warrior

Qualifications: The Shadow Warrior must have a Strength score of 13 or better. This
kit isavallable to only humans, dwarves, and haf-elves.

Description and Role: The Shadow Warrior has more fighting abilities but wesker
thief skills than the average ninja. The Shadow Warrior is more adept with wegpons than
other ninjaand is able to convincingly disguise himsdf as afighter.

Secondary Skills: None required.

W eapon Proficiencies: Required: Ninja-to.

Nonweapon Proficiencies:. Required: Running.

Special Benefits: In acampaign that uses wegpon proficiency rules, the Shadow
Warrior can specidize in wegpons and martia arts, but is much more limited in this than
afighter.



The Shadow Warrior may specidize in one weapon at 5th level, a second weapon at
9th leve, and a third wegpon at 13th level. (Thisfollows the rate of improvement with
the backstab ability.) He may not speciaize in more than three wegpons (or two weapons
plus one martia art). He does not get the additional attacks per round of a wegpons
specidist (from Table 35: Specidist Attacks Per Round, in the Player's Handbook), nor
receive any extra atacks per round like afighter.

Special Hindrances. The Shadow Warrior can learn thieving skills but is not as good
a them as other ninja. All histhieving skills begin a 0%, and he receives only 30
discretionary points at 1st level. The Shadow Warrior earns subsequent discretionary
points a the same rate as other ninja (30 at each additiona leve).

Intruder

Qualifications: The Intruder must have an Intelligence score of 13 or better.

Description and Role: Thisninjas skills are optimized for espionage, particularly
intruson into dangerous Stes.

Secondary Skills: Scribe.

Weapon Proficiencies: Required: Ninjato.

Nonweapon Proficiencies: Required: Reading/Writing; Recommended: Quick
Study*, Information Gathering.

Special Benefits. The Intruder can use dl Intdligence-based Rogue and Genera
nonwespon proficiencies that she possesses as though her Intelligence score were 2
points higher than it is. (Thus, if her Intdligence is 14 and she has Appraisng
proficiency, her skill isa 16.) Even with this bonus, however, the Intruder's proficiency
cannot have a score higher than 18.

Special Hindrances: Unlike other ninja, who are occasonaly caled on to perform
missons for the clan, the Intruder is dways on duty. Sheisrequired to perform missons
two or three times as often as other ninja, and even when not on amission, she must
report congtantly on her movements and the activities of her dlies. Sheis often placed in
apostion of juggling clan obligations with obligations to friends. A player should choose
thiskit only for aninjawith especidly dosetiesto the clan (and only if the DM is
willing to utilize the clan to that extent).

Consort

Quialifications. The Consort must have a Charisma score of 14 or better. Charismais
not mere physical beauty. A Consort needs the ability to be charming and to arrest the
attention of onlookers.

Description and Role: Thisninjas skills have been optimized for socid interaction.
A Consort achieves mission goa's through romance or seduction. Both mae and femde
characters may take the Consort kit, but female Consort ninja have a specia namein
Orientd cultures kunoichi.

Secondary Skills: None required.

Weapon Proficiencies: Required: None.

Nonweapon Proficiencies: Required: Acting, Etiquette, Enamor* ; Recommended:
Disguise.



Special Benefits. The Consort can use dl Charisma-based Rogue and Genera
nonweapon proficiencies as though his Charisma score were 2 points higher than it is. (If
his Charismais 15 and he has Etiquette proficiency, his skill isa17.) Even with the
bonus, however, his proficiency cannot have a score higher than 18.

Special Hindrances: This ninjamust spend monthsin false identities wherein he
consorts (so to speak) with NPCs being spied on. Though most of these missions can be
presumed to take place outside norma campaign activities, the Consort isin constant
danger of being recognized later by people he has known during these missons.

Periodicaly, the DM should decide if one of these previous victims shows up to
complicate matters. The NPC does not autometicaly recognize the ninja, particularly
with Disguise proficiency complicating things, but the ninjamay find it necessary to take
extraordinary steps in order to limit contact with the character.

Pathfinder

Qualifications: None beyond normd ninjarequirements. Thiskit isavalableto
humans, haf-dves, and hdflings

Description and Role: Pathfinder ninja possesses specia wilderness experience and
abilities.

Secondary Skills: Forester, Hunter, Trapper/Furrier (choose one).

Weapon Proficiencies. Required: Haf-bow (hankyu), ninja-to.

Nonweapon Proficiencies: Bonus: Tracking. Required: Hunting.

Special Benefits: The Peathfinder receives extra bonuses to Tracking proficiency: +1
at 5th leve, another +1 a 9th level, and another +1 at 13th level.

Special Hindrances: This ninjagathers no followers.

Lone Wolf

Qualifications: None beyond norma ninja requirements.

Description and Role: The Lone Wolf ninja has no clan. Either he has disgraced
himsdf before the clan and been exiled (or escaped before being killed), or his clan was
wiped out by an enemy clan. Most Lone Wolf ninjawander the world, sdling their skills
to avariety of employers and trying to keep a step ahead of their enemies. They usudly
pretend to be thieves or warriors.

Secondary Skills: None required.

Weapon Proficiencies: Required: Ninja-to.

Nonweapon Proficiencies: Required: Survival.

Special Benefits: Because the Lone Wolf ninjahas no clan obligations, heis not
required to follow the dictates of a clan superior.

Special Hindrances. This ninja cannot cal on the resources of aclan and will never
have followers.

The Lone Walf ninja begins play opposad by a powerful campaign enemy, normally
an entire dan, that will haunt him throughout his career. If heisan exile, the enemy ishis
own clan. If heisthe survivor of a massacre, his enemy isthe clan that destroyed his.

Initidly, a Lone Wolf will be far too wesk to eiminate this enemy, but heis obligated
to try to remove the threat once he's achieved a high enough leve, learned enough



information, and gained the help of other powerful adventurers. He might renew ties with
his clan or even assumeits leadership, or destroy the clan that has haunted him
throughout his career.

Guiddinesfor use of the Lone Wolf's campaign enemy gppear in Chapter 7.

Spirit Warrior

Quialifications. The Spirit Warrior must have an Intelligence score of 13 or better.
Thiskit is available to humans and haf-dves only.

Description and Role: The Spirit Warrior ninja possesses some magica abilities.
Such characters can, a high experience levels, pass themsdves off aslow-levd
illusonigs. Because of their magica powers, high-level Spirit Warriors sometimes
accomplish missons that create superdtitious dread in the average person and go down in
local legends.

If you are updating ninja characters from the origind Oriental Adventures game
book, you'll want to use the Spirit Warrior kit for characters you fed mus retain the
extraordinary abilities provided by those rules.

Secondary Skills: Scribe.

Weapon Proficiencies: Required: Dagger or knife.

Nonweapon Proficiencies: Required: Reading/Writing, Spellcraft.

Special Benefits. The Spirit Warrior has access to proficiencies from the Wizard
proficiency group without cost pendties.

At 5th level, the Spirit Warrior can walk across short distances of smooth water. Ina
single day, she can cross 10 yards of water per five experience levels (thus a 15th-levd
Spirit Warrior ninja can cross 30 yards of water), moving at arate of 10 yards per round
a aMovement Rete of 1). If the ninjais injured while walking on water, her
concentration is broken and shefdlsin. If the ninja carries o much weight that her
norma (land) walking rate would be 6 or less, she cannot walk on water regardless of her
leve.

At 9th leve, the Spirit Warrior ninjamay begin learning Illusonist spdls. She may
learn spdls of the lllusion schoal only, plus the specid ninja gpdlls described later in this
chapter. She learns spells at the same rate paadins do:

Table 7. Spirit Warrior Spell Progression
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18 9 3 3 3 1
19 9 3 3 3 2
20* 9 3 3 3 3

* Maximum Spell Ability

The Spirit Warrior also receives a thief's ability to read scrolls.

At 13th leve, this ninja gains her ultimate power, the ability to pass through walls.
She must spend three rounds concentrating and preparing before entering the wall.
During thistime she can take no other actions, if attacked or disturbed while
concentrating, she loses the use of this power for the day. The power to wak through
wallslasts for one round per the ninjas experience level. The Spirit Warrior moves 1 foot
per round (1 foot per experience leve). If the ninjais not completely through the obstacle
at the end of theround, she diesinsdeit (so it isagood ideato be sure of the thickness of
awall before attempting to walk through it).

Special Hindrances. The Spirit Warrior has alimited selection of wegpons. She may
use only dagger, knife, tanto, yoroi-toshi, short sword, ninja-to, staff, dart, blowgun, or
ding. The Spirit Warrior may wear only lesther or padded armor and may not carry a
shidd.

The Spirit Warrior must earn the same amount of experience as awizard but rolls six-
sded dicefor hit points and receives additiond bonus hit points from 11th level up.

Table 8: Spirit Warrior Experience Levels

Level XP Cost Hit Dice (d6)
1 0 1

2 2,500 2

3 5,000 3

4 10,000 4

5 20,000 5

6 40,000 6

7 60,000 7

8 90,000 8

9 135,000 9

10 250,000 10
11 375,000 10+2
12 750,000 10+4
13 1,125,000 10+6
14 1,500,000 10+8
15 1,875,000 10+10
16 2,250,000 10+12
17 2,625,000 10+14

18 3,000,000 10+16
19 3,375,000 10+18
20 3,750,000 10+20

Ninja Spdlls



The Spirit Warrior ninjais able to learn some wizard spells. So can the Shinobi Mage
and Shinobi lllusonigt, described in the next chapter.

The following spells are known only by members of ninjadans. The Spirit Warrior
can learn spdls of the llluson school only. The Shinobi Hllusonigt can learn dl spells
except those of Invocation/Evocation, Necromancy, and Abjuration. The Shinobi Mage
can learn dl dls.

Ninja spdls are unlike most other types of spdls because the only components they
require are kuji-kiri finger exercises. These stylized hand manipulations, used by the
ninja to enhance meditation, are usudly performed from a kneding position.

First-Level Spells
Face-Blur (Illusion)

Range O

Components: S

Durétion: 1 hour/leve
Cading Time: 4 rounds
Area of Effect: One creature
Saving Throw: none

The ninja cagts this pell on himself or on ancther. It may be cast only on awilling
target, who gets no saving throw.

The spdll dtersthe target's features dightly, making them unremarkable—neither
handsome nor ugly. The gaze of any witness dides right off the features of aninja
affected by this spell.

A person who is keenly and dertly looking at the faces of everyone he sees—such as
adedicated guard scanning a crowd to find someone who has just disappeared into it—
gets a saving throw againgt the effects of the gpdll. If the observer makes his saving
throw, he seesthe ninja's actua features instead of the nondescript face. Immunity to the
spd| lagts the length of the spdll duration, but the spdll itsdlf is not dipelled and will
work on people who have not made their saving throws. The person who successfully
saves agang this el has no ideathat a spell isin effect; he does not seethe fase
features fade away and fed's no hint of magic.

This spdl's success depends on the ninja's maintaining a mentd attitude of dullness
and boredom. When aninja ddiberately does something interesting while wearing this
gpell—if he attacks someone, saves alife, or robs a merchant—the spell ends and every
witness can see his true features.

This spdl can be cancded by a dispd magic spell.

False Tracks (Illusion)
Range O

Components: S
Duration: 1 turn/leve



Cadting Time 1 round
Areaof Effect: the caster
Saving Throw: None

For the duration of this spell, the ninjaleaves tracks appropriate to a common normal
anima (herd beast, deer, fox, etc.). The ninja chooses the species when the spell is cast.
Hisfootprints will be those of an animd, moving a whatever pace the ninjamaintains.
(If the ninjaiis running, he leaves behind the running footprints of the animal.) If bits of
the ninja's clothing become snagged on underbrush, they will gppear to be bits of animal
hide. However, if the ninja drops an item of equipment or a garment, this spell will not
conced its nature.

No saving throw is dlowed. However, the spell can be removed by casting a dispel
magic Spdl. If such aspdl iscast on any part of thetrall the ninja hasleft behind, the
entire spel is canceled and all tracks revert to normal.

The effects of this spell are entirdly illusory. When the spdll duration ends, all
affected footprints revert to normal.

Ninja use this spell to eude pursuers. When someone a ninjawishes to ambush is
hunting a specific type of animd, the ninjawill leave tracks of that animd for the quarry
to follow.

Find Direction (Divination)

Range O

Components: S
Duration: Ingtantaneous
Cadting Time 1 round
Areaof Effect: Specid
Saving Throw: None

By performing kuji-kiri finger exercises, the ninja obtains a momentary
understanding of her current direction. This can be very helpful when she has become
lost.

The ninjaunderstands the actual direction in relation to true north, south, east, and
west; the presence lodestones will not affect the spell. The spell works underground, in
darkness, when the ninjais upside down, and in any sort of disorienting circumstance.

L esser Distraction (I1lusion)

Range: 5 feet/leve
Components: S

Duration: Ingantaneous
Cading Time: 1 round
Areaof Effect: One creature
Saving Throw: Neg.

With this pdll, the caster causes the victim to hear afaint noise or see something



indistinct out of the corner of his eye. The caster must decideif the illuson will be
auditory or visud but cannot choose to further define the distraction. It will be a sound,
but not afootstep or alow moan. Or it will be a glimpse of something, but not of a
person.

The victim who does not successfully save vs. spell believes the sght or sound to
originate from adirection of the spellcaster's choice. (The spellcaster cannot choose
distance. A victim can be made to believe that he heard a sound behind him, but not that
it was something moving 30 feet behind him. He can be made to think that he saw motion
off to hisright, but not that it was something moving & the top of awal 50 feet from
him.)

The victim isfree to act as he chooses on the illusion. He may ignore it or may be
moved by duty or curiogity to investigate.

Because theilluson is quick and not detailed, the victim has a—4 pendty to his
chanceto save. If he fails the saving throw, he believes the sight or sound to be red but
does not know what madeit. If he makes the saving throw, he assumes that he was
"seeing things' or "hearing things' and does not act on the didraction. Even if he makes
his saving throw, he does not know that he was the target of a spell.

This spdl is used by ninjaattempting an escgpe or infiltration. It is designed to
encourage a guard to leave his post for a moment.

Second-L evel Spells
Deepen Shadows (I1lusion)

Range: 0 or 6 yards (see below)

Components: S

Duretion: 1 hour/leve

Cadting Time: 5 rounds

Areaof Effect: One 10x10' arealspellcasting level
Saving Throw: None

This spell dowly, inconspicuoudy darkens the room where the ninjais. The changeis
gradud, taking five rounds (five minutes). With a successful saving throw & a—4
pendty, someone indde the room can notice that it is getting darker, but this observation
does not affect the spell's progress.

When the spell is completed, the room is as full of shadow and darkness as possible
without arousing suspicion. If it is daylight outsde, it will seem that a cloud has passed
over the sun. If it is nighttime, the candles and fire seem to have burned low. The
dimming of the light does not appear at al menacing to people in the areq, though a
detect magic spell will reved the presence of the degpen shadows spell.

The caster receives a +2% bonus per experience leve to her hidein shadows roll
within the effect of the degpen shadows spell. Only the caster receives this bonus,
because only she has complete understanding of the way the shadows fall.

This spdl isuseful to aninjawho cannot use her ability to hide in shadows because
the areais too bright. The shadows created by this spell can help ninjato escape, to
infiltrate, to pull deight-of-hand switches, etc.



If the cagting ninjaiisin aporta or doorway between rooms, she may choose which
room is darkened by this spell.

If the ninjais of sufficient leve that she could cover more than the area of the room
she occupies, the excess arealis lost unlessthereis an open porta between the ninjas
room and an adjacent room, and the ninjas spell can affect enough areato cover both
rooms completely.

If the ninjais not of sufficient level to affect the entire area of aroom, the spell
automdicdly fals.

Example: Asa 10th-level Spirit Warrior, Noriko casts magic as a 2nd-level spellcaster
and thus can cover a 10'x20" area with her deepen shadows spell. However, sheis
standing in a 20'’x20' room and so cannot cover the entire area. If she attemptsto cast her
spell here, the casting will fail.

Featherfoot (Alteration)
Reversible

Range: Touch

Components: S

Durdtion: 1 turn

Cading Time: 5 rounds/leve
Areaof Effect: One creature
Saving Throw: None

The person affected by this spell gains the magica ability to move quietly and
weightlesdy a anorma walking pace or dower. If he triesto go any fagter, the effect of
the spdl islogt.

While the spdll isin effect, the character gains +30% to his move silently roll. (If he
does not possess this skill, for the duration of the spell he performs as though he does
possess the skill with a score of 30%.)

The person affected by this spell does not leave any footprints, nor does he set off
weight- or pressure-based traps.

Thereverse of this spell, leadfoot, affects one cresture. The victim is alowed a saving
throw to avoid being affected by the spell.

The victim of aleadfoot spel moves loudly and heavily. He cannot move slently or
hide in shadows, and automaticaly sets off any pressure-based traps he steps on. (No roll
IS necessary.)

A leadfooted character ingde the area of a sllence spell moves normally; he can be
heard if hefallsto make amove slently rall.

Third-Level Spells

Ageto Destruction
Alter ation/Necr omancy)

Range: 2 feet/leve



Components: S

Duration: Ingtantaneous

Cadting Time 1 round

Areaof Effect: 1 object (3 cubic fet)
Saving Throw: Neg.

With this spell, the ninja can age any nonliving materid (of a maximum volume of 3
cubic feet) by about 100 years. An object affected by the spell may make anorma saving
throw vs. disntegration (see the Dungeon Master Guide, Chapter 6) to avoid the spell's
effect.

An object that fails its saving throw suffers the ravages of a hundred years of aging,
on theingde. On the outsde it gppears normd, but a little more westhered than before.
Stone items are affected very little, but wood rots, metal rusts or corrodes through, and
other materids suffer smilar results. The next time an object affected by this spell is
picked up or otherwise used, it crumblesinto ruin. If the object is dready under strain
when the spdll iscast onit, it gives way immediadly.

This spell dlows a spdllcaster to sabotage crucid objects or pieces of equipment: a
ladder rung, awooden step, the sword of an enemy, etc. A fleeing ninja can use this spdll
to drop a portcullis, booby trap the stairway she hes just descended, or destroy aweapon
about to be wielded againgt her. It will not alow the character to sink a boat; the kedl
exceeds the spell's volume limitations. (However, a hull patch that does not exceed the
volume limitation could be destroyed by the spell.)

This spell does not affect living creatures. It will not cancd the effects of a potion of
longevity. If cast on such a potion, the spdll permanently renders the potion useless. A
potion of longevity is the only item that does not recelve a saving throw againg this spell.

Detect the Living (Divination)

Range: 0

Components: S

Duration: 3 turns

Cading Time: 1 round

Areaof Effect: 60 feet + 10 feet/leve
Saving Throw: None

This spdll acts much like a detect undead spel but alows the ninja to detect the
presence of living beings.

The spell works on living beings belonging to anima species with hdf a hit die or
more of hit points. Thus the spell will not detect members of very smal anima species or
any plant species.

The spdl's area of effect extends in a path 10 feet wide and 60 feet long (plus 10 feet
longer per spellcasting leve of the ninja) in the direction the caster is facing. Scanning a
direction requires one round, and the caster must be motionless except for the sométic
dement of hisspdl (kuji-kiri finger exercises). When the spdll is successful, the cagter
seesaglow in the direction of the life-form; no one else can see the glow. The spdll
indicates direction only; it does not give specific location or distance.



This spell can detect living beings through walls and obstacles but is blocked by 1
foot of solid stone, 1 yard of wood or loose earth, or athin coating of metd. The spell
does not indicate the type (Species or leve) of creature detected, only that such abeingis
present.

Ninja use this spell to detect someone hiding behind a paper room divider or afdse
wall. They can then attack through the wall to surprise their prey. Such attacks, when
they are successful, are startling and sometimes deadly, but even when aided by a detect
the living spdl, aninjagriking in thisway suffers a—4 pendty to his attack roll.

Greater Digtraction (Illusion)

Range: 10 feet/leve
Components: S

Duration: 1 turr/leves
Cading Time: 3

Areaof Effect: One creature
Saving Throw: Neg.

With this spell, the caster causes the victim to become distracted by a sensation. The
caster decides what the sensation will be before he casts the spell. Typica sensations
include itching, the feding that one's hands are grubby, or the need to answer nature's
cal.

If the victim fails the saving throw, the sensation will not stop digtracting him until he
dedswith it (by scratching the itch, washing his hands, etc.) or until the spdll duration
ends. Once either of these conditions is met, the distracting sensation ends. If the victim
meakes the save, he fedls the sensation momentarily but it goes away amost immediately.
The victim is never aware that a spell was cast on him, whether he saves or not.

Thisisanother spdl used by intruding ninjato maneuver guards or intended targets
out of pogtion.

Fourth-Level Spells

Improved Featherfoot (Alteration)

Range: Touch

Components: S

Duration: 1 turn/level
Cading Time 1 round

Area of Effect: One creature
Saving Throw: None

This spdl improves on the 2nd-leve feetherfoot spel by additiondly dlowing the
ninjato wak across ill or gently moving water surfaces (the weater of apond or adow
river, for example).

Such travel leaves the bottoms of the ninjas feet wet, so she must take care to leave
no trall after leaving the water.



Improved Mirror Image (Illuson/Phantasm)

Range O

Components: S

Durdtion: 3 rounds/leve
Cading Time: 2 rounds
Areaof Effect: 30-foot radius
Saving Throw: None

This spdl works much like the 2nd-leve wizard spell mirror image, with some
important differences.

The mirror images gppear in the vicinity of the caster, but they can move up to 30 feet
away. Although the images must face the same target or enemy (whichever one the
gpellcagter isfacing), they do not have to perform exactly the same actions. They can
draw different weapons or gppear to choose different tacticsin combat.

When gtruck in combat, these images collgpse asif injured or killed, feding solid to
the person attacking them. Only at the start of the next combat round do "injured” images
disappear.

Like the images created by amirror image spell, these visons can do no actud
damage. If they attack an enemy in combat, dl their attacks seem to miss until they are
struck or the spell duration ends.

To determine how many images gppear, the DM rolls 1d4 and adds 1 for every three
levels of the ninja's spdllcasting experience.

Fifth-Level Spells
Shadow-Form (llluson/Phantasm)

Range: Unlimited

Components: S

Duration: One hour or until struck
Cading Time: 5 rounds

Areaof Effect: One creature
Saving Throw: None

With this pdll, the ninja creetes a trangparent duplicate of himself. The duplicate, or
shadow-form, gppears adjacent to the spellcaster. It wears al the clothing and carries al
the equipment that were in the ninjas possesson when he cast the spell, leaving him
unclothed and unarmed; the clothing and equipment are not transparent.

For the duration of the spdll, the ninja controls the shadow-form's actions and sees
through its eyes. It is an extenson of him and possesses dl of his physicd and menta
skills but not his magicd abilities. (In other words, it moves, sounds, and fights just as he
does but cannot cast spells.) The ninja sees through both sets of eyes at once. When the
shadow-form iswaiting or resting, the ninja can take actions on his own, but he cannot
make both hisred body and his shadow-form act at the sametime.



If the shadow-form is hit in combat or struck with adispel magic spdl, it
disappears—Ileaving behind dl the dothing and equipment it was carrying. Also left
behind is a handful of leavesingde the clothes, dl that remains of the insubstantial body.

Spirit Warriors and spellcasting shinobi use this spell to perform particularly
frightening short-term assignments. The shadow-form may be sent off to attack someone,
to deliver amessage, to scout a dangerous areg, or to undertake any sort of actionin
which the ninja cannot afford to be caught. Usudly the spellcaster dressesin aninja
night-suit before casting this spell, so that it is not readily obvious that the person within
the clothing is transparent. When the shadow-form wears a night-suit and moves around
inthe dark, it is difficult to see that it is not a physica being.

Sixth-Level Spells
Sense Treason (Divination)

Range: specid
Components: S
Duration: Ingtantaneous
Cading Time: 5 rounds
Areaof Effect: the caster
Saving Throw: None

With this spell, a shinobi spdllcaster can determine that the clan has been ddliberatdy
betrayed.

The DM determines what congtitutes such betrayad, but the spell normaly reacts
when a clan member has deliberately taken an action that puts his own wefare above the
clan's.

However, the spdllcaster cannot determine the identity of the betrayer or reved
details of that betrayd. The spell has no range, so the traitor could be anyonein the dan.

The spell does not react to exiles, outcasts, or clan members the spellcaster believesto
be dead.

Thisisaspel used most often by Shinobi Mage advisorsto clan leeders. Though it is
necessary to know about such betrayals in order to protect the clan, this spell can be as
much acurse asit isablessng, because it makes the clan lord and his advisors paranoid.

CHAPTER 3
Shinobi, Spies, and Killers

It's possible to have ninja:like characters who don't belong to the ninja character
class, and to use the ninja character class rules without playing Oriental ninja characters.
This chapter describes how.

Shinobi



No ninjadan is made up soldy of ninja. At mogt, haf the people belonging to aninja
clan will be of the ninja character class. That means the other hdf are normd (zero-leve)
humans or, more commonly, representatives of other character classes. Inthe AD&D®
game, we cdl these clan members shinobi.

In the Japanese language, the words ninja.and shinobi have smilar meanings. They
are two different pronunciations for the same written word. In The Complete Ninjas
Handbook, however, we make an artificid digtinction between ninja and shinobi.

Here, ninja are people of the ninja character class who beong to a ninja clan. Shinobi
are people of other character classes who belong to a ninjaclan.

Shinobi are not ninjaand cannot take ninjakits. Instead, they have their own kits. A
shinobi who is afighter must take the Shinobi Fighter kit; a shinobi who isawizard must
take the Shinobi Mage or Shinobi Illusonit kit.

With the DM's permission, players of non-ninja character classes may belong to ninja
clans and take gppropriate shinobi kits.

Shinobi have the same clan obligations as ninja. (See Chapter 6.)

Shinaobi Fighter

Qualifications: Thiskit is available to human, dwarf, and haf-ef fighters (not
paladins or rangers).

Description and Role: This character isafighter belonging to aninjadan. Heis
ordinarily not chosen for stedlth- based missions but accompanies ninja on assgnments
where heavy-duty fighting is required (often in the company of ninjawith the Shadow
Warrior kit). In addition, the Shinobi Fighter may adventure out in the world the way
other ninja do, so long as he does not revea his ninja clan associations.

Secondary Skills: None required.

Weapon Proficiencies: Required: Ninja-to, daikyu (Orienta long bow) or hankyu
(half bow).

Nonweapon Proficiencies: Required: Blind-fighting.

Special Benefits: The Shinobi Fighter is ableto learn afew thieving skills. At 1st
level he can move slently, hide in shadows, and climb walls with base scores of 10%
each (modified by dl racid bonuses and pendties). With each subsequent experience
level, the Shinobi Fighter gets 10 discretionary points to divide among the three thieving
ills

Special Hindrances: None.

Shinobi Ranger

Qualifications: Thiskit isavaladle to human and haf-df rangers only.

Description and Role: The Shinobi Ranger is the clan wilderness specididt.
However, this character's primary concern is neither protecting the wilderness nor
making her livelihood there. The Shinobi Ranger's skills are used to scout enemies and
lead clan members through the wilderness so they can perform missions successfully.

Secondary Skills: Trapper/Furrier.

Weapon Proficiencies: Required: Hankyu (hdf-bow).

Nonweapon Proficiencies: Required: Running.



Special Benefits: Like the Shinobi Fighter, the Shinobi Ranger can learn thieving
skills. Her skills are move dlently, hide in shadows, and detect noise, with the same base
scores and progression as a Shinobi Fighter.

Special Hindrances. None.

Shinobi Mage

Quialifications: Thiskit is available to human and hdf-df wizards only, with
minimum Intelligence scores of 12.

Description and Role: All ninja clans need members with more magica knowledge
than the Spirit Warrior possesses. The Shinobi Mageisanorma generdist wizard who
has alittle bit of ninjatraining. Because his training has been divided between magic and
ninjutsy, heis not quite as accomplished awizard as those who do not belong to ninja
cans.

The Shinobi Mage is often gppointed as an advisor to the clan leader.

Secondary Skills: Scribe.

Weapon Proficiencies: Required: None.

Nonweapon Proficiencies. Required: Reading/Writing.

Special Benefits: The Shinobi Mageis ableto learn afew thieving skills, recaiving
move slently, detect noise, and read languages at 1t level. Subsequently, he progresses
in these kills in the same way as a Shinobi Fighter. The Shinobi Mage can dso learn to
use the ninja-to, but proficiency in this wegpon requires two dots, he is not required to
learn the ninja-to.

Special Hindrances. Because histraining is divided between the study of magic and
the practice of ninja skills, the Shinobi Mage cannot attain the same mastery of magic as
anorma mage. To determine the Spdll Leve limit, Chance to Learn Spell, and
Maximum Number of Spells per Leve (al from the Player's Handbook, Table 4), treat
the Shinobi Mage as having an Intdligence score 2 points lower than it actudly is. (Thus
a Shinobi Mage with an Intelligence score of 17 learns spdlls as though he had an
Intelligence score of 15.)

Note: Thefollowers of a Shinobi Mage are dways Shinobi Mages, Shinobi
[llusonigts, and Spirit Warriors.

Shinobi Illusionist

Qualifications: Thiskit isavailable to human illusonigs only.

Description and Role: The Shinobi lllusionist has much in common with the Spirit
Warrior ninja but chooses to concentrate more on magica skills than physicd skills. This
shinohi's specid powers of illuson give the dan greater versttility and help embellish the
frightening reputation of the ninja.

Secondary Skills: Scribe.

Weapon Proficiencies: Required: None.

Nonweapon Proficiencies: Required: Reading/Writing.

Special Benefits: In addition to those spells available to normd illusionigts, the
Shinobi lllusionist can learn some of the ninja spells described in the previous chapter.
Thisshinobi isadso adle to learn afew thieving skills (move slently, hide in shadows,



read languages) at the progression rate described for the Shinobi Fighter. Like a Shinobi
Mage, the Shinobi Illusonist can dso learn to use the ninja-to.

Special Hindrances. Because her training is divided between magic and ninjutsu, the
Shinobi illusionist cannot attain the same mastery of magic asanormd wizard. When
consulting Table 4 in the Player's Handbook, treat the Shinobi [llusonist as having an
Intelligence score 1 point lower than it actudly is.

Note: Thefollowers of a Shinobi Illusonis are dl Shinobi [llusionigts, Shinobi
Mages, and Spirit Warriors.

Shinobi Priest

Qualifications. Thiskit isavailable to human, dwarf, and haf-df derics.

Description and Role: Although such characters are rare, there is nothing to keep a
ninjaclan from producing aderic. A Shinobi Cleric mugt fulfill dl normd dericd duties
for his order, and additionaly—and secretly—perform those services for hisninjaclan.

The Shinobi Cleric will never recaive a cdling to the priesthood of any god whose
worship would cause adivision of loyaty between his clerica order and the ninjaclan.

Secondary Skills: Scribe.

Weapon Proficiencies: No bonuses, requirements, or prohibitions.

Nonweapon Proficiencies. Required: Reading/Writing.

Special Benefits. The Shinobi Cleric can use any weapon alowed to other clerics
and can use one-handed bladed wegpons as well. This shinobi can dso learn thieving
skills as a Shinobi Fighter.

Special Hindrances. The Shinobi Cleric cannot use any armor providing better
defense than scae mail or hide armor (though he may wear magicd versons of these
armors).

Note: Shinobi priests of specific mythoi can adso be built usng this kit.

Shinobi Thief

Qualifications: Thiskit isavailable to humans, dwarves, haf-dves, and hdfling
thieves.

Description and Role: In aninja clan, the character who wants to have a good
ba ance between fighting and thief skills becomes aninja. The Shinobi Thief isa
gpecidigt in thieving skills, as dedicated to them as agraybeard scholar isto reading
musly scrolls by candldight. The Shinobi Thief's fighting skills are not on a par with that
of the ninja or the ordinary thief, but histhief skills are superior.

The Shinobi Thief often works on missons sde by sde with true ninjaandisa
welcome brother-in-arms. In missons requiring severd party members, the Shinobi Thief
isthe intrusion specidi, the one relied on for finding and removing traps and other
security devices.

Secondary Skills: None required.

Weapon Proficiencies: Required: Ninja-to.

Nonweapon Proficiencies: No bonuses, requirements, or prohibitions.

Special Benefits: The Shinobi Thief sarts out with thieving skills superior to those of
aregular thief.



Table9: Shinobi Thief Base Scores

SKill Base Score
Pick Pockets 20%
Open Locks 15%
Find/Remove Traps 15%
Move Silently 20%
Hide in Shadows 20%
Detect Noise 20%
Climb Wdls 65%
Read Languages 5%

Like aregular thief, the Shinobi Thief receives 60 discretionary points at 1<t level (no
more than 30 points may be added to any one skill) and receives 30 points a each
additiona experience level. (No more than 15 points may be added to any one skill.)

Specid Hindrances. The Shinobi Thief can wear only padded or lesther armor, and
can use only the same wegpons as wizards (dagger, knife, saff, dart, ding). Likea
wizard, the Shinobi Thief uses afour-sided dieto roll for hit points.

Shinobi Bard

Qudifications: Thiskit is available to humans and haf-df bards only.

Description and Role: The Shinobi Bard is specidly trained to entertain people and to
lend magica knowledge to aninjamisson. Sheis often paired with Intruder and Consort
ninja, whose abilities are mogt suited to interacting with other people.

The Shinobi Bard is weaker in spellcraft than an ordinary bard but is somewhat better
a thieving ills.

Sheis often called on to strike up a song or put on a show to distract people while her
brethren carry out the quiet and sneaky parts of amission. For this reason, aplayer who
wants to be where the action is should not take this type of character, while a PC who
likes being the center of crowd attention while his dlies are doing the dirty work would
have agood timein thisrole,

Secondary Skills: Scribe.

Weapon Proficiencies: No bonuses, requirements, or prohibitions.

Nonweapon Proficiencies: Required: Reading/Writing.

Special Benefits: The Shinobi Bard has awider range of thief skillsand generdly
higher sarting vaues than an ordinary bard.

Table 10: Shinobi Bard Base Scores

SKill Base Score
Pick Pockets 10%
Open Locks 5%

Find/Remove Traps 5%
Move Silently 5%



Hide in Shadows 5%
Detect Noise 30%
Climb Wals 50%
Read Languages 10%

Subsequent progression of thieving skills follows the norma bard class.

Special Hindrances. The Shinobi Bard learns bard spells at a dower rate than
ordinary bards. Treat her as though she were two experience levels lower when
determining pell progression. Thus, a Shinobi Bard learns her first spell & 4th leve.

Spies

Naturdly, not al cultures can have ninja clans. However, other cultures can have
characters amilar to ninja

These characters are built with the ninja character class guiddines, but we call them
spies.

Not every campaign setting should have characters of the spy (ninja) class, a setting
should have spies only if the DM dlows. Certainly, every culture can have rogues who
perform espionage tasks, but for a culture to produce speciaized spies belonging to thelr
own character class, it must:

* Be consdered culturaly advanced and sophisticated compared to the cultura
average for the world, and

 Have atradition of attempting to resolve problems with cunning, guile, pressure,
blackmail, trickery, and even treachery (in addition to that familiar old standby, war).

The Foreign Service

Spies belong to the Foreign Service, abranch of the government whose specific task
isto manage internationa relations. The Foreign Service's main task isto operate a corp
of ambassadors and negotiators, but intelligence work aso fadls under its umbrella

Unlike the ninja, the spy was probably not born to afamily of spies. He or she was
noticed by the Foreign Service during adolescence or early adulthood and recruited into
the service.

However, in most waysthe sarviceislike aninjaclan. It isruled by a powerful,
autocratic leader. It hasagod, an dignment, arange of resources, aset of dlies a
number of enemies. It demands loydty of its agents and punishes betrayal. It sendsits
members out on life-or-death missons.

Ninja Kitsand the Spy

All ninjakits are avallable to the spy except for the Lone Wolf kit.

The Stedler-In, or basic sy, is actually uncommon. Spies prefer to specidize.

The Shadow Warrior, or fighting spy, iscommon but isamost dways used in
association with other spies. A Shadow Warrior spy is seldom sent on asolo misson or
astheleader of amission.

The Intruder isthe most common sort of spy, and the type tapped most oftento lead a



group or to undertake a solo mission.

The Consort spy is aso very common, and is second most likely to lead a group or
undertake a solo misson. When amission leader is sent into an area, a Consort spy may
dready bein place, maintaining a cover identity established years earlier.

The Pathfinder spy is uncommon; spy missons tend to be more urban.

The Spirit Warrior spy is often used as amission specidist, ssdom asamisson
leader.

