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Foreword

Ninja. These shadow warriors fonn some of the most iconic images of the stealthy

hero. Their skill is literally the stuff of legends and their origins are shrouded in mystery.
It's no secret that the ninja has captured the imagination of the West for decades now, ilnd
that of Japan for centuries before. It may then come as no surprise that when we first

started discussing il book devoted to stealthy characters, we decided to produce a book
dedicated entirely to these mysterious and celebrated figures. While it is true that ninja
have il long history with roleplaying games, dnd indeed the 3.5 OGL hils seen several
different imaginings of the ninja, never before have they been presented as they are here
in Ancient Warriors: Way ofthe Ninja.

In my estimation, the main problem with the ninja classes currently in existence is
that, while their features accurately reflect things ninja were described as doing, they do a
poor job of simulating the ninja experience; in other words those classes, while very

interesting classes, don't make the character feel like a ninja. Way of the Ninja's main goal
was to change that. The base class described here was crafted to create characters that
feel like ninjas, rather than multiclass rogue/monks, or rogue/sorcerers. We take a unique

and intuitive approach to ambush combat in a way that faithfully represents a ninja's great
ability for surprise attacks. We focus on the skills and abilities that truly made ninja
famous. Finally, and perhaps most importantly, we allow the ninja to specialize in one of

several schools of training, leaving a large portion of how the ninja class operates in the
hands of the player, and allowing each player to decide how his or her ninja works and
what role to play.

Apart from the base ninja class, we include new class features for every core class,
which allow them to adopt the aspects of ninja that best compliment their unique skills

and abilities, making ninja both mechanically and flavorfully accessible to members of
any class. To cap things off, we include a healthy amount of unique ninja gear not to be
found anywhere else, including hang gliders, unusual poisons, and a multitude of other

gear any ninja would be pleased to call his own.

I know that Way ofthe Ninja has made the choice of playing a ninja both more

meaningful and more accessible to players with a desire to do so, and, in doing this, has
exceeded my wildest expectations for a product of this limited size. I hope you enjoy
reading it as much as we enjoyed creating it for you.

-Josfiua Za6ack.. ®esigner
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Table I-I: The Ninja
Base Attack Fort Rof Will

level Bonus Save Sm Save Special
., .9 U .0 Combat Awareness, Ninja School, u .9 .) .0 Past Movement, Uncanny Dodge

) .) ., ') .. Ninja Skills, Trap Sense +1

4 '4 .. '4 .. Ambush Tactics, " .. '4 .. Ninja School Technique, +6/+1 U " u Evasion, Trap Sense +2

7 +Z/+z u " u Improved Comb.Jt Awareness
8 +8f+} u " u Improved Uncanny Dodge

9 +9/+4 ') " ') Trap Sense +}

" +10/+5 ') '7 ') Group Awareness, Ninja School Technique

" +111+61 +1 ') '7 ') Improved Evasion

" +lz/+zf+2 '4 ,8 " Improved Ninja Skills, Trap Sense +4

') +1}f+8/+} ·4 .8 " Deadly Strike

1'1 +11f+2/+1 " '9 '4 Enhanced Planking

"
+15/+10/+5 " '9 " Ninja School Technique, Trap Sense +5

"
+16/+11/+6/+-1 " "9 " Improved Deadly Strike

'7 +171+12/+7/+2 " '" " Ninja Resistances
,8 +18/+1}/+8/+} " ." " Trap Sense +6

'9 +19/+14/1"9/+4 ., .., " Greater Deadly Strike

" +wl+ls/+lo/+s "
..,

" Ambush Master, Ninja School Technique

Skill Ranks Per Level: 6 + Int modifier

Class Features
The following are class features of the ninja

class.

Weapon and Armor Proficiencies: A ninja is
proficient with all simple weapons, plus the kama,
kusari-garna, net, nunchaku, sai, siangham, short
sword, shuriken, spiked chain, and throwing axe,
as well as with light annor.

CombatAwareness (Ex): Ninja are exceptional
ambush fighters, and excel at comb.Jt against foes
they catch off guard. At lSt level, the ninja may
alwaysact in the surprise round, even ifhe was not
aware of his opponents. Additionally, starting at
1st level, the ninja receivesa +1 bonus to attack and
a +1. bonus to damage during the surprise round.
These bonuses increase by +l (for attack) and +1.
(for damage) at 4th level, and every three levels
thereafter (to a maximum of +z to attack and +14
to damage at 19th level).

