THE NINJA CHARACTER CLASS

INTRODUCTION :
The feared ninjas of the medieval Japan have an air of mystery about them. Warriors of the night, they carry an arsenal of tricks and techniques designed for infiltration, penetration, assassination and terror. Ninja masters always attempt to finish their fights as quickly as possible. That can mean a devastating attack with bare hands or weapons, or just the throwing of shuriken to cover an escape. Remember that ninja masters only care about the mission, killing is unimportant unless it becomes absolutely necessary.

Standard Ninja clothing colors are: Black – Night; Brown/Green -Forests; Grey – Mountains and Open areas; White – Arctic areas.

NINJA TRAINING :

Usually, only the children of Ninja may become Ninja, due to the secrecy surrounding their organization. Occasionally a ninja clan adopts or simply agrees to train a gaijin (an outsider or foreigner). Training normally begins when the child reaches the age of five, and involves the practice of physical movement, followed by development of unarmed techniques as well as use of the sword and staff. Upon reaching the teenage years, the trainee is taught the disciplines of blade throwing, weapon concealment and the use of the rope and chain weapons. In addition, underwater movement and wilderness survival training are introduced into the training program. During their late-teen the trainees are expected to master the arts of acting and psychology to help them understand the use of disguises, as well as to understand the mind, and how to determine its weaknesses. The training of a Ninja is a long and arduous process. Many trainees are taught to hang upside-down from a tree for many hours to improve their patience and stamina.

CHARACTER REQUIREMENTS :

In order to become a ninja the character must have at least 13 STR & CHA, 16 DEX, 15 CON and 14 INT & WIS.

EXPERIENCE & LEVEL IMPROVEMENTS :

Ninja are a mix of fighter and thief. they use the ranger’s experience table penalised by 50 %. Attack rolls and saving throw are taken from the better of both classes and they gain HP as priests. While the ninja is the most versatile of all characters it’s also the leas flexible. Ninja training is extreamly specific and therefor no changes in the given (non)weapon proficiency list may be applied.

WEAPON PROFICIENCIES :
Ninja start out proficient in the weapons listed in table B, perfecting their weapon skills as fighters of equal level. These replace any selection other fighters have and are the only weapons a ninja may use. They also dominate Ninjitsu, which is their martial art.

NON-WEAPON PROFICIENCIES :
ninja start out with many proficiencies that assist them to carry out their missions.

These are : Acrobatics, Alertness, Ambidexterity, Blind Fighting, disguise, edurance, slow respiration, survival and proffesion (any).

At levels 6 and 11 they learn toxology and iron-robe (-2 to AC) respectively. Other skills may be acquired at levels 16, 21and 26.

SPECIAL HINDRANCES :
As mentioned previously, a ninja must maintain a secret identity known only to other clan members. Should this identity be exposed, all law-enforcement officers in the area will begin a massive manhunt for the ninja, stopping only when the ninja is captured, dead, or runs too far to follow. The ninja is then dismissed from his clan, and his fellow clan members will conduct their own manhunt to preserve their secrets. Another important fact to remember is that a ninja’s first priority is the promotion of his clan, and as such must give 50% of all gains to the clan. Should it ever be proved otherwise, an immediate contract on the offender’s head is taken. Ninja must maintain contact with the guild at least once a month to keep update on any relevant missions.

EQUIPMENT :
Ninja are known for the variety of special equipment they use to complete their missions. Typical examples include metal climbing claws, and special grenades filled with smoke powder, peeper, or flash powder. Even their sword scabbards have multiple uses. Some are open at both ends for use as a blowpipe or breathing tube. The player is encouraged to be imaginative in the creation of special equipment, subject to the DM’s approval.

RESTRICTIONS :
Ninja never wear armor. Neither do they use helm or or shield.

Ninja must be chaotic (lawful to the organization and any to the group) and can’t be good (they are after all cold-blooded killers).

Ninja may never multi-class and may not dual-class befor 9 th level, and even then not as clerics, since they are bound to serve the clan and may not obide to serving a deity. This restriction is invalid if the ninja is also a sorcerer (see the D&D 3e for details).

TABLE A : Base scores for ninja Thieving Skills
Climb Walls

70%
Find/Remove Traps
10%

Hear Noise

25%

Hide in Shadows

30%

Move Silently

35%

Open Locks

10%

Pick Pockets

10%
Read languages

  5%

THE ARTS OF THE NINJA :
NINJITSU :

This is the unarmed combat art of ninja characters. It’s commonly employed as a last resort, since ninjas prefer to fight with weapons.

Name: Ninjutsu

# of At.: 2/1 (1d4) at 1st level; 3/1 (1d6+1) at 7th level; 4/1 (1d8+2) at 13th level. STR bonuses are applied to hit and damage.

The hand attacks of the ninja don’t count as magical but are effective against the defenses of licanthropes.


Ninja often go to great extremes to acquire magical aids to boost their unarmed attacks as contingency against enchanted creatures.

AC bonus: –4 at 1st level; improved by –1 at levels: 4, 7 and 10.

Principle Attack: Hand, but could be with any extremity.

Special abilities : -
ninja can break objects bare-handed. A single strike is performed after concentrating for 1 full round that 



grants +4 to hit. A successful attack roll results in 5 times damage multiplier.

-
at 5th level and above they may heal self twice / day (1 point / level).

-
at 9th level and above they may haste themselves 3 times / day for 1 round / level.

-
at 13th level and above they are no longer affectede be illusions, charm, slow and hold.

DANCE OF THE SEVEN STARS :
This is a rapid-fire blade-throwing ability used not only by the ninja, but by other practitioners of  Shurikenjitsu as well. The ninja hides a number of blades on his person, anywhere from his feet to his head. Then in an emergency, he can pull them out and begin throwing them very fast. To avoid being a stationary target and to build up momentum, the ninja will be spinning, moving and ducking as he reaches to grasp the blades and throw them. A highly-trained practitioner’s moves are so fluid that it often seem like a sort of “dance”, hence this maneuver’s name. The application of this skill requires that each blade will be placed separately, meaning this feat cannont be performed twice in the same combat.
In game terms, a 1st level ninja could throw 3 in one round, a 7th level ninja could throw 5 in one round, and a 13th level ninja could throw 7 in one round. This has nothing to do with (and is not improved by) weapon proficiency.

CONTORTION :
Ninja study Contortion have achieve the ultimate flexibility. They can fit  their bodies into spaces as small as four cubic feet or through holes as tiny as 12” in diameter.  This maneuver can also be used to slip out of bonds or shackles with a 90% +1 / level chance of success.  One turn of concentration is required before attempting a feat, and one turn of rest is required aftenward.

FALL :

The ninja learns to fall and roll, taking the impact of the fall on the safest areas of his body. Once learned this maneuver is constantly in effect. Thereafter he suffers no damage if he falls from 20’ or less and only ½ damage when falling from 30’-60’.

LEAP (level 3) :
From a standing start the ninja can spring four feet into the air and three feet forward plus one foot for each level of the character. He can also flip in mid-air to automatically change his facing. Such springs cost only one attack allowed during the round. From a running start, the character can spring eight feet upward and ten feet forward plus one foot per level. The character must have at least 10 feet of running space for sprinting. In both cases, the character must make a DEX check to see if he lands safely. If the roll is failed, the character makes the leap but falls to the ground upon landing and may do nothing except get back to his feet.

PAIN TOUCH (level 5) :
Simply by pressing his finger against specific points on the body, the character causes great pain in his victim. This can be done in place of a normal attack. It causes no damage, but if the to hit roll is successful, the victim feels as if he is on fire. Thereafter, he will be -2 on his chance to hit and +2 on his chance of being hit. The effect lasts for 3-6 rounds. There is no adverse effect on the victim if the to hit roll is failed. Multiple strikes would not cause cumulative effects, nore can this be performed against non-humanoid.

DISGUISE (level 7) :

Ninjas learn to disguise themselves as other humans or elves of roughly the same hight with 90% chance for success. This improves by 1% with each new level advancement. This is an enhancement of the already know proficiency.

ASSASSINATE (level 9) :
On a successful backstab the ninja has a chance of  [backstab DMG] – [victimes HD * 2] to kill the victim instantly. The ninja may refrain from doing so or knockout the victim instead.

TABLE B: ninja weapons

WEAPON       
COST  
WGHT   SIZE  
SPEED
2-HAND-USE
DMG
Bo staff     
-- 
4
L
4
       –

ld6

Jo stick

4 gp
3
S
2
       +

1d3

Kama

4 gp
5
S
4
       +

1d4+1

Kusarigama   
7 gp
8
S
6
       –
     Scythe


P



ld8

     Chain



B



ld4+1
+
Entanglement

Ninja-to       
12 gp
3
S
2
       +

ld8

Suriken

3 sp 
1
S

       +

     Dart/star



2


1d4

Tetsu-bishi
2 sp  
2/10
S
1
       X

ld3