What the Spy Does

Chapter 8 includes notes on campaigning spy characters.

The spy goes on missons much like the ninja, but these missons relate more to
nationa security than clan concerns. The spy is more prevaent in campaigns set in
western cultures, and is perhaps most appropriate to campaigns settings somewhat like
the European Renaissance.

Demihuman Spies

Whereas ninja clans are dways human clans, an intelligence agency employing spies
can belong solely to another race. Because dwarves and hdflings can be ninja,
predominantly dwarf and hafling spy organizations can exig.

Killers

Another type of character derived from the ninja character classisthekiller. This
variant NPC is a murderer who needs ninja abilitiesto get to histarget.

Any culture can produce killer organizations. Killers with the Eliminator kit are best
suited to the same types of cultures that produce spies, while those with the Punisher and
Ravager kits most often gppear in cultures consdered foreign and exotic.

Restrictions

Player characters cannot belong to the killer (ninja) class. These rules are included for
the DM who wants to create extremely dangerous opponents for his PCs,
Killer Kits

There are three kits avallable for killers: Eliminator, Punisher, and Ravager.
Eliminator

Qualifications: NPCs with good aignments cannot be Eliminators. The Eliminator
must have an Intelligence score of 13 or better.

Description and Role: The Eliminator is aloner who assassinates high-profile,
carefully protected targets. Eliminators are solitary hunters; they work in groups only
when they fed it isimpossible to get to the target done.

Each Eliminator specidizes in one specific technique of dimination, performing



assassi nations with the same type of wegpon every time. Highly egotistical Eliminators
choose uncommon or unusua wegpons as their "sgnatures.”

Secondary Skills: None required.

Weapon Proficiencies: Required: None.

Nonweapon Proficiencies. Required: None.

Special Benefits: In acampaign that uses weapon praficiency rules, the Eliminator
can specialize in wegpons but is much more limited than afighter.

The Eliminator may specidize in one wegpon at 5th level, a second wegpon at Sth
level, and athird wegpon at 13th level. He may not specidize in more than three wegpons
(or two weapons plus one martia art). He does not get the additiona attacks per round of
awegpons specidig (from Table 35 in the Player's Handbook), nor receive extra attacks
per round based on level advancement like afighter.

Special Hindrances. There are two types of Eliminator: free-lancers, who contract
for killings on a misson:by-misson basis with many employers, and those belonging to
crimind organizations.

Both types of Eliminator exist mainly as skillful opponents for the PCs. The most
suspenseful sort of adventure involves PCs (perhaps some of them are spies) assigned to
protect the target of an Eliminator.

Eliminators belonging to crimina organizations suffer the same clan obligations as
ninja. (See Chapter 6.)

Punisher

Qualifications: NPC only.

Description and Role: The Punisher belongs to an organization with agod. The god
itself might not be evil, but the way the organization attempts to reach its goa—through a
program of murder and terror—certainly is.

For example, two covert groups might have the same godl: to force a group of
occupying invaders to withdraw.

One group, conggting of spies, would try to accomplish this god by sabotaging
enemy missions, planting spies within the enemy forces, subverting enemy leaders, and
thwarting the enemy’s military operations through superior intelligence.

A group congsting of Punishers, however, would not hesitate to send in agentsto
murder enemy leaders and their families.

Some Punisher societies are priestly orders following the dictates of evil gods. Such
an organization isled by clerics or priests of the god, but most of the group's dirty work is
carried out by killers with the Punisher kit.

Every Punisher organization has a Sgnature weapon that its members use so that
everyone will know that victims were killed by the organization. When a Punisher is
initiated into the organization, asmal symboal in the likeness of this wegpon is tattooed in
an inconspicuous place on his body.

Secondary Skills: None required.

Weapon Proficiencies: Required: Proficiency with the organization's sgnature
wesgpon.

Nonweapon Proficiencies. Required: None.

Special Benefits: Members of the organization receive +2 to hit with the precise



weapon used as the symbol of the order.
Special Hindrances: Punishers suffer the same clan obligations as ninja. (See
Chapter 6.)

Ravager

Qualifications: A Ravager must be an NPC with a Congtitution score of at least 13.

Description and Role: Ravagers have the same god's and methods as Punishers, but
Ravagers do not have signature wegpons. Instead, they consume dangerous potions
before going on their missions. These potions make them fearless and unusudly hard to
defest in combat.

Secondary Skills: None required.

Weapon Proficiencies: Required: None,

Nonweapon Proficiencies: Required: Endurance.

Special Benefits: The Ravager who partakes of the organization's potion before the
mission starts recelves severa benefits. See the Ravager potion under "Miscdlaneous
Equipment” in Chapter 5.

Special Hindrances: The only types of armor a Ravager can wear are leather or
padded armor plus shield. Ravagers suffer the same clan obligations asninja. (See
Chapter 6.)

In this chapter, well discuss weapon and nonwegpon proficiencies and the combat
dyles of Oriental martia arts.

CHAPTER 4
Proficienciesand Martial Arts

Weapon Proficiencies

These rules are adapted from the ones introduced in The Complete Fighter's
Handbook.

Under the rules in Chapter 5 of the Player's Handbook, a DM can decide to use
wegpon proficiencies in his campaign. When using these rules, a character does not know
how to wield awegpon well unless he spends aweapon proficiency dot oniit. If he has
proficiency with awegpon, he usesit normdly; if he does not have proficiency, he
suffers an attack roll penalty whenever he tries to use the weapon. (The pendlty is—2 for
warrior characters, -5 for wizards, and —3 for priests and rogues.)

With the new rules given here, a character can devote extra weapon proficiency dots
to become proficient with an entire group of weapons.

There are two types of weapons groups: tight groups and broad groups. A tight group,
usudly consisting of three to eight weapons, includes wegpons very closdly related in
function and effect (for example, fencing blades). A broad group, consisting of severd
tight groups, includes weapons that are more loosely related in function and effect (for
example, dl blades).

Table 11 shows the cost of purchasing proficiency with different categories of

Weapons.



Table 11: Proficiency Costs

Cost For Proficiency With
1dot One weapon

2dots Tight group of wegpons
3dots Broad group of weapons

Broad and Tight Weapon Groups

Ninja characters can purchase wegpon proficiencies in the broad and tight groups
listed in the Sdebar on pages 32 and 33.

You'l notice theres alittle overlap between some of the groups, many wegpons can
found in more than one group. Both the medieva thief who is proficient with short blades
and the Renai ssance dandy who knows only fencing wegpons are likely to be proficient
with the dagger, for example. However, the PC who purchases severd tight groups with
overlapping sets of wegpons receives no proficiency dot cost reduction.

These broad categories are very close to the related weapon groups from Chapter 5 of
the Player's Handbook. The DM can use these categories as related groups. This helps
determine whether or not a combatant gets the full attack roll pendty when he usesa
wegpon unfamiliar to him, or whether he receives only haf the pendty for usng a
wegpon Smilar to one with which he has proficiency.

Table 13: Broad and Tight
Weapon Groups

Broad Group: Arrow-Fring Missle Wegpons
Tight Group: Bows
Dakyu*
Hankyu*
Long bow
Long bow, composite
Pellet bow*
Short bow
Tight Group: Crossbows
Cho-ko-nu (repesting crossbow)*
Hand crossbow
Light crossbow

Broad Group: Blades

Tight Group: Fencing Blades
Dagger/Dirk
Knife/Stiletto
Main-gauche (CFH)
Rapier (CFH)
Sabre (CFH)



Tight Group: Long Blades
Bastard sword
No-daichi*

Tetsuto*
Two-handed sword

Tight Group: Medium Blades
Broad sword

Cutlass
K atana/Bokken*
Khopesh
Long sword*

Ninja-to*
Scimitar

Tight Group: Orientd Blades
Katana/Bokken*
Ninja-to*

No-dachi*
Tetsuto*

Tanto/Y oroi-toshi*
Wakizashi*

Tight Group: Short Blades
Chopsticks*
Dagger/Dirk
Gaff/Hook (CFH)
Knife/Stiletto
Main-gauche (CFH)
Parang*

Short sword*
Shuriken, large star*
Nekode*

Tanto/Y oroi-toshi*
Wakizashi*

Broad Group: Chain/Rope Weapons

Tight Group: Chain Wespons
Kau sin ke*
Kusarigama*
Manriki-gusari*
Three-section staff*

Tight Group: Lash Weapons
Scourge
Whip*

Tight Group: Rope Weapons
Bola
Kawanaga*
Kyogetsu- shogi*



Lasso* (not part of atight group)
Net (not part of atight group)

Broad Group: Cleaving/Crushing Wegpons

Tight Group: Axes
Battle axe*
Hand/Throwing axe*
Tight Group: Clubbing Weapons
Club
Footman's mace
Hanbo*
Horseman's mace
JO*
Kiseru*
Morning Star
Tonfa*
War hammer
Tight Group: Halls
Footman'sflal
Horseman'sflall
Tight Group: Karate Weapons
Kama*

Nunchaku*
Quarterstaff/Bo*
Sai/ditte*
Tonfa*
Tight Group: Picks
Fang*
Footman's pick
Horseman's pick
Tight Groups: Sickles
Kama*
Sckle
Scythe
Tight Group: Staves
Kumade*
Lajatang*
Quarterstaff/Bo*
Tetsu-bo*
Gunsen (war fan)*
(not part of atight group)

Siangkam* (not part of atight group)

Broad Group: Pole Weapons
Tight Group: Bladed Poles
Bardiche



Bec de corbin
Bill-guisarme
Fauchard
Fauchard-fork
Glave
Glave-guisame
Guisarme
Guisarme-voulge
Ha berd*
Hook fauchard
Lgatang*
Lucern hammer
Man catcher*
Military fork
Nagimaki*
Naginata*
Partisan
Ranseur
Sang kauw*
Sode garami*
Spetum
Trident*
Voulge
Tight Group: Lances
Heavy horse lance
Light horse lance*
Joudting lance
Medium horse lance
Tight Group: Spears
Awl pike
Chijiriki*
Harpoon
Javdin
Long spear (CFH)
Shakujo yari*
Spear
Trident
Uchi-ne*

Broad Group: Smal Throwing Wegpons
Tight Group: Bladed Throwing Weapons
Dagger (thrown)
Knife (thrown)
Stiletto (thrown)
Tight Group: Grenades
Eggshell grenades*



Nage teppo*
Tight Group: Shuriken
Bo shuriken*
Smal shuriken*
Large star shuriken*
Dart (not part of atight group)
Tetsu-bishi* (not part of atight group)
Tight Group: Blown Wegpons
Blowgun*
Fukimi-bari*
Metsubishi*
Needle
Tight Group: Primitive Frearms
Arquebus
Tight Group: Sings
Sing*
Saf ding*

* Appears on wegpon ligts in this supplement.
CFH: Introduced in The Complete Fighter's Handbook.

Weapon Specialization and
Weapon Groups

It isnot possible to specidize in an entire group of wegpons except by spending an
additional wegpon proficiency dot on every weapon in the group. Y ou cannot, for
example, spend two proficiency dotsto have wegpon familiarity with the Oriental Blades
tight group, and then an extra proficiency dot to specialize in every wegpon in the group.
Y ou would need to spend one additiona dot each for katana/bokken, ninja-to, no-daichi,
tetsu-to, tanto/yoroi-toshi, and wakizashi, for atota of eight weapon proficiency dots.

Nonweapon Proficiencies

Asyoull recal from Chapter 1, ninja purchase nonwegpon proficiencies from the
Genera, Rogue, and Warrior groups without pendty, and from the Wizard and Priest
groups with the stlandard penalties. Ninjawith the Spirit Warrior kit can take
proficiencies from the Wizard group without pendty.

Table 12: Nonweapon Proficiency Groups

# of Slots Relevant Check
Proficiency Required Ability Modifier
General
City Familiarity 1 Intelligence 0O
Warrior

Syle Andyss 1 Intelligence -1



Rogue

Acting 1 Charisma -1
Assmilation 1 Intelligence 0
Detect Sgning 1 Intelligence +1
Enamor 1 Charisma —2
Escape 2 Dexterity 0
Feign/Detect Seep 1 Intelligence 0
Giant Kite Hying 1 Dexterity -3
Hold Breath 1 Condtitution 0
Information Gathering 1 Intelligence Var
Night Vison 1 Wisdom -2
Observation 1 Intelligence 0
Toxicology 2 Intelligence 0
Quick Study 2 Varies -3
Underclass 1 Wisdom 0
Voice Mimicry 2 Charisma Var
Water Waking 1 Dexterity -1

Nonweapon Proficiencies from the Player's Handbook

Some nonweapon proficiencies are appropriate to al ninja characters. These include:

General Group: Artigtic Ahility, Cooking, Dancing, Direction Sense, Etiquette, Fire-
building, Heradry, Languages (Modern), Riding (Land-based), Rope Use, Singing; (from
The Complete Book of Dwarves) Alertness, Locksmithing, Sow Respiration.

Priest Group: (with appropriate penaty) Engineering, Hedling, Reading/Writing.

Rogue Group: Blind-fighting, Disguise, Forgery, Gaming, Juggling, Jumping,
Musicd Instrument, Reading Lips, Set Snares, Tightrope Walking, Tumbling,
Ventriloguism; (from The Complete Thief's Handbook) Alertness, Information Gathering,
Observation; (from The Complete Bard's Handbook) Acting.

Warrior Group: Running, Tracking.

Wizard Group: (with appropriate pendty) Languages (Ancient), Reading/Writing.

Psionicist: (from The Complete Psionics Handbook, with appropriate pendty)
Hypnoss.

New Nonweapon Proficiencies

Ninjaknow savera nonwesgpon proficiencies that have not appeared in earlier
Player's Handbook supplements. Many of these proficiencies are gppropriate to other
character classesaswdl asninja

New Nonweapon Proficiency Descriptions

Acting: Thispraficiency, origindly presented in The Complete Bard's Handbook,
dlows a character to illfully portray another person. Although acting is usudly
consdered aform of entertainment, it can be useful in heping the ninjaaccomplish
mission gods. If the ninja has both the Acting and Disguise proficiencies, the proficiency



check for either is made with a+1 bonus.

Proficiency checksfor Acting are required only if the actor must portray a
particularly difficult character or is atempting to ad lib arole (a nonrehearsed role or a
performance on short notice).

Assmilation: The character with this proficiency is able to sudy a different culture
well enough to pretend to be amember of it. Assmilation alows the character to pick up
culturd mannerisms (common rituals, expressions of speech, taboos, etc.). It isdigtinct
from Acting but helpful to that proficiency. A character who has both Acting and
Assmilation proficiency receives a+1 bonus to checks with ether proficiency when
portraying amember of another culture. (Thisis not cumulative with the Acting/Disguise
bonus; if acharacter has al three proficiencies, she does not receive a +2 bonus.)

City Familiarity (specific city): A character with this proficiency is unusualy
knowledgesble about one specific community, chosen when the proficiency is purchased.
City Familiarity givesthe character agood knowledge of the important politica and
financd figuresin the community, an understanding of which families (and crimind
organizations) are most important and how they relate to one another and a good grasp of
the city's main streets and byways. The character needs no skill check to cal on this
information. When the character wants more detailed information—such as the precise
layout of dreets when he's running away from city guards, the name of the number-two
man in a specific crime organization, or the knowledge of which paliticians are chegpest
to bribe—the character must make a proficiency check with a difficulty modifier
determined by the DM.

A character can must have lived in acity for at least three months before he can
purchase the City Familiarity proficiency and—except for the town in which he grew
up—he can do so only with DM permission.

Detect Signing: This proficiency dlows a character to redize when ninjafrom other
clans are communicating using their own clan sgns. The character who makes a Detect
Signing roll recognizes seemingly meaningless symbols aswriting and ordinary speech
as having specid meaning, athough she just will not know the content of the
communication.

At the DM's discretion, a Detect Signing roll made by 2 or more will dlow the
character to recognize when other sorts of subtle communication are being used, such as
thieves cant.

If acharacter makes her Detect Signing roll by 6 or better, she can recognize one
word or symbal in a specific communication and understand its meaning. The DM
chooses which word the character recognizes. (Thisis an opportunity for the DM to pass
an intriguing clue on to the ninja character.)

Enamor: Thisproficiency dlowsaninjato trick an NPC into fdling in love with him
or her. It ismore than the kill of knowing which flowers to send or garments to wear.
Enamor proficiency alowsthe ninjato study histarget like athief sudies avaullt, looking
for weak pointsto exploit.

Standard use of the Enamor proficiency takes aweek of constant contact for a
susceptible victim, amonth or more for amore difficut target. The DM can dlow
bonuses to the proficiency roll for aPC who is thorough and clever in hisresearch into
the victim's psyche and who takes extra time, and can assign pendties to one who spends
too little time or makes wrong assumptions.



At the end of the contact period, the DM rolls the Enamor proficiency for the ninja
and compares the results with those listed in Table 14.

Table 14: Enamor Proficiency Results

NinjaLost by 4+ The victim has been (accidentaly) insulted during the romantic
pursuit. The victim may attack the ninja, may arrange to have the
ninja assaulted, may pretend to be seduced in order to cause the
ninja some great harm later, etc.

NinjaLost by 2-3 The victim is not interested in the ninja and may become irritated

with continued pursuit.

NinjaLost by 1 The victim isflattered but not convinced. The ninjacan

dtart over
with a—2 pendlty to his Enamor check, or can abandon pursuit,
perhaps leaving behind some hard fedings.

Even Rall The victim isflattered but not convinced. The ninja can dart over
or can abandon pursuit with no hard fedings.

NinjaWon by 1 The victim isflattered but not convinced. The ninja can Sart over
with a+1 bonus to his Enamor check, or can abandon pursuit with
no hard fedings.

NinaWonby 2-3  Thevictim isinfatuated by the ninja but will not change ethics,
gods, or loydties.

NinjaWonby 46  Thevictimisinlove with ninjaand will hep ninjain any way thet
does not violate important ethics and loydlties.

NinjaWon by 7+ Thevictim ismadly in love with the ninjaand will abandon dl
ethics, gods, and loydties.

The DM, at his discretion, can additiondly make a Wisdom check for the victim. If
the victim makes the Wisdom check by more than the ninja made his Enamor proficiency
check, the results are as for an Even Rall.

Ironically, the more complete the ninjas success, the more dangerous the situation
becomes. A victim who ismadly in love may do everything the ninjawishes, induding
betraying state secrets and turning traitor, but expects the character with Enamor
proficiency to bejust as much in love. The victim becomes dangeroudy jed ous of
potentid rivals (seeing anyone remotely suitable as a potentid rival) and could become
murderous if he realizes he has been duped.

The relationship built by use of the Enamor proficiency need not be aromantic one.
Depending on the Stuation, the relationship might be afriendship or the winning of
someone's loydty away from an enemy.

Although nothing prevents good-digned characters from learning the Enamor
proficiency, the firg time they ruin alife with it may be the lagt time they useit.

Escape: This nonweapon proficiency dlows a character to dip out of ropes and other
types of bindings.

When a character is bound or tied, the DM assigns a pendty based on the type and
circumstance of the binding. Table 15 shows sandard pendties for avariety of Stuations.
The character with Escape proficiency can try to use his kill in order to free himsdlf. He



rolls his proficiency and applies the appropriate pendties. If the roll is successful, he can
untie himsdif.

Table 15: Escape Proficiency Penalties

Penalty
Binding Type (Cumulative)
Standard rope 0
Rawhide, dry -2
Rawhide, soaked and shrunken —4
Wire -3
Fingersindividudly tied/taped —4

Penalty
Circumgtance (Cumulative)
Binding character takes extra time/attention -2
Binding character takes little time/attention +2
Binding character isathief or ninja -3
Binding character makes find/remove traps roll —2*
Character with this proficiency triesto untie another character +4
Bound character with this proficiency tries to untie another character —4

* The DM may assign a pendty equd to the number by which the binding character
makes his find/remove trgps roll divided by five. (For example, if the character has a 50%
chance but rolls a 30, he has made theroll by 20. The pendty isa—4.)

Example: Ichiro the ninja is bound back-to-back with his fighter friend Olaf. Ichiro has
been bound with standard rope, but the character tying him spent extra time on the task
and individually tied the ninja's fingers.Ichiro receives a penalty of —6 against his
Dexterity —1 roll of 16. The ninjarollsan 11 and fails.

Ichiro then tries to free Olaf. The pendty isthe same, but he's trying to untie another
person while he himsdif is bound, resulting in an additiond —4 pendty for atotal of —10.
The ninjamanagesto roll a6 and successtully frees hisdly.

Escape proficiency does not alow the character to undo locks or escape other sorts of
traps. Those tasks require the open locks and find/remove traps kills.

Feign/Detect Sleep: People who pretend to be degping seldom do it right. However,
most people don't know how to tell the fakers from those redly adeep. Characters with
this proficiency are trained to feign deep accurately and to determine when others are
feigning deep.

Thiskill isof specid useto ninjaon guard duty and those infiltrating a secure site. A
ninjawill use this skill when ligtening to seemingly deegping guards and guests. If he
detects one who is breathing wrong, he can take steps to capture or silence the faker.
Likewise, aninja can use this kill to convince an intruder that heistruly adeep, so that
he can cregp up on the intruder from behind when his back is turned.

Acting praficiency can convey the ability to feign deep, but the Acting check is made



at a—4 pendty instead of the standard —1.

Giant Kite Flying: This proficiency is of use only to characters who intend to fly the
unusud items called hito washi (human eagle) and yami doko (mansized kite). It isan
expengve skill and difficult to master, S0 there are very few practitioners. Without this
proficiency, a character trying to use agiant kite is certain to crash and do himsdlf great
harm, if not kill himsdlf. Even with this proficiency, the character is very likely to do so.

Hold Breath: This proficiency helps acharacter hold her breeth for extended periods
of time. (Seetherulesin the Player's Handbook, Chapter 14, for the amount of time a
character can normally hold her breath.)

With Hold Bresth proficiency, a character can hold her bresth for half her
Condtitution score in rounds (rounded up). If the character is exerting hersdf, thistimeis
haved (again rounding up). When atempting to hold her breath beyond thistime, the
character rolls the usua Congtitution check each round. The first check has no pendty,
but each subsequent check takes a cumulative —1 pendty. Once a check isfailed, the
character must bresthe; if she cannot reach air, she dies.

Information Gathering: This proficiency, introduced in The Compl ete Thief's
Handbook, represents the ability to gather information from the underworld, most
commonly about roguish activities and persondities. A character with this proficiency, in
appropriate circumstances, will be aware of any mgor rumors circulating among the
lowlife of an area. With a successful proficiency check, he can gather specific
information about a person or place. (The DM must decide how specific the information
iS)

The following modifiers may adjust the proficiency check:

* Other characters reaction adjustments (based on Charisma) benefit or pendize the
roll.

* Thieves guild members receive abonus of +2; they have more contacts (and better-
informed ones) than free-lancers.

* A character outside his own territory—usudly his home city—suffers a—3 pendty
to his check. This penalty can be worsened in territories very different from the
character's, due to differences in language, culture or race.

Whenever a proficiency check isrequired for Information Gathering, the character
must invest asmdl amount of money for bribesto avoid an additiond —3 pendty. A total
of 1d10 gpistypica for bribes, and islost whether or not the desired information is
learned. The character can continue his Information Gathering the next day, spending
more money and making another proficiency check. The DM isfree to increase the cost
of using this proficiency as suits the Stuation or campaign.

Night Vision: This proficiency improves acharacter's ability to see in low-light
conditions. It isnot equd to infravison but is ill useful.

To use his Night Vison, the character must spend five rounds in the type of light he
will be moving or waiting in. Until he has spent that amount of timein the dark, this
proficiency just does not work. (However, the character can be doing other thingswhile
letting his eyes adjust, 0 long as these other tasks do not expose him to varying light
conditions.)

Once his eyes have adjusted, the character can use his Night Vison a any time.
Whenever he looks at something, he must make a Night Vison proficiency check. With a
successful check, the character's Vishility Ranges (from the Player's Handbook, Chapter



13) are doubled in the following conditions. Fog (dense or blizzard), Fog (moderate),
Night (full moon), Night (no moon), Twilight. Thus, a character under afull moon a
night would be able to spot movement at 200 feet rather than at 100 fest.

If the character with this proficiency is exposed to a change in illumination—such as
by having afirebdl go off within 500 feet or by having atorch or lamp waved in his
face—his eyes are dazzled. His Night Vison is gone and cannot be regained until the
character has again spent five rounds letting his eyes adjust.

Observation: This proficiency, introduced in The Complete Thief's Handbook, gives
characters exceptiondly acute powers of observation with dl five senses The DM may
ask for aproficiency check (or secretly roll one) whenever there is a subtle clue that the
character might otherwise overlook. The DM may aso alow characters with Observation
proficiency to increase their chance of finding secret or concealed doorsby 1in 6.

Quick Study: This praficiency dlows aninjato temporarily learn enough about a
kill, ajob, or an area of scholarship to pass as someone who belongs to a related
profession.

When using this proficiency, the ninja spends one week (eight hours a day) studying
the skill shewishesto learn. At the end of the week, the character has aworking
knowledge of the fiedd studied. Over the next severd days, she will be ableto passasa
practitioner of that skill, though not as an expert.

When she has completed his study and must utilize the skill, the character makesa
norma proficiency check with an additiond —3 penalty. One week after the character has
completed her study, she suffers a—2 pendty because she has forgotten some details of
the skill. Each week theresfter, she takes another cumulative —2 pendlty.

This proficiency will not alow a character to demondrate an expert leve of ability
with the skill being smulated. If the character undertakes atask thet, in the DM's
estimation, callsfor an especidly broad or deep knowledge of the subject, the DM can
decide that the character cannot perform the task. The character can then make a normal
Intelligence check; success means that she redizes that shel'sin over her head and cannot
succeed.

It isnot possible to spend extra nonwegpon proficiency dots on Quick Study to
improve theroll. However, it is possible to buy the proficiency more than once in order to
Sudy two skills per misson.

Style Analysis: This speciaized proficiency gives the character knowledge about
(not skill in) armed and unarmed combeat. After watching someone fight for a least one
round, a character with this proficiency can make a Style Andysis check to learn some
facts about his subject's fighting yle.

If the character makes his check by the given amount, he learns the facts following
that number.

0 The genera style used (e.g., karate, kenjutsu, fencing, etc.).

2 How good the practitioner is (e.g., a basic sudent, an expert, agrand master of the
syle, etc.).

4 Which school of the style isbeing used (e.g., Odo family sumo wrestling).

6 Superficia or trangtory weaknesses that the practitioner is currently exhibiting
(such asfavoring an injured leg). The character with Style Analysis receives a +2
on d| atack rolls when fighting the practitioner (unless the practitioner switches



syles). The +2 wears off after one day.

8 Who the practitioner's teacher probably was (e.g., Odo Kusuke).

10 Generd wesknessesin the practitioner's learning (such as atendency to favor left-
sde attacks over right-side ones). The character with Style Analysis receives a +2
on dl attack rolls when fighting the practitioner. The +2 wears off after one yesr.

Naturdly, there are limits to what the character can learn even at the best levels of
success. For example, he cannot learn the true identity of ateacher who is not commonly
known, though he might be able to identify a style as being the same as another
character's, thus inferring a common teacher.

Toxicology: In the hands of the ninja, proficiency in Herbaism is bent toward
knowledge of knockout drugs and poisons. A Toxicologist knows more about such drugs
than an Herbdigt with a smilar Intdligence score (hence the lack of pendty), but will not
know anything about other types of chemica compounds.

Under class: This proficiency imparts an understanding of the way the underclass—
the combination of poorer classes and crimina dements—works in asociety. The
character with this proficiency can roll an Underclass check to learn things about the
underworld of any community he vidts. The DM should assign time and check pendties
basad on culturd differences and the sengtivity of the information the character seeks.
Attempting to buy an illegd wegpon would take about an hour and result in acheck
pendty of 0 or —1. Looking for the secret hideout of the loca master of crime might take
weeks and would impose a pendty of —8 or worse.

Voice Mimicry: This proficiency, introduced in The Complete Thief's Handbook, is
the art of convincingly imitating the voices of others. It isademanding skill, requiring
intense training of the vocal cords.

A character with VVoice Mimicry proficiency can imitate any accent she has heard.
Successis automatic, but if people who themselves speek in that accent are the
character's ligeners, a proficiency roll is required (with a+2 modifier).

To imitate a Specific person's voice, the character must be familiar with that voice. A
proficiency check determinesif the imitation is detected, with modifiers based on the
listeners knowledge of the voice being mimicked. Successis certain if the listener has
never heard the origina voice. There is no modifier to fool an acquaintance of the
origina spesker, but the rall to fool afriend of the subject is pendized & —2. The pendty
is—5 to fool aclosefriend of the subject, and —7 to fool someone who has had close
contact with the person for years (a parent or Soouse).

When Voice Mimicry praficiency is used in conjunction with the Disguise
proficiency, the decison on which proficiency to check first depends on whether the
character isfirst seen or heard. If the Disguise proficiency check isrolled first and is
successful, the subsequent Voice Mimicry check receives a+5 modifier. (The listeners
have already accepted the character's appearance, so they are less likely to doubt the
voice) If the Disguise check fails, it doesn't matter how good the Voice Mimicry is. If the
Voice Mimicry check isrolled firgt and is successful, the subsequent Disguise check
receives a+1 modifier.

Water Walking: This proficiency adlows the character to correctly use mizugumo,
the specid pontoons that ninja use to walk across till water surfaces. The ninjamust
make a proficiency check each round. An unsuccessful check means the ninjafalsinto



the water with abig splash.
Martial Arts

In anorma AD&D® game campaign stting, dl characters know how to punch and
wrestle. (See the Player's Handbook, Chapter 9.)

In acampaign based in an Orientd setting, the characters do not know mere punching
and wredtling; they know martid arts.

Theserules, introduced in The Complete Fighter's Handbook, alow your character to
be proficient (or even aspecidist) in eastern-style martia arts. These ruleswork like the
exigting punching and wrestling rules, but congtitute awhole new set of maneuvers and
tactics a skilled character can use in combat.

The martid arts described here aren't any specific red-world fighting style; they'rea
combination of generic martid-arts maneuvers.

Martial Arts Results

Martia arts combat occurs when a character attacks with his bare hands, feet, or even
head. No weapons are used, athough a character holding aweagpon in only one hand can
attack with his wegpon in one round and with his martid arts skill in the next.

The damage from any bare-handed martid arts attack is broken into two parts: 25%
of the damage from the attack is norma damage; the remaining 75% is temporary
damage. (See the Player's Handbook, Chapter 9, for a discussion of temporary damage.)

A character with martid arts skill makes a normd atack roll againg the normd
Armor Class of the target. (An armored attacker suffers the pendties from Table 57:
Armor Modifiersfor Wredtling, in the Player's Handbook.)

If the attack roll is successful, consult Table 16, using the origind, unmodified die
roll to determine the martid arts maneuver accomplished. The attacker may add any
bonus for Strength to the damage done by the blow.

If, for example, the character rolls a 13 to hit, the result is avitals punch doing 2 hp
damage (plus the attacker's Strength bonus for damage).

Table 16 replacesthe Martid Arts Results Tablein The Complete Fighter's
Handbook. It is arranged so that better blows result in more damage.

Table 16: Martial Arts Results

Attack Martial Arts

Roall Maneuver = Damage
19—20 Head Kick 4
17-18 Head Punch 3
15-16 VitasKick 3
13-14 Vitds Punch 2
11-12 High Kick 2
9-10 Side Kick 2

6-8 Body Punch 1

35 Low Kick 1



1-2 Graze 0

In an Oriental campaign, do not use the "%KO" column that appears with the
equivaent tablein The Complete Fighter's Handbook. Instead, knockout chances are
covered by the Advanced Martid Arts rules under " Stunning and Incapacitating.”

Specializingin Martial Arts

Characters can specidize in martia arts by spending a weapon proficiency dot on the
skill. Ninja, shinobi, and other fighters can specidize in martid arts regardless of
restrictions on weapon specidization based on class or kit. No character is required to
oecidize in martid arts.

Note: Campaigns using the Advanced Martia Arts rules (described later) should not
as0 use these specidization rules.

A martid arts specidig gains the following benefits:

* +1 bonus to dl atack rolls with martia arts;

* +1 bonusto dl damage with martid arts;

* +1 chart bonus with dl martial arts attacks;

* One additional martid arts attack per combat round. The character may not hold
anything in either hand to gain this benefit; and

* The character may pull the attack, not causing any damage, and may aso refuseto
do the +1 hp damage bonus for specidization.

It is possible for some types of ninjaor other characters to continue to improve their
martid arts abilities beyond the vaues given previoudy. This option is available to only
angle-dass fighters, fighting-monks (from The Complete Priest's Handbook), and ninja
with the Shadow Warrior kit.

A character who continues to devote weapon proficiency dotsto martid arts after the
initid specidization gets the following benefits. For each additiond dot devoted to
martid arts, the character gains.

* +1 bonusto dl martia arts attack ralls;

* +1 bonusto dl martid arts damage; and

* +1 chart bonus with all martid arts attacks.

The chart bonus alows the character to affect the location of the attack. When a
martid arts speciaist makes an attack, he can accept the location indicated in the middle
column of Table 16, or adjust it up or down the chart by a number of lines equd to the
chart bonus. For example, if amartid arts specidigt hitswith aroll of 14, theindicated
blow isavitds punch. By using the +1 chart bonus, the martid artist can change that
blow into avitas kick for more damage, or a high kick if some other effect is desred.

Mixed Campaigns

In campaigns based around an Orientd culture, characters sart play knowing martid
arts.

In campaigns based around a more mainstream or western culture, characters Sart
play knowing punching and wrestling.

In campaigns featuring characters from amixture of backgrounds, each character



should gtart play with the type of unarmed combat appropriate to his culture. The
character, if given an opportunity, can later learn an unarmed combat style originating in
adifferent culture, and even specidizeinit.

It takes along time to learn a combat style. For game purposes, consider that it takes
ayear of average effort and devotion to learn martid arts at the basic (proficient) level
and four years of average effort and devotion (plus reaching the 4th experience leve or
above) to specidize in martid arts, the equivaent of ablack belt.

Any character can specidize in one unarmed combat style (punching, wrestling,
martia arts). Single-class warriors can speciaize in more than one.

Advanced Martial Arts (Optional)

These rules are adapted from guiddines originaly presented in Oriental Adventures.
The DM is not required to alow the use of these rules, but they can expand character
options and make for more colorful campaigns.

Prerequisitesto Learning Martial Arts

Learning an advanced martia art islike learning any other proficiency, with some
important exceptions.

Martid arts syles are powerful abilities that require the expenditure of many
proficiency dotsto learn well. It takes only one dot to learn a pecific art at itsbasic
leve, but it can take a character's entire stock of dotsto learn an art a a very advanced
leve.

A character can learn any element of an advanced martid art by expending either a
wegpon proficiency dot or anonwegpon proficiency dot onit. A character learning alot
of martid arts eements could end up spending many weapon proficiencies and
nonwegpon proficiencies on it.

A character wishing to learn advanced martid arts must first know basic martid arts.
Characters originating in an Orientd culture are assumed to have proficiency in basic
martia arts, but foreigners must spend a proficiency dot to learn basic martia arts before
entering advanced study.

Once that condition is met, the character must find a master to study under. A ninja
recaives training from childhood in the clan's specid maneuvers and weapons but must
seek out amadgter on hisown if he desires to go beyond his clan's specidties. A Lone
Wolf ninjawho desires further training must o find a magter to study with.

Finding a Master

Finding amaster is not necessarily an easy task. Many masters regard their skills as
valuable secrets to be taught to only a select few. Many a style has disappeared because
the master refused to reved hisart. Most masters do not advertise or even display their
kill. They fed that to do so would be proud and boastful, characterigtics that are
undesrable in amaster (and, incidentally, may incur the wrath of the gods). For many,
the ultimate god of training isto avoid having to use ongs kills. Others fed that their art
can be learned only in the most tranquil and secluded surroundings, deep in mountain



forests and the like. Such men seldom appear in civilized lands.

Politics are another reason masters can be hard to find. Conquered peoples may be
forbidden to practice their artslest they become troublesome and rebellious. Powerful
temples (often the center of such training) may be destroyed by nervous emperors,
warlords, or daimyaos. The master and his students are forced to scatter with the winds
and many disappear without atrace. In such cases, they may join or form secret societies,
clandestindy meeting on rare occasionsto train.

Not al masters are such recluses, or the skills of martid arts would long since have
died away. A large town or city may have a school run by amagter. If his skill iswell
known, potential studentswill travel great distances to study under him. As characters
adventure in the campaign, they will undoubtedly hear of these schools or may even learn
the whereabouts of one of the more secretive masters of the martid arts.

Training Under the Master

After acharacter has been accepted by amaster, the DM should determine the depth
of the master's knowledge of hissyle.

Basics: A master automaticaly knows the basics of his style (which provide the
Armor Class and other basic eements).

Maneuvers: The DM determines how many specia maneuvers are availablein the
syle (see Table 16) and rolls the smdlest die that is equa to or greater than this number.
The reault isthe number of maneuvers the magter is proficient in. Masters are under the
same redtriction as characters for the order in which they learn specid maneuvers, as
discussed |ater.

Weapons: The DM determines how many weapons (if any) are used by the style,
then rallsthe smdlest die that is equa to or greater than this number. (If the style uses
five weapons, the DM rolls 1d6.) The number rolled is the number of style weapons the
master is proficient in (and can teach).

Once these facts are determined, the master's abilities are known, and these are the
only things the master can teach. The master never increases in knowledge unless the DM
rules that specid circumstances dictate otherwise,

Learning the Style

Once the character has been accepted by amaster, he must remain and study under
him for a least one month.

At the end of thistime, the character pends one proficiency dot and gains the basics
of the style (Armor Class, number of attacks, and basic damage). He does not gain any of
the specia maneuvers or wegpons that may be taught by the style.

After theinitid month's training, the character does not need to remain with the
magter congantly; heisfreeto travel and adventure. However, he mugt practice his style
for at least one hour a day and must spend an average of six hours per week working with
his master. There can be some variance in his schedule, so long as the character spends
24 hours of study with his master per month. Characters who do not fulfill this obligation
cannot add specia maneuvers and wespons.

To learn the special maneuvers and weapons of a particular style, the character must



spend additiona proficiency dots. For each proficiency dot expended, the character can
add one specid maneuver or wegpon proficiency from the style. This does not mean the
character instantly knows how to perform the maneuver or use the wespon, but assumes
that he has been practicing prior to gaining the maneuver or wegpon proficiency.

No more than two proficiency dots can be expended on asingle martid arts style per
experience levd.

Specid maneuvers must be learned in order of difficulty. All difficulty 1 maneuvers
(see Table 19) must be learned before the character can progress to difficulty 2
maneuvers, and so forth.

When a character has learned al the knowledge the master possesses, thereis no
point in continuing to study under this master. The character can now go off in search of
another master—one who knows more about the style or one who teaches a different

syle.
Pre-Campaign L earning

The DM can dlow the character to have learned some advanced martia arts before
entering play in the campaign.

In such acase, the DM dlowsthe player to purchase those dements of the martia art
hewill dlow at the sart of play. However, whatever the character buysisthe limit of
what his master could teach him. Once the character enters play, he will haveto find a
new maser if he wants to further his martid artstraining.

Multiple Styles

Player characters can learn more than one style of martid arts a atime. This requires
the character to find more than one master, have sufficient available proficiency dots,
and possess great dedication.

When fighting, the character with multiple styles can change his style from round to
round. When using one style, he gains dl the abilities he possesses of that style, but no
abilities of any other style he knows. He can use only the specid maneuvers of the Syle
heis currently usng (unlessthey are specid bonuses that are congtantly in effect).

Style Characteristics

Under these rules, the martia arts are classified by six different characteridtics. Items
1-4 are called the basics.
1. Number of Attacks
2. Damage
3. Armor Class
4. Principa Attack Form
5. Specid Maneuvers
6. Allowed Weapons

A combination of these six characterigticsis cdled a syle. There can be as many
gyles as there are possible combinations of these eements. Each style is different and
must be learned separately.



Styles are often given descriptive or poetic names, based on how the style works, its
gppearance when used, or the source of itsingpiration. There are anima names (Snake
Style, Monkey Style, Tiger Style, etc.), poetic names (Eight Drunken Fairies), and
descriptive names (Empty Hand, Springing Legs, Nine Fds, €c.).

In addition, styles are identified by the way they are used. Some are highly defensive,
relying on the inner power of the user to overcome the opponent. Others are aggressive,
stressing form and channeled power in hard and sudden attacks.

Table 17 lists some common styles and thelr characteridtics.

Explanation of the Chart

#AT: Add this bonus to the character's number of attacks per round when using this
martia arts syle—but only unarmed. If the character uses the style with awespon, he
receives only his normal number of attacks per round.

Dmg: Thisisthe base damage done when using the style unarmed.

AC Mod: Add this bonus to the character's Armor Class when using the style. The
bonus applies whether or not the character wears armor. It represents his ability to dodge
and block attacks that someone with lesser training cannot counter. In some
circumstances, however, the AC bonus doesn't help; see "Unarmed vs. Armor” later this
chapter.

Principal Attack: Thisisthe usud atack form of the style. When the Principa
Attack of the styleis"foot," a mgority of attacks made with the style will be kicks.
However, the style may include any other sort of attack.

Special Maneuver s. These special maneuvers, described later, are associated with
the style. Each specid maneuver costs one wegpon proficiency dot to learn.

Weapons Allowed: The listed wegpons may be used in combination with the specid
maneuvers of the syle. For example, if akarate practitioner knows the iron fist maneuver
and has knowledge of kama use, he can perform theiron fist maneuver with his kama. It
costs one wegpon proficiency dot to learn to use one entire tight group of alowed
wegpons with the special maneuvers of amartia arts style.

Table 17: Common Martial Arts Styles

AC  Principa Special Weapons

Allowed
Name #AT Dmg Mod Attack Maneuvers (Tight
Groups)
Aikijutsu +1 Ipt -3 Body Lock 1,2,3 Staves

Block 1,2,34 Fencing
Blades, Orienta

Movement 1,3 Blades,
Medium Blades

Throw 1,2,34

Mental 1,2,3,4,5

Atemi +1 ld4 -1 Hand/Foot Block 1,2 Clubbing



Weapons, Staves

Jujutsu +1 1d2 -2 Body
Blades, Orienta

Medium Blades

Karate +1 1d4 -1 Hand
Weagpons

Kung fu +1 1d3 -2 Hand

Group of Mdee

Ninjutsu +1 ld2 -2 Legs
Oriental

Chain Wegpons,

Wegpons

Sumo +1 ld2 -2 Hand

Tee Kwon Do +1 1d4 -1 Foot
Blades, Staves,

Wesapons

Movement 1

Push 3

Strike 1

Vitd Areal1,2,3

Lock 1,2,3,4 Fencing

Throw 1,2,3,4 Blades,

Movement 1,3

Vitd Areal,2

Mentd 1,2,3

Strike 1,2,3 Karate

Kick 1

Block 1,2

Movement 1

Mentd 14

Lock 1 Any Tight

Strike 1,2 Weapons
Kick 2

Block 1,2,3,4

Mentd 4,6

Kick 1,3 Short Blades,

Lock 1,3 Blades,
Movement 1,2,4 Rope

Strike 1

Throw 1,2

Block 1,3,4

Mentd 2,4

Lock 2 None
Movement 3

Push 1,2

Throw 1,3

Block 1

Kick 1,2,3 Medium

Strike 1 Clubbing
Throw 4

Block 1,2
Movement 4



Explanation of the Styles

All the sylesliged in Table 17 are red-world martid arts.

Aikijutsu: This Japanese style dates back severd centuries; it is one of the
foundations of modern akido. Though it includes more aggressive blows and techniques
than aikido, it is gill more a defengve than offensve style, principaly concerned with
throws and evasion. In some schools, sword and staff techniques are taught.

Atemi: Thisart was derived from the much older Chinese ch'uan-fa arts by the
warrior caste of Japan. A technique for attacking vitd points of the opponent, its
usefulness faded as the Japanese sword arts developed. To the modern martid arts
student, "atemi” isageneric term for certain types of blows.

Jujutsu: This art was systemized from earlier fighting styles in the sixteenth century.
Though the modern form, judo, is principdly thought of as awrestling art, older jujutsu
forms included more dtrikes, chokes, and even wegpon techniques. It was afall-back art
for the warrior temporarily separated from his principa weapons.

Karate: This syle, under the name of te ("hand"), was developed in Okinawa over a
period of many centuries. This process was accelerated after the 17th-century conquest of
Okinawa by Japan and subsequent laws banning wegpons and martid arts. Te's
development incorporated use of ordinary farming implements, such as the threshing
nunchaku and scythelike kama, which were not banned. Karate ("empty hand") was not
popularized in Japan until the 20th century, but it is not too much of a stretch to assume
that a Japan-like fantasy culture will have ayle like karate.

Kung fu: Sysemized study of the fighting arts dates back into the mists of history in
China, but legend attributes much of the origin of Chinese martid arts to Bodhidharma, a
Buddhist monk from India. In the Sixth century of the common erg, it is said, he cameto
Shao-lin temple in Chinaand taught his Indian style of boxing, which became the basis
for many of the kung fu syles.

Ninjutsu: The martid art style of the ninjadeveloped gradudly in pardld to the
ninjas espionage art. It is a deceptive style with hard and soft dements, astylein which it
is as important to be able to throw down an opponent and run away asit isto damage
him. A character proficient in Style Analys's can make a nonweapon proficiency check to
determine that aninjais using ninjutsu. It is therefore useful for a practitioner of ninjutsu
aso to know some other style, such askarate, at least at abasic level. That way, if forced
into unarmed combat when in the presence of friends who are not ninja, the ninja
character islesslikely to give himsdf away.

Sumo: One of the most ancient forms of Japanese combat, sumo wrestling's origins
vanish into Japanese mythology. Legend attributes the first sumo meatch to afight
between amortd hero and ademigod. A more historical account describes atype of
sumo match taking place in thefirgt century of the common era. Though the god of
modern sumo cals for the opponentsto try to push one another out of aring, older forms
included hand gtrikes, kicks, and head butts. The modern form still includes a painful and
distracting dagpping technique.

Tae Kwon Do: This Korean martid art was origindly derived from Chinese
techniques and systemized in the seventh century of the modern era. It isahard style,



emphasizing punching and kicking.

Naturdly, it isagross oversmplification to lump al styles of kung fu, or karate, or
most of the other styles described here under one set of maneuvers. A DM who knows
enough about amartid arts style to object to the way it has been presented hereisfree to
develop his own st of guidelines for it, using the rules presented next.

Creating a New Style: Basics

In addition to the styles listed previoudy, the DM can create new stylesfor usein his
campaign. These should be styles unique to the campaign world—some common, some
mysterious and little known.

The DM creates a Syle by choosing its genera characteritics, specid maneuvers,
and allowed weapons.

Hard, Soft, or Har d/Soft

The DM firgt decides whether the styleis hard, soft, or a combination of the two.

Hard styles emphasize the use of the muscles and bones for power. They usualy use
direct movements and are generaly offengve, stressng the attack.

Soft styles rely more on the inner power of the character to provide the necessary
energy, athough they too require conditioning of the muscles. Their movements are more
fluid and circular and are generdly considered more defensve. These movements divert
the attacker, using his own force againgt him, responding only after the enemy has
committed himsdf. The training is more mentaly oriented, showing the student how to
focus and use hisinner power.

Styles that combine both hard and soft aspects attempt to use the best practices from
each. Circular and gentle defensve movements are combined with swift and direct
attacks. Physcd training is badanced with mentd training.

Principal Method

Next, the DM must choose the principa method, the fighting method mast commonly
used by the style. When a character attacks, he uses the principa method of the style
more often than not.

Each principal method describes the most common means of attack. Those with
kicking method use many kicks, those with throwing rely on grappling and leverage, etc.

However, every style incorporates moves from other methods, because reliance on a
sngle form would certainly mean defest.

Martial Style Combinations (Basics)

Table 18 ligs dl the different choices avalable for cresting the basics of adyle. As
the DM makes selections, his choices determine the Armor Class, number of attacks,
damage, and principd attack form used most commonly by the style.

Table 18: Martial Style Combinations



Form #AT Mod AC Mod Dmg Mod

Hard +1 -1 2
Soft +1 -3 0
Hard/Soft +1 -2 1
Principal Dmg Principal

Method M od Attack

Block 1 Hand

Kick 2 Foot

Lock 1 Body

Movement 1 Legs

Push 1 Hand

Strike 2 Hand

Throw 1 Body

Vital Area 2 Hand/Foot
Weapon By Weapon  Hand/Arm

Form/Principal Method: The DM must select one form and one principa method
for eech style.

#AT Mod: All martid arts styles add 1 to the number of attacks per round the
character can perform when fighting unarmed. If he uses the martid arts sylewith a
wespon, he receives only his usual number of attacks.

AC Mod: Add thismodifier to the character's Armor Class.

Dmg Mod: Tota the Dmg Mod from the form and the principal method. Round this
number up to the nearest die Sze used in the game. Thus, atotal Dmg Mod of 5 equals
1d6; atotd of 4 equals 1d4. Thisdieroll condtitutes the basic amount of damage done
when fighting unarmed in the tyle.

Principal Attack: This part of the body is most commonly used with the listed
principal method. Kicking relies on the feet, while throwing makes use of the whole
body. So long as a character has the listed body part unbound or free to move, the
character can gill attack effectively with that principal method.

Examplesof Martial Arts
The basics of the martid arts described earlier were built this way:
Aikijutsu: Soft: #AT +1, AC -3, Dmg Mod 0). Throw: Dmg Mod 1, Body.
Atemi: Hard: #AT +1, AC -1, Dmg Mod 2. Vita Areac Dmg Mod 2, Hand/Foot.
Jujutsu: Hard/Soft: #AT +1, AC —2, Dmg Mod 1. Lock: Dmg Mod 1, Body.
Karate: Hard: #AT +1, AC—1, Dmg Mod 2). Strike: Dmg Mod 2, Hand.
Kung fu: Hard/Soft: #AT +1, AC —2, Dmg Mod 1. Strike: Dmg Mod 2, Hand.
Ninjutsu: Hard/Soft: #AT +1, AC —2, Dmg Mod 1. Movement: Dmg Mod 1, Legs.
Sumo Wrestling: Hard/Soft: #AT +1, AC —2, Dmg Mod 1. Push: Dmg Mod 1, Hand.
Tae Kwon Do: Hard: #AT +1, AC -1, Dmg Mod 2. Kick: Dmg Mod 2, Foot.

Creating a New Style: Weapons



Most styles incorporate the use of melee wegpons. However, not adl stylesuse dl
wegpons. The wegpons that can be used with astyle are listed in the "Weapons Allowed"
section of Table 17.

In order to use awegpon with amartia arts style, a character must spend aweapon
proficiency dot on the tight group that includes that wegpon. Earlier, the character must
have spent adot for proficiency with the wegpon if he wants use the wegpon tight group
with hismartid arts style.

When the character spends his proficiency dot to use the tight group of weapons with
his style, he can use any wesgpon he knows from the group with any special maneuver
that permitsit. The description of each specid maneuver indicates the weapons that can
be used with that maneuver

When the character uses a weapon with a specia maneuver, he may choose whether
he uses the damage for the maneuver or the damage for the weapon. Normally he chooses
the one that is higher. In addition, he recelves any benefits from the speciad maneuver.
Additiondly, on the rare occasons when it matters, the character using awegpon with his
martid arts style gains any benefits arisng from the sze of the wegpon and may suffer
pendties for the speed factor of the weapon.

The specid maneuvers listed under "Principad Method: Wegpon™ can be used only
with weapons.

Creating a New Style: Special Maneuvers

Specid maneuvers are actions and abilities that require intensive study and skill to
learn. In return, they give the user greater-than-normd results. Some maneuvers are
actions that the character can attempt during the course of afight (flying kick, one finger
push, etc.). Others are congtant abilities that, once learned, are dwaysin effect (ironskin,
blind-fighting, etc.).

Combat manewers arerisky; failure often leaves the character in an exposed or
dangerous position. A combat maneuver cogts the character one or more of his attacks for
the melee round. A movement maneuver counts as movement, preventing the character
from making any attack that round (unless the maneuver notes otherwise).

Table 19: Special Maneuvers

Maneuver Effects
Principal Method: Block
1. Basic Parry Blocks 1 melee attack
2. Parry All Costs 2 attacks; blocks al melee attacks
3. Grappling Block Blocks 1 melee attack; pins wegpon
4. Arrow Parry Codts 2 attacks, blocks al missile attacks
Principal Method: Kick
1. Circle Kick Add 1d2 hp to basic damage
2. Hying Kick Leap; add 1d4 hp to basic damage
3. Backward Kick Kick person behind; basic damage

Principal Method: L ock



1. Choke Hold
2. Locking Block
3. Incapacitator
4. Immohbilizing
Principal Method: M ovement
1. Feint
2. Prone Fighting
3. Immovability
4. Leap
5. Speed
6. Slow Resistance
Principal Method: Push
1. Concentrated Push
2. Sticking Touch
3. One Finger Push
Principal Method: Strike
1. IronFgt
2. Crushing Blow
3. Eagle Claw
Principal Method: Throw
1. Al
2. Ingtant Stand
3. Hurl
4. Great Throw
Principal Method: Vital Area
1. Pain Touch
2. Stunning Touch
3. Pardyzing Touch
4. Distance Death
range
Principal Method: Weapon
1. Weapon Breaker
2. Sted Cloth
Mental and Physical Training
1. Meditation
2. All-Around Sight
3. Mentd Resistance
4. Ch'i Attacks
5. Blind Fighting
6. Ironskin
7. Levitation Foat

Principal Method Lists

Takes +1 round; victim passes out

Pins weaporvlimb; +4 to hit with other attacks
Add 1d4 hp to basic damage; limb usdless
Vidim immobilized

Cogts extra attack; +3 to hit

Suffer no knedl/sit/prone pendties
Save vs. pardyzation to not budge
Lesp great distances

Check Dexterity; result/4 extra attacks
Immune to dow spdls

Push foe 1/level; knockdown if push over 3
While touching, +2 to hit, -2 to AC
Concentrated push a range

1d6 hp damage plus Strength bonuses with blows
Break inanimate objects, 1 attack/round
1d8 hp damage plus Strength bonuses; 1 attack/round

Take hdf damage from fdls

Stand quickly (negates 1-round pendty)
Throw target 1d4'; add 1d4 hp damage
Throw target 1/level; x2 base damage

Vidim -2 to hit, +2 to AC, for 1d3 rounds

Save or be stunned for 1d4 rounds

Save a —2 or be pardyzed for 2d4 rounds

Pain, sunning, pardyzation, or X2 base damage a

Automatically bresks normd wegpons
Widd 6-10 cloth as norma spear

1 hour meditation=2 hours deep
Aware of attacks from al around

+2 on saving throws againgt mentd attacks
Can hit asif amagica weapon
Only —1 when fighting in darkness
—2 to AC when not wearing armor
5'/round/experience level

Each specid maneuver belongsto alist corresponding to one of the principa methods
of fighting. For example, the principa method Kick has one set of specia maneuvers,



whilethat of Wegpons has another.

In addition to the maneuvers grouped under the principad method, there isthe
additiona category of Mentd and Physica Training. These specid maneuvers can be
learned in any gyle through the practice and discipline of the training.

Number of Maneuversin a Style

The DM determines the number of specid maneuvers taught by the style. He can
choose any maneuver from any of the lists, with one regtriction: There cannot be more
maneuvers from any ligt than there are from the list corresponding to the principa
method of the style,

There should be no fewer than Six specid maneuversin amartia arts style, and more
than 15 is not recommended; the style becomes too unwieldy and characters have little
chance of learning a mgority of the specia maneuvers.

When choosing maneuvers from one of the principad method lists, the DM does not
have to choose a consecutive sequence starting at the #1 maneuver and progressng
numericaly from there. For example, when choosing from the Mental and Physicd
Training group, he might choose #1, #3, #5, and #6 for his martid arts style.

Order of Learning Maneuvers

The specid maneuvers of each method are ranked according to the difficulty of each
maneuver. The lower the number of the manewer, the easier it isto learn and execute.

Characters must learn available maneuvers from a principa method list in the order in
which they are presented.

Example: Kazuhiro is studying ninjutsu, which incorporates the special maneuvers Kick
1 (circle kick) and Kick 3 (backward kick). Before learning the backward kick, Kaz must
learn the circle kick. (He does not have to learn Kick 2, the flying kick, and cannot learn
it, unless he studies a different martial arts that includes this maneuver.)

Thisredriction il dlows characters learning the same martid art to develop very
persond, individua forms of the art.

For example, Akira has decided to concentrate on the principa method of ninjutsu,
learning dl the movement maneuvers before learning anything dse.

Koichi, however decidesto learn dl the basicsfirdt, picking up the maneuvers rated
"1" before progressing on to any rated "2." Koichi will not have the movement expertise
of Akirabut will have amuch better grounding in the overdl art.

Principal Method: Block

Basic Parry: The basic parry maneuver prevents melee attacks from hitting the
martid artist. It does not work againgt missile attacks.

A character can perform the basic parry if he has not used both his martid arts attacks
for that round. Even if his opponent has initiative, the martia artist can announce that he's
using one of his atacksto parry. The martid artist rolls an attack against his opponent,
taking into account al norma adjustments to his opponent's AC and the "Unarmed vs.



Armor" conditions described later this chapter. If the attack hits, the martid artist has
parried the first blow struck at him this round by his opponent.

When the Attack Roll Fails: Theincoming attack hits.

Weapons Allowed: Any. Charactersusing sal or jitte weapons receive a+2 bonus to
hit with the basic parry maneuver.

Parry All: The parry dl maneuver isamore advanced form of the basic parry. It
requires two of the character's attacks for the round (the total number of attacks for most
characters). With this expenditure, the martid artist getsto roll ablock againgt every
melee attack aimed at her this round, so long as sheis aware of the attacks. She makesa
separae attack roll against each oncoming blow.

When the Attack Roll Fails: The opponent's blow hits.

Weapons Allowed: Any. Characters using sa or jitte wegpons receive a +2 bonus to
hit with the parry dl maneuver.

Grappling Block: With this advanced maneuver, the martid artist parriesan
incoming wegpon attack and is able to grab the weapon, making it harder for the attacker
to useit againg him. If the martid artist is unarmed, the grappling block requires both his
hands to perform; if he is armed, it requires his wegpon hand.

The grappling block takes one of the martid artigt's attacks, just like the basic parry.

If it is successful, the martid artist and the attacker both have a grip on the wegpon. The
grip is never adangerous one for the martia artist. For example, the grappling block
dlows the unarmed martid artist to clap the blade of a sword-wielding opponent between
his pdms, preventing it from griking.

In order to drike the martia artist with the weapon, the attacker must get it free. To
do this, the attacker rolls 1d20 and compares the number rolled to his Strength score. I
the attacker succeeds in his Strength check, he recovers his wegpon. If he loses hisroll by
4 or more, heloses his weapon (it is now in the martid artis's hand). Any other result
leaves the two combatants till grappling for the weapon. The attacker may make as
many Strength checks per round as he has attacks available, and can release the weapon
voluntarily & any time.

The martid artist can make further attacks on his opponent with a+2 to his chance to
hit, if the grappling block maneuver hasleft his principa body part free to make the
attack. For example, if he used a chain to catch his opponent's attack, and his principa
attack method isthe kick, he can attack with aleg. But if he used atwo-handed sword to
catch his opponent's attack and his principa attack method isafist strike, he has no hands
free to attack. Additiondly, any other character making an attack against either of the two
combatants grappling for the weapon gets +2 to hit.

When the Attack Roll Fails: The martid artist has managed to foul his own wegpon
on that of his opponent. If his opponent can then make anormd attack roll againgt him—
requiring no time and not cogting him an attack—the opponent yanks his weapon free,
leaving the character disarmed.

Weapons Allowed: Any. Characters using chain or rope weapons receive a+2 bonus
to hit with the grappling block maneuver.

Arrow Parry: With this maneuver, the martid artist is able to parry thrown and
missile weapons. This maneuver requires two attacks for the round and appliesto al
attacks that the martial artist is aware of.

When the Attack Roll Fails: The weapon dtrikes the martia artist.



Weapons Allowed: Any. Characters using shields receive a +2 bonus to hit with the
arrow parry maneuve.

Principal Method: Kick

CircleKick: In this dramatic kick, the attacker builds up power and momentum by
spinning in acomplete circle before landing the kick (usualy on the upper body). The
maneuver can aso be performed as a snap or thrust kick.

A successful kick (requiring anorma attack roll) adds 1d2 hp to the character's
norma martid arts damage.

When the Attack Roll Fails: Asshetriesto recover his balance, the martid artist
loses the next attack she would ordinarily be dlowed. Her Armor Class isworsened by 2
points until the next round.

Weapons Allowed: None.

Flying Kick: This spectacular kick requires at least 5 feet of running space. The
character legps high into the air (46 feet upward, 5-12 feet forward) and leads with a
powerful kick to the head or upper body. If the kick connects, the character adds 1d4 hp
to the norma martid arts damage.

When the Attack Roll Fails: The attacker fdls to the ground adjacent to the intended
target and must spend one round getting back to his feet (unless he knows the prone
fighting or ingant sland maneuvers).

Weapons Allowed: None.

Backward Kick: This seemingly innocuous kick is extremely difficult to megter. The
character attempts anormal attack at any creature directly behind him, ether kicking his
foot forward and straight up (like a Radio City Music Hall Rockette), with histoe ending
up behind his own head to connect with the enemy, or lashing out straight backward. He
does not have to turn around and face his attacker. The kick does norma damage.

When the Attack Roll Fails: The attacker suffersno ill effects.

Weapons Allowed: None.

Principal Method: L ock

Locking isthe art of gripping an opponent in away that prevents him from acting:
twigting an arm <o the joint is locked, applying pressure to choke off bresthing and blood
flow, €tc.

Choke Hold: This maneuver teaches the correct way of gpplying pressure to render
an opponent unconscious. To initiate a choke hold, the martid artist must make a
successtul attack roll. For the maneuver to work asintended, the martid artist must
maintain the choke hold until the end of the next melee round. During that time he can
take no other action and cannot attack again; he is entirely occupied in gripping and
holding his opponent. The opponent can attempt to escape by making a successful attack
roll with a—2 penalty. The escape attempt can be tried as many times as the opponent has
attacks for the round.

If the opponent fails to escape, he falls unconscious at the end of that round and
remains unconscious for 1d3 rounds. During the time the choke hold isin effect, the
opponent cannot cry out for help or cast spells requiring verbal components.

When the Attack Roll Fails: The attacker suffersnoill effects.

Weapons Allowed: Chain weapons, rope weapons, lash wegpons, axes (using shafts),



clubbing wegpons, flals, karate wegpons (using shafts), picks (using shafts), sickles,
dtaves, bladed poles (using shafts), and spears (using shafts) tight groups.

L ocking Block: Thisaction can be attempted instead of anormal attack. It can be
used againgt unarmed fighters or atackers using melee weapons.

The martid artist makes anorma attack roll. If successful, the attacker has trapped
her opponent's wesgpon, arm, or leg in a scissors arm-lock; the trapped eement cannot be
used to make attacks. In addition, so long as the opponent is so trapped, the attacker can
make other atacks (using the feet only) with a+4 to her chance to hit. The opponent can
break the lock by expending an attack and making a normd attack roll for success. This
attempt to break free does no damage. The locking block maneuver aso causes no
damage.

When the Attack Roll Fails: When used againgt an unarmed opponent, an
unsuccessful locking block causes no il effects except for the loss of an attack. However,
when used againgt awegpon, an unsuccessful locking block results in damage to the
martid artist: In attempting to make the block, the character is hit by the wegpon. She
takes norma damage for the wegpon, not modified by the Strength bonus of the weapon
wielder.

Weapons Allowed: medium blades, orienta blades, short blades, chain weapons,
rope weagpons, lash weapons, axes, clubbing weapons, flails, karate weapons, picks,
sickles, staves, and spears tight groups. Characters using sai or jitte wegpons receive a +2
bonus to hit with the locking block maneuver.

I ncapacitator: By gripping the opponent and twigting his joints, the martid artist can
render one finger, arm, or leg usdessfor 24 hours and cause 1d4 hp damage in addition
to his normd martid arts damage.

If the incapacitator's attack roll is successful, the maneuver does the damage noted
above and the opponent must make a saving throw vs. paralyzation. If hefailsthe saving
throw, the appropriate limb is rendered usdess. If he makes the saving throw, the damage
remains but there is no paralyss.

Application of acure wounds or remove paralyss spell will diminate the pardyzing
effects of this attack.

When the Attack Roll Fails: The martid artigt suffersno ill effects.

Weapons Allowed: chain wegpons, rope wegpons, lash weapons, clubbing weapons,
karate weapons, staves, and spears (using shaft) tight groups.

Immobilizing: With one hand the martid artist grips and holds an opponent in such a
way that the opponent cannot take any action. The martid artist is still able to make
attacks (using ether hisfeet or his other hand), and even apply an immohilizing lock on
another opponent. A successful attack roll must be made to initiate the immohbilization,
but the attack does no damage. Immobilized characters can attempt to escape by spending
amelee attack to break the hold. However, the chance of successis modified by —6 to the
dierall.

When the Attack Roll Fails: The martid artist suffers a—4 modifier on his next
attack.

Weapons Allowed: chain weagpons, rope wegpons, and lash weapons tight groups.

Principal Method: Movement
This method requires training to control and position the martia artist's own body—



posture, stance, and reflexes. From this method, students learn the importance of speed,
sudden changes of direction, and footwork. It is seldom very offensive, but when
combined with other styles creates a dangerous and deedly fighter.

Feint: The martid artist begins an atack in one direction and at the last moment
changes it to another direction. Or he begins an attack but does not follow through, in
order to draw his opponent off balance or make the opponent commit to afutile defense.

The martid artist makes aregular attack but adds the feint, which costs an extra
attack and giveshim a+3 to hit.

When the Attack Roll Fails: The martid artis's attack does not hit, but he suffers no
other ill effects.

Weapons Allowed: Any.

Prone Fighting: Prepared for any circumstance, the martid artist who knows this
gpecid maneuver is able to fight effectively even Stting, knedling, prone, or supine. This
gpecid maneuver requires no time and is dways in effect; it goplies any time the
character is knocked from her feet or fals down. However, the character can perform no
other special maneuver (except ingtant stand) when on the ground. She can Hill use her
wegpons and the basic damage from her martid arts style, and suffers no Armor Class
pendty for being on the ground.

A character without this skill who fights from the ground is eesier to hit than a
gtanding character. Attacks againgt aknedling character receive a+1 to hit; againg a
Stting character, +2 to hit; againgt a character who isflat on the ground, +4 to hit. The
character who is down suffers equivaent pendties to hit when attacking someone who is
sanding: —1 to hit if the attacker iskneding, —2 if heis gtting, -4 if heislying flat. The
character who knows prone fighting suffers none of these pendlties.

Weapons Allowed: Any. Fighters are even trained to use two-handed and long
wespons effectively from positions on the ground.

Immovability: By carefully positioning his feet and learning to tense and relax
various muscles, the martid artist can avoid being knocked down, lifted, or thrown off
his feet. Any time an attack would result in one of these consequences, the character is
automaticaly alowed asaving throw vs. pardyzation. If the save is successful, the
character remains standing.

Weapons Allowed: Any. The character usng immovability does not attack with
these wegpons, but uses them to brace himsdlf. They confer no bonusto his
immovability.

Leap: The matid atis is adle to perform extraordinary feets of springing and
legping by channding his chi, or inner power, mentally making himsdlf aslight asa
feather.

From a standing start, the character can legp 4 feet into the air and 3 feet forward,
plus 1 foot up and forward for each experience leve the character possesses. (Thusa
10th-leve character with this specid maneuver could legp 14 feet into the air and 13 feet
forward.) He can dso flip in midair to automaticaly change his facing.

Standing-start legps do not take an entire melee round, costing instead only one attack
alowed during the round. Thus a character could flip over an opponent, land behind him,
and execute an atack from the rear with his next melee attack.

From arunning start, the character can legp 8 feet upward and 10 feet forward plus 1
foot up and forward for each experience level the character possesses. The character must



have room to run at least 10 feet before making such aleap.

With either a standing start or running start legp, the character must make a norma
attack roll vs. AC 10 to land safdly. If theroll is successful, the legp is successtul.

When the Attack Roll Fails: The character legps the full distance but falsto the
ground on landing. See the prone fighting maneuver described earlier for pendtiesto
fighting from the ground.

Weapons Allowed: The character can carry any weagpon when using the leap
maneuver.

Speed: The martid artist has developed lightning-fast reflexes and powerful muscles.
Once per day, the character can make a Dexterity check. For every four points by which
she makes the rall (round fractions to the nearest whole number), she receives one extra
attack, which may be used with weapons or martid arts. Such extra attacks last only one
round.

Example: Tamako has the speed ability and a Dexterity score of 13. In the midst of a
deadly battle, she makes a Dexterity check and rolls a 4. Her check succeeds by 9 points.
The result (rounded) of 9 divided by 4 is 2. In this round only, Tamako gets two extra
attacks.

This specid maneuver is difficult and tiring. Once the bettle is done, the martid artist
must rest one turn per extra atack she has made, or be reduced to half her normal
movement until sheisableto rest.

Weapons Allowed: Any.

Slow Resistance: Having developed his body and disciplined his mind, the martia
atig is autometicaly immune to dow effects. This condition isin effect dl thetime; it
does not have to be activated like a combat maneuver.

Weapons Allowed: Not applicable.

Principal Method: Push
Pushing is a soft form of combet, relying on the character's understanding of the
forces of motion. Many pushing techniques turn the opponent's own force againg him,
deflecting his atack, throwing him off baance, or knocking him backward with asingle
touch. Learning this art takes great mental discipline but does not require great strength.
Concentrated Push: The character focuses hisinner energy into his hands, giving
great results even from a gentle push. On a successful attack roll, the opponent is
knocked back 1 foot per level of the martia artist. If the distance is greater than 3 fe<t,
the opponent must make a successful saving throw vs. paralyzation to remain on his feet.
If the opponent hits asolid object, he suffers damage asif he had fdlen the same
distance. Those who know the immovability maneuver canresist being knocked back.
When the Attack Roll Fails: For the remainder of the round, dl of the martid artist's
opponents get a+2 bonus to their attack rolls.
Weapons Allowed: clubbing wegpons, staves, bladed poles (using shaft), pole spears
(usng shaft), and spears (using shaft) tight groups.
Sticking Touch: The martid artist has 0 atuned her sense of touch that by lightly
placing her hand on an opponent she can follow that person's every move. A norma
attack roll must be made, and the touch does no damage. However, so long asthe martia



atist remainsin contact, she gains +2 on al subsequent attack rolls and her Armor Class
improves by 2, because sheis able to fed the impending moves of her opponent before
they happen.

The touch can be broken only by the opponent moving in away or at a speed beyond
the abilities of the character. Thus, an opponent who knows the legp maneuver can useiit
to bresk contact. However, if both combatants know that maneuver, the martia artist can
automaticaly choose to legp at the same time as her opponent, keeping the contact
unbroken (unless the opponent's legp is longer than the character's).

When the Attack Roll Fails: The touch does not "stick.”

Weapons Allowed: None; thisis an unarmed maneuver only.

OneFinger Push: Thisskill requires long and difficult practice. It is sad thet the
sudent first learns to push a suspended heavy bell with the touch of asingle finger. He
concentrates then on touching it more and more lightly while making the bell swing even
more. Findly, he reaches the point where he can make the bell move without actualy
touching it. Hisinner power extends out from his finger and pushes the bell. At this point
he has magtered the one finger push.

Onefinger push givesthe martid artist the power of concentrated push without
having to touch the target. The character Smply concentrates and points hisfinger a the
opponent. The range is equd to 1 foot per character experience level. One finger push
requires great concentration and isthe only action that can be taken in the melee round
regardless of the number of attacks the character can normaly make. A normd attack rall
must be made. If successful, the opponent is affected as if hit by a concentrated push.

When the Attack Rall Fails: The onefinger push does not take effect.

Weapons Allowed: None; thisis an unarmed maneuver only.

Principal Method: Strike

Iron Fist: Through various toughening exercises, the martid artist hardens his hands
s0 much that they fed like stedl. The character does 1d6 hp damage from each attack
(plus bonuses for Strength) if the principa attack uses the hands. If the principd attack is
not the hands, the character does 1d6 hp damage on only one attack per melee round.

When the Attack Roll Fails: The blow does not land.

Weapons Allowed: Any melee wegpon.

Crushing Blow: The martia artist is able to shatter or break hard objects-wood,
ceramics, and masonry, but not metal—with ablow of the hand. The character can break
ahdf-inch of wood or aquarter-inch of brittle stone per experience level. The DM can
modify this based on the shape, hardness, and age of the object. If used against aliving
target, the character causes norma damage plus hit points equd to haf his experience
levd (rounded down); Strength damage bonuses do not apply. (Example: An 11th-level
character who normally does 1d4 hp damage with his martial arts attack would do
1d4+5 hp damage per crushing blow.)

The crushing blow requires great concentration and is the only action the character
can takein around regardless of the number of attacks normally dlowed. In al casesa
normal attack roll must be made. The DM must determine the number needed to hit a
gtationary object (assigning AC based on its hardness).

When the Attack Roll Fails: If the martid artist attempts to strike a hard object
(such as stone) and the attack rall fails, he serioudly injures his hand, suffering damage



equa to what he would do on anormd attack. The hand is unusable for 24 hours, even if
hedled before that time has eapsed.

Weapons Allowed: None.

Eagle Claw: Through physica exercise and concentration, the martia artist can
summon immense crushing strength into his hands. On a successful attack rall, he can
shatter objects (snap spear shafts, crush stones, etc.), crush metal items, and cause 1d38 hp
damage (plus damage bonuses for Strength) per attack. This ability requires great
concentration and is the only action the character can take during the round.

When the Attack Roll Fails: The attacker does not damage anything but suffers no
ill effects.

Weapons Allowed: None.

Principal Method: Throw

Fall: The martid arts sudent learnsto fal and roll correctly, taking the impact of the
fal on the safest areas of the body. Once learned, this maneuver is congantly in effect.
Theredfter, the character suffers only haf norma damage from any fdl (if sheis
conscious and able to move).

Weapons Allowed: The character can carry any weapon when performing this
maneuver.

Instant Stand: After learning to fall, the student learns how to gain her feet quickly,
ether by ralling up to astanding position or using an acrobatic jump. Normaly, one
round is required for a character to gain her feet, but a character knowing this maneuver
can regain her feet automaticaly instead of making an attack. She may then perform
other actionsin the round if she has attacks available.

Weapons Allowed: The character can carry any wegpon when performing this
maneuver.

Hurl: Thistype of throw relies agreat ded on strength and less on leverage. The
martid artist can attempt to pick up an opponent and throw him to the ground 1d4 feet
away. The attack adds 1d4 hp to the basic damage of the martid arts style. The attacker
must make a successful atack roll for the hurl maneuver to work.

When the Attack Roll Fails: The attacker loses dl remaining attacks for the round
and automaticdly loses initiative for the next round.

Weapons Allowed: None.

Great Throw: Using leverage and his opponent's momentum, the martid artist is
able to throw his enemy a great distance. The character must make anorma attack roll. If
the opponent is sationary, the character can throw him 1 foot per experience level of the
martia artist. If the opponent is charging, the distance thrown is 6 feet plus 1 foot per
experience leve of the martid artist. The opponent suffers double norma dameage for the
martia ats syle.

When the Attack Roll Fails: The opponent counters the move and knocks the
martid artist off his feet; the character autoneticaly loses initiative the next round.

Weapons Allowed: chain weapons, rope weagpons, lash weapons, staves, bladed
poles (using shaft), pole spears (using shaft), and spears (using shaft) tight groups.

Principal Method: Vital Area
This method relies on a blow for effect, much like astrike or kick. However, the



grength of the blow is not asimportant as the location whereit lands. The vita area
method teaches the martid artist where and how to strike at the weak spots on his
opponent's body—throat, ears, foot, nerve points, and other places.

Because the training requires a knowledge of anatomy, the specia maneuvers listed
can be used againgt only human and humanoid opponents, unless the practitioner has
bought a nonweapon proficiency related to the anatomy of a category of monsters
(dragons, equines, etc.).

Pain Touch: Smply be pressng hisfinger againgt pecific points of the body, the
martia artist can cause great pain in his opponent. This can be done in place of anormal
attack. The touch causes no damage, but if the attack roll is successful, the opponent feds
as though he were on fire. Theresfter, he will suffer a—2 penalty to attack rollsand a+2
pendty to his AC. The effect lasts for 1d3 rounds.

When the Attack Roll Fails: Thereisno adverse effect on the opponent, and the
attacker suffersnoill effects.

Weapons Allowed: Clubbing wegpons tight group.

Stunning Touch: With alight dap of the fingersin the correct place, the martia
artist can stun and daze her opponent. This can be done in place of a normd attack and
causes no damage. The attacker must make anormal attack rall. If the attack is
successful, the opponent is dlowed a saving throw vs. parayzation. The opponent who
falsto saveis stunned for 1d4 rounds, unable to take any action.

When the Attack Roll Fails: If theattack roll fails or the opponent makes the saving
throw, the attack has no effect.

Weapons Allowed: Clubbing wegpons tight group.

Paralyzing Touch: By placing pressure on specific nerve junctions, the martid artist
can pardyze her opponent, leaving him unable to move for 2d4 rounds. The character
must make anormal attack roll, but the attack does no other damage. The opponent is
dlowed asaving throw vs. paralyzation a a—2 pendty.

When the Attack Roll Fails: If the attack fails or the opponent makes a successful
saving throw, no damage is done.

Weapons Allowed: Clubbing wegpons tight group.

Distance Death: Also known as the dim mak atack or "death touch,” this ultimate
skill of the vitd areamethod requires greet practice and concentration. To learn this
maneuver, the martia artist must practice at apool of weter, driving his finger at the
surface without touching it. As he does so, he concentrates on his ch'i power, trying to
extend it from his fingertip. When he can hear the echo of histhrust rebound from the
water, he has mastered the maneuver.

Distance desth requires great concentration and isthe only action the character can
make during amelee round. It has arange of 1 foot per experience leve of the character.

To use this maneuver, the martia artist must make anormd attack roll. If the attack is
successful, the character can choose to apply one of the following effects:

Pain: The opponent is not dlowed a saving throw. The effect isidentica to pain
touch.

Stunning: The opponent is alowed a saving throw vs. pardyzation with a—2 pendlty.
The effect isidentica to stunning touch.

Paralyzation: The opponent is adlowed a saving throw vs. parayzation, with a—4
pendty. The effect isidenticd to parayzing touch.



Double Damage: The character does two times the basic damage for his martid arts
gyle. No saving throw is alowed.

When the Attack Roll Fails: No specia effects occur. The opponent takes no
damage.

Weapons Allowed: None.

Principal Method: Weapon

The martid arts often include training in a number of standard and unusua weapons.
The maneuvers described below can be gpplied only when using weapons. They are
exclusve to practitioners of the martid arts.

Weapon Breaker: Just as martia arts weapons are designed to catch and deflect the
wegpons of others, they are dso capable of breaking them. The breaking action is a swift
blow or twist with the wegpon. The martid artist must be widding amartid arts weapon
and can use this maneuver only againgt melee wegpons, not againgt unarmed fighters.

The character must make anormd attack rall. If the roll is successful, the opponent's
wespon is broken (magical weapons are unharmed). This maneuver does no damage to
living creatures or mongters.

When the Attack Roll Fails: The weapon is unharmed.

Weapons Allowed: Any meee wesgpon.

Sted Cloth: With this maneuver, the martia artist need never be without a wesgpon.
If the character has a 6-10 foot piece of cloth, she can whirl it and snep it tight, keeping it
in congtant motion and giving it the rigidity of a spear.

The cloth istreated as a spear. If you own The Complete Fighter's Handbook, the
cloth's length determines whet type of spear it is. If it is 6-8 feet, it isanorma spear;
above 8 fedt, it isalong spear. Note that the stedl cloth cannot be thrown. The ingant it
leaves the attacker's hands, it becomes a normal piece of cloth.

This maneuver is autométicaly successful. The martid artist does not need to make
any sort of rall to turn acloth into awesgpon.

Weapons Allowed: One 6-10 foot length of cloth, or rope weapons tight group.

Mental and Physical Training

The following abilities are gained by the martid artist in the course of training. They
reflect superb control over mind and body. They do not belong to the categories of
principa methods as they can be learned by practitioners of any method or style.

Meditation: Thisahility alowsthe martid artist to enter amentad date in which he
can focus and regain his energies. For each hour the character spendsin uninterrupted
meditation, he gets as much rest as two hours of degp. While meditating, the character is
oblivious to hunger, thirst, heat, and cold (but he can till take damage from heat- and
cold-based attacks). He remains conscious and aware of his surroundings, and suffers no
pendties on surprise or initiative die rolls.

All-Around Sight: The martid artist's training makes him more attuned to his
immediate surroundings. He is able to detect opponents on al sides, provided they are not
invisble. The character can never be struck from behind or suffer a penaty from aback
atack. This maneuver is congtantly in effect.

Mental Resistance: The mental exercises and ordeds of the martid artist'straining
have toughened and strengthened her will. She receives a+2 on dl saving throws against



menta atacks, including charm, illuson, and hold spells. This ability is condantly in
effect.

Ch'i Attacks: With this ability, the martid artist summons his chii (life force energy)
and can use unarmed martia arts attacks to hit mongtersthat could otherwise be hit only
by magic. See Table 20. This ability is congtantly in effect.

Table20: Ch'i Attacks

XP Level Character HitsAsA

14 magica weapon

59 +1 magica wegpon
1014 +2 magical wegpon
15-19 +3 magical wegpon
20 +4 magica wegpon

Blind-fighting: Under his master's guidance, the martid artist has trained for long
periods while wearing a blindfold or in darkened rooms, gaining the ability to detect foes
with senses other than sght. The character suffers only a—1 pendty when fighting in
darkness, when blinded, or when faced by invisible opponents. However, any of thesein
combination with a silence spell renders the character effectively blind. This ability is
condantly in effect.

Ironskin: Rigorous physica training has toughened the martid artist’'s muscles to the
grength of iron. The Armor Class of the character isimproved by 2, but only when heis
not wearing any other type of armor.

Levitation: Thisis perhapstherarest of dl the martid arts maneuvers because it
requires the utmost concentration and mentd discipline. Daily the martia artist practices
a making her body fed lighter, usng menta power to negate her own weight. Findly,
the character succeedsin overcoming dl her weight and can levitate for a number of
rounds equa to her experience level. This maneuver requires one turn of concentration
before it takes effect. Thereafter the character can move up, down, or Sdeways at arate
of 5 feet per round. She can take no actions while levitating and will fal to the ground if
her concentration is broken. On completion of the levitation, the character must rest for
one round before taking any other action.

Armed and Armored Opponents

A character who knows martid artsis formidable but still suffers some pendties
when facing an armed or armored opponent.

Unarmed vs. Armor

Not al martia arts skills are entirely effective against armored opponents. Table 21
shows which martid arts abilities suffer pendties againg various types of armor.
Compare the maneuver to the type of armor; the result is the pendty to hit.

If amaneuver isnot listed on Table 21, it suffers no pendty againgt an armored
opponent



Unarmed vs. Weapons

Likewise, unarmed characters fighting armed characters suffer pendties because they
must cope with their enemies greater striking range.

When an unarmed character fights an opponent with a melee weapon, give the
unarmed character a pendty based on the length of the wesapon he faces.

Above"Large" it becomes progressvely easer for an unarmed fighter to dip within
the enemy's effective range, hence the decreasing penalties.

Table 21: Penaltiesand Bonuses Vs. Armored Opponents

Leather*, All Chain

Padded, and Mail
Hide, Armors, Full Plate,

Maneuver Monsters** Brigandine Fidd Plate
Kick

CircleKick — -1 -3

Hying Kick -1 -2 -3

Backward Kick — -1 -3
Lock

Choke Hold —2 -3 -5

Locking Block -1 -1 -1

I ncapacitator -1 —2 —4

Immohbilizing +1 +2 +3
Push

Concentrated Push — -1 -2

Sticking Touch — +1 +2
Strike

Iron Fist — — -2

Crushing Blow -1 -2 -3

Eagle Claw —2 -3 —4
Throw

Hurl -1 +1 +3

Great Throw -1 —2 —4
Vitd Area

Pain Touch -3 -4 -5

Stunning Touch -2 —4 —4

Paralyzing Touch -2 -3 -4

Distance Desgth — -2 -3
Weapon

Sted Cloth -1 -3 -5

* Includes studded leather
** All mongters with an AC of 7 or better due to tough hide



Table 22: PenaltiesVs. Armed Opponents

Opponent's Weapon Penalty to Hit
Smdl (S -1
Medium (M) -2
Large(L) —4
Giant (G) -3
Huge (H) -1

Stunning and | ncapacitating

In addition to the basic abilities and the gpecial maneuvers associated with martia
ats gyles, dl syles have a chance of stunning or incgpacitating a man-sized opponent.

Whenever the martid artist rolls an unmodified 20 on his attack roll, the opponent
must make a saving throw vs. paradlyzation. If the saving throw is successtul, the
opponent is not stunned or incapacitated (although he does take norma damage from the
attack). If the saving throw fails, the opponent is either incapacitated or stunned.
Compare the hit dice or level of the opponent to the dierall. If the number rolled is less
than the hit dice or level of the target, the opponent is stunned for 1d6 rounds. If the
number is gregter than this, the opponent isincapacitated for 1d3 hours.

Hit Locations

Playerswho like to visudize where their characters blows are landing can use a
variant of the Martia Arts Results Table (presented earlier).

Each time the character attacks with martia arts, he makes adieroll and consults

Table 23 to determine the location of the blow. The principd method of the martid art
determines the type of roll.

Table23: Martial ArtsHit Locations

Principal Method  DieRall

Block N/A
Kick 1d20
Lock 3d6
Movement N/A
Push 1d10+6
Strike 2d6+6
Throw N/A
Vita Area 2d6+6
Weapon 3d6

Roll Hit Location

18-20 Head

17 Throat

16 Shoulder



15 Upper Arm

14 Elbow

13 Lower Arm
12 Wrist/Hand
10-11 Chest/Back
9 Stomach

8 Groin

7 Thigh

6 Upper Leg
5 Knee

4 Lower Leg
1-3 Foot

The hit location does not affect the damage or effect of the attack; it isfor
visudization purposes only.

CHAPTER S5
Toolsof the Trade

Orienta cultures feature many weapons not commonly found in western cultures, and
the ninja uses tools that are uncommon even within his own culture. This chapter
describes many of the wegpons and gadgets that the presence of ninjawill bring to a
campaign.

Weapons

Some of the wegpons are new to the AD& D® game, while others appeared
previoudy in the Player's Handbook. The reason some wegpons are repeated hereisto
show players which "norma™ weapons are dso available in Oriental cultures. A hand axe
may have a different configuration and a different name in an Oriental setting, but it has
the same wegpon datigtics asits cousin from awestern setting.

Entangling Attacks

When attacking with a wegpon that makes an entangling attack (as noted in many of
the wegpon descriptions), the attacker must pecify that he's aming for ether his
opponent's upper body or lower body. If the attack roll succeeds, one end of the weagpon
wraps around that part of the body and pinsit, at least for a moment.

If the upper body is entangled, the opponent cannot make attacks that require use of
the arms. If the lower body is entangled, the opponent cannot make attacks that require
use of the legs, nor can he move from that spot.

To bresak free of an entangling wegpon, the opponent must make a successful saving
throw vs. paralyzation in place of his next attack in combat. The wegpon takes no
damage. If heis unsuccessful, he remains entangled but can try again to bresk free on his
next available attack.



Once an attacker has made an entangling attack, he can make other attacks on the
same. If the attack was made against the opponent's lower body, the attacker can spend
his next attack to yank the opponent's feet out from under him, throwing him to the
ground. Also, if the atacker's entangling weapon has an attacking part at both ends, as do
many of the wegpons described in this chapter, he can make subsequent attacks against
the target with the weapon's other end.

Prone and Entangled Opponents

A character who isentangled is easer to hit; dl atacks made againgt him get a+2
bonus to the attack roll.

When a character is on the ground, heis also easier to hit; al attacks made against
him get a+2 bonus to the attack roll.

The poor character who is both entangled and on the ground suffers doubly; the
bonuses are cumulative, and his attacker gets a +4 bonusto the attack roll.

Table 24: Weapon List

Weight Speed Damage
ltem Cost (Ibs) SzeType Factor SM L
Axe, battle 5gp 7 M S 7 1d8 1d8
Axe, hand 3 lgp 5 M S 4 1d6 1d4
Blowgun S5gp 2 L — 5 — —
Dart lsp 6 S P — 1d3  1d2
Needle 2cp 6 S P 1 1
Bo (daff) & Bow 5¢cp 4 L B 4 1d6  1d6
Arrow, armor piercer 2 6p/l12 6 M P — 1d4+1 1d4
Arrow, flight 3sp/12 6 M P — 1d6 1d6
Arrow, frog crotch 3p/12 6 M S — 1d6  1d3
Arrow, humming bulb 6sp/12 6 M P —
1d2 1d2
Arrow, shedf (leaf-head) 6p/12 6 M P — 1d8 1d6
Daikyu (great bow) 100gp 3 L — 7 — —
Hankyu (haf bow) Bgp 2 M — 6 — —
Pellet bow 200 2 M — 7 — —
Chopsticks lecp 6 S P 1 lhp 1hp
Club — 3 M B 4 1d6  1d3
Crossbow
Chu-ko-nu (repester) 100gp 12 M — 10 — —
Light crossbow Bgp 7 S — 7 — —
Light quarrel lsp 6 M P — 1d4 1d4
Dagger 3 2gp 1 S P 2 1d4 1d3
Dart, thrown 5¢p ¥» S P 2 1d3 1d2
Fang 5g¢p 3 M P 6 1d6 1d4
Fukimi-bari (mouth darts) lsp 6 S P 1 1d2 1d2
Gunsen (war fan) 5gp 1 S B 5 1d3 1d2



Hanbo (haf saff)
Jtte
Jo (dtick)
Kama (sckle)
Kau 9n ke (whipping chain)s
Kawanaga (grapnd) 1, 3
Kiseru (pipe)
Kusari-gama (chan-sickle) 1, 3, 7
Kyogetsu-shogi (cord-and-dagger)1.3
Lance, light horse 4
Lasso1
Manriki-gusari (chain) 1, 3, 7
Metsubishi (blinding powders)
Nage teppo (grenades)
1d6 1d6
Needle
Nekode (climbing claws)
Nuncheku (threshing flail)
Polearm
Kumade (rake) 7
Lgatang 7
Man catcher 7
1d2 1d2
Nagimaki (horseman's halberd) s, 7
Naginata (halberd) s, 7
1d8 1d10
Sa (short trident)
Shuriken (throwing star)
spike
large star 3
sndl gar
Siangkam
Sing
bullet
done
Sing, daff
bullet
sone
Sode garami (deeve entangler) 1, 7
Spear
Chijiriki (chain spear )1, 3,5
one-handed
two-handed
Sang kauw (two-headed spear) s
one-handed
two-handed

1 S
1 S
1 M
2 S
4 L
1 L
1 S
3 L
1 L
5 L
2 L
3 L
1 S
5gp

6 S
% S
3 M
S

4 L
6 L
30gp
6 L
8gp

2 S
6 S
% S
6 S
1 S
6 S
% S
% S
2 M
% S
% S
5 L
6 L
10 L
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1d4 1d2
1d4 1d2
1d6 1d3
1d6 1d4
1d8 1d6
1d3 1d2
1d4 1d2
1d6 1d4
1d4 1d4
1d6  1d8
1d4+1 1d4
B 9

1 1
1d4 1d3
1d6 1d6
1d6 1d6
1d4 1d3
1d10 1d10
— 7
1d6 1d8
SP 8
1d4 1d2
1d4 1d3
1d6 1d4
1d4 1d4
1d4+1 1d4
1d4 1d6+1
1d4 1d4
2d4  1d6+2
1d8 2d4
1d4 1d3
1d6 1d8
1d8+1 2d6
1d8 1d6
2d6  1ds+1



Shakujo yari (staff spear) 3 16sp 6 M P
one-handed

two-handed
Trident 3 15gp 5 L P
one-handed
two-handed
Yari (spear) 3,5 3gp 8
one-handed
two-handed
Sword
Bokken (wooden sword) 0gp 6 M B
one-handed
two-handed
Broad sword (darn den) 0gp 4 M S
Katana (samura long sword) 100gp 6 M SP
one-handed
two-handed
Long sword 15gp 4 M S
Ninja-to (ninja sword) 2gp 5
1d8 1d6
No-daichi (two-handed sword) 7S0gp 15 L S
Parang (chopping blade) 3gp 5 M S
Short sword 0gp 3 M P
Tetsuto (iron sword) 7 HBgp 15 L S
Wakizashi (samura short sword) 50gp 3 S 9P
Tanto (dagger) 3 3gp 1 S 9P
Tetsu-bishi (caltrops) 3gp 6 S P
Tetsu-bo (iron staff) 7 2gp 7 L B
Three-section Staff 7 0gp 5 L B
Tonfa (handle) 5¢cp 1 S B
Uchi-ne (short javelin) 3 20 1 S P
Whip 1 lsp 2 M —
Yoroi-Toshi 2,3 5gp 1 S P

The"Type" category indicates bludgeoning (B), piercing (P), and dashing (S) weapons.
The type of atack may dter the wegpon's effectiveness againgt various types of armor.

See the optiond rule in the Player's Handbook, Chapter 9.

1 May be used to make entangling attacks.
2 +2 to hit vs. dl metal armor because of its armor-piercing properties.
3 May be thrown or widded in hand-to-hand combat.

4 Inflicts double damage when used from the back of a charging mount.

5 Inflicts double damage when firmly set to receive a charge.
6 Theseitemsweigh little individudly. Ten of these weigh 1 1b.
7 Intended for two-handed use only.
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1d6 1d8
1d8+1 2d6
1d6+1 3d4
1d8 2d8
P 8
1d8 1d8+1
2d6  3d6
1d4 1d2
1d6  1d3
2d4  1d6+1
1d10 1d12
2d6 2d6
1d8 1d12
SP 4
1d10 3d6
1d8 1d8
1d6  1d8
1d12 3d6
1d8 1d8
1d4 1d3
1ld4 1d4
1d8 1d8
1d6 1d4
1d6 1d4
1ld4 1d4
1d2 1
1d4 1d4



Weapon Descriptions

Arrows. Arrows for use with the daikyu (great bow) or hankyu (haf bow) comein a
number of different shapes and styles.

Armor piercer arrows have a narrow spike-head and are designed to punch through
different types of armor. They receive a +2 bonusto the attack roll when fired at metd
armor.

Flight arrows are the most common sort of arrow, with awedge-shaped head thet is
useful in both combat and hunting.

Frog crotch arrows have heads that form aV, the inner edge of which is sharp. These
arrows are used to cut stlandards and armor cords, and inflict terrible wounds on anything
caught between the jaws. To successfully use the cutting action, the archer must
successtully hit a specific point. The DM assigns attack-roll pendties for difficult targets.

Humming bulb arrows are fitted with carved wooden heeds that whistle loudly when
fired. The sound can be heard up to one mile away. Thistype of arrow is normaly used
for dgnding, but the bulb can dso be fitted with oil-soaked cloth or straw and used as a
fire arrow. When used thisway, it causes an additional 1d3 hp damage from the impact
and flame. It ds0 gartsfiresin flammable materids unless put out quickly.

Shedf arrows are fitted with broad heads designed to cause great injury. These
arrowheads are often carved or pierced with artistic designs, making them works of art.

Axes:. Orientd equivdents for the common western battle and hand/throwing axes are
reedily available.

Blowgun: Many ninja use blowguns, as light wegpons or as distractions. Evil ninja
may use blowguns as ameansto ddiver poisons. A blowgun dart islarger and heavier,
and does more damage than a blowgun needle. The needle isless expensive but just as
good & carrying poisons.

Blowguns can aso be used as bresthing tubes for swimming underwater.

Specid reinforced blowguns are available. A blowgun costing 6 gp can dso be used
asajo stick; a 7-gp blowgun can be used as ajo stick or the scabbard for a sword.

Bo (staff): This Orientd equivaent of the quarterstaff is normally 67 feet long. Its
hard wood makesiit difficult to cut or bresk.

Bokken (wooden sword): Thisisawooden copy of the katana, designed to Smulate
that sword'sweight and other characteristics. It is used to practice swordsmanship since it
does not cause cutting injuries. Widded aggressively, however, it can cause injury from
the force of the blow. The bokken requires sword proficiency, not club proficiency; it
shares a wegpon proficiency with the katana.

Bow: See Arrows (various types), daikyu, hankyu, and pellet bow.

Chijiriki (chain spear): A length of weighted chain is added to the butt end of a
normal spear. This weapon can be used as anorma spear, or the butt-chain can be swung
out, entangling the opponent.

Chopsticks: Chopsticks can be used as awegpon in case of emergency. They are not
very effective but are better than nothing, and they are commonly available.

Chu-ko-nu (repeating light crossbow): This crossbow is capable of firing severd
bolts before it must be reloaded. It is smilar to the western light crossbow, but mounted
on top isamagazine that can hold up to 10 light quarrels. The cocking and reloading
action isworked by a single lever, pushed forward and then pulled back. Thisadlowsa
fadter rate of fire than norma. Up to two quarrels can be reloaded in the magazine per



round. Thus, five rounds are required to completely reload the chu-ko-nu. A character
cannot fire and reload in the same round. The chu-ko-nu is heavier than anormd light
crossbow and has a shorter range. (See Table 25.)

Club: Improvised clubs are as easy to make in the Orient as in western campaigns.
Clubs are not commonly manufactured for combat use, o they are not avallable for sale.
See instead the jo and hanbo.

Crosshow: Standard light crossbows are available in the Orient. See dso the chu-ko-
nu.

Dagger: Ordinary daggers are available in Oriental settings.

Daikyu (great bow): Thisisthe largest type of bow found in an Oriental setting. In
someways, it issmilar to the western long bow. It is 7 feet long and bent at the ends for
greater power. Unlike most bows, the grip is closer to the bottom, not centered. This
alows the bow to be fired from horseback and kneeling positions.

Dart, thrown: Ordinary darts are avallable in Oriental settings. Many ninjalike them
for their lightness and ease of conced ment.

Fang: This heavy iron wegpon is Smilar to alarge-animal goad. It is about the length
of ashort sword. One end is sharp, with a heavy hooked point below it.

Fukimi-bari (mouth darts): These smdl darts are hed in the mouth and blown into
the face of an opponent as a surprise attack. Up to 10 of them can be carried in the mouth.
They can befired singly or dl a once. When fired sngly, anormd attack roll is made for
each dart; a successful hit does 1d2 hp damage. When fired in bursts, the die equal to
twice the number of dartsfired isrolled to determine the damage. Thus, if four darts are
fired at once, 1d8 is rolled to determine the damage.

Obvioudy, since the darts are carried in the mouth, they cannot be poisoned (unless
the ninjais willing to suffer the effects of the poison as well). Furthermore, the darts have
avery poor range and are dmost never effective againg any type of armor; wielders of
this wegpon suffer a—6 pendty to the attack roll when firing at an armored target.
However, these darts do have the advantage of surprise and distraction because they are a
hidden wespon.

Gunsen (war fan): Thisiron fan's main useis defensve, counting asasmal shidd.
However, it can dso be used to strike blows. It is normally considered a fallback wespon.

Hanbo (half staff): This2-3 foot stick is used as awegpon; practitioners often carry
one in each hand. The atistics for the hanbo are used when asword shesth isused asa
weapon. (See ninja-to.)

Hankyu (half bow): Thisisthe smdl Orienta bow, often used by ninja

Jitte: Thistapered iron bar has a short hook projecting near the handle. It is not
sharp. Thejitte is used to block attacks and catch weapons. It can also be used to strike
blows. Thejitte shares awegpon proficiency with the sai.

Jo (stick): This gtick wesgpon is about 4 feet long, between the bo and hanbo in Sze.
It can be used one-handed and in pairs. Thejo is afavorite weapon of ninjabecauseit is
innocuous, it isaso caled the shinobi-zue.

Kama (sickle): Thisdraght-bladed sickle is afarmer'stool that can also be used asa
weapon to greet effect. Ninjalike this weagpon because it can be carried without arousing
suspicion. The damage vaues given for it are for afreshly sharpened wegpon. After use
inthefidd for severd hours, akamawill be consderably duller, and may, a the DM's
discretion, have reduced vaues for damage.



Katana (samurai long sword): Thissngle-edged, dightly curved sword endsin a
chisdl point. It is perhaps one of the finest types of sword made, noted for its superior
congtruction and design. Greet care is taken in making the katana, and the forging and
congtruction of it is conddered arare and va uable art. The weaponsmith must labor long
hours to achieve the correct temper of the blade. When correctly made, the bladeis light,
well balanced, strong, flexible, and resilient. The qudity of the metal and forging alows
the blade to be ground to a razor-sharp edge. In addition, such blades are often beautifully
decorated with etched designs, prayers, or family lineages. Equd atention is given to the
hilt, guard, and scabbard of the wegpon. Katanas may have individua names, reflecting
deeds of glory in which they have been used.

For the samurai character, the katanaiis more than just a sword. It is part of his honor
and the honor of hisfamily. It ishis persond wegpon, not to be used by others. To touch
the scabbard of the sheathed katanaisto insult the samural. To draw the blade without
permisson isagraver insult. A sngle katanamay have been in the same family for
generations, becoming atreasured heirloom. To lose such awegpon is a shameful
disgrace that can be swept clean only by the recovery of the wegpon and the punishment
of those who have taken it. Many samurai have given their lives to recover afamily
wegpon.

The vaue of akatana can vary greetly depending on the qudity of workmanship and
the history of the weapon. The price listed in Table 24 isfor an average wegpon. Others
may be of greater or lesser value, depending on the quality and artistic workmanship of
the weapon.

Kau sn ke (whipping chain): Thiswegpon conggts of four to six short iron bars
connected by severd links of chain. Its origins can be traced to the agricultura flal. Used
properly, it can be a deadly wegpon; the iron bars can wrap around shields to land
crushing blows. However, because it is not as flexible as anormal chain or rope wespon,
it cannot be used to make entangling attacks.

Kawanaga (grapnd): Thisalength of rope, with a grappling hook a oneend and a
weight at the other, is both atool and aweapon. It can be used as a weapon by swinging
the hook or the weight at an opponent. The grappling hook can aso be used for climbing,
and the rope can be used to entangle an opponent. This type of wegpon is popular with
ninja because it has severd uses and is easily concedled.

Kiseru (pipe): Thisisatobacco pipe made of metd. Itsinnocent appearance
disguisesits use as a clubbing weapon. It is popular with peasants and monks because it
is chegp and easy to make and does not appear to be dangerous. It can adso be used for
smoking.

Kumade (rake): This dud-purpose tool consists of a spear-length wooden shaft with
arake head fitted a one end. By setting the rake prongsin a crack, ledge, or sll, annja
can climb up the shaft. The kumade can aso be used as a wegpon. Because the kumade
has multiple uses and can be carried without arousing suspicion, it isacommon item for
ninjato use.

Kusari-gama (chain-sickle): Thisvariation on the kama (sckle) was designed
gpecificaly for combat. It is akamawith alength of weighted chain attached to the butt
end of the handle. The kusari-gama can be used in severd ways. The user can attack with
the kamain hand, he can club and entangle with the weighted chain, or he can whirl the
kama at the end of the chain. This weapon isrelatively easy to make and is favored by



both peasants and ninja.

Kyogetsu-shogi: Thisisasmple length of rope with a sharp hooked blade a one end
and aheavy ironring at the other. Its uses are smilar to those of astandard chain
weapon. The rope can be swung to attack with the blade or weight, snapped around the
feet or amsto entangle, thrown to entangle, or held while striking with the blade.
Although the rope isfar easier to cut or break than a chain, the wespon is often used by
ninja because it isamost slent. It is easy to conced and can be worn as a belt or under a
sash.

Lajatang: Thisrare weapon is most often found in the hands of amartid artist
Killed initsuse. It consists of a3-5 foot shaft with a crescent blade fitted at each end.
Some individua weapons have smaller barbs projecting downward from the outer edges
of the crescent. The wegpon is held with two hands, much like a bo.

Lance, light horse: Thisisthe normd sort of lance available to horsemen in an
Orientd campaign.

L asso: Thiswegpon does no damage in game terms but can entangle atarget. It is
used to unhorse riders and pull humanoid targets off their feet. When alasso wielder
attacks a horseman riding past, a successful attack roll automaticaly unseets therider. A
lasso attack made againg the upper body of a humanoid on foot will pull the target off its
feet onarall of 1 on 1d4 if the target weighs no more than haf what the atacker weighs,
or on aroll of 1 on 1d8 if the target weighs up the attacker's weight.

Man catcher: Thisisatwo-pronged polearm. Each prong is curved to encircle a
humanoid cresture of man sze. Creatures larger or smdler than human size by 50% or
more are unaffected by this weapon. The Oriental man catcher, unlike the western
version, has spikes and sharpened edges to damage the opponent and prevent the use of
hands and arms.

The victim of aman catcher loses al shield and Dexterity bonuses. Furthermore, the
opponent can be pulled and pushed with the wegpon. This pushing and pulling
automatically causes 1d2 hp damage per round. Thereis a 25% chance for the opponent
to be pulled off hisfeet, to elther akneeling or prone position.

Anyone caught in aman catcher can break out by making a successtul roll to bend
bars. Repeated attempts can be made, but the victim takes 1d4 hp damage unless heavy
gloves or gauntlets are worn. Characters other than the one caught may rescue the victim
by chopping through the wegpon's haft (6 points of cutting damage required).

Commonly, the man catcher's wielder will capture an opponent with the wegpon, then
jerk the victim off hisfeet or horse, pressing the pole down to pin his neck to the ground.
In such a gtuation, the captiveis virtudly helpless

Manriki-gusari (chain): Thissmple length of chain with weights at each end can be
whirled quickly, striking with hard blows from the weights. One end can be sivung out to
entangle an opponent, or the entire wegpon can be thrown, entangling and causing
damage a the same time. The manriki-gusari is popular in areas where the lord has
forbidden the use or wearing of other weapons, or when secrecy isrequired. It can easily
be worn as a belt or hidden under a sash. It is often used by ninja because it has agreat
number of uses.

M etsubishi (blinding powders): A smal wooden device, smilar to a short blowgun
(1-2 feet long), is used to blow a puff of powder into an opponent'sface. It hasa
mouthpiece a one end, achamber for holding the powder, and asmal tube at the other



end. The most common powders are peppers, ashes, and dust, described under
"Miscellaneous Equipment.” Thiswesgpon is often used by ninjafor distraction and
escape, and by city constables when attempting to capture acrimind.

Long sword: Severd varieties of long sword are available in Oriental settings,
chiefly the raght-bladed sword from which the katana evolved.

Nage teppo (grenades): These smdl grenadeike wegpons are popular with ninja
The verson detailed in Table 24 explodes on contact with atarget. Other sorts of
grenades are described later under "Miscellaneous Equipment.”

Nagimaki (horseman's halberd): This shortened verson of the naginata.is used
primarily by horsemen. It congsts of a4-6 foot shaft capped by a curved swordlike blade.

Naginata (halberd): Thislightweight but strong polearm is 6-8 feet long and endsin
acurved swordlike blade. It is used as a standard polearm. The naginata is often the
preferred wegpon of women; many female samura and ninja become proficient with this
wesgpon.

Needle: Although hardly an effective wegpon, needles are occasiondly carried by
ninjafor distraction or surprise. Like the fukimi-bari, they are carried in the mouth and
fired by spitting or blowing (using the tongue as a blowpipe). Up to 20 needles can be
carried in the mouth. The needles can be fired angly or dl a once. When fired singly, a
normd attack roll is made for each needle with a successful hit doing 1 hp damage. When
fired in burds, the die equa to the number of needlesfired isrolled to determine the
damage. Thus, if dl 20 needles arefired a once, roll 1d20 to determine the damage.

Because needles are carried in the mouth, they cannot be poisoned (unlessthe ninjais
willing to sacrifice hersdf to complete the misson). Aswith fukimi-bari, needles have a
very poor range and are dmost never effective againg any type of armor. They suffer the
same —6 attack-roll pendty when firing a an armored target.

Nekode (climbing claws): This dud-purpose ninjatool isapair of straps or gloves
fitted with spikes in the pdm. By hammering the spikesinto cracksin awal or dliff to
give a better grip, the user of nekode receives a+10% bonusto his climb walls kill.

Nekode can aso be used to claw an opponent for small amounts of damage. While
wearing nekode, a character can gill wield other weapons without penalty. Nekode are
usudly worn only when needed, because they easily identify the user asaninja

Ninja-to (ninja sword): Thisisthe ninjas standard sword. It is gpproximately the
length of a short sword, making it eesier to conced on the body. The blade of the ninja-to
isgraight and of lower qudity than that of a katana. However, in kegping with the ninjas
methods, the sword and scabbard have multiple uses, which vary from ninjato ninja.
Some of these usesinclude secret compartmentsin the hilt of the sword or tip of the
scabbard for carrying powders, poisons, or daggers.

The scabbard is normaly longer than the siword and open at both ends, dlowing it to
serve as a blowgun or breathing tube. The gtiff, strong scabbard can dso be used asa
hanbo or the rung of aladder. See the blowgun for the cost of this sort of scabbard.

Strong silk cord may be wrapped around the scabbard, to be unwound for climbing.
Other devices can be attached or hidden within this wegpon asthe DM dlows. See
"Wegpon Modifications' later in this chapter.

No-daichi (two-handed sword): Thisisthe equivadent of the western two-handed
sword. It is constructed more like the katana or ancestral long sword, having a narrow,
dightly curved or straight blade and aminima circular or octagona guard, but has dl the



characterigtics of its western equivalen.

Nunchaku (threshing flail): Thismartid arts wegpon is derived from the common
agriculturd flail. It conssts of two lengths of hard wood or iron connected by a short
chain or cord. The nunchaku can be used to parry attacks, club an opponent, or catch
weapons. It is eadly concedled.

Parang (chopping blade): The parang is both atool and a weapon—a heavy-bladed
meachete capable of ddivering chopping blows of greet force. It is commonly found in the
hands of primitive tribesmen, who use it for everything and are sedom found without it.

Pellet bow: Although amogt identical in congtruction and use to anormal bow, the
pellet bow has asmal pocket in the bowstring for holding a stone or pellet of lead or
clay. The pellet can be fired with more force than from a ding (giving the wegpon extra
range, though not extra damage). Pellet bows use ding ammunition: ding sonesand
ding bullets.

Polearm: See kumade, |gatang, man catcher, nagimaki, and naginata

Sai (short trident): Thisweapon isdmog identicd to the jitte, and it isused in the
same manner. The only difference between the two weaponsiis that the sai has two
forward-projecting tines instead of one. The sai shares aweapon proficiency with the
jitte.

Sang kauw (two-headed spear): Thiswegpon comesin two forms. The basic formis
a double- headed spear with aloop handle in the center, from which projects adagger or
crescent. The weapon is used with one hand to parry and attack. Its other form is dmost
identica; asmdl buckler isfitted in the center with the dagger blade projecting from it.
When the second form is used, the character is consdered to be usng asmal shidd (for
cdculating Armor Class).

Shakujo yari (staff spear): Thisisaspear conceded within asheath to look likea
daff. It can be used as a bo when the sheath isin place. The shakujo yari can be carried
on secret missons or when the character desiresto look relatively defensdess.

Short sword: Many varieties of short sword are available in Orienta settings. Some
are better-made parangs, othersinclude the darn dien, a Chinese rapier (longer than the
western short sword, but with alighter blade).

Shuriken (throwing star): Thissmdl throwing weapon comes in many sizes and
shapes. Three varieties are described here and detailed in Tables 24 and 25.

All shuriken are thrown by hand and have alimited range. They are eadily hidden in
folds of clothing or tucked into sashes. Spike shuriken can even be worn in the hair.

Spike shuriken look like large pins, tapering to a sharp point.

Large star shuriken are larger. They may dso be gripped in the fist, with one
sharpened point projecting between the fingers, and used as a punching wespon.

Smdl gar shuriken have three or more razor-edged points, ensuring thet a least one
point will strike the opponent (if a successful attack roll is made).

Siangkam: Thiswegpon hardly appears useful at dl. It looks like a metd-shafted
arrow with a smal wooden handle replacing the feathers. It is normally used in pairs, one
for each hand. The siangkam can be used to jab, thrust, dash, and parry. It cannot be
thrown effectively, even though it has the gppearance of an arrow.

Sling: Ordinary and gaff dings are available in Orientd settings.

Sode garami (sleeve entangler): This highly specidized wegpon is used to catch and
entangle an opponent without causing great harm. It is normaly made as a pole and



crosshar set with alarge number of spikes and hooks. On a successful hit, it hooks and
catches the clothing of the opponent, who is dlowed a saving throw vs. pardyzation to
escape. If the saving throw is unsuccessful, the character is entangled. When used
specificdly to catch an opponent, the sode garami does no damage. However, forceful
blows can dso be struck with the wegpon, resulting in the same effect and the damage
listed on Table 24. Thiswegpon is often carried by paace guards or city constables.

Spear: See chijiriki, sang kauw, shakujo yari, trident, and yari.

Sword: See bokken, katana, long sword, ninja-to, no-daichi, parang, short sword,
tetsu-to, and wakizashi.

Tanto (dagger): Thisdagger is made in the same yle as the katana and wakizashi
(curved blade, smdl or nonexistent hand guard). It shares aweapon proficiency with the
yoroi-toghi.

Tetsu-bishi (caltrops): Thisare smdl catrops, not melee or thrown wegpons. Each
isabal or four-sded diamond of spikes, designed so that no matter how it lands at least
one spike is pointing upward. They are used to stop or dow the movement of men and
animas by making the ground extremely dangerous to walk on.

Because of the way tetsu-bishi are designed, they cannot be thrown at an opponent for
any good effect. Rather, they are cast on the ground at the feet of an opponent when the
wielder is being pursued. They are grestly favored by ninjasince they increase the chance
for aquick and unpursued escape.

When using tetsu-bishi, the character mugt state how many he will use and how much
area he will cover. The base amount is 10 tetsu-bishi cast downin a5x5' area (25 square
feet). Anyone entering the area must make a saving throw vs. pardyzation. A successful
save means the character has avoided stepping on any of the tetsu-bishi. An unsuccessful
save indicates the character has stepped on one tetsu-bishi (suffering 1d4 hp damage) and
must halt his movement. If haf the amount of tetsu-bishi are used in the same areg, the
opponent gains a+4 on his saving throw. For every five tetsu-bishi greeter than the base
10 tetsu-bishi used in the given areg, the opponent's saving throw is reduced by 2 and the
opponent suffers an additiona 1 hp damage (up to +6 hp damage). If the opponent is
moving & greater than haf his norma Movement Rate, he suffers a—2 pendlty to the
saving throw. One check must be made for every 5-sgquare-foot section entered. However,
characters who move cautioudy (one third their norma Movement Rate) are not required
to make any saving throws.

If acharacter (or creature) steps on a tetsu-bishi, he suffers the damage done by the
weapon. If he does not stop and remove the wegpon before continuing movement, he
suffers the same damage for every 10 feet he moves. Removing tetsu-bishi requires one
round.

In addition, each time he takes damage from tetsu-bishi, the character must make a
second saving throw vs. paralyzation to see if heistemporarily lamed. If hefailsthe
save, the character can move at only one third his norma Movement Rate, dueto pain
and discomfort. Thisregtriction lasts for 24 hours or until the damage heals, whichever
comesfirg.

Tetsu-bo (iron staff): Thisisabo with a least hdf itslength sheethed in studded
iron gtrips. It is often used by travelers because it can dso serve asawalking stick.

Tetsu-to (iron sword): Thisodd wegpon is basicaly an iron bar shaped in the
fashion of atwo-handed Oriental sword. It is a heavy wegpon used for sirength training,



not combat, and is very dow to use. (It suffers a—3 attack-roll pendty because of its
awkwardness.) However, when the tetsu-to does hit in combat, it does alot of damage.

Three-section staff: Thiswegpon is another derivative of the agriculturd flall. Itis
made of three 2—3 foot sections of hard wood connected by short stretches of chain. It can
be used to strike an opponent, block an attack, or catch and break a weapon.

Tonfa (handle): Thisisahardwood rod with a small handle sticking out off-center
from the sde. The entire length is about 2—3 feet. It was origindly the handle of a
millstone. With this wegpon, atrained fighter can block, catch weapons, break weapons,
and attack effectively. The tonfais often used in areas where norma weapons are
outlawed.

Trident: Oriental versons of the trident are available.

Uchi-ne: Thisisashort, heavy javelin that looks like an oversized arrow. It can be
thrown effectively for short distances or used for thrusting and jabbing. The uchi-neis
often carried by nobles when traveling.

Wakizashi: Thisisashort sword, smilar in desgn and congruction to the katana
Like the katana, the wakizashi may be named for some past deed or event. It holds dmost
asimportant a place in the samurai's honor as his katana. Those rules and guidelines
concerning the katana and its care aso gpply to the wakizashi when it ispart of a
matched set.

The wakizashi and the katana are normally worn as a pair by samurai characters. This
pair is known as daisho, or "long and short.” In many lands, the two-weapon combination
isadgn of samural status. Anyone other than a samurai who wears the long and short
swords together is subject to arrest or immediate execution.

Whip: Toinflict damage, the whip must strike exposed or lightly covered flesh.
Heavy clothing, thick hair, or fur gives consderable protection until torn away by
repeated lashing. The type of armor determines how long it takes the whip to begin doing
damage. With heavy clothing, damage begins on the third successful blow; thick hair or
fur, on the second; padded armor, on the fourth; leather armor, on the fifth; hide armor,
on the sixth. The whip can do no harm through armor heavier than that. Thick hide, such
asthat of an dephant or rhinoceros, will dlow adight sting at best, with no real damage
inflicted.

However, the whip can aso be used to entangle atarget, and is often more effectively
used in this way than for causing damage.

Yari (spear): Thisisthe common Oriental spear, Smilar to the western spear.

Y oroi-toshi: Thiswegpon is shaped like the tanto but is designed a bit differently. Its
tip, rather than blade, is reinforced and sharpened. This makes the weapon good for
piercing armor, and the yoroi-toshi gets a+2 bonus when gtriking against metal armor.
The yoroi-toshi shares a weapon proficiency with the tanto.

Table 25: Missile Weapon Ranges

Weapon — Range (tens of yards) —
Name ROF S M L
Axe, hand 1 1 2 3
Blowgun dart 21 1 2 3
Blowgun needle 21 1 2 3



Bow, Daikyu 2/1
Bow, Hankyu 2/1
Bow, Pdlet 1
Crossbow, Chu-ko-nu 3/2
Crossbow, Heavy Y%
Crossbow, Light 1
Dagger, thrown

Dart, thrown 3/1
Fukimi-bari (mouth dart) 1
Javdin, thrown

Kawanaga, thrown
Kusari-gama, thrown
Kyogetsu-shogi, thrown
Manriki-gusari, thrown
Metsubishi, blown*

Nage teppo, thrown
Needle, blown*

Shuriken, spike, thrown
Shuriken, large star, thrown
Shuriken, smdl gtar, thrown
Sing bullet

Sing sone

Saf ding bullet Y
Saff ding sone Y
Spear, chijiriki, thrown
Spear, trident, thrown
Spear, yari, thrown
Tanto, thrown
Tetsu-bishi, thrown*
Uchi-ne, thrown

Y oroi- Toshi, thrown
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* This weapon has avery limited range, measured in feet rather than the normal tens of
yardsvaue.

Armor

Banded armor, chain mail, hide armor, leather armor, padded armor, ring mail, scale
mail, splinted mail, and studded |leather armor are dl available in Orientd campaigns, as
are bucklers, medium shidds, and large shidlds.

Such campaigns do festure a few types of armor not found in mainsream fantasy

settings:

Type Cost Woat (Ib.)
Gunsen (war fan) 50p 1
Kote (armor deeves) 2gp 2



Gunsen, described earlier under Wegpons, are iron war fans. They are used to deflect
blows and can a so be used to strike them.

Kote are armored deeves connected by aband of leather or cloth across the
shoulders. The deeves extend from the shoulders to the backs of the hands. They are
normally made of mail; some have smdl metd plates sewn onto them. They can be plain
or highly decorated. Kote can be worn inconspicuoudy under robes and in combination
with other pieces of armor.

Both gunsen and kote are used like shidlds, reducing a character's Armor Classby 1
when used. However, only one Armor Class bonus from shield, gunsen, and kote applies
to the character's Armor Class; he cannot get a—3 bonusto Armor Class for carrying all
three.

Miscellaneous Equipment
Ninjamake use of many specidized gadgets and wegpons to perform their missions.

Table 26: Miscellaneous Equipment

Weight
Item Cost (Ibs.)
Clothing, ninja night- suit Sgp 2
Clothing, tear-away, common 29p 1
Clothing, tear-away, good 50p 1
Clothing, tear-away, fine 30gp 1
Eggshd| grenade, dust 2gp 110
Eggshell grenade, flash powder 25gp V10
Eggshell grenade, pepper 5gp 1/10
Eggshdl grenade, smoke 250p /10
Hito washi (human eagle) 75 0p 50
Kamaikada (raft) 20gp 20
Ladder, folding (per 10 feet) 50p 10
Mizugumo (foot pontoons, pair) 50 gp 6
Powder, ash — /10
Powder, dust — 1/10
Powder, pepper lcp 1/10
Ravager potion 250 gp 1
Rope, light (50 feet) 10gp 8
Shinobi-bune (ninja boat) 30gp 30
Third pills (per 5) 10gp 1/10
Vaulting pole 50p 5
Yami doko (man-sized kite) 100 gp 40

Description of Equipment
Clothing, ninja night-suit: Thisisthe outfit worn by ninjaon intruson missons It
consgs of close-fitting trousers and tunic, split-toed footwear, gloves, and a hood.
Each ninjanight-suit is designed to blend into a specific background. When worn



againg the correct background, the night- suit gives the wearer +10% to hishidein
shadows rall.

The standard night-suit is black with ahint of red. It provides its hide in shadows
bonus when the character isin the equivaent of "night, full moon" or "night, no moon"
lighting, as described in Chapter 13 of the Player's Handbook. In short, if the light is
worse than twilight, the night-suit provides its benefits. The reddish tinge to the night-suit
makes it harder to detect blood on the costume, which in turn makesit harder for a
witness to determine that a ninja has been injured.

The wilderness night-suit is a camouflage pattern of brown and green. It provides its
hide in shadows bonus when the character is surrounded by foliage—typicdly, in the
woods—regardless of lighting conditions.

The arctic night-suit iswhite. It providesits hide in shadows bonus when the
character isin snow or dense fog. The character can make his hide in shadowsrall in
such circumstances even when there are no shadows, if he remains ill.

Other types of night-suits can be specidly made for specia circumstances. If ateam
must break into a palace where everything is decorated in red, it makes sense for the
members to wear night-suits in the same color.

Note: Ninjado not commonly wear night-suits under their normd clothing or carry
them around on ordinary missons. The possibility that someone will search aninjaor his
baggage and find the telltale costume is too greet. Night- suits are worn only when ninja
are leaving a safe house for a specific intruson mission and then returning to a safe house
where they can change back into normd clothing. A 1-levd ninjaautometicaly receive
one standard black night-suit in addition to his arting gold.

Clothing, tear-away: Thisisasat of dothing worn by ninjaas adisguise. Each st
congists of arobe, or tunic/trousers combination, or dress, or other principal € ements of
an ensamble. These items ook in every way like anormd set of clothing but are
lightweight (1 Ib. for the whole outfit) and can be torn off with a smple movement (no
Strength roll necessary). Such clothing isided for aquick change into another costume
or into the ninja night-suit.

Eggshell grenades: These weapons condst of anirritating or conceding ingredient
sedled in an eggshell, a paper packet, a nutshdl, or some other container that is smal and
easy to break. The grenades do not explode, but burst when thrown againgt the ground or
into the face of an opponent. There are four standard types of eggshdll grenades:

Dust: Thisgrenade is thrown into the face of an opponent. All targets are treated as
AC 6. (Eggshdl grenades ignore the AC vaue of armor but must hit the upper chest or
face area of an opponent.) On a successful attack roll, the grenade burstsin a cloud of
dust. The opponent gets a saving throw vs. poison. If he makestheroll, he is unaffected
(though covered by alight layer of dugt). If he falsthe roll, heis blinded for 1d6 rounds.

Flash powder: When this grenadeis thrown into afire, it explodesin a brilliant flash
of light, blinding everyone who is looking in thet direction. The blindness lasts 1d3
rounds. If the DM does not know where a character islooking, that character must make
asaving throw vs. petrification. If the character is more than 10 feet awvay from thefire,
he gets a +2 bonus to the roll; more than 20 feet away, a +4 bonus. Maximum range for
the effect of the flash powder grenade is 30 feet.

Pepper: Thisgrenade isthrown into the face of an opponent just like a dust grenade.
If the attack roll is successful, the pepper gets into the character's eyes and up his nose.



The affected character must make a saving throw vs. poison. If hefailstherall, heis
incapacitated for 1d6 rounds due to choking and sneezing.

Smoke: This grenade can be thrown againgt the ground or into a fire. When thrown
againg the ground, it creastes a smoky area equivadent to light fog in a5-foot radius. (If
the ninja has his back to aforest or other escape route and has enemiesto his front, he
may throw a smoke grenadein front of him to give him amoment of didraction, alowng
him around to flee and make a hide in shadows roll.) When thrown into afire, a smoke
grenade creates a Smoky area equivalent to dense fog in a 10-foot radius,

All eggshdll grenades are fragile. If acharacter carrying theseitemsfals 10 feet or
more and suffers damage, the player must roll 16 or better on a saving throw vs. crushing
blow (as abone or ivory object) for each grenade carried (Dungeon Master Guide,
Chapter 6). If therall fals, the grenade bursts and is usdless, but unless it was being
carried near the character's face, it will do no harm.

Hito washi (human eagle): Thisisa primitive sort of hang glider made of wood,
bamboo, paper, and fabric. Medieva aeronautics being a crude science, hito washi are
unreliable and dangerous.

The ninjagtrgps himsaf into the hito washi and launches from a high place (an
dtitude of at least 100 feet). Immediately on launching, the character must make a Giant
Kite Hlying proficiency check. If hefails, hefdls straight to the ground and takes normal
fdling damage for that distance. (The character is unable to benefit from any proficiency
or talent that kegps him from falling, as he is strapped rigid into a framework and unable
to twist his body to avoid or mitigete the damage.)

If the character survives the liftoff, he can fly the hito washi in the direction he was
pointed when he took off. For every 20 feet forward he travels, he loses 1 foot of dtitude.
(He can lose more dtitude if he chooses.)

Every time the character maneuvers to change direction, he must make ancther Giant
Kite Hying proficiency check or immediately crash to the ground, taking norma faling
damage for the full distance he descended from the time he took off. A successful rall
means he has changed to the correct direction.

Landing follows the same rules as changing direction. When the ground is close
enough, the ninja maneuversto land, but afailed roll means he crashes into the ground
and takes full damage for the entire distance of his descent from the time he first took off.

The hito washi is used by ninjawho have no better flight spells or magicd items
available and who must make an agrid intruson. Ninja sometimes launch from portable
towersto get over thewals of acitadd or encampment, or may launch from a nearby
hilltop or mountain.

Kama ikada (raft): Thisisasmdl one-man raft that ninjacan carry around with
ease. Itisnormdly used in conjunction with a collgpsible pole such as the vaulting pole
(described later). The kamaikada can carry 300 Ibs. worth of characters and equipment.

Ladder, folding: Thisisahinged ladder or rope ladder with hooks at one end. It is
used by ninjafor quick escapes or covert intrusons (epecialy important when the ninja
party is escorting a character who does not have ninjadimbing abilities).

Mizugumo (foot pontoons): Theseinflatable bladders have strapsto hold them on
the feet. A highly trained ninja (for example, one who possesses the Water Walking
proficiency) can use them to walk across till bodies of water. The character walks a a
rate of 10 yards per round. His chance for successis affected by his encumbrance. A



ninja.on mizugumo can carry 20 |bs. of gear a hisnorma chance of success, but suffersa
—2 pendlty to his proficiency roll for every additiond 20 Ibs. he carries.

Because mizugumo are not widely recognized and look innocuous when not in use,
ninja can often smuggle them into secure areas and then use them to cross weater barriers
such as moats or superheated ponds.

Powder s: These are doses of ammunition for metsubishi. They comein three types
Ash, dust, and pepper. Dust and pepper behave just like dust and pepper eggshell
grenades; ash behaves just like dust eggshell grenades.

Ravager potion: Thisisa preparation taken by NPCs with the Ravager kit (described
in Chapter 3). It isa dow-acting potion, taking effect haf an hour after being drunk and
ending 1d3 hours later. While under the potion's influence, a character receivesthe
following bonuses and pendties:

* Heisimmune to degp and charm spdlls.

* He possesses two additiond hit points per experience leve (up to 10 levels).

* Hereceives a—2 modifier to individud initiative. If everyone dlied with the
character has drunk the potion, asis often the case, the modifier also appliesto group
initiative.

* He receives a—2 bonus to Armor Class.

At the end of the potion's effect, al benefits wear off, and the character must make a
Condtitution check. If he fails the check, he collgpsesin a comafor 3d6 hours. If the
character has sustained enough damage that the sudden loss of the extra hit points brings
him down to zero hit points or fewer, he dies (no saving throw).

Rope, light: This rope made of slk, horsehair, or human woman's hair is favored by
ninjafor itslight weight.

Shinaobi-bune (ninja boat): This smal canodlike boat is used by ninjaon covert
missons. It islight and collgpsible, hence easy to carry. The standard shinobi-bune can
carry about 300 Ibs. and includes a paddle for propulsion.

Thirgt pills: Thirg pills are nonmagicd medicine. The ingredientsinclude only
norma herbs and other plant products, but making up the pills requires greet kill. The
pills must then age for saverd years before they reach their full effectiveness.

When taken once per day, in adose of five pills, the pills prevent the user from
feding theill effects of thirgt. This can be useful when the character is making long
forced marches or is trgpped in a Stuation where she cannot or must not drink.

However, the character till suffers from dehydration—she just cannot fed the
effects The effect of the pills wears off at the end of five days. If the character is not able
to drink at least a quart of fluid at that time, she beginsto die of thirst. Until she gets at
least aquart of liquid, she must make asaving throw vs. pardyzation every hour or die of
dehydration.

Vaulting pole: This collgpsible poleis used for vaulting over obstacles (or for other
purposes). Under norma circumstances, the pole is about 6 feet long. The wielder can
telescope it out to 15 feet and lock it into place at the new length. Rules for pole vaulting
appear under the Jumping proficiency in the Player's Handbook, Chapter 5.

Yami doko (man-sized kite): Thiskiteislarge enough to carry afull-szed human
aoft but differs from the hito washi in severa important ways.

The yami doko is launched and flown from the ground like akite. When it is
launched, it requires a character with the Giant Kite Flying proficiency to be on the



ground directing its flight, and that character must make one proficiency check for every
50 feet of dtitude the kite gains, with the same results for fallure as the hito washi
suffers. When the controller decides to land the kite, it requires only one proficiency
check to bring it down from whatever dtitude it has attained.

Once the yami doko is successfully launched, itsrider can cut free and glide away,
flying it much as a hito washi. To do this successfully, he too must have Giant Kite
Flying proficiency. The act of cutting free requires one proficiency check, as does each
maneuver and attempt to land, as described for the hito washi. Note, however, that the
yami doko's rate of descent is greater than that of the hito washi. For every 10 feet
forward the yami doko moves, it loses 1 foot of dtitude.

Yami doko are easy to spot, even when painted black, on nights with any moonlight.
Use normd rulesfor vighility ranges (Player's Handbook, Chapter 13). Consequently,
yami doko are most often used on moonless nights.

Weapon M odifications

Ninja often pay to have norma wegpons modified for specia uses, or ordinary items
modified to include wegpons. The cost of such modificationsis applied to the wegpon
being modified. (See Table 27.)

Table 27: Weapon Modifications

Weight
M odification Cost (gp) Added
Chain in compartment 5gp 3lbs.
Pop-out knife blade 20 gp %1b.
Pop-out spear head 30gp 2 lbs.
Secret compartment 3gp Olbs.

These modifications can be detected with the same chance any character hasto detect
a secret door, but only when acharacter is actively looking for changes in the standard
item.

Chain in compartment: With this modification, part of the wegpon is hollowed out
and amanriki-gusari ingdled in the compartment. When the weapon bearer pulls off the
compartment's cap, the chain spills out, remaining attached at one end to the weapon,
with the cap acting as the chain weight. The weapon may then be used in its normal
fashion or as amanriki-gusari (except that it cannot be thrown).

To accommodate a manriki-gusari compartment, the wegpon or item must be at least
equal to a spear in thickness and must have about 2 feet of length available to be
hollowed and reinforced. (A dagger is too short to be equipped with a manriki-gusari
compartment.)

Commonly, staff and stick weapons receive this modification, but other gear is
suitable for chain compartments: the forearm portion of a set of kote, the area behind the
grip of abuckler, afase book, etc.

Pop-out knife blade: With this modification, the wielder of the wegpon can pressa
secret switch and pop out a spring-loaded knife blade. The blade has characteristics



identical to the common knife (Type P/S, Speed Factor 2, Damage 1d3 vs. SM and 1d2
vs. L).

To accommodate a pop-out knife blade, the weapon or item must be at least equd to a
knife hilt in thickness and must have about 6 inches of length available to be hollowed
and reinforced. Normd daggers do have enough room for this modification.

The spring doesn't pop the blade out with enough force to make its emergence an
attack; the blade must lock into place before it can be used. But for twice the cost listed,
the blade can pop out with enough force to act as an attack.

Pop-out spear head: Thismodification isidenticd to the pop-out knife blade, except
the wegpon emerging is a narrow spear head, with characterigticsidentica to the normal
spear (Type P, Speed Factor 6, Damage 1d6 vs. SM, 1d8vs. L).

To accommodate a pop-out spear head, the weapon or item must be at least equal to a
Spear haft in thickness and must have about 18 inches of length available to be hollowed
and reinforced. Many gticks, staves, and batons can be modified in this way.

The hidden blade does not pop out with enough force to make its emergence an
attack; it must lock into place before it can be used. But for twice the cost listed, the spear
head can be modified to pop into place with enough force to act as an attack.

Secret compartment: This modification creates a secret compartment within the
object being modified.

The standard secret compartment modification requires that the wegpon or item have
an area at least equal to a spear in thickness and about 2 feet of length available to be
hollowed and reinforced. This provides a secret compartment large enough to hold about
3 Ibs. of small wegpons, scrolls, or other small items,

It is possible to create smaler or larger compartments aswell. A knife hilt could hold
about haf apound of gear, for instance. Smaler compartments cost the same as standard
compartments because of the difficulty of working in smaller aress.

Larger areas hold more gear. For every additional 3 Ibs. of gear the compartment isto
hold, the modification costs +100% of the origind cost.

Magical and Special Treasures

Many magica items and other specid treasures are found only in Oriental settings.
The DM can use the magicd item tables (Tables 88—110) from the Dungeon Master
Guide with little modification.

Miscellaneous M agic

Whenever the DM rolls up an item on one of the standard miscellaneous magic tables
(Tables 95-104 in the Dungeon Master Guide) and finds that it does not suit the setting,
he can subdtitute one of the following items instead.

Book of One Art

Book of One Maneuver
Book of One Weapon
Dragon Fog Globe
Dust of Creaking



Feather Tabi

Invisible Ink

Painter In a Box
Talking Paper

Yami Doko of Takeichi

Books: A book from thislist could instead be a set of scrolls or a series of tablets, as
the DM chooses.

Book of One Art: Thisitem does not perform any magica functions. A detect magic
spell cast on it reveds the presence of magic, but that magica energy comes entirdy
from the veneration bestowed on the volume by generations of students.

The Book of One Art contains dl information necessary to learn every eement of a
specific martid arts style. (The DM decides before a character obtains such abook which
style it describes.) It does not instantly bestow any part of that art on a character. Instead,
it actsasamartia arts master who knows the entire art. A character with this book can
learn an art at the usua rate and through the usua expenditure of proficiencies, but
without the necessity of seeking out amartia arts madter.

Book of One Maneuver: Thismagica volume contains knowledge of one specid
maneuver. (Seethe rulesfor "Advanced Martid Arts' from Chapter 4.) If acharacter isa
sudent of amartid art that alows the use of this maneuver, reading the book will grant
him knowledge of that specid maneuver (if he does not dready know it). After the
student reads the book, all the pages become blank and the book will never function
agan. If acharacter is not astudent of a martid art that allows the maneuver, or aready
knows the maneuver described in the book, both he and the book are unaffected if he
readsit.

Book of One Weapon: Thismagica volume contains knowledge on the use of one
specific weapon. (The DM decides must decide which weapon it describes.) A character
reading the book receives a wegpon proficiency with the specific wegpon, whereupon the
enchantment vanishes from the book.

If the character is not dready proficient with the weapon, he obtains basic
proficiency. In addition, if heis a practitioner of amartid art that permits use of this
weapon (see "Advanced Martid Arts' in Chapter 4), the character receives the ability to
use the wegpon with the art if he does not already possess that knowledge.

If the character already possesses proficiency with the weapon, he becomes
specidized in that weapon (if he is capable of wegpon specidization). In addition, if heis
apractitioner of amartia art that permits use of the weapon, the character recelvesthe
ability to use the weapon with the art if he does not aready possess that knowledge.

If the character does dready possess proficiency with the wegpon but is not capable
of specidization, or if the character is unable to use the wegpon described by the book, he
gains nothing from reading it, and the book's magic does not vanish.

Dragon Fog Globe: The Orienta dragon is an immorta, beneficent creature
associated with the seaand rainfdl, and this magical item reflects these associaions. The
dragon fog globe is a ddlicate glass globe filled with smoke, the bresth of an Orienta
dragon. When the globe is shattered, the smoke inside spill outs, increasing in area and
densty, dowly following the patterns of the wind and contours of the land until it
occupies an areaone milein diameter and 20 feet high.



This cregping fog is the equivaent of natural dense fog and moves into place so
dowly and naturally that it seemsto be perfectly ordinary ground fog. A detect magic
spdl will reved its magicd nature, but adispe magic spdl will not affect it; thisfog is
the captured spirit of an immorta being, after dl.

Ninjalove these very rare dragon fog globes, which hep them accomplish difficult
missons.

Dust of Creaking: Thisisasmdl amount of dust normaly found in asmdl slk
purse. Such apurse will contain 2d6 doses of the dust.

One dose of dust can be spread over a 10'x20" area of ground or flooring. Thereefter,
for the next 24 hours or until it is swept or washed away, the dust will cresked on if
stepped on, exactly as would an especidly creaky wooden floor.

Thisdust is often used by powerful leadersto give them advance warning of an
intruder.

Feather Tabi: Thisisamagicd par of solit-toed boots of the sort worn by ninja. The
enchantment on these tabi prevents the wearer from transferring much pressure to
whatever he walks on. This gives the character a+10% bonus to move silently rolls and
prevents her from setting off pressure-based traps, triggers, or other items (such as dust of
creaking).

Invisible Ink: Invisible ink comesin asmdl bottle or other container holding 2d20
doses, each good for the writing of a message up to one page in length.

The message, when written, is completdly visible. However, the next word the writer
speaks over the message becomes its "control word." When the writer speaks the word,
the letters vanish, and no chemica method will reved them. Thereafter, when anyone

speaks the control word over the paper, the message regppears. It will disappear again if
the word is spoken again. Theink will disgppear atotd of 10 times; theresfter, it

reappears and will not disappear again.

Messages created with invisible ink cannot be read by aread languages spdll. A
detect magic spdl will reved faint traces of magic. A dispel magic spell cast onsuch a
message will make the letters go away forever if they are currently invisble, or fix them
in place, never to disappear again, if they are currently visible.

Ninjaand other sneaky characters use invisible ink to send messages to confidants.
The bearer of the message may be carrying the control word (in his memory; it is not
written down), or the recipient of the message may aready know it.

Tricky users of thisink might write amessage init, say the control word to make the
message disappear, then write another message in the same ink and use the same control
word. Theregfter, until theink runs out of magic, saying the control word will cause the
two messages to "trade places’ on the surface of the parchment or paper. Once the ink
runs out of magic, both messages gppear, making the letter unreadable.

Painter in a Box: Thisisan intricate miniature diorama contained in a beautiful
lacquered box about 1'x2'x6". When opened out, the diorama revedls asmall (12 inch)
puppet painter with paints, brushes, and a canvas scaled to his size. The widlder of the
painter in abox orients the miniature painter toward some scene or view, then spesksthe
command word associated with the box.

Over aperiod of only one round, the puppet paints an accurate reproduction of the
scene it sees before it.

Thisitem isavaugble tool to a ninjawho needs to sketch troop layouts or the faces



of lords attending a conference of conspirators. It is aso a good way to produce charming
little presents for someone whom the character wants to impress.

The painter in abox can be used 2d6 times before it runs out of magical canvases.
These canvases cannot be restocked.

Talking Paper: A sat of talking paper conssts of two identical pieces of expengve
paper at least 2x3. Whatever is said in the presence of one piece of paper is magically
reproduced in the vibration of the other. If acharacter can sneak one piece of the paper
into aroom, he can St in the presence of the other piece and hear whatever is said in that
room.

The paper will transmit anything said (and any other noise made) within 20 feet of it,
if the noise does not ariginate beyond an intervening wal or barrier. The matching paper
will pick up and reproduce that noise if the papers are within 10 miles of each other.

Both pieces of paper must be siretched rigid on frames. For this reason, and because
of the need to keep the item incongpicuous, talking paper is often embellished with a
beautiful painting or caligraphed proverb, which is presented to the intended victim of
the espionage.

The piece of paper that is placed with the person being spied onis caled the
"listening" piece, and the piece kept by the spy is called the "talking” piece. But those
names are not precise, because both pieces of paper act as listeners and talkers. Anything
sad in the presence of the talking piece can be heard by someone in the presence of the
listening piece. For this reason, the talking piece is usudly placed in aroom where no one
is alowed to speak.

A detect magic spell will reved the presence of an enchantment on the paper. Taking
paper isvery rare.

Yami Doko of Takeichi: Named after the wizard who crested it, this man-szed kite
is cgpable of far more than the ordinary yami doko.

The yami doko of Takeichi providesits rider and operator with a+3 bonusto Giant
Kite Hying proficiency checks, or it can be flown by anyone with a default proficiency
score of 12. It loses dtitude at a much reduced rate: —1 foot of atitude for every 50 feet
traveled. It weighs only 20 Ibs. and collapses down into its own backpack case with one
round of effort.

Magical Weapons

The following magica wegpons are especidly suited to Orienta campaigns. Any of
them can be modified according to the Intelligent Weapon rulesin Appendix 3 of the
Dungeon Master Guide.

Weapon List
Arrow, Shouting Humming Bulb
Bo, Barrier
Chu-ko-nu, Sdif-loading
Fukimi-bari, Loyal
Gunsen of Blinding
Gunsen of Summoning
Kama of Revealing



Katana, Blinding
Katana, Honor
Kawanaga, Crawling
Kiseru of Smoke
Nekode, Monkey Paw
Serpent-Chain
Shaping Sick
Shuriken, Hunting
Shuriken, Sawing
Tetsu-bishi, Explosive
Tetsu-bo, Earthquake

Weapon Descriptions

Arrow, Shouting Humming Bulb: This object looks like a norma humming bulb
arrow. However, it is not carved to shriek or whistle while flying. Its user can speak over
it before firing it, and it will repest whet it istold in avoice equivalent to a man's shout.
Fird, the user tells the arrow how many times it wants the statement repeated—for
example, "Threetimes| tdl you" means"Repeet thisthree times." Then, he makesa
ample statement of 10 words or less, which the arrow will repest. The arrow shouts out
the statement once while it isin the ar. After it has hit its target, it repeats the statement
once per round until the number of times has been reached (up to amaximum of 100
times).

Thereisa 1-in-10 chance that the arrow will bresk when it hitsitstarget, and it is
easy to break by anyone meaning to do so. Once broken, the arrow will no longer repest
its statement.

Thisitem isagood diversonary wegpon. It can make guards believe that someone
has penetrated their walls or make hunters believe that their quarry has gotten past them.

Bo, Barrier: Thiswegpon looks like an ordinary bo staff. However, wheniit is
twirled and its command word spoken, the wielder can release the wegpon and it will
continue whirling in midair. It continues to whirl for 10 rounds, behaving in many ways
like the priest spell blade barrier. Any creature attempting to pass through the bo barrier
suffers 4d6 hp damage, with no saving throw alowed. The widlder of the bo can decide
whether the plane of rotation is horizontd, vertica, or at some angle in between. The
barrier is 7 feet in diameter, o it is best used to block anarrow door or hallway. Once the
10-round duration has expired, the bo returns to the hand of its wielder, flying to that
character at a Movement Rate of 24.

Chu-ko-nu, Self-loading: This enchanted repesting crossbow cocksitsdf, giving it a
firing rate of two shots per round.

Fukimi-bari, Loyal: These enchanted mouth-darts ook out for their owner in an
interesting way. Poison spread on these fukimi-bari will not affect the owner when the
fukimi-bari are hdd in the mouth. When held in anyone e sg's mouth, the poison on them
acts normaly. A batch of such fukimi-bari are tied to acommand word chosen by the
wizard who creates them. When a character spesks the command word before putting the
fukimi-bari in his mouth, the darts treet him as their owner.