Ninja School: A ninja must choose to specialize in
one school of ninja training, gaining additional
abilities and powers based on that school. This
choice must be made at lSt level, and once made, it
cannot be changed. Each ninja school giws the
ninja a number of school PO'\\o"l'lS, known as
techniques. The ninja gains these techniques at lSt,
5th, 10th, 15th, and :wth levels. For more
infonnation on ninja schools, see Ninja Schools,
below.

Fast Movement (Ex): At znd level, a ninja's land
speed increases by +10 feet. This benefit applies
onlywhen he is wearing no annoror light annor
and not carrying a heavy load. Apply this bonus
before modifying the ninja's speed because of any
load carried or armorwom. This bonus stacks with
any other bonuses to the ninja's land speed.

Uncanny Dodge (Ex): At md level, a ninja gains
the ability to react to danger before his senses
would nonnally allow him to do so. He cannot be
caught flat-footed, nordoes he lose his Dexterity
bonus to AC if the attacker is invisible. He still



loses his Dexterity bonus to AC if immobilized. A
ninja with this ability can still lose his Dexterity
bonus to AC ifan opponent sucressfully uses the
feint action against hilIL

Ifa ninj.a already has uncanny dodge from a
different class, he automatically gains improved
uncanny dodge (see below) instead.

Ninja Skills (Ex): At JTd It"<'el ninja adds 1/3 his
ninja lewl to all Acrobatics, Climb, and Swim
checks.

Trap Sense (Ex): At JTd lewl, a ninja gains a +I

bonus on Reflex saves made to avoid traps and a +l

dodge bonus toAC against attacks made by traps.
These bonuses increase by +1 every three ninja
levels thereafter (6th, 9th, 12th, 15th, and 18th
level). Trap sense bonuses gained from multiple
classes stack.

Ambush Tactics (Ex): At 4th level, the ninja is
pdrticularly adept at acting swiftly at the start of a
battle. If the ninja is acting in a surprise round, he
may take a full round's worth of actions, rather
than being limited toa single move or standard
action. See the Pathfinder Roleplaying Game Core
Rulebook for more information on surprise
rounds.

Evasion (Ex): When he reaches 6th lewl, a ninja
can avoid ewn magical and unusual attacks with
great agility. lf he makes a successful Reflex saving
throw against an attack that normally deals half
damage on a successful save, he instead takes no
damage. Evasion can be used only if the ninja is
wearing light armor or noannor. A helpless ninja
does not gain the benefit of evasion.

Improved Combat Awareness (Ex): At 7th level,
the ninja's speed and combat awareness are such
that he is always active in the surprise round. If
there would not be a surprise round, a special
surprise round is created, in which only the ninja
acts. Ifa special surprise round is created in this
way, characters which are aware of the ninja may
make an Initiative check (DC 10 + the ninja's level)
toaet in the surprise round.

Improved Uncanny Dodge (Ex): At 8th level and

higher, a ninja can no longer be flanked. TIlls
defense denies a rogue the ability to sneak attack
the ninja by flanking him, unless the attacker has
at least four more rogue levels than the target has
ninja levels.

Ifa character already has uncanny dodge (see
above) fromanotherclass, the levels from the
classes that grant uncanny dodge stack to
detennine the minimum rogue level required to
flank the character.

GroupAwareness (Ex): At 10th level, the ninja's
mastery ofambush techniques expands to include
his allies. All of the ninja's allies may act in the
surprise round, even if they would not normally be
able to do so, and I'ffeive half his combat
awareness bonus to attack and damage, rounded
d~.

Improved Evasion (Ex): At nth level, a ninja's
evasion improves. This ability works like evasion,
except that while the ninja still takes no damage
on a successful Reflex saving throw against attacks,
he henceforth takes only half damage on a failed
save. A helpless ninja does not gain the benefit of
improved evasion.

Improved Ninja Skills (Ex): At 12th level, the
ninja adds half his ninja It"<'el to all Acrobatics,
Climb, and Swim checks. This replaces the
benefits of the ninja skills class feature.

Deadly Strike (Ex): At 13th level, whenever the
ninja successfully hits an opponent during a
surprise round, the target must sucreed on a
Fortitude save (DC 10 + Ih the ninja's class level +
the ninja's Intelligence modifