NINJA

The Silver Crescent Ninja is rarely a solitary being, although it may be possible if the Ninja has received his Kae. To receive his Kae, a Ninja must prove to his master or masters that he is capable of being a “Living Weapon” and surviving by himself. Thus Kae is an invisible notion of self freedom granted by master Ninjas to the less experienced Ninja who has proven himself a survivor. Ninjas may be hired, but rarely allow themselves to be sold off as mercenaries. Typically a Ninja prefers to increase his abilities, as if they weren’t dangerous enough.. Ninjas believe that their existence is brought forth by a need of camaraderie and protection. They usually do not kill like assassins, but defend any place that is deemed worthy of a specific cause. While the Ninja has characteristics of an assassin, they have something that assassins do not…A code of honor (sometimes thought of as another more advanced form of Chivalry). 


Hit Die: d8
Requirements

To qualify to become a Silver Crescent Ninja, a character must fulfill the following criteria.

· Alignment: Any except True Neutral.

· Skills: Balance 6 ranks, Jump 4 ranks, Climb 4 ranks, Move Silently 6 ranks, Sense Motive 2 ranks, Hide 4 ranks.

· Special: The character must be taught by a former or current Ninja.

Class Skills (And the key ability for each skill):


Balance (Dex), Climb (Str), Concentration (Con), Disable Device (Int), Escape Artist (Dex), Heal (Wis), Hide (Dex), Jump (Str), Knowledge Arcana (Int), Listen (Wis), Move Silently (Dex), Open Lock (Dex), Search (Int), Sense Motive (Wis), Sleight of Hand (Dex), Spot (Wis), Survival (Wis), Swim (Str), Tumble (Dex), Use Rope (Dex).

*See chapter 4 Player’s Handbook for skill descriptions.


Skill points at each level: 4+ Int Modifier.

Class Features

All of the following are class features of the Silver Crescent Ninja prestige class.

Weapon and Armor Proficiency

A Silver Crescent Ninja is proficient with a Crossbow (hand or light), Dagger (any type), Dart, Shortbow (normal or composite), Longbow (normal or composite), Shortsword, Longsword, Punching Dagger, Sling, Sickle, Kukri, Nunchaku, Sai, Shuriken, and Light armor but not shields.

~Sneak Attack: Like the Rogue ability of the same name. The extra damage dealt increases by +2d6 every three levels (3rd, 6th, 9th, 12th, 15th, 18th, etc).

Death Attack: Same as assassin, except the Ninja may not choose to paralyze the target.

~Uncanny Dodge (Ex): Starting at 1st level, a Ninja gains the ability to react to danger before his senses would normally allow him to be aware of it. He retains his dexterity bonus to AC (if any) regardless of being caught flat-footed or struck by an invisible attacker (he still loses any dexterity bonus to AC if immobilized). If a character gains uncanny dodge from a second class (such as Rogue), the character automatically gains Improved Uncanny Dodge.

~Improved Uncanny Dodge: At 3rd level a Ninja may receive the improved uncanny dodge feat. This denies a Rogue the ability to use flank attacks to sneak attack the Ninja.

~Quick Draw: Ninjas can draw weapons with startling speed at 3rd level. A character may draw a weapon as a free action instead of as a move action. You can draw a hidden weapon as a move action. Without this feat a hidden weapon may only be moved as a standard action.

~Nimble Fingers: At 2nd level a Ninja becomes adept at manipulating small, delicate objects. Ninjas receive a +2 bonus to all Disable Device checks and Open Lock Checks.

~Stealthy: At 3rd level, a Ninja becomes particularly good at avoiding notice. +2 bonus on all Hide checks and Move Silently checks.

~Self-Sufficient: A 6th level Ninja learns to take care of himself in harsh conditions and situations. +2 bonus on all Heal checks and Survival checks.

~Weapon Focus: Choose one weapon, or you may choose unarmed strike or grapple, as your weapon for the purpose of this feat. At 5th level a Ninja gains a +1 bonus on all attack rolls he makes using the selected weapon. This bonus is stacked when a Ninja chooses to gain this feat again through other means. A Ninja may only choose up to two separate weapons, and must split the bonuses between them (Max bonus per weapon is +3). This is an exception to the usual skill ability. This only applies to Ninjas.

Table 1: The Silver Crescent Ninja
	Level:
	Base Attack Bonus:
	Fort Save:
	Ref Save:
	Will Save:

	1st 
	             +1
	     +1
	     +2
	     +0

	2nd 
	             +1
	     +1
	     +3
	     +1

	3rd 
	             +2
	     +2
	     +3
	     +1

	4th 
	             +3
	     +2
	     +4
	     +2

	5th 
	             +3
	     +2
	     +4
	     +2

	6th 
	             +4
	     +3
	     +5
	     +2

	7th 
	             +5
	     +3
	     +5
	     +3

	8th 
	             +5
	     +3
	     +6
	     +3

	9th 
	             +6
	     +4
	     +6
	     +3

	10th 
	             +7
	     +4
	     +7
	     +4


Table 2: Ninja Spells Known







--- Spells Known ---

	Level:
	1st
	2nd
	3rd
	4th

	1st 
	          2*
	           -
	            -
	            -

	2nd
	          3
	           -
	            -
	            -

	3rd
	          3
	           2*
	            -
	            -

	4th
	          4
	           3
	            -
	            -

	5th
	          4
	           3
	            2*
	            -

	6th
	          4
	           4
	            3
	            -

	7th
	          4
	           4
	            3
	            2*

	8th
	          4
	           4
	            4
	            3

	9th
	          4
	           4
	            4
	            3

	10th
	          4
	           4
	            4
	            4


*Provided the Ninja has sufficient Intelligence to have a bonus spell of this level.

Silver Crescent Ninja Spell List
1st level: Bane, Cause Fear, Detect Magic, Feather Fall, Jump, Obscuring Mist, Open/Close, Pass Without Trace.

2nd level: Blindness/Deafness, Calm Emotions, Blur, Cats Grace, Darkness, Darkvision, Remove Blindness/Deafness, Protection from Arrows.

3rd level: Nondetection, Rope Trick, Silence, Slow, Snare, Spider Climb, True Strike, Undetectable Alignment.

4th level: Veil, Whispering Wind, Waves of Fatigue, Restoration.

Special Qualities

A Ninja may have a +2 bonus to rolls against fatigue after/while running.

Quick History


The Silver Crescent Ninja’s are a relatively large, but very selective, group who’s exploits are much better known than the actual group themselves. This, of course, is very beneficial to their purpose as a whole.


While they are true to the past histories of other Ninja groups, they do deviate from the Ninja stereotype a bit. They are much more cunning in their ways of spy networking due to their unconventional mingling with the general society around them. While most Ninjas remain secluded and only are known amongst themselves, the Silver Crescent Ninja’s live almost two lives, one of mystery (as a Ninja) and one of social mingling (as a commoner, for the benefit of disguise).

All members expect all other Ninja’s in the Silver Crescent Order to follow the governing rules set upon them over any other governing body that may conflict. This includes town/city/metropolis laws, and general “laws of the land”, etc. This can sometimes make for interesting circumstances when a Silver Crescent Ninja has too follow either the public law or the Order’s law when a time comes and they conflict with one another, fully aware of the consequences of disregarding the Order’s law in favor of the public law.

(Note: The game DM has full discretion when creating the Silver Crescent Ninja code of conduct and action and must plan it in advance to having a PC become part of their Order.)
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