Gunsen of Blinding: These war-fans are polished to amagica shine; they glow
brilliantly even in darkness. For this reason, ninja use them only infrequently, and carry



them inside sealed bags when they are not in use. Once per round, the wielder can turn
the glow on an enemy's face. The wielder must make anorma attack roll but trests all
enemies as though they were AC 6. An enemy who is hit must save vs. petrification (with
a+2 bonus if wearing a hdmet). Success means he is unaffected, but faillure meansheis
blinded for 1d3 rounds. The wielder of agunsen of blinding isin some danger himsdif.
On any naturd roll of 1, he accidentaly blinds himself for 1d3 rounds (no saving throw
possible). An enemy can use amirror or highly polished shidd to reflect the glow of a
gunsen of blinding againg the wielder.

Gunsen of Summoning: This war-fan is enameed with a beautiful illustration of one
type of monster or anima. When its command word is spoken, the gunsen casts a variant
monster summoning |11 spell, cdling forth one example of the type of creature
represented in enamd.

There are rumors of the existence of gunsen of summoning enchanted with monster
summoning IV or even more powerful summoning spdls. Regardless of the power levd,
though, the gunsen will summon forth only one cresture.

The magicd function of the gunsen of summoning can be used once per day. It can be
used as anorma gunsen a any time.

Kama of Revealing: Thiswegpon has powers rdated to its origind purpose. To use
its magicd functions, the widder hurlsthe kama a a grain fidd. The kama goes to work,
flying on its own valition, cutting down the grain in the fidd (to aheight of 6 inches) a a
rate of 400 square feet (equivaent to a20'’x20" areq) per round. It continuesto do this
until itswidder cdlsit back or an area of 1,000,000 square feet has been cut down.

The kama of revealing can be used in this way once per week. The rest of thetime, it
can be used asanorma kama. While the threshing power can certainly be destructive to
the loca economy, in times of danger it can reved smdl armies hiding out in nearby
fields, and a harvedting time it can save one community alot of work.

Katana, Blinding: This sword has a blade so polished that it can be used to blind an
opponent. The rulesfor its use areidentica to those for the gunsen of blinding.
Wakizashi and tanto blades can also be enchanted in thisway.

Katana, Honor: An honor sword is the katana representing afamily or clan. Ina
fantasy setting, honor swords are dmost away's created using the rules for intdlligent
wegpons, and they are aways the object of desire or avarice. The family that losesits
honor sword will do everything it can (within the range of its ethics) to retrieve the
sword. This could mean that the finder will be hunted by vengeful family members or by
family representatives willing to pay him a fabulous amount. If al the members of the
blade's origina family are dead, someone eseis most certainly hunting the sword: the
dayers of the family, ruthless masters who want to learn the secrets possessed by the
mind in the blade, etc. Honor swords can be wakizashi aswell, or daisho
(katanalwakizashi pairs).

Kawanaga, Crawling: Thiswegpon looks like an ordinary kawanaga except for one
important difference. Instead of a grappling hook, there is an articulated metal hand at
one end. The hand understlands s mple commands (such as "Hold on to what you are now
touching and don't et go") and has a 90% climb walls thief skill. Crawling kawanaga
built with the intelligent wegpons rules could follow much more involved commands.

Crawling kawanaga have no move slently skill, so they are not quiet when crawling
upwalls.



The metal hand is the enchanted part of the weapon. If the ropeis cut, the hand will
dill function.

Kiseru of Smoke: This pipeingantly emitsalarge cloud of dark smoke when its
command word is spoken. The smoke is equd to dense fog and fills an area up to 30 feet
in diameter; it lagts for five rounds. The smoke itsdlf is nonmagicd and so cannot be
dispdlled.

The kiseru of smoke can issue its smoke cloud twice per day.

Nekode, Monkey Paw: These nekode are very reliddle, giving their user a99%
climb walls ill rall while worn.

Serpent-Chain: Thisisamanriki-gusari with a difference. When thrown to entangle,
it grips with the strength of a snake spirit, making it especidly hard to bresk out of (a—3
pendty to the saving throw vs. pardyzation). Onceit is cast free, or when commanded by
itswielder, the serpent-chain crawls back to its wielder with the speed of a serpent (MV
9).

Shaping Stick: Thismagicd deviceisatool kit of wegpons. In its norma form, it
appears to be abo (daff), but the wielder who knows its command word can make it take
different configurations. At his command, it can turn into a three-section staff, a pair of
jo, or apair of hanbo. A repetition of the command word returns the weapon to bo form.
No matter what form the shaping stick takes, it fights as a +2 magical weapon.

Shuriken, Hunting: These magicd throwing stars have a+2 bonus to hit and
damage and a much-improved range (10, or 100 yards, treated as Short range; thereis no
Medium or Long range). In addition, if a hunting shuriken is touched with an object
belonging to a character just before it is thrown, and that character is within range, the
shuriken will fly unerringly to that character and strike him (no roll needed to hit).

Shuriken, Sawing: These throwing ars behave normdly if thrown at living targets
but have a specid effect if thrown againgt inanimate object. When thrown & a nonliving
target, a sawing shuriken will hover in place, pinning like abuzz saw blade, and
gradually cut its way through that substance. The sawing shuriken cuts a notch through
five square inches of wood, one square inch of soft stone, or a haf-inch square of hard
stone or soft meta per round; it will not affect harder substances. After 10 rounds, the
shuriken stops sawing and cannot be used again that way for afull day. These weapons
are of great use when the character needs to get through a doorway, soft metd bars or
chain links, or another obstacle he cannot otherwise affect.

Sawing shuriken are roughly as quiet as acircular saw; thisis not a sedthy tool to
use.

Tetsu-bishi, Explosive: Theseitemslook like normad tetsu-bishi but are enchanted to
explode when stepped on by living creatures. The explosion does 1d8 hp damage to the
victim, and the saving throw vs. parayzation to avoid being lamed ismade a a—4
pendty. The victim must then pull out the fragments of the explosive device or take an
additiona 1d4 hp damage for every 10 feet walked.

Tetsu-bo, Earthquake: Thisiron-shod staff acts as a +1 weapon when used against
normd targets, but has a specia power when hammered againgt the ground or floor: It
causes avery strong but locaized earthquake. The blow does 3d6 hp damage to the
surfaceit hits. The resulting earthquake affects everything within a 60-foot radius. Every
wadl in that area must make a saving throw vs. crushing blow, with fallure resulting in
collapse of the wall. Every person in the area takes 1d6 hp damage (saving throw vs.



petrification for haf damage) and fals down (making the same saving throw prevents
this result). However, the wielder of the earthquake tetsu-bo does not suffer these effects.
The earthquake power of thisweapon can be used only once per week.

CHAPTER 6
Country and Clan

Land of the Ninja

The higtoric ninja gppeared in medieva Japan hundreds of years ago. The ninjawe
are familiar with from fiction and film are digtinctly Japanese—even non-Jgpanese ninja
in bad films seem to follow Japanese traditions—and would seem very much out of place
if they arose in afantasy campaign that resembled Viking Sweden or Moorish Spain.

In short, when settling ninjain acampaign, the DM should place them in a nation that
subgtantialy resembles medieva Japan, preferably in alarger setting that resembles the
Orient of severa hundred years ago. This does not, however, restrict ninjafrom traveling
to other lands and cultures.

Classes of Society

Class divisons of the Japanese people varied from one time period to the next. In the
Tokugawa period (17th-19th centuries), the population of Japan was divided into severa
digtinct classes. In descending order of importance they were: samural, farmers, artisans,
merchants/traders, and outcasts (the eta or "untouchables").

In designing a culture for ninja characters, the DM should include the basic traits of a
rigid class structure, an obsession with duty and protocol, and a heavy military presence.

The Samurai Class

Theword "samura” basicaly means"servant” or "retainer.” In spite of the lowly
sound of the name, though, the samurai were the warrior class of Japan—the master
cdass. Technicaly, though, they were dl servants of the emperor, hence the name.

The samura class was the only portion of the population alowed to wear the daisho,
or two-sword combination (katana and wakizashi). They were encouraged to live sober
and frugd lives, though not al were adept at this. Samurai made up only 6%—7% of the
nation's population.

Even within the samural class, there were divisions of rank. In descending order of
importance, they included:

Emperor: The emperor was descended (as legend would have it) from the goddess of
the sun and was theoreticdly the ruler of al Japan. In redity, though, some emperors
were rulers and some were puppets of the shogun.

Shogun: The shogun was the military dictator of Japan, subordinate to the will of the
emperor. In some periods, the shogun was the de facto ruler of the nation, keeping the
puppet emperor firmly under his thumb.

Daimyo: These lords were given rulership of large areas of land by the emperor or



shogun. Daimyo, like the barons of medieval England, tried to be as independent as
possible, often waging war on one another or challenging the current holder of the throne
for theftitle of emperor. Daimyo maintained their own cadtles, but in various periods had
to send hostages to stay in the care of the emperor or shogun. In some periods, daimyo
had to spend one year out of two living in the capitd, and had to leave their familiesin
the capita when they returned to their own holdings. The richest daimyo governed lands
producing more than a million koku per year; the poorest, lands producing about 10,000
koku per year. (A koku equasfive bushels of rice, worth about 25 gp in game terms.)

Samurai: Samurai filled many rolesin Japanese society, as warriors and military
commanders, as bureaucrats and ministers, as bodyguards and inspectors, as town leaders
and policemen. They lived in the castles of their lords or in towns near the castles. Those
who administered lands lived in the town or village of that region. In AD&D® game
terms, particularly powerful or favored samura got annua sdaries of up to 200,000 gp
and a couple of acresto build their homes on. More typica valued samurai received
around 50,000 gp and one acre, while the most common samurai received only about 25
gp annudly and lived communaly with others a their economic leve. (These lowest
samurai, often the policemen of their communities, tended to supplement their income
through acceptance of gifts. Thisis akin to bribery but was not censured except when the
samural demonsirated excessive greed.)

It isimportant to remember that the word samurai refersto asocia class and not a
professon. Roughly hdf the samurai class was made up of women, some of whom were
trained in combat, particularly with the naginata.

Ronin: Thiswas an odd class of samurai. These men had no lord and received no
sdary, but retained the rights of the samurai out of hereditary position or for some other
reason. (Some ronin were normal samurai enduring a temporary sentence of exilefor a
crime.) Many served as soldiers or bodyguards, some were teachers.

The Farmer Class

Most peoplein medieva Japan belonged to the farmer class. The support of the entire
nation was on their shoulders, but they were looked down on by the samurai and by
townspeople, who regarded them asiilliterate rubes.

Farmerslived a difficult life, paying taxes amounting to around 50% of their annud
production. Some tided themselves over in rough periods by sdlling their daughtersto
brothelsin the towns. This was not a shameful fate for the daughters, culturd attitudes
being different from the west, but was till not the course most of them would have
preferred.

At various times, farmers were not allowed to carry wegpons, to sl their land, or
even (in the most regtrictive periods) to leave their land.

TheArtisan and Merchant Classes
Artisans were, for the most part, townsfolk who provided services and goods to the
government and for sde. Some craft professions included:

Blacksmith  Sawyer
Carpenter Sculptor
Cooper Shingler



Dyer Siveramith
Lacquerer Spinner
Matmaker Stonemason

Miller Sword sharpener
Paperer Thatcher
Plasterer Tiler

Potter Weaver

Sake brewer Wood worker

Merchants included the traders and money- changers necessary to handle transactions
between people in different regions who used different systems of coinage. Because of
the Japanese contempt for greed and its results, the government classed merchants below
farmers and artisasns when it officialy structured Japanese society. However, the
merchant class gradudly gained in power and wedth, by and large employing the artisans
and unaofficidly becoming more powerful and higher in gatus than the farmers,

Merchants and artisans, unlike farmers, were allowed to carry asingle sword.

Nonper sons

Peoplein thislowest of categories, the eta, included exiles, who would reenter the
class systems once they were dlowed to return home; entertainers (including actors and
progtitutes); and beggars. Certain people, such as those who handled the dead, could
theoreticaly reenter the class systems once they |eft their professons. But the eta
inherited professons that the Japanese considered repugnant (particularly those dedling
with animal carcasses) and therefore could never become part of ordinary Japanese

sodiety.

Outside the Class System
Severd groups of professions remained outside the class structure described above.
Some privileged professons, ranking high in society, included priests, poets, and
doctors. Many were alowed to wear single swords and were accorded respect deriving
from their celebrity rather than their class.

L oyalty and Obedience

In medieva Japanese culture, a character owed first loyalty to hisor her lord, second
to his or her parents. A woman owed her third loydty to her spouse and her fourth to her
firstborn son.

In the samurai class, unquestioning obedience to onée's lord was the norm. Thisdid
not mean, however, that dl samurai were completely loyd to their lords.

In the DM's campaign, a Japant-like culture will have amilar emphass on the loydty
a character owesto hislord and clan over other considerations. Western culture promotes
sdf-advancement and individudity over conformity, so the introduction of this ement
will grongly reinforce to the players that thisis avery different setting.

The Role of Women



Femde ninja, called kunoichi, were often very important dementsin ninjamissions.
Kunoichi, like women samural, were sometimes trained in combat, and any femde ninja
in an AD&D® gameis certain to be among those so trained.

In agame campaign it's not ingppropriate to have a higher proportion of femae
samura and ninjain important combat and governing roles. Femae warriors of
consderable skill and influence are amaingtay of Oriental legends and modern cinema.

The Ninja Clan

Every ninja (except the Lone Wolf) and shinobi belongsto aninja clan. Every
character who is not technicaly an Orienta ninja but who is built with the ninja character
class rules belongs to an organization with an unusua god and some didtinctive
techniques it uses to achieve that god.

The choice of that clan or organization, as much as anything dse, definesaninja
character'srole in acampaign.

Before the DM can assign a PC ninjato a clan, or dlow him to choose his own clan,
he must know which clans are part of the campaign setting and what ninjaclans are like.

To desgn aninjaclan or smilar organization, the DM must determine the following
informetion.

Name

A ninjadan usudly bear the name of its mgor family. If the most powerful family in
the ninjaclan is the 1sobe family, the ninja.clan will probably be called the 1sobe clan.

This does not mean that the clan iswiddy known to be aninjaclan. Publicly, the
Isobe clan may govern alarge digrict and rule many other dlied and related families.
Members of the Isobe family and its most closdly dlied familieswill know thet it isa
ninjaclan; families more loosdly dlied may not. The mysterious ninja clan operating in
the digtrict will be referred to by its nickname.

Nickname

Many ninjacdans aso bear intriguing nicknames, often based on loca geography or
the clan's exploits. A ninja clan based on atal, black mountain, could be the Black
Mountain ninjaor the Long Shadow ninja. An NPC clan famous for its poisons might be
the Venom ninjaor the Serpent ninja. Those known for their intrusion skills might be the
Need-No-Doors ninja.

Known For
Each clan will have aparticular skill for which it is known, & least among itsown
members, and perhaps among other ninjaand those in pogtion to hire ninja

Ruler

The clan or organization leader should have a name, persondity, and background.
The PC ninjais ultimately respongble to this character, so the clan ruler is one of the



most important people in the PC ninjas life.
Symbol

Every ninjaclan should have a distinctive symbol. Ninja of the clan do not wear the
symbal on their ninjanight-suits or carry it on ordinary missons. They display the
symbol only when they intend to advertise the dlan's involvement in amisson. For
example, aninjamight leave ameddlion or cloth patch bearing the clan's symbol on an
enemy's pillow while he degps, in order to warn the potentid victim that the ninjaclan
can penetrate his defenses whenever they wish.

Typical representative symbols appear with the sample clansin Chapter 9.

Territory

Thisiswhere the clan lives and the area. on which it exerts a substantia influence.
Smdl danswill live in some out- of-the-way place (such as a mountaintop) and exert
influence on asmdl area (typicdly one village not too far avay), while large dans may
occupy aregiond capitd and influence the entire region.

Exerting an influence on an areais not the same as ruling it. A ninja clan might
effectivey rule the villages nearest its sronghold, but if it islocated in alarge city, it will
probably exert the same degree of influence as would a powerful thieves guild.

History

The DM should deve op the history and background of the ninja clan. Some detalls
that the history should include are:

Why the clan became aninja clan. Most were military service clans with many
members who were spies and tacticians. When the clan fdl out of favor with the current
ruler, its leaders ordered aretreat to some inaccessible place in order to survive. The clan
then made ther living selling spy services and evolved into aninjaclan.

Which wars the clan participated in, and on which side. Whenever there are wars,
ninja clans are hired to perform espionage missons. Deciding which sde this clan helped
during the various wars in a campaign alows you to determine something about the
clan's nature. Does the clan work for whoever pays best? Does it stick with one or two
ruling houses regardless of whether those houses are right or wrong? Does it dways sde
with the underdog? (If S0, see Poor and Dirt-Poor under "Resources.")

Who were the famous ninja of the clan. Even if the dlan ninjaare not well known
outgde the family, the clan's history will dways provide tdes of members whom today's
ninjamust live up to. The DM should develop adetail or two about some of the clan's
famous members of the past: " Shigeru, who developed the use of the springboard to an
art form, and killed the daimyo by bouncing over the imperid paaceswall and rdeasing
one perfectly placed dart; Miyoko of the Three Faces, who could change identities faster
than you and | can change our minds.”

Goal



A dan or organization might pursue some lofty aim, be interested mogtly in self-
protection, or be motivated by purely selfish gods. Sample godsinclude:

Degtroy aRivd Clan

Support a specific ruler/daimyo

Keep an Evil Mongter From Waking Up

K eep Foreigners From Becoming Powerful in the Homeland
Promote the Worship of a Specific God

Spy for the Nation to Protect It

The DM must be very careful in the choice of agod for the ninja clan. It should not
be too whimsica ("Promote the Spread of a Revolutionary Style of Artwork™). If the DM
intends to assign a PC to this clan, (rather than letting the player choose hisninja
character's clan), the clan's goals should not be directly opposed to the character's nature
unless the DM wants to put the character in conflict with the clan. Such conflict can
result in an unhappy, frustrated player.

Alignment

A ninjacdlan should have an dignment just as a character does. This dignment
reflects the clan's tactics and practices, aswell as the way the clan is regarded by those
who know of its existence.

Lawful-Chaotic Axis. For ninjacansand Smilar organizations, achoice of "lawful”
does not generdly mean "law-abiding." Ninja clans practice outsde the law of the land.
Norn-ninjacrimind organizations certainly do.

The choice of "lawful" vs. "chaotic" rdies more on whether the clan or organization
follows asat of honorable and known rules of behavior.

Imagine aninjadan tha lives near awd|-traveled road, upon which its members
often perform acts of banditry. If the bandit-ninja give their victims a chance to surrender
before atacking, and treat prisoners honorably (ransoming them honestly and not
harming them), the dlan is probably lawful. If they sometimes attack from ambush and
behave in amore civilized manner a other times, without any predictable pattern, they
are chagtic. If clan members do the honorable thing only when it isin their best interest,
they are neutrd.

A lawful danismore likely to have interesting traditions relaing to prisoners, such
astheright to chalenge the clan champion to ritua combeat and go freeif victorious.

A neutrd danislikely to have more sdf-serving traditions. A prisoner sentenced to
death might be able to chalenge a clan champion to combat. If he kills the champion, he
will be alowed to join the clan but must remain with it forever rather than be killed.

A chaotic clan can have traditions thet are entertaining but pointless. Prisoners might
be run through an obstacle course, climbing ropes and running through booby-trapped
buildings, just to see how fast they get through. Prisoners who are successful would get
no reward grester than a good medl, the event having no bearing on their imprisonment.

Good-Evil Axis. Interestingly, whether an organization counts as good or evil has
little to do with its godl. For example, promoting the worship of a gpecific god sounds
like agood am. But if the god is one who demands the ritual murder of anyone who



gands in hisway, the clan should be considered evil. Likewise, destroying a nation's
ruling family might be congdered an evil am. But if the family at one timein the past
was bad, and the nation lives under a curse until the family is destroyed, then the god
fdls somewhere between neutral and good.

Remember that morally ambiguous questions like these make life more interesting for
the PC who isamember of the dan. (What if aninjafalsin love with someone and then
discoversthat this person is secretly a member of the family destined for destruction?)

The DM can ask severd questions when deciding whether aclan is good, neutrd, or
evil: What does the clan do with hostages? What do ninja on amission do to guards who
oet in the way? (If the standing order is"Kill anyone who seesyou,” the clan is probably
evil. If the ganding order is "Incapacitate if possble kill if you haveto,” the clan is more
likely to be good.) What do ninjaon a mission do to degping people in the rooms they
pass through? Does the clan take revenge for actions againg it? Is this revenge taken only
for mgor insults or dso for minor dights? Is the revenge visited on innocents or only on
the person responsible for the insult? What about the clan's attitudes toward its own
members? Doesit casudly sacrifice its ninja (an evil can), do so only when thereturnis
greater than the loss (a neutra clan), or do so only when there is no other choice (a good
clan)? The answers to these questions should be weighed when deciding whether a clan
or organization is good, neutrd, or evil.

Usud Alignment Choices. In generd, the dignments of ninja clans will bresk down
likethis

Table 28: Ninja Clan Alignments

Alignment Percentage d20Rall
Lawful-Good 5% 1
Lawful-Neutra 25% 2-6
Lawful-Evil 25% 7-11
Neutral-Good 5% 12

True Neutrd 15% 13-15
Neutral- Bvil 5% 16
Chaotic-Good 5% 17
Chaotic-Neutral 10% 18-19
Chaotic-Euvil 5% 20

If you're doing a quick design on aninjaclan and don't care what its dignment is, roll
1d20 and check Table 28.

Table 29: Clan Member Alignments

If the Clan Alignment Is.  Allowed Alignments Include:

Lawful/Good All but NE, CE, LE
Lawful/Neutra All
Lawful/Evil All but LG, NG, CG
Neutral/Good LG, LN, NG, N, CG
True Neutrd LN, NG, N, NE, CN

Neutra/Evil LE, N, NE, CE



Chaotic/Good LG, NG, N, CN, CG
Chaotic/Neutral All but LGand LE
Chaotic/Evil LE, N, NE, CN, CE

Range of Alignments

Not every member of aninjaclan must have the same dignment as the clan. Most
clans permit awide range of dignmentsin their members. The question is How wide a
range?

Lawful dans, surprisingly, are more likely to permit members of al dignments,
because they are more likely to keep faith with family tradition (and, inevitably, there
will have been family members of opposing dignmentsin the family history). Because
Orientd philosophy involves themes of sdf-enlightenment, alawful dan will generoudy
alow members of other aignments the opportunity to learn how to correct their behavior.
However, clan members of nontlawful dignments are more likely to be closely watched.

Neutrd clanstend to act in their own sdlf-interest, and so are likely to dedl harshly
with the family members who cause trouble for the family. Neutra dans might dlow
opposed dignments, but not members whose aignments are strongly opposed to the clan
adignment or gods.

Chaotic clans are unlikely to have formulated an established policy on member
dignments. They are more likely than neutra clans, but lesslikdy than lawful dans, to
have members with opposed dignments.

Good clans do not dlow evil members, nor do evil clans alow good members.
Neutra clans alow members of both good and evil persuasion.

See Table 29 for an overview of clan alignments and the alowable dignments for
individuad members

The DM must decide how the clan dedls with dignment dissenters. Does it banish
them or kill them? Either way, having developed an dignment opposed to the clan
aignment is one good origin for a character with the Lone Wolf kit.

Races

In aninjaclan, most members are humans, with an occasond hdfling or dwarf. Such
demihumans (which are often foundlings or changelings) are raised as part of the clan,
and often recelve specid training to take full advantage of their smdl sze. Thereareno
dl-dwarf or dl-hdfling dans

In amore unusua sort of organization, such as a secretive clericad society or aspy
network, members of other races, usng shinobi kits, are allowed.

Sze

Ninja clans can be quite large or very smdll.

A large clan will have one lord and one or two other leaders of high rank called jonin.
Benesth them will be 50 or 60 chunin, or middiemen, each of whom rules afamily
including 30 or so genin (bottom:-ranking ninja) and 30 or 40 other family members (most
of whom are non-adventuring types or low-leve characters possessing one of the shinobi



kits).

A smdl dan will be about the Sze of achunin family from one of the larger dans
two or three jonin, including the clan lord; three to five chunin; around 20 genin; 30 or 40
other family members.

Some small clans have low numbers because they are in decline, their population
depleted by warfare or failed missons. Some may have standards so demanding and
rigorous that dangerous training and banishments keep the numbers low.

Even the largest of ninjaclans amply cannot afford to launch amisson in which
dozens of its members get killed. When such things happen, it's usudly because:

* A powerful ruler hired ninjafromlots of clansfor amission and has thrown them
away on adifficult target. No one ninja clan will be destroyed because of the misson's
falure

* The clan isa huge one, possibly one that teaches its secrets to students from non-
ninjafamilies, and consequently has more ninja of inferior training to throw away on
such missions. Or,

* Thisis the do-or-die adventure for the clan, the misson in which its ultimate god
will be accomplished or the family will perish.

Other types of organizations—the types described in Chapter 3—aso tend to fal
within the Sze ranges described here. The intelligence divison of alarge western empire
can be quite Szeable, while that of asmdler nation or principdity, or the private
intelligence team of a pecific nobleman, will be much smaler.

Resour ces

It's not important to know the exact nature of a clan's resources—how many pieces of
gold there are in the treasury, how many swordsin the armory. What isimportant is
knowing what sort of resources the clan has for various types of missons. For each type
of misson, the DM should decide the level of financia support the clan will provide.

Major/Critical Operations. These missons are crucid to the clan'sgod. Such
missionsinclude final confrontations with enemy dlans, operationsto retrieve priceless
artifacts, attempts to prevent the assassnation of the clan leader, etc.

I mportant/Profitable Oper ations. These missons help accomplish aclan'sgods,
faling in three or four of them islikefailing in one mgor or critica operation.

Typical Operations. These are standard missons; each one successfully completed
hepsthe clan achieveits gods, but no single misson islikely to determine the fate of the
clan. Mogt missons performed by aclan fal into this category.

Minor Operations. These missons are of little consequence to the clan (loose
threads to tie up, doppiness from a previous mission to clean up, tc.).

Nonmission Requests. Requests for resources may be made by clan members who
are not currently on clan missons (such as when aninja PC asks for wegpons or
information about someone he isinvestigating in order to help hisfdlow PCs).

For each type of mission, the DM assigns the clan's usua expenditure of resources.
Such expenditures can be Lavish, Good, Adequate, or Inadequate.

Lavish expenditures include equipment (Ioaned, not given, to the character) of any
nonmagica sort, delivered very quickly after being requested; equipment (loaned) of
lesser magica or more rare varieties ddivered as soon as another ninjacan acquire it;



enough money for the PC to maintain the illusion that he is a very wedthy person; the
employ of many common hirelings for assault missons or to make up the character's

retinue.

Good expenditures include equipment of any nonmagica sort (with alimit of two or
three gpecid or rare items per mission) delivered fairly quickly after being requested
(from aday to aweek after the request); enough money for the PC to maintain the
illuson that heis of the noble class; the employ of one to three hirdingsto assgt in

assaults or to aid the character in his endeavors.

Adequate expenditures assume a misson budget of around 100 gp. If the ninja needs
more than this, he must stedl or otherwise acquire the extra resources himself.
| nadequate expenditures equa amission budget of around 10 gp. If more is needed,

the ninjaison hisown.

See Table 30 for an overview of clan wedth categories, mission types, and resources

expended.

A clan can be of onefinancid category but provide resources as though it were from
alower category if the clan leader is notorioudy tight with his money.

A clan can dso have variations in these recommended expenditures based on internd
policies. For example, a clan or organization with afirm policy againgt the use of
resources on nonclan activitieswill provide Inadequate resources for nonmission
activities even if the dan isfantadticaly rich.

Table 30: Ninja Clan Resour ces

Wealth of Clan

Fantegtically Rich

Weslthy

Average

Poor

Dirt-Poor

Type of Mission
Magor/Critica
Important/Profitable
Typicd

Minor

Nonmisson
Mgor/Critica
Important/Profitable
Typicd

Minor

Nonmisson
Magor/Critica
Important/Profitable
Typicd

Minor

Nonmisson
Mgor/Critica
Important/Profitable
Typicd

Minor

Nonmisson
Magor/Critica
Important/Profitable

Resour ces Expanded
Lavish
Lavish
Good
Good
Good
Lavish
Good
Adequate
Adequate
Adequate
Good
Adequate
Adequate
Adequate
Inadequate
Good
Adequate
Inadequate
Inadequate
Inadequate
Adequate
Inadequate



Typicd |nadequate
Minor Inadequate
Nonmisson Inadequate

Clan Status

Most ninja clans belong to the farmer class. Some are artisan or craftsman clans. A
few have retained samurai status, which is of congderable benefit to aclan member. He
is accorded the rights pertaining to a samural and his cover identity cannot be penetrated.
A family belonging to the "nonperson” class may be publicly known as aninjaclan and
would probably live in aremote, easily defended, place.

Allies

Ninja clans are often alied with other families—sometimes officialy, sometimes
secretly. The DM should decide which families the clan counts among its friends, and
whether the ninjaclan is superior, equa, or subordinate in the reationship.

Sometimes the ninja clan will be the sponsor and ruler of asmaller family; sometimes
the relationship will be one of genuine friendship and aliance between clans that count
themsdlves as equds, sometimes the ninja clan will be beholden to a more powerful clan.

Enemies

Likewise, ninja dans often have longstanding enmities with other familiesand
organizations. The DM should establish at least one enemy family for each ninjaclan;
many clans have lots of enemies.

For each enemy, the DM should aso decide whether the god of the clan disputeis
competition or extermination.

When it is competition, the two clans are in a protracted rivary. They may be
competing for the same clients for their services, or they may smply want to show one
another up. When members of the two clans encounter one another, they endeavor to
embarrass each other at every opportunity. Thisrivary should not escalate into duels or
degenerate into practical jokes. The two clans might maneuver one another into tricky
Stuations, such as by pretending to want an "important” misson and dlowing the other
family to win the contract, only to reved that the misson is dangerous and
unprofitable—or slly and pointless.

When the god is extermination, there is blood hatred between the clans. When
members of one clan encounter those of another, they try to kill each other. These
attempts may be honorable attacks and duels, or wicked attempts at nation,
depending on the dignment of the feuding clans and the individud ninjainvolved.

Demands

Each ninja dan imposes certain demands on its members, including ninja PCs.
Demands dmogt dl clans make of their membersinclude:
Silence. The ninjamust never admit that heisaninja If the character's clan isknown



to be aninja clan, he may not even acknowledge that he belongsto that clan. There are
exceptions: The ninja can ask the clan leader if he might be alowed to acknowledge his
true class and nature to an aly, epecidly when that dly's help is crucia and will best be
served if he knows the truth. But such permission israre. If a character admitsto
someone outside the clan that he isaninja, he places that person above hisclanin
importance (to the clan'sway of thinking, anyway). The clan, if it finds out, may decide
to diminate the person who is now in the know, as well as diminate the ninjawith the
big mouth.

Missions. The clan can order the ninja character to embark on missons. Refusa to
carry out amission is considered betrayd of the clan. And, yes, a clan leader who doesn't
like one of his dan members might try to get rid of that member by sending him on
misson after deedly misson.

Demands some clans make of their membersinclude:

Choice of Spouse. The clan leader, not the ninja, chooses whom the ninjawill marry.
Usudly, the spouse is another clan member or someone from an dlied clan, chosen for
politica suitability and for the potentia of strengthening the clan. Love maiches arerare,
and the worst thing a ninja could do would be to tell the clan leader that he or sheisin
love with someone specific. The clan leader will automaticaly choose someone dse to be
the ninja's mate, because romantic love is considered a dangerous thing that has led to the
downfdl of many agood warrior.

Thiswhole situation is a great opportunity for role-playing in acampaign. However,
playersin a campaign making this demand should play ninjaonly if they canrole-play a
culturd atitude very different their own, or if they don't care whom their characters
mary.

Delivery of Treasures. The ninjais required to submit al accumulated treasure to a
superior member of his clan for evauation. He must arrange ameeting with his superior
every three months, and immediatdly after any rich haul (if possible).

The clan will sdect those items and coinage it needs and take them away from the
character without compensation. Typicaly, the clan takes about haf the magica and
other specia items the character acquires. Any items that remain after this"tax" belong to
the character and are not subject to confiscation later. The more money the ninja clan has,
thelesslikely it isto take any of the character's. But aninjafrom apoor family may be
required to hand over 50%—75% of dl his treasure profits so that the clan will have
operating capita for other ninja and other missons.

If the ninja character withholds any treasure and the clan later find out about this
betrayd, the ninjawill be suitably punished.

Cost-Accounting. The ninja character must keep an accurate accounting of al his
mission expenditures, right down to the last copper piece (or campaign equivaent).

Of course, the DM can make up any other demands he seesfit for a clan to impose.

Examples of severd types of ninja clans appear in Chapter 9.

The PC and the Clan

Ultimately, the DM determines which clan a PC ninjabedongsto. Typicdly, he does
this by:

1. Cresting severd ninja clansto serve as background details for the campaign



Setting.

2. Deciding which ninja clans PCs can come from.

3A. Letting the player do arough design of his ninjacharacter and then deciding
which clan that PC best suits; or

3B. Giving the player details of the available clans and alowing him to choose aclan
for his character, then making sure he desgns a PC ninjasuited to it.

Details of what the PC does for his clan appear in Chapter 8.

CHAPTER 7
Playing the Ninja

Because the ninjais so secretive, role-playing thistype of character involves an
unusud amount of work for the player. At the very least, the character must keep secret
from the outer world the fact that heisaninja. He may aso try to keep that secret from
his party mates and close friends. Even in a party made up entirely of ninjaand shinobi
from his own clan, the character might have secret orders from the clan lord, directives
that no others may share.

Ninjain the Outer World

Mog of aninja PC'slife takes place away from the clan. The ninjais off in the world,
exploring new lands, establishing identities in distant cities, and performing missonsto
benefit the clan.

The ninja character is usually among people who don't know his secret. Here,
expressed as advice to the ninja character, are some ways to maintain a secret identity.

Don't Impress People

It is easy to impress people with your ninja skills. The problem with thisis that
people remember being impressed. The more people who remember unusua things about
you, the greater the chance they will add Stray facts together to reach a conclusion you
don't wish them to reach.

It's especidly foolish to demondtrate traits that do not belong to your cover identity. If
you are pretending to be anorma fighter do not offer to pick alock. If you are pretending
to be acommon thief, do not ever wear chain mail or any armor too heavy for
practitioners of that profession.

Don't demondgtrate the full level of your experience. Y ou are a your most dangerous
when enemies underestimate you. Even if you are aveteran ninjawith many years of
experience, pretend to be a green warrior. Once you have established this background,
don't ever let on that it is not true. The temptation to do so can be greet, especialy when
it becomes possible to impress a potentid lover through tales of your prowess.

Go Without Your Ninja Toolsand Weapons

This sounds like a crud punishment—when you have spent so many yearslearning



the basic skills of the ninja professon, why should you not have its potent tools readily at
hand?

But remember this: If you are captured, you may be searched. Tools such asthe ninja-
to, nekode, metsubishi, and many others are clear evidence that you are aninja. Even
cunningly disguised tools can be found. But tools that are not present cannot be found.

Therefore, you should carry your ninjatools only when you wesr the ninja night-suit
and are on astedth misson. At other times, use gear that it Smilar but not so tdling:
Carry awakizashi ingead of aninja-to, a kawanaga instead of nekode, and so forth.

If you plan to be on the road for several weeks or months, it is best not to carry any
ninjagear. The opportunities for discovery are too great. When you vist cities where
your clan has set up contacts and safe houses, you can borrow gear for specific missions.

Establish a Safe House or Cache

When you plan to bein acity or castle for an extended period of time, you can set up
asafe house or cache for ninjatools and wespons.

Depending on the size of your ninja clan, there may adready be a contact and a safe
house in the city or castle you are sent to visit. It isno greeat task for you to ask your clan
lord to send some of your gear to that contact. Thisis not a safe or automatic process.

Y our gear will be handed over to alow-ranking ninjaof the cdlan, who will ddliver it to its
degtination, putting him in great danger of discovery and death. Thisninjaisyour brother
or cousin, SO such requests should not be made trividly.

If thereis no contact aready established in the place to which you are headed, you
can prearrange to have your gear delivered to a specific rendezvous, a the samerisk to
personnel and materid as above.

After you reach the new ste but before your rendezvous is to take place, you should
edtablish a cache, a secret place to leave your ninjagear where its discovery will not
compromise you. (It isagaing al common sense to set up your cache beneath your bed.)

Idedlly, a cache should be in some place that is easily visted by anyone; the fewer
people who can vist it, the shorter the list of suspectsif the cache is discovered. Inthis
public place, the cache should be well hidden and difficult to approach casudly. Here are
some possihilities

* A barrel in the back of an easily accessible but seldom+visited storeroom

* Anold crack in awall adozen feet up

* Beneath the floorboards of an abandoned temple

* A box covered with a shallow layer of earth in an overgrown field

* A porcdain jar submerged in an untended pool

Remember to leave incongpicuous Sgns, visble from a distance, to assure you that
your cache has remained undisturbed since your last vist. Someone may have found your
cache, then returned everything to its origind condition, derted the locd lords, and
arranged to ambush whoever comes to get the equipment.

For example, if your cache isin a storeroom barrel, you could place a spot of glue on
the sed of the barrd. When you visit, glance casualy at the spat; if it is broken, you can
be certain the cache has been found and that you should not try to retrieve your gear. If
your cacheisinacrack inawal, you can dust the surface of the wal below and above
with alittle soot, which will certainly be disturbed if someone has been there,



These techniques can save your life.
Once Established, You Become a Safe House

Do not forget that once you are set up in a new identity, you become a safe house for
other ninjaof your clan. From time to time, alied ninja passing through your region or
coming to the same city or castle to set up identities will seek out your help. You are
obliged to provide reasonable amounts of help at the ninjas request. Of course, you are
obliged to provide even unreasonable help at your clan lord's request.

Soy On Your Friends

Y ou should honor atrue friend with true friendship, but you should also know your
nonclan friends better than they know you. Y ou must learn al you can about them. Find
out what their interests are, what their true identities are, who their lovers are, what their
letters say, why they carry the mementos and other items of sentiment they do, and what
truly drives them.

To ayoung ninja, this may sound like acrugl betrayd of people who intend you no
harm and may have saved your life. In asensg, it is. But there are compelling reasons to
take this course.

Firg, it may reved enemies. Despite your ingtincts, it may be that an dly isyour
enemy—and not even because of apersond reason. He may be on a secret misson that
would thwart your own mission, or may have alongstanding grudge againgt ancther ninja
of your clan.

Second, you can often do your friends good by knowing al there isto know about
them. In spying on afriend, you may discover some secret need he dares not express, or
someone ese may be investigating him, pointing to an enemy he did not know about. So
long as your friends remain friends, your investigations can ultimatdy do them only
good.

Third, consder this: Although you bear no ill will toward your friends, you have an
agenda that is different from theirs, an agendathat is hidden from them. If you are
ordered to betray them by your clan lord, that iswhat you must do. If thisistrue of you, it
could be true of one or more of your friends as well. Y ou need to know the circumstances
under which one of your trusted friends could become an enemy.

Fourth, and last: Spying on your friends acts as a constant reminder of your priorities.
When you take this course, you can never let your dlegiance dip from family to friends.
Y ou are dways on guard againgt letting your cover identity become your true identity.
Thisis best for the clan, and so it must be done.

This spying should not be accomplished quickly. Y our current assgnment is another
task with a different target, so your researchesinto your friends congtitute a hobby and
should be pursued a a dow, comfortable pace. Y ou might be in the company of these
people for months or years; pace your investigation accordingly. Nothing will give you
away as easly as undue haste.

It is here that maintaining an identity as a poet or writer is useful to you. It will give
you a higher leved of credibility when you ask people questions about their careers and
exploits. However, it will not help you if you ask so many questions that your friends



come to consider you anosy person.
Do not be compulsive about your investigations, however. If you fdl into a pattern of
espionage that your friends can detect and take steps againgt, you doom yoursdlf.

Always Have a Reason

At every time of night or day, have in mind an explanation for any unusud thing you
are doing. Remember that excuses for friends can be different from those presented to the
authorities. Friends will keep secrets for you and will believe things that the authorities
will check out for themsdlves. Here are some examples:

"Why are you wandering the hdls of the daimyo's pdace, off-limitsto the likes of
you?' Answer for afriend: "l saw a shadow dip into thisareaand, curious, | followed.
There may be a spy loosein these hdls." Answer for aguard: The same, but wait for a
moment of distraction on his part and hurl a pebble or smoke grenade into some dark
corner to give him something to react to and to convince him that there is an intruder
loose.

"Why were you following me?* Answer for afriend: "I've had a premonition about
you dl day. | think you are in danger." Answer for someone in authority, who may be
asking why you were following someone ese: "'l was not. Why were you following me?'
or "l was admiring the materia from which his robe was made. See the flow of colors,
the expert cut of thecloth . . ."

Sometimes aready excuse will be more useful to you than a plausible one. Hestation
can doom agood lie, while calm confidence and quick response can carry abad one.

Ninjain a Non-Ninja Party

Of course, the advice previoudy given is from the perspective of aninjaclan lord,
who naturally places clan obligations above dl other considerations, as will most people
from the ninjas culture of origin. The ninja himsdf may not fed quite so sure about some
of those dictates, particularly the ones about spying on his friends.

The ninja character traveling with a party of people who do not share his secret can
do many things to maintain his good reaionship with them.

Greed IsOut of Place

Ninja accompanying nor+ninja groups will often travel in the guise of thieves This
dlowsthem to utilize mogt of their ninja abilities without causing congternation among
their friends. But it's abad ideato carry the thief identity too far. A ninja should not sted
from his friends (except under clan orders). To do so isto demonstrate greed (avery
uncharacterigtic fault) and to sow dissenson among the party. One important ninjaroleis
to sow dissension among the enemy, and to do so among his dliesisthe same as
conddering them the enemy.

CourageisNot Out of Place

The culture from which the ninja originate places a high premium on fearlessness.



Ninja are not supposed to fear death any more than samurai do. Consequently, when a
ninjais pretending to be a samurai warrior, he should demongtrate the same kind of
courage the samural does. Even when aninjais pretending to be a common thief, if he
demonstrates courage rather than self-preservation, he will gain respect in the eyes of his
comrades. They will trust him more, and he will be able to trust them more.

Strong Alliances Help Everyone

Although ninja clan lords caution young ninja againg putting nonclan congderations
over the gods of the clan, they do not discourage ninjafrom forging friendships with
people who are not of the clan. There are two reasons for this, both of which are very
practical.

Fird, if aninjabecomes friends with non-ninja, the clan has ties to those people,
some of whom may become powerful adventurers, merchants, and even rulers. Ninja
clans benefit from such dliances, even when the non-ninja are not aware of their friend's
ninja background and when thereis no profit motive involved. The clan might be able to
obtain favors such as economic concessions, trade secrets, or military and economic help
intimes of crigs. And should the ninja clan be attacked and scattered by armies of the
shogun or emperor, the clan leader might be able to send severa members of the family
to the ninja PC so that they can seek sanctuary with an dlied non-ninjaruler.

Second, if the ninjaforges red friendships with other members of the party, it helps
him keep from turning into a paranoid wreck. If he has no red affection for any member
of the party, he will be amore suspicious and less trustworthy member; othersin the
party may sensethis.

When Friends Find Out

Sometimes a ninja character's true identity and neture will be discovered by another
member of the party. This could come about by happenstance (catching the ninjajust as
hels dimbing out hiswindow in his night-suit) or by design (oying on the ninjain much
the same way as he's spied on them). Either way, it puts the ninja character in the delicate
position of deciding what to do about his friends.

He Could Confess To Them

The ninja.could confess at least part of the truth to hisdlies, admitting thet heisa
ninjaand he has other adlegiances in addition to his friendship with them. He would have
to convince them that he is no danger to them and has genuindy been their friend in ite
of hisdivided loydties.

Under no circumstances should the ninja divulge the name of his clan. People who
know something about ninjawould redize that he would not do this, but might ask him
anyway as asort of test; if he provides an answer, heis probably lying.

A ninjacharacter who takes this course will ask his friends to keep his secret. Hislife
isintheir hands; dl they need to do is betray his secret to his enemies and he will
probably be captured or killed. If they are true friends, they will keep faith with him.

He Could Convert Them



A find and dramatic measure when dedling with a friend who has found out aninjas
secret isto try to bring the outsder into the ninjaclan. This can come about only when
severd conditions arein place.

Firg, the character under consideration for adoption must not be part of any existing
clan. If the character is an orphan, survivor of adestroyed clan, or an exile with no hope
of return to hisorigind family, heis digible. (To adopt someonewho is part of an
exiging danisto invite him to betray his other clan. If heiswilling to betray thet clan,
he will someday be willing to betray the new one)) It is possible to adopt someonewho is
from another cultureif that character expresses the desire to foresake his former life and
devote himsdf to the ninjadan.

Second, the friend must be eager to join the ninja clan. It's not enough just to be
willing; aninjacharacter will be interested in adopting only someone who will bring
enthusasm and loyalty to the dan.

Third, the ninja character must be able to convince the ninja clan leeder that hisfriend
isworthy. Thiswill inevitably result in the friend being put through rigorous and
potentidly deadly tests of kill and loyalty.

Ninja clan lords become far more suspicious when aninja brings forward an entire
party of people requesting admission into the clan. It's best to try to convert only one
character who has |learned the secret.

He Could Lie To Them

Theninjacould lieto hisdlies, teling them that he's an imperia sy infiltrating a
ninjaclan, or some other fabrication.

There are disadvantages to this approach. The characters will aready be suspicious of
the character. He's lied to them in the past, so they will subject everything he has to say to
much scrutiny. The ninjamay find that his friends want him to prove his new assartion to
them, and he will probably be unable to do so.

He Could Abandon Them

Having been found out, the ninja character could just leave the characters a his
earliest opportunity, return home, and ask for a different misson.

This offers a smple advantage: It makes it difficult for hisformer aliesto exact
revenge on him. Buit it has a couple of serious disadvantages as well.

Firg, the ninjacdan lord will want to know why the ninja abandoned his identity and
mission. If the ninja answers honestly—which he should—the ninjacdan lord must now
decide what to do about the ninjas former dlies. He may decide he hasto diminate them,
and hell certainly want to use the ninjawho knows the most about them (the PC) to do
s0. Thisis aso agood opportunity for the clan lord to impose atest of loyaty on the PC
ninja. No ninjawants to see his dlies exterminated for such areason, and there is aways
the chance that the heroes who found out the secret will be skilled and tough enough to
kill ninja sent againg them.

Second, such abandonment doesn't settle in the ninjals mind what action his former
dlieswill want to teke. If he just leaves them, he cannot influence their actions or
persuade them not to immediately turn him in to the authorities.

He Could Become Their Enemy



The ninja could decide to eiminate the people who have found out his secret. Thisis
adrastic measure, taken only when aninjathinks his dan isimmediately and serioudy
endangered by the discovery of his secret. For that to be the case, the dlies must already
know the name of the ninja character's clan and have declared an intent to destroy the
clan. Such alies could be no more than mere companions, not true friends. A lesser set of
circumstances doesn't warrant the ninja character becoming the enemy of his former
dlies

If heis convinced that his former dlies intend the destruction of his clan, the ninja
should get away, then attempt to destroy these enemies as soon as possible. But make no
mistake; circumstances such asthese arerare.

An All-Ninja Party

Things are easer when the ninja character is accompanied by ninjafrom hisown
clan. Thereisno danger of trouble resulting from the sudden discovery by another party
member that one character isaninja.

When a party of ninjaistraveling out in the wider world, it isagood ideafor them to
maintain their cover identities & dl times. They should not utilize ninja hand-ggnsin
casua conversation or discuss mission parameters unnecessarily. Ninjaknow that their
enemies sometimes employ wizards (who could have wizard eyes floating through the
room), and often employ ninja of their own (one could be hanging from the rafters even
now, listening to every word).

Playing The Lone Wolf

The ninjawith the Lone Woalf kit has his own obligations to fulfill, and the DM
should remind him of them if he strays for too long from the path dictated by his choice
of ninjakit.

Lone Wolf characters (and ninja.and shinobi who are created as part of aninjaclan
but later survive its destruction) are obliged to achieve one (or both) of two gods. The
Lone Wolf must:

* Recreste the clan, finding an gppropriate spouse, Sarting afamily, collecting dlies
and followers, and protecting them dll.

» Wage war on the destroyers of his clan until he perishes or the enemy does.

It's not practicd for aLone Wolf to leave his old life behind and ignore clan
obligations. Inevitably, his enemies will track him down in order to finish the job of
destroying his dan. The Lone Wolf will eventudly have to fight or die.

CHAPTER 8
Campaigning the Ninja
This chapter isfor the DM. It dedls with dl sorts of game-mastering concerns brought

on by theintroduction of ninjainto acampaign. Players are also welcome to read this
chapter. It will give them a better idea of what to expect from their DMs.



Secrecy Within the Campaign

When the DM dlows ninja characters within a campaign, he must decide what sort of
security to indtitute. After dl, the ninjais a character with a secret, often run by a player
keeping the same secret. All these layers of secrecy can make the running of acampaign
much harder if not dedlt with carefully and inteligently.

There are three types of security for this sort of campaign:

1. The ninjas secrets are kept from the other characters and from the other players.

2. The ninja's secrets are kept from the other characters but not from the other players.

3. The ninjas secrets are known to the other PCs but not to the world at large.

Each approach requires the DM to make different arrangements for his campaign.

Keeping Secrets From the Players

The hardest approach isfor the player of the ninja character to keep the truth about
his character class and goals from the other characters and from the other players. This
requires afar amount of setup work on the part of the player and the DM.

Redesign Character Sheets

If the campaign's players use a uniform character sheet format, the DM should change
it. In the new format, the only character information that appears in public view should
be:

» The PC'sname

* A lig of the PC'svigble gear. Thisligt should indicate only the type of item, such as
"long sword,” not magica bonuses or specid atributes.

* THACO

* Armor class

It's pointless to concedl the PC's THACO and Armor Class, as most players can work
out these values without effort by comparing die rolls to results in combet.

The back of the character sheet should include information on class, levd, hit points,
and saving throws.

If the campaign alows players to choose their own format for character sheets, the
player of the ninja should utilize aformat such asthis. The DM should encourage other
playersto do the same, to prevent the players from concluding that the one character
demondtrating some secrecy must obvioudy have something to hide.

False Character Sheets

Even with the additional security offered by the new character sheet format, the
player of the ninja should work up an dternate, "public’ character sheet for his ninja.
This sheet should reflect the character's statistics and abilities as accurately as possible
while dill maintaining the illusion thet the character belongs to a different character class
(typicdly afighter or athief). This subterfuge will prevent discovery when aplayer gets
the occasiona accidenta look at his neighbor's shedt.

In campaigns where everyone starts out at 1t levd, it will be hard for aninja
character to maintain theilluson that he's a 19-leve thief; histhieving skillsjust aren't as
good as those of athief. He can hdp sustain the pretense by learning what thieving skills



are mogtly likely to be used in the campaign and pouring more discretionary points into
them (a the expense of other skills), and by never letting another player see histhieving
skill valueslong enough to add them up.

Paranoia Notes

The DM should promote the use of paranoia notes in his campaign. Paranoia notes
are nothing more than written communications passed between player and DM to dlow
them to exchange information the other players don't need to know. The ninja player will
have to utilize such atechnique in order to communicate privately with the DM. If heis
the only player to do so, the other players will become suspicious. But if the DM
persuades the other players to routindy use notes, the ninja player's activitieswill not
seem out of the ordinary.

Solo Activities

Findly, therés the problem of the ninja character'sindividud goas. The ninjawill
have clan gods assgned him by the clan leader. Some of these missions can be carried
out while the character isin the presence of his non-ninjadlies, but sometimes the ninja
will have to go out on his own and conduct private missons of edth.

The best way to do thisis to arrange private time with the DM for the player of the
ninja, perhaps before or after the regular game session.

Things become trickier when the ninja character must perform a private misson in
the middle of an ordinary run. The DM should avoid such Stuations whenever possible,
alowing the player to do this only when the story's plot absolutely cannot progress until
the ninja has done his investigating.

Typicdly, the DM will have to teke the ninja player asde where the others cannot
hear in order to play out the event. Such mid-game missions should be kept as short as
possible so that the other players do not become bored or suspicious. It dso helpsif the
DM can combine these game events with normd interruptions such as dinner bresks.

For time reasons, these mini-missions should avoid combat—but that should be no
imposition, as ninja prefer to avoid combat when stedlth will suffice.

Finaly, the DM should arrange for other playersto have short solo events. If every
player gets the occasond interlude of this sort, it will keep suspicion from fdling on the
player of the ninja. Additiondly, it will give each player the occasiona opportunity to
explore some hobby or interest not shared by the others, which is good for enhancing
role-playing in any campaign.

Multiple Ninja

In acampaign arranged aong these lines, two or more players could run ninjafrom
different clans and not even redlize it. Each would probably be too concerned with
maintaining his own secret to redize that other players are doing the same thing.

The PlayersKnow, The CharactersDon't
An approach that is consderably smpler to implement and live with, involving no

mgor changes to campaign structure, requires thet dl playersin the campaign be able to
role-play a certain amount of ignorance on the part of their characters.



With this arrangement, the players al know the mgor facts about characters who
keep secrets. Every player will get solo timein which his character can perform
individua tasks and missons, but the difference is that this one-on-one time with the DM
is conducted in front of the other players.

Thisis acinematic gpproach, with the players not involved in a scene acting asits
audience.

The Characters Know

Finally, another easy gpproach isto run acampaign in which al the characters know
that one character isaninja

Such acampaign can be brought about in any of severd ways.

The party could be made up entirely of members of the ninjas clan.

The ninjas secret could be revedled to the party before he even enters the campaign.
For example, a party member or NPC patron could hire aninjafor a specific purpose. In
such acase, the fact that the character isaninjawould be known to the others, but his
redl identity—his true name and the name of his clan—would remain a secret.

The ninjas secret could be reveded in the course of the campaign. However, this
would come as amodification to an aready established campaign rather than the way the
campaign was originaly set up.

The Best Approach

Of these three approaches, each one isthe best choice for adifferent type of
campaign.

If most of the players are very competitive and their characters do not mesh well asa
team, you'd be best off following choice #1. (The ninjas secrets are kept from the other
characters and from the other players.) This kegps them from becoming anxious about
what other players characters have or know that their own characters do not.

If the players are good at role-playing, are trustworthy, and do not let their characters
act on information that the players have but the characters don't (a common problem with
novice role-players), you'll probably find that the most satisfying approach is choice #2.
(The ninjas secrets are kept from the other characters but not from the other players.)
Thiswill dlow you to play out "secret” scenesin front of the players, not excluding them
from the campaign's sory line, and be safe in the knowledge that they won't use the
information they receive in an unfair way.

Choice #3 (the ninjas secrets are known to the other player-characters but not to the
world at large) is best used at alater point in one of the other campaign approaches.
Characters may gradudly learn that one of their party membersisaninja; eventually
everyone knows. If they dlow the ninjato remain in the party, choice #3 becomes the
campaign sructure. Starting out from the beginning of a campaign with choice #3
deprives the characters of the opportunity for discovery, and for interesting role-playing
as various party members try to keep secrets.

The Character Mix



A campaign involving ninja PCs can include any of severd different types of PC
groups. The three different types of character mixes welll discuss here include one or two
ninjapassng as norma adventurersin alarger party, a party made up of nothing but
ninja, and the rare solo ninjacampaign.

Ninja Passing

In this campaign, one or two PCs are ninja adventuring with a norma group of
heroes. Mogt or all of the non-ninja are unaware of the backgrounds of the ninja
characters, believing them to be ordinary fighters or thieves.

Typical Adventures

Even with ninja added, the campaign's adventures do not have to change.

The ninjaPC is ordered by the clan lord to accompany the heroes and participate in
their adventures, making regular reports back to the clan. From time to time, the PC ninja
will receive specid orders pertaining to the current adventure.

Example: The PCs have been hired to clean out the abandoned Tsuburaya Temple, which
is now inhabited by ghosts. The ninja clan lord, learning of this, sends a secret message
to the ninja PC: "Find out if one of the ghosts is that of Kagabu, a member of our clan
who disappeared there 10 years ago. If so, before your allies destroy him, you must ask
him privately if he obtained the Svord of Clan Hayata. Perhaps he will recall enough
clan loyalty to answer you. If possible, obtain the sword and send it to me. If not, find out
what Kagabu remembers.”

Such an gpproach gives the ninja character individua gods pertaining to his clan
background without interfering with the goals of the PC party. A task like this one forces
the PC to do some solo actions, such as entering the temple aone the night before the
others perform their raid.

Naturdly, dl these little missons must eventualy add up to abig result. Every so
often, the message from the ninja clan leader should explain what the ninja PC has been
up to for the last severd months.

Example: "Your delivery of the Sword of Clan Hayata, the powder of the mountain
goblins, and the information concer ning Hayata Sho have given us the edge we need in
our struggle with the Gushiken daimyo, Eizo the Unkillable.

"Eizo now besieges Castle Hayata. Persuade your friends that, despite Eizo's promises
of great wealth, greater honor isto be found in aiding the Hayatas.

"On the hill overlooking Castle Hayata is a dead cherry tree. Buried beneath it on the
east sideis a box in which rest the sword and powder you retrieved. Obtain them and
then sneak them through the Gushiken lines. Present them to Hayata Sho with the
information that by sprinkling the powder on the blade he can enchant his weapon to kill
Eizo the Unkillable. But before he challenges the daimyo, you must return to the outside
and kill Eizo's champion, Sawao, who would otherwise fight the match for him.

"Because the actions of our clan cannot be recognized in this event, you must make
these actions the goal of your band of famous companions. Make up whatever story you



wish to account for finding the Sword of Clan Hayata. | recommend you tell the others
that the spirit of a long-dead ancestor told you where to find it and what to do with it."

To the other PCs, this looks like a help-the-underdog adventure initiated by an
encounter between amember of the party and a helpful spirit, while the PC ninja knows
that it is the culmination of severd months worth of planning the eimination of an
enemy of the dan.

If the campaign takes place a a great distance from the ninja clan, such as when
adventurers return to distant lands and the ninja PC accompanies them, the ninjadan
leader will be unable to direct the actions of the ninja PC.

In such a case, before he departs his homeand, the ninja character must be given a
god, something he can accomplish by himsdlf over saverd months or years while
adventuring in the lands of the foreigners.

It'sbest if the god is a nebulous one, such as discovering the meaning of a prophecy
or investigating afaint trall of clues|leading to those digant lands.

Example: The ninja clan lord has learned from a priest that the survival of hisclanis
bound up with the survival of one of the foreign friends of the PC ninja, but that's the
only detail available. The clan lord assigns the PC to protect his friend, but
surreptitiously, and to find out what forces are conspiring against the friend and why the
fate of the friend is tied up with the fate of the clan. Thisis a nebulous goal that, as the
PC ninja uncovers clues, will resolve into a clearer picture, eventually leading the PCs
back to the lands of the Orient for the final chapter.

Asthe Campaign Ages

In such acampaign, the PCswill eventualy begin accumulaing followers, building
strongholds, and doing al the other things that high-level adventurers do, aswill the ninja
PC.

If the campaign is destined to return to foreign lands to stay, the ninja PC has severa
options.

He could be commanded to plant a branch of the ninjaclan in that foreign land, a
hedge againg the possbility that the main clan will someday be destroyed. Thisiseasier
to doif thereis dready a community of Orientdsin that foreign land. If thereisnat, the
PC might have to disguise the dan resettlement within alarger migration of his
countrymen.

He could be permanently exiled for some crime againgt his clan, effectively becoming
aL.one Wolf ninjaand choosing to return to his friends foreign home. He would
probably have to abandon his followers, who are still subject to the clan lord's wishes.

Or, the ninja could bid his old dlies areuctant farewd | when they make ther fina
return to their homeands, with the ninjaleaving the campaign or the campaign splitting
into two.

If the campaign's future is to be in the Orient, different options become available.

Foreign heroes decting to stay in the Orient could achieve the status of samurai and
atain greet political power through aliances with the daimyos of the land. Meanwhile,
the ninja PC will be rigng to prominence in his own clan, perhaps becoming itslord. He
will have to direct the actions of hisninjain thefidd (atask handled in behind-the- scenes



correspondence between the DM and the player) while engaging in the politics of his
land. He will use his resources to strengthen his clan, to ad hisfriends, and to promote
causes he condders just, while kegping his clan's ninja background a secret and covertly
working againgt the clans who oppose him. Such machinations requires politica
dliances, 0 the ninjas old friendship with other PC lords is particularly advantageous.

Notes

In acampaign where the ninja PC leads a double life, every character should have the
opportunity for a private interest involving occasond role-playing and solo missons.
These undercurrents will add to the complexity of the campaign, resulting in more work
for the DM, but will aso add to the richness of the campaign setting.

Ninja Group

This campaign type, mentioned earlier, has a cast of PCs who dl belong to the same
ninja clan. Remember that they do not al have to be of the ninja class. They can be of
other classes aswell, al of them bearing shinobi kits.

Typical Adventures

At the gtart of the campaign, the ninja party will be sent out with a specific god. They
may be asked to accomplish one mission and return home, or to set themselves up in false
identitiesin a specific town or castle and perform a series of missons there.

Types of missons gppropriate to this sort of campaign are described under "Ninja
Missions."

Asthe Campaign Ages

In this type of campaign, the missons that the PCs are assgned to accomplish will
become more and more chdlenging and daring.

At acertain point, the ninjawill begin attracting followers. Once most or dl the ninja
in the group have followers accompanying them, the clan lord may decide that they
should set up a separate branch of the clan—ahedge againg dimination of the main
branch.

Ultimately, one of the PCswill be in a postion to become the clan lord. In fact, the
later stages of the campaign may involve agreet ded of maneuvering between severd
high-level PCs dl of whom want to become lord of the clan.

Ninja Solo

One way to use The Complete Ninja's Handbook without making changesto an
exiging campagn—indeed, without even sending the charactersto the Orient for a brief
stay—isto run asolo ninja.campaign.

Such acampaign consigts of one DM and one player. Neither the DM nor the player
has to worry about keeping secrets from other players, or that the gods of other PCswill
interfere with the ninjas current misson.

The player, if he does not already possess an experienced ninja character, should
create one. Use the normal rules for character creation, then advance the ninja PC to a



least the 8th leved of experience—alittle higher or lower if the DM wishes.

This super-ninja should receive double the usual number of weapon and nonwegpon
proficiencies at cregtion and for his experience leve.

He should receive 3d4 magica items of the DM's choice (preferably an even mix of
wegpons, a'mor, and miscellaneous magicd items, but no cursed or usdessitems),
whatever norma gear he wants (within his ability to convince his clan lord of his need for
them), and 9d6 gold pieces.

Thisresultsin avery sillful character, one gppropriate to alone ninja (or lone spy)
movie. Because of his extra skills, the character is unsuited to be integrated into anormal
campaign later. (If the DM wants the character to gppear in hisregular campaign at some
point, he should not double the character's proficiencies.)

The campaign sart and typica adventures are Smilar to those for Ninja Group
campaigns, described earlier.

Ninja Adventures

For ninja characters, the DM will want to create ninjamissions. Here, well talk about
what sorts of adventures those are.

Most of these types of adventures are appropriate to campaigns where all PCs are
ninja (or solo ninjacampaigns). Some of them are more difficult to implement for a
mixed team of ninjaand non-ninja. In such campaigns, the ninjds task isto convince his
felows that carrying out this misson is the best way to accomplish an existing god of
theirs, or to persuade them to ardated task that will alow him to accomplish his mission.
Subtlety, persuasiveness, and discretion thus become important weaponsin the arsend of
the ninja

I ntelligence Gathering

The most common sort of task given aninjaisto find out information that somebody
would prefer not be known.

Such tasks include:

» Scouting out the position of an enemy army,

* Discovering why alowly farm girl is being kept locked away in the daimyo's castle,

* Determining which lords a specific daimyo is conspiring with,

*Finding out a shogun's wesknesses of character so they can be exploited,

 Determining a minister's schedule so he can be ambushed and kidnapped.

There are many different ways to acquire this sort of information. Scouting the
location of an army might cal for one ninjarunning around in the forest for anight. A
more involved misson might cal for setting up afdse identity and befriending an NPC
until the ninja can ferret out the character's secrets.

Theft and Covert Delivery

Ninja are sometimes caled on to sted an important object from its current owner.
The object could be an artifact, abook or scroll containing important information, enough
money to perform another mission, evidence one person is using to blackmail another,



papers confirming a lord's ownership of a piece of land or of the contract of a concubine,
aletter proposing an dliance, etc.

Just as crucid to some long-range ninja plans are missons where the ninjaplants an
object rather than taking it. The steps of the mission are the same, but the ninja leaves
something behind ingtead of taking it awvay. The ninjamight have to:

* Leave aduplicate of some priceless object aready solen,

* Return a stolen object before itsloss is discovered,

* Plant apiece of evidence incriminating a minister,

» Get amessage to a deep-cover agent who is aready suspected, and so on.

A theft could be as smple as dipping a paper off atable when no oneislooking. A
more standard theft could involve putting on the night-suit and cregping through secure
aress after dark. The mogt difficult sorts of theft adventures might cal for amultistage
plan: The ninjawould have to s&t up an identity giving him access to the castle, spend
enough time there to map it out thoroughly and time its guard petterns, assemble ateam
to accompany him, assign specidigsto take care of specific tasks, insert his entire team
into the castle, dedl with guards, open a sealed vault, and escape through some route the
castle owner has not covered.

Elimination

Sometimes the ninja clan objective cannot be achieved while a particular NPC
remains a liberty. In such cases, the ninjaiis assgned amission of dimination: He must
kill or kidnap the obstructing NPC.

Thismisson islike atheft mission, with the difference that the character must attack
atarget instead of stealing an object.

Higtoricdly, ninja performed some missons of assassnation, but thisis inappropriate
to aheroic fantasy campaign. AD& D game ninja, who cannot reved their skill to the
people around them, often choose to do so when facing atarget of eimination. Instead of
assassnating a helpless or unsuspecting target, the campaign ninjawill penetrate all
defenses to get to him and then chalenge him to persona combat. The ninjamay stack
the deck by depriving histarget of bodyguards, magical wegpons, and the like, but there
should be some element of fairness to the attack.

Some missions of dimination are kidnappings. These are even more dangerous for
the ninja, who must acquire the target without killing him or her (this sometimes requires
the ninjato do things not in hisimmediate sHf-interest, such as defend histarget from
accidental damage) and then get the target from to a safe place (often doubling the danger
the ninjafaces). Kidnap victims can be ransomed back to their families for handsome
rewards, just as often, they are kidnapped to keep them from doing things the ninjaclan
wishes them not to do, and may be released once the critical point is past.

Protection

Ninja sometimes find themsdves acting as bodyguards for less-adept members of
their clans (such as consort ninjawho are more experienced at manipulation than at
combat) or for people the clan wants to protect from assassins or kidnappers.

A ninjaisnot as good at persona protection as asamural; he is not as good a fighter



asasamura of equa level. But aninjais better at Site security and at predicting the types
of attacks that might occur. A ninja protecting a target might spend time figuring out how
to break into the target's home or through his defenses and then set up additional, more
secretive defenses along those routes.

Sabotage

Ninjaare especidly adept a sabotage. Such missons can involve setting fire to
cadtles, Snking ships, ruining defenses, damaging sege engines, and causing other sorts
of confuson.

Minor forms of sabotage can be used for diversonary effects. For example,
sabotaging a daimyo's coach so he must spend some time beside the road while repairs
are made might be amission of sabotage setting up amission of dimination.

Sowing Dissent

Often the best way to defeat an enemy isto dlow it to defeet itsalf.

Ninja are sometimes ordered to infiltrate combined armed forces and then cause
friction between their discrete eements. This cauises petty lords to quarrel and reduces the
effectiveness of afighting force.

A ninjamight ingratiate himsdf with a daimyo and then demondrate, through
convincing logic and carefully arranged Stuations, how that lord's good friend of many
yearsis betraying him to another lord. The most skillful of ninja.can make the daimyo
believe dl these conclusons are the lord's own.

Smoking Out Traitors

The dan lord might ask a PC ninjato hdp him discover who in his own clan might be
atraitor.

One technique used for this purpose is "putting dye in the water." The clan lord gives
each of his confidants a variation of the same supposedly important information. The PC
ninjawould then have to infiltrate the household of an enemy to find out which variation
of the information was reaching the enemy, thus pointing to the traitor in the ninjaclan.

Another, more difficult, technique involves Stuations where the dlan lord is certain
that one of his confidants plots to kill him. Thetrick isto figure out the circumstances
under which the traitor will choose to kill the lord, to convince the suspects that those
circumstances have come about, and to keep the clan lord from being killed when the
nation attempt results.

Testing Ninja

A clan lord might send his ninja.on amission that serves as a screen for the lord's true
intertion, to determine whether the PC isloya to the clan. Other tests brought about by
the clan lord include trids for outsders wishing to be adopted by the clan and
"graduation” tests for new ninja. Here are some way's these scenarios can be played out.



The Uncounted Box of Gold

The clan lord discovers the ninja PC's secret desires and then presents him with the
opportunity to satisfy some of them at the clan's expense.

For example, if the PC is exhibiting an untoward affection for money, the clan lord
might tdl him thisgory:

"The samurai Takuji is a secret miser. He has acquired quite a considerable horde of
gold from presents he has accepted—400 koku in value. Find his horde and deliver it to
me. Make sure not one coin islost, for | need just that amount for another operation. He
cannot report the theft, for then he would have to admit that he accumulated that much
gold, which his daimyo will frown upon.”

The samural Takuji could be just what he gppearsto be, or could actudly be aninja
from ancther branch of the clan, one whom the PC does not know. Either way, the ninja
clan dready knows exactly where the gold is and how much thereis.

When the PC acquires the horde of gold, he is obliged to count it—hislord did say
that he needed a precise amount, and if the horde does not contain that much, the ninja
will need to report it or make up the difference. But the ninjafinds that Takuji'shordeisa
quarter again as big as reported. He knows that Takuji cannot report the theft, so thereis
no way for the ninja clan lord to know if the PC decidesto keep the extra. . . or so he
thinks.

The ninjawho sted's from his clan will soon be either dead or a Lone Wolf ninja

Naturaly, a PC ninja could be on the other side of such atest, helping the clan lord
test the loyaty of aninjaunder suspicion.

TheLover With a Secret

The PC ninja, in the course of his adventures, finds love with an NPC. (Remember
that the medieval Japanese considered love to be an unlucky emotion, a cause for affairs
and tragedies but certainly not the basis for marriage. This didn't stop the medieva
Japanese from fdling in love, of course)

At some time after the NPC iswell established in the campaign, he or shetdlsthe PC
a secret:

"My family is not native to this area. We originally came from a small farm near the
village of [ name of the main village of the PC's ninja clan]. Several years ago, my uncle
Kenji went to the village and returned that same day, frightened nearly to death. He said
that he had discovered something awful about our daimyo [actually the head of the ninja
family] and that we all must flee. Uncle Kenji gathered up hiswife and children, and
persuaded my father to do the same. We left the village that night, under cover of
darkness. When we arrived here, we took false names and tried to begin life anew. | don't
know what terrible secret Uncle Kenji discovered. All he will say about the daimyo is,
"'Heislord of more than we ever realized.™

It should be obvious to the ninja that Uncle Kenji somehow discovered that his
daimyo was the head of a ninja clan. Possession of this knowledge is very bad for the
NPC family. But the ninja should also know that his lover is devoted to Uncle Kenji and
would be crushed by his degth. This putsthe ninjain abad position. The ninjamust ether
kill his lover's beloved uncle (for it seems obvious that the knowledge this person
acquired has not spread), or tdl the clan lord (which will just as swiftly result in the
uncle's death). Or, the ninja can keep the lover's secret.



The first two choices are the correct ones. Through them the ninja demondtrates
loydty to the clan over loydty to alover. The ninjawho chooses to keep the secret places
alover's fedings above the protection of the clan.

The truth isthat the NPC lover is a distant member of the ninjaclan, or possbly an
actor hired by the clan lord. The same istrue of the lover's entire family. The lover has
been indructed to tell this Story at a specific time, and "Uncle Kenji" isnow being
watched over by avery skilled ninjaof the clan.

The PC ninjawho does not quickly move to diminate this threet to the clanisfated to
be given a dangerous mission of gpology and redemption—or a sentence of death.

The important thing to remember when setting up this Stuation is to be patient and to
edtablish the scenario over along period of time. The PC should find the lover in the
course of other adventures. Their meeting and the flowering of their affection must
appear completely naturd. (The NPC lover may be torn by divided loyaties aswell, but
this character knows atest isin progress and will probably remain loyd to the ninja clan.)

ThelLover Shoved Aside

A smple, if crud, test for aninjasloyaty isfor the ninjalord to wait until the
character has fdlen in love and decided to marry. Before the ninja can ask the lord's
permission to wed, the lord chooses a marriage partner for the ninja

Bright Young Ninja

A type of test that doesn't involve determining loydty is the graduation. If the DM
wishes, he can put every ninja PC through one or severd graduation tasks.

The standard graduation mission takes place when the ninjais first created. It
celebrates and confirms the ninjabecoming 1t level. Thisisardativey smpletest in
which the ninjamust cross an area of forest thet is extensvely trapped. At the end of the
path, he must scale awall or assail some other difficult obstacle in order to retrieve a
token that sgnifies completion of the misson. The DM can spice up the graduation test
by making the traps devious and interesting and by adding encounters with ninjaarmed
with bamboo and padded weapons that do no real damage. The PC ninja should be
smilarly equipped.

The DM can add additiond graduations at level 6 and levd 10, the points a which
the ninja achieves the ranks of chunin and jonin. These tests should be much more
difficult, involving traps that damage as well as entangle and lower-leve ninja opponents
armed with live stedl instead of bamboo.

The objective of these testsis to challenge the PC ninjaand determine the level of his
skill, not to kill him. But it should be possible for atest to kill the character who behaves
gupidly. Thisisaway of weeding out unsuitable ninja before they can become weak
linksin the chain of the ninjadan.

Adoptees

In the rare event that a non-ninja/lnon-shinobi PC discovers the clan's existence and
wantsto join, the ninjaclan lord (if he wishesto consder the possibility a al) will
conduct a series of tests to determine the applicant's skills and loyalty.

The ills portion of the test will be at least equivadent in danger and difficulty to the
chunin graduation test.



The loydty portion of the test will be especialy devious. The dan lord will come up
with one test that is, on its completion, obvioudy aloyaty test, but that's the easy part.

If the gpplicant passes dl the preliminary tests satisfactorily, he is accepted asa
provisona member of the clan. Later, perhgps during the new clan member'sthird or
fourth misson, the clan leader will conduct a further test of the character'sloyaty. This
test will involve the character's background and former loydties, and should be both
compelling and undetectable as a clan test. Each such test will have to be custom-tooled
to the character in question, so there's no point in presenting a set of generic tests here.

Ninja Kitsin the Campaign

Each ninja kit isalittle different, and there are ways for the DM to add entertaining
eements to his campaign through exploitation of most of them.

Lone Wolf

The mogt important plot eement for the Lone Walf involves the clan that is his
enemy. Thisis ether the ninjas own clan (from which he has been banished for some
transgression) or is the family that destroyed his clan (and they need to finish up the job
by diminaing him).

When the Lone Wolf character isfirg created, the DM must decide if the enemy is
his own clan. The DM can consult with the player or base his decison on what he knows
of the player. The rule of thumb isthis. Don't have the enemy be the ninjas own clan
unlessthe player likesto suffer. The DM would be shirking his role-playing duty if he
did not include poignant encounters with the Lone Wolf's brothers, ssters, and cousins.
They are not, after al, just faceless NPCs who pop in to get killed. They're people the PC
is supposed to have cared for and considered family at onetime.

Early in the ninjas career, the Lone Wolf will occasondly bump into enemy ninja
who are on histrail or who recognize him while about other tasks. The resultant duels
with skilled adversaries will dert the other PCs in the party that the Lone Wolf character
has a powerful enemy. They may redize early on that the enemy isaninjaclan but
should not automaticaly identify the Lone Wolf asaninja; many characters have reason
to count ninjaamong their enemies. (But the players will probably figure it out quickly.)

Asthe campaign progresses, the enemy will become more and more adept at tracking
down the Lone Wolf, particularly if he accompanies the same group of PCsdl thetime.
The Lone Wolf and his friends will be endangered by ninja attacks with increasing
frequency. The leader of the enemy clan may contact the other PCs and peacefully invite
(or induce) them to abandon the Lone Wolf, or may automaticaly count them among the
clan's enemies and seek their deaths as wll.

Eventudly, the conflict between the Lone Wolf and the clan must reach a resolution.
Severd resolutions are possible.

The Lone Wolf could leave his dliesfor atime and perform afind assault on his
enemy, resulting in his death or thers. (The number of ninjain the clan might have been
whittled down over the years, after al.)

He could accept help from his friends and perform the same mission.

If the enemy dan ishis own family, he could find some way to rgoin it—perhaps by



performing amission of expiation, or by killing the clan leader in Sngle combat and
taking over. Such aresolution might be a solo misson or could involve his friends.

Either way, by late in the Lone Wolf's career it will probably be evident to hisfriends
that he isaninja. He might end up having to fight one or more of them if some accept his
profession and some do not.

Becoming a Lone Wolf

It's dso possible for aninja PC to become a sort of lone wolf after having been
created with another kit. This can hagppen if the ninjais banished or sentenced to death by
his clan (perhaps for failing one of the tests of loyaty described earlier).

When another type of ninjais separated from his clan, he does not take on the Lone
Woalf kit. He keeps dl the traits, bonuses and pendties of the kit with which he was
crested, with the following exceptions:

Clan Benefits: All ninjalose any benefits they might have derived from belonging to
adan.

Clan Obligations: Ninjaare no longer expected to meet any obligations as members
of the clan. However, many PCswho are good role- players may choose to meet some of
those obligations—he ping favorite family members achieve their persond gods and
dreams, for instance.

Intruder: Thistype of ninja, will no longer be required to meet unusudly high levels
of clan demands.

Spirit Warrior: Thistype of ninja cannot learn any new ninja spells unless he does
50 by seding a spell book containing them.

Becoming a Pack Wolf

On the other hand, if aLone Walf ninjais permitted to rgoin hisold clan (or, even
more rarely, join adifferent ninjaclan), he smply takes on dl benefits and hindrances
resulting from clan association. Heis no longer called a"lone wolf* but does not take on
some other kit, not even the Stedler-In.

Shadow Warrior

Thisfighting ninjais better suited for missons of protection than intruson. However,
because he is somewhat better at combat than the average ninja, he is dso better suited to
edablishing and sustaining an identity as afighter. He might take on an identity asan
itinerant ronin in order gain employment in the persond guard of adaimyo, for example.

Intruder

Thisninjais best suited for missons where he must think on hisfeet, improvising
tactics and resolutions to rapidly changing situations. He should be put in Situations
where quick thinking and political maneuvering, rather than a dagger in the dark, will
save the day. If heis played properly, the Intruder is agood choice for party leader.

Consort



Consort ninja occasiondly run into people who might recognize them. The DM
should remember afew things when utilizing this plotting tool.

Firdt, the person who might recognize the Consort from his or her previousfase
identity doesn't do so autometicaly. That person should make an Intelligence check with
severd pendties and bonuses:

» —2 for each year that has elgpsed since the encounter.

» -3 if the encounter was casud.

* +2 if the two worked closaly together.

* +3if the person fell in love with the ninja (but no pendties for time are applied).

* A pendty (minus) equd to the amount by which the Consort made his or her
Disguise check that day.

* A bonus (plus) equd to the amount by which the Consort falled his or her Disguise
check.

The DM isfree to add more penalties or bonusesif desired.

Second, the character who might recognize the Consort should be one who cannot be
conveniently disposed of. He might be a daimyo dways surrounded by guards. He might
even be acrucid part of the ninjas plans; to eiminate him would wreck the misson.

Third, the character who might recognize the Consort may do so and yet not
immediately expose the ninja. The character might have reasons to keep this knowledge
to himsdlf. He might not yet be convinced that the ninjaiis truly the one he met before. He
may redlize that the Consort is up to no good and fed that he can blackmail the ninja. He
may gill be in love with the Consort.

The DM should introduce such a character to make things tense for the Consort ninja.
The drama such encountersinject into the campaign shouldn't be removed quickly or
eedly.

Pathfinder

Naturdly, adventures with the Pathfinder character should often involve wilderness
treks.

Spirit Warrior

Spirit Warriors should be assigned missions that make use of their magica
knowledge (once they acquire some). The Spirit Warrior should be given the occasiond
mission that no other character can accomplish by himsdf, amission requiring exactly
hismix of skills and spdlls. Being given such amission doesn't mean that the character
will automaticaly accomplishiit, of course, just that the character may be the only one
who can accomplish it.

Ninja Clan Resour ces

As Chapter 6 mentions, each ninja clan has its own resources—in particular, money,
personnd, and knowledge.

A ninjais expected to accomplish his misson with the resources he has been given or
can acquire in the field. The DM should provide the ninja with resources gppropriate to



the task: Money enough to do his job or the opportunity to acquire such money, enough
people to accomplish the task or the means with which to acquire such people, etc. When
things get sticky, the ninjashould not run back to the clan to ask for more resources.
Even worse is the ninjawho undertakes a personal mission and decides he must ask
the clan for help. If the ninja makes an enemy of adaimyo because of a persond insult,
he can't expect the clan to come to hisaid. He must get out of the Situation on hisown. In
fact, to come running to the clan could be consdered a sign of treason. The ninja could
lead enemy spies back to his home, endangering the entire clan.
However, there are ways for the ninjato earn the right to clan resources above and
beyond what he has been dlotted.

When the Rules Change

A ninjashould be able to request additional resourcesiif, in the course of amisson, he
discoversthat his clan lord didn't have a complete grasp of the severity of the Stuation,
and if the Stuation is of crucid importance to the ninjadan.

Example: The ninja Rinjiro is sent to a daimyo's castle to find out why a fellow ninja,

part of the castle guard, has not made a report in several weeks. Rinjiro discoversthat all
the castle guards seem badly trained, and none of them knows the disguised ninjain
guestion. He finds out that these are replacement guards, recently hired from the ranks of
the ronin. Thereal guards are even now making a march on the castle of arival lord who
isan ally of the ninja clan.

Under such circumgtances, Rinjiro can ask for additional resources in order to resolve
the Stuation to hislord's satisfaction.

Resour ce Points

The ninja can dso earn resource points which he can later trade in for additiond
resources.

Whenever the character goesinto a Stuation where the rules change (as described
above) and then solves it without caling for additiona resources, he earns a resource
point.

Whenever the character is granted substantia resources for a misson, solvesthe
mission without using many of them, and returns the remainder to his clan, he earns a
resource point.

If the ninja earns areputation for being fruga with his resources, he can make a
request for resources beyond those dlotted him, perhaps for use on a persona quest. By
gpending one resource point, he will receive a least a portion of what he has asked for.
(The DM isfreeto redtrict the awarding of additiond resources.)

If, in the clan lord's opinion, the request is unreasonable, the resources may be
refused. The resource point is gill spent, but the clan lord is not offended by the request.

The DM, not the player, keeps track of resource points.

Spy Campaigns

Most of what we've discussed in this chapter gpplies to non-ninjaspy campaigns as



well.

Campaigns can be set up with aspy character keeping hisidentity secret from his
friends, with a party of spies, or even with a high-powered solo oy conducting missons
on hisown.

The types of adventures described for ninja pertain to spies as well, except perhaps
the "graduation test."

In oy campaigns, it's not as important for the spy to keep his true occupation from
hisdlies. In some forms of spy adventure, charactersrely on their notoriety as spiesin
order to provoke enemies into premature action. The DM should decide whether the
agency employing the soy demands total secrecy.

The advice for using ninjakits dso pertains to spies using those kits, as do the
guidelines for using resources.

CHAPTER 9
Examples

In this chapter youll find a number of sample ninja and ninja organizations. These
examples demongtrate how to use this supplement's rules. These sample characters and
organizations can aso be dropped, whole or modified, into your own campaign.

All character examplesthat follow presume that the campaign uses weapon and
nonwegpon proficiencies and the Advanced Martid Arts rules from Chapter 4, and that
Intelligence modifies the number of nonweapon proficiency dots a character receives.,

Examples of Ninja Characters

No clans are specified for the following characters, except for the Lone Wolf
character. Y ou can add them to any clan (of the appropriate dignment) where they can be
of use. Naturaly, some are better suited to be dly ninja; others make good enemies.

Kyoji the Dancer

History: The Yano clan was locked in a decades-old war with the Nishi clan (the
Serpent Ninja). The Yano had suffered greater losses than the Nishi, and the findl attack,
an dl-out raid by the Serpent Ninja, wiped out the Y ano clan completely.

Or so they initidly thought. But Kyqji, the youngest son of the clan leader, told by his
dying father to avenge the clan and if at al possbleto bring it back to life, made it out to
the rice fields and beyond. He was miles from the farm site when the Serpent Ninja
realized that he'd escaped.

When his clan was destroyed, Kyoji was 13 years old, a charming youth who showed
great promise as apossible Consort or Intruder ninja. And though he no longer had the
bendfit of clan teachersto ingdruct him, he took with him saveral books pertaining to the
family arts. His stubbornness and natural desire for revenge enabled him to learn his
family arts through research and practice.

Kyoji made hisliving as an actor and entertainer, developing the artistic skills heldd



just begun to learn when the attack came. Initidly hopeless as an entertainer, he gradudly
became quite accomplished.

Today, 10 years later, Kyoji is congtantly on the move, dways on the prowl for
information he can use againg the Serpent Ninja. He often takes an identity as a dancer,
moving from troupe to troupe and welcome everywhere. The Serpent Ninjaare ill on
the lookout for him, so he abandons each identity as his enemies discover it.

Description: Kyaqji isalittle below average height and not particularly muscular. He
moves gracefully, with a deliberate dancer's stride that he abandons when performing
missonsin his night-suit. His features are handsome and chearful, and in spite of the
grimness of his history heis not an angst-ridden man. He intends to establish an identity
that has nothing to do with the arts—perhaps as an itinerant merchant—and take awife
willing to be part of the genesis of the new Y ano ninjaclan.

Combat: Kyoji isaloner; team tactics are beyond him. He prefers hit-and-run
drategiesin locaes of his own choosing, areastypicaly tricked out with avariety of

traps.

Kyoji the Dancer, hm, Ninjad: AC 8 (leather armor), AC 6 (with ninjutsu); MV 12;
hp 16; THACO 19 (17 with katana); #AT 1 (2 with ninjutsu); Dmg 2d6+2 (katana +2
two- handed), 1d2 (ninjutsu); SZ M (54" tdl); ML 13; AL NG.

S11,D13,C11,115 W9, C15.

Special Equipment: Katana +2, book of one art (Yano clan ninjutsu, normally kept
in acache).

Proficiencies: Weapon: hankyu, oriental wegpons (tight group). Nonweapon: Acting
(Charisma—1); Basic Ninjutsu; Dancing (Dexterity); Disguise (Charisma—1); Juggling
(Dexterity —1); Surviva (Intelligence, two dots); Tumbling (Dexterity). (Kyoji recelves
four proficiency dotsfor Intelligence.)

Thief Abilities: PP 0O, OL 0, F/RT 30, MS 75, HS 65, DN 10, CW 60, RL O.

Kit: Lone Wdlf ninja

Michiko the Imposter

History: Born 18 years ago to aneutral ninjaclan, Michiko discovered early her
ability to take on the mannerisms of others. This talent brought her to the eye of the clan
leader. Since the age of 15, she has been sent on missons of infiltration. To provide
Michiko a suitable mode for her imposture, her clan attacks a processon including a
young samural woman of her age and approximate build. The young woman is captured
and imprisoned, with Michiko her "nurse and servant." Michiko spends a considerable
amount of time with the prisoner, learning her mannerisms and as much as possible about
her. After ayear or more, Michiko appearsin the area of the captive's home, bearing an
uncanny resemblance to the missing girl but professing to remember nothing before a
year ago, when she awoke injured and confused in arice fidd.

Sometimes the family does not believe her to be the missing girl, but her acting is
usudly sufficient for them to believe that sheis a noblewoman who has lost her memory.
Her amilarity to their logt family member is enough to give her accessto the family so
she can accomplish her mission there.

Description: Michiko is of average height and very pretty. She looks younger than



her years. Makeup alows her to age when she needs to pretend to be someone older.

Combat: Michiko is an average fighter, with perhgps more training in unarmed
combat than people expect. When a combat Situation arises, she stays in character,
fighting or fleeing as the character she isimpersonating would. If her impersonation is
discovered, shefleesif possble.

Michiko the Imposter, hf, Ninjaé: AC 9 (bonus from Dexterity), AC 7 with ninjutsu;
MV 12; hp 21; THACO 18; #AT 1 (2 with ninjutsu); Dmg 1d8 (naginata), 1d2 (ninjutsu);
SZ M (52" tdl); ML 12; AL N.

S9,D 15 C10,112,W 11, C18.

Special Equipment: One set of talking paper.

Proficiencies: Wegpon: basic ninjutsu, dagger, naginata. Nonwesgpon: Acting
(Charisma—1/+2, max 18); Disguise (Charisma—1/+2, max 18); Enamor (Charisma—
2/+2 max 18); Etiquette (Charisma +0/+2, max 18); Observation (Intelligence); Voice
Mimicry (Charisma+0/+2, max 18, two dots). (Michiko receives three proficiency dots
for Inteligence and a +2 bonus to Charisma-based Generd and Rogue proficiencies from
her Consort kit.)

Thief Abilities: PP 0, OL 40, F/RT 0, MS 60, HS 90, DN 50, CW 40, RL 20.

Kit: Consort ninja

Y oshi the Purist

History: Asachild, Yoshi became fascinated with the beauty and purity of the
ninjutsu martia arts practiced by members of his clan. He began to study them amost to
the excluson of everything dse. His other ninja skills never rose to match those of his
relatives, but he became quite proficient a ninjutsu—unbesten among the children of his
age. He dso sudied afew unusud skills to help make him more vauable in the eyes of
hisclanlord.

Hislord, rather than punish him for inadequacy, has decided to exploit Y oshi's
obsession, sending him out on missions where he can sudy the martid arts of potentia
enemies and perhaps bring back knowledge about ninjutsu to enrich the family.

Description: Yoshi isof greater than average height and lean, with fiery eyes that
bespesk the intengity of his sudy. He is handsome but unaware of it. He isinterested only
in martid arts and will marry without qualm whomever hislord assgns to him. When on
missions that require him to pretend to be anorma person, he remains quiet and distant.
He can't discuss his one fascination with a nontninja because only ninjastudy ninjutsu.

Combat: If Yaoshi mugt fight while obliged to maintain his cover identity, he grits his
teeth and does as the party leader tells him, typicdly getting around behind the enemy
line and charging archers and magicians. When on a night-suit misson, he seeks out any
opponent who demongtrates martial arts prowess and chalenges him to battle.

Y oshi the Purist, hm, Ninjal: AC 7 (Dexterity bonus and leather armor), AC 5 with
ninjutsu; MV 12; hp 6; THACO 20; #AT 1 (2 with ninjutsu); Dmg 1d8 (wakizashi), 1d2
(basic ninjutsu), 2d2 (ninjutsu circle kick); SZ M (510" tal); ML 15; AL N.

S14,D 15,C12,1 13, W 12, C 10.

Special Items. None.



Proficiencies: Wegpon: oriental blades. Nonweapon: Basic Ninjutsu; Ninjutsu Circle
Kick; Ninjutsu Feint; Pole-Vaulting (Dexterity); Running (Constitution —6); Set Snares
(Dexterity —1). (Y oshi receives three proficiency dotsfor his Intelligence)

Thief Abilities: PP 0O, OL O, F/RT 0, MS 10, HS 10, DN 0, CW 10, RL O (all lower
than norma due to the Shadow Warrior kit).

Kit: Shadow Warrior ninja

Hanako the Ghost

History: At the age of three, Hanako was the prizein agridy game of deeth. The
daughter of afarming family who had nothing to do with ninja, she watched helplesdy as
arowdy band of ronin barged into her home, demanded food and service, and chose to
take offense at the poor provisions given to them. The ronin daughtered her parents and
shlings, then played hide-and-seek with Hanako, laughing asthey chased her from
hiding place to hiding place, intending to kill her as well when the game grew dull.

She made it asfar as the forest near her home. The laughing ronin chased her into the
trees. Then they died, one by one, asajonin, asenior member of aninjaclan, killed them
for thelr coarseness and brutdity.

The ninjatook Hanako back to the clan and raised her as amember of his own family.
She grew up in the ninja tradition and gradualy lost the feding of being an outsider,
though the sense of loss she felt a her family's murder never went away. When she
exhibited the characteristics of amagical adept, the clan lord decided to give her training
asawizard ingtead of aninja With thistraining, she could resume her true name (an
identity that could not be penetrated because it was not false) and return to the outer
world on missons for the dan. She has chosen to specidize asanillusonit,
concentrating on spells of concedment and invigihility.

Description: Hanako isapae, willowy young woman. She gives an impression of
physca wesknessthat isfar from the truth. Her eyes are an unusudly pae brown, her
expresson aways grave. Sheiskind to children, but thereis amerciless stresk to her, the
core of which was undoubtedly formed when she watched her family die. She will kill
without remorse for her adopted family.

Combat: When danger lurks, Hanako uses her spells to make hersdf hard to find.
She may use her magic to position herself so that she can make a deadly gtrike, or she
may fire missle attacks from a position of concedment. She carries many throwing
knives.

Hanako the Ghogt, hf, I115: AC 8 (Dexterity bonus); MV 12; hp 14; THACO 19;
#AT 1, Dmg 1d3 (dagger) or by spell; SZ M (53" tdl); ML 11; AL NG.

S11,D 16,C 13,116, W 10, C 13.

Special Equipment: Feather tabi, dagger +2.

Spells (5/3/2): 1st—detect magic, feather fall, phantasmal force, read magic, spook;
2nd—deepen shadows, hypnotic pattern, invisibility; 3rd— monster summoning I,
wraithform.

Proficiencies: Wegpon: dagger. Nonwegpon: Acting (Charisma—1, two dotsfrom
Rogue group); Engineering (Intdligence —3, two dots); Feign/Detect Seep (Intelligence,
two dots from Rogue group); Herbdism (Intelligence —2, two dots); Observation



(Intelligence); Reading/Writing (Intelligence +1). (Hanako receives five proficiency dots
for her Intdligence))

Secondary Skills: Scribe.

Thief Abilitiess MS 10, HS 50, RL 10.

Kit: Shinobi lllusonig.

K ozo the Madman

History: At the age of Six, Kozo, child of aninjacdlan, dipped off adiff while
playing with his brothers and fell 60 feet. Though serioudy injured, he miraculoudy
survived. As he got older, he decided that he was living on time granted him by the gods
and that he must exploit their gift to the fullest. He has chosen to learn the strangest and
most dangerous of kills, which makes him avauable specidig to his ninjacdan. But his
native recklessness sometimes makes him the wesk dement of a plan.

Description: Kozo isunusudly tal and srongly built, with amerry expression that
only hints a the craziness his clan knows to expect from him.

Combat: In combat, Kozo gravitates to the biggest, meanest-1ooking opponent and
trades blows. His fearlessness sometimes lets him cow more powerful opponents, but it
often kegps him in combat long after his dlieswould prefer that he leave. Sometimes
they must drop smoke grenades and bodily drag him from a bettle scene.

K ozo the Madman, hm, Ninja7: AC 4 (Dexterity bonus and magica armor); MV 12;
hp 38; THACO 17; #AT 1; Dmg 1d8+2 (with ninjarto +2); SZ M (511" tdl); ML 17; AL
CN.

S14,D 15,C18,113, W6, C12.

Special Equipment: Leather armor +3, ninja-to +2, rope of climbing.
Proficiencies: Wegpon: hankyu, oriental blades. Nonwegpon: Giant Kite Flying
(Dexterity —3, two dots); Hunting (Wisdom —1); Riding/Airborne (Wisdon —2, two dots);
Tightrope Walking (Dexterity); Tracking (Wisdom, bonus praficiency from Pathfinder

ninjakit, +1 bonus for 5th leve); Water Walking (Dexterity —1).

Secondary Skills: Hunter.

Thief Abilities: PP 0O, OL 0, F/RT 70, MS 60, HS 60, DN 60, CW 80, RL O.

Kit: Pathfinder ninja.

Examples of Ninja Clans

Here are severd types of ninjaclansthe DM can usein the campaign.

Payers, take note: DMswho plan to use the following clansin their campaigns are
free to change names and other details about them. Don't choose a clan from those listed
here for your character and expect that the clan in your DM's campaign will beidentica.

In the descriptions that follow, no enemies or dliesare listed for the clans. The
determination of enemies and alies must be based on the dans exigting in the DM's
campagn.

| sobe Clan

Nickname: Black Mountain Ninja



Known For: Smuggling skills

Ruler: 1sobe Jotaro.

Symbol: Facon.

Territory: A dfficult-to-scale mountain in the darkest, nastiest corner of the empire,
and one defengble valey below; includes afew viable rice paddies and a village.

History: Ten years ago, the Isobe clan was a samural clan that supplied many skilled
warriors and military advisorsto the army of the shogun. Secretly, it was dso aninjaclan
of great antiquity. Its leaders intended eventually to topple the shogunate and seize
control of the empire.

However, enemies of the Isobe clan discovered that the clan leader was aninjalord.
They assembled evidence againgt him and presented it to the shogun, who responded by
stripping the Isobes of dl lands and titles, then sending alarge army to destroy them.

The 1sobes who survived the attack fled to the distant reaches of the empire, land
surveyed by along-dead clan lord and never claimed or developed. They used their ninja
skillsto build afortification & the top of an inaccessble mountain. Allied mages and
illusonigsimproved the citadd, making it dangerous for the shogun's wizards to
approach.

In the years since, the Isobes have acted overtly as aninjaorganization. They sl
their services to whomever will pay for them. They have become adept a smuggling
agents out past the loose cordon of shogunate spies and guards and smuggling food in
through the same lines. Many of these techniques involve the use of dan wizards. There
isadigproportionatdy high number of gpellcasters among the Isobes, and many of their
spells and magical items are geared toward smuggling.

Naturdly, dl 1sobe ninjatraveling in the outer world must adopt cover identities that
do not associate them with the |sobe name.

Goal: The Isobes are dowly trying to create anew "cover” clan with samural satus.
Thisinvolves forging an dliance with a now-impoverished samura dan, intermarrying
and merging with it, and covertly usng ninja techniques to make it rich and powerful.
The clan leader expects this process to take decades.

Clan alignment: Neutral.

Range of alignments: LN, NG, N, NE, CN.

Races. Human only (so far).

Size: Jonin/Leaders. 2 (Jotaro and his brother Toyo). Chunin/Middlemen: 12.
Genin/Low-Ranking: 208. Others/Shinobi: 364.

Resour ces: Wealth: Average (once Fantastically Wedthy, now still possessing
substantial cash reserves but with a much reduced income). Available Resources by
Misson Type: Mgor/Criticadl Missons: Lavish. Important/Profitable Missons: Good.
Typicd Missions. Adequate. Minor Missons. Inadequate. Nonmission Activities:
|nadequate.

Clan Status. Nonperson.

Demands on members: Delivery of treasures, cost-accounting. The Isobes do not
inggt on choice of spouse. In fact, the clan actively promotes the forging of links with
clans and heroes dl over the empire.

Nishi Clan



Nickname: Serpent Ninja.

Known For: Poisons.

Ruler: Nishi Saburo.

Symboal: A stream of water cutting through rock.

Territory: A large, wedthy holding, rich in rice production, belonging to an dlied
samural daimyo who knows the secret of the clan.

History: The Nishi clan got its tart a century ago, when aband of samurai decided to
drike out on their own after their treacherous lord turned againgt the shogun and was
defeated. These samurai fled the aftermath of that defeat and turned ronin. After due
consderation, they decided that wedlth and greed were far more agreeable than the blind
devotion that had resulted in ther exile.

They tdlied the skills available to them—including one that proved to be of immense
help, the skill with herbs and poisons possessed by the wife of one of the men—and
began offering dl these skills, not just their swords, for sale. They pooled their earnings
and brought in aspecidigt, adrow spy who could teach them even more sdable sKills,
and eventudly persuaded him and hisimmediate reaives to dly with the ninjaclan.

These men were crude and greedy but smart; they continued to plow some of their
profits back into training and acquisition of favors and knowledge. Over aperiod of
severd decades, they acquired all the skills of older and better-established ninjaclans.

Over time, they became the favorite doers- of-deeds of one noble dan, the family they
are dill associated with. This clan gave them farmland to support the stable identities
they needed for security. They do not work soldly for this daimyo, but do offer him their
services a a courteoudy reduced rate.

Goal: Accumulation of wedlth; expansion; domination of sake brewing.

Clan alignment: Lanful Evil.

Range of alignments: LN, LE, N, NE, CN, CE.

Races: Humans and hdf-elves (of drow descent).

Size: Jonin/Leaders. 3 (Nishi Saburo and subordinate family heads Igarashi Junzo
and Shimada Eiichi). Chunin/Middlemen: 23. Genin/Low- Ranking: 468. Others/Shinobi:
712.

Resour ces: Wealth: Wedlthy. Available Resources by Misson Type: Mgor/Critica
Missons. Good. Important/Profitable Missons: Good. Typicd Missons. Adequate.
Minor Missons: Adequate. Nonmission Activities: |nadequate.

Clan Status. Farmer.

Demands on members: Choice of spouse, ddlivery of treasures, cost-accounting (the
last two being very important to these money-conscious ninja).

M otoyoshi Clan

Nickname: Need-No-Daoors Ninja.

Known For: Intruson skill.

Ruler: Motoyoshi Haruhiko.

Symbol: A caligraphic brush with an oversized cherry lesf asits paper.

Territory: The Motoyashi clan rules no territory, operating out of the shogun's
capitd.

History: Forty years ago, a military advisor to the old shogun had a vison—or



perhapsit was a hdlucination. He saw himself visted by the god of truth, who
announced that henceforth the man's alegiance would be to the god insteed of the
shogun, and that the man must use the tools of deception so as to be on guard against
those same dangers. The man retired from military service and became a priest of the
god, but brought up his grandchildren as ninja, the better to accomplish the gods of the
can.

Goal: The Motoyoshi clan is devoted to truth for its own sake. Its members exist as
gadflies congtantly stinging the shogunate bureaucracy. Ther tactic isto ferret out dl
secrets and expose them for the other lords of the land to learn. This makesit more
difficult for the shogun to keep the lords a one another's throats. The more secretive the
shogun and his government become, the more offended the Motoyoshi presume the god
to be, and the more strenuoudy they perform their missons.

Clan alignment: Neutra Good.

Range of alignments: LG, LN, NG, N, CG.

Races. Human only (so far).

Size: Jonin/Leaders: 1 (Motoyoshi Haruhiko). Chunin/Middliemen: 5 (Haruhiko's
sons and a promising grandson). Genin/Low-Ranking: 10. Others/Shinobi: 23.

Resour ces: Wealth: Average. Available Resources by Misson Type: Mgor/Critical
Missions: Good. Important/Profitable Missons: Adequate. Typicd Missons. Adequate.
Minor Missons: Adequate. Nonmission Activities: |nadequate.

Clan Status. Samural.

Demands on members. No specid demands.

Other Ninja-Type Organizations

As Chapter 3 indicates, the ninja character creation rules can be used to create spies
and killers as well. Such characters are often grouped into organi zations such as the two
described below.

Her Majesty's Ministry of Intelligence

Nickname: The Peepers.

Known For: Panache.

Ruler: Sr Trevor Draken.

Symbol: The black stone Ministry tower.

Territory: The Minigtry controls no specific territory; it is a subset of some imperid
government in the DM's campaign world.

History: Her Mgesty's Ministry of Intelligence was created 30 years ago by Sir
Larris Draken, father of the current minister. The eder Sir Draken, an old military
intdligence officer of the army, argued persuasively before the Crown that the nation's
rulers needed a smadl, highly trained, highly motivated unit of spies who were more adept
a missions of intrusion and sabotage than the individuad doers-of- deeds employed by
each military leeder.

The Crown agreed and lavished an enormous budget on the Ministry. In the years
snce, some rulers have used the Ministry as avauable tool for finding out crucid
informeation about the nation's friends and enemies, while others have looked on it as



merely aform of entertainment. (It is for this reason that al Ministry agents are chosen
for and trained in dash and daring. The more entertained the king and queen are by their
explaits, the more money the Minigtry receivesto performits duties.)

Goal: To protect the Crown through acquisition of secrets kept by foreign powers.

Organization alignment: Neutral Good.

Range of alignments: LG, LN, NG, N, CG.

Races: Humans and haf-eves.

Size: Leaders. 1 (Sir Trevor Draken). Middlemen: 3 (divisond leaders. Foreign
Divison, Domestic Divison, Court Divison). Low-Ranking: 60. Others: 100.

Resour ces: Wealth: Fantasticdly Rich. Available Resources by Mission Type:
Mgor/Criticd Missons. Lavish. Important/Profitable Missons: Lavish. Typicd
Missons: Good. Minor Missions: Good. Nonmission Activities: Good.

Clan Status: Noble.

Demands on members: No specia demands.

ThePriests of Ya'ang-K eegor

Nickname: Those Madmen

Known For: Doing theimpossible.

Ruler: Baabath the Occluded.

Symboal: The sun being quenched as it descendsinto the ocean.

Territory: This organization, which can have branchesin any civilized land infected
by contact with its nation of origin (which can be any ancient land from the DM's
campaign world), controls lands in many inaccessible regions. It prefers mountain
plateaus and, if the terrain supports it, mesa summits. The regions controlled by the
Priests of Y alang-Keegor are heavily agricultura aress.

History: Centuries ago, amad mage named Y aang-Keegor had relatives in two
nations that were going to war. He tried to persuade the warring rulers that war was fally,
but couldn't. Both rulers were so convinced that the war was necessary that they told him
he could not prove something that was so patently untrue.

He asked each of them to write down three impossible things and asked them to agree
to atrid: If he could perform al sx impossible tasks, they would concede that they were
wrong and stop the war.

According to legend, the war raged on for ayear. Then Y aang- K eegor reappeared,
saized both kings, spirited them away to adistant cave, and performed dl six tasks. Only
the three of them were present, so there were no witnesses to the tasks and the exact list
of deeds has been logt. Scholars amuse themsdlves by assembling lists of likely events;
playwrights concoct plays showing these events with different tasks. Popular beliefs have
the wizard squeezing an eephant through the head of a pin without shrinking the eephant
or enlarging the pin, winning the war for each ruler without bloodshed, turning off the
sun or moon for a day, demongrating mathemeticaly that no number is equd to itself,
and other deeds.

The wizard ended the war and acquired many followers. He never taught them how to
do impossible things; he just told them nothing was actudly impossible if they figured
out dl the angles and gpproaches. He set himself his own impossible task, that of
becoming a god, and kept about it for the rest of his life while being followed around by



admirers. Over the years, those admirers did begin setting bigger and harder tasks for
themselves, with no regard to mordity or functiondity. They stopped wars and broke up
tightly bonded clans, stole carefully guarded treasures and found lost ruins, arranged for
peasants to become kings and kings peasants, settled disputes that even the gods failed to
resolve, sank unsinkable ships, and more.

Today, centuries after the mage's disgppearance or death, his memory iskept dive by
this odd priesthood of men and women who exist mainly to cause trouble. Most members
of the priesthood are spies (ninja), while afew are clerics, wizards, and members of other
classes taking shinobi kits.

Ironicaly, should the mage Y dang-Keegor have achieved apotheosis, he will never
approach his priests. Before he died, or departed on the path to godhood, he told his
followers that any god coming to them and cdling himself by the name of Y dang-Keegor
must be afake. They have taken hiswords to heart and will show no particular interest in
agod identifying himsdf asther god.

Goal: To demongrate man's worthlessness by showing as fdse every one of his
clams; to demongirate man's greatness by showing how he can accomplish everything he
imagines. (The paradox istypica of the order's thinking.)

Organization alignment: Chaotic Neutrd.

Range of alignments: NG, N, NE, CG, CN, CE. (Lawful types need not apply.)

Races: Human.

Size: Leaders. 20 (high priest Baabath the Occluded and hisimmediate
subordinates). Middlemen: 126. Low-Ranking: 1,533. Others. 2,217.

Resour ces: Wealth: Average. Available Resources by Misson Type: Mgor/Critica
Missons: Adequate. Important/Profitable Missons. Adequate. Typicd Missons.
Inadequate. Minor Missons. Inadequate. Nonmission Activities: Inadequate. (The
priesthood has reasonable resources but uses them to live well rather than to accomplish
its peculiar gods.)

Clan Status. Priesthood (whatever that means in a specific culture).

Demands on members: Choice of spouse; the choice is dways someone who is an
impossi ble choice (someone who hates the character, someone who cannot be alowed to
marry the character, etc.).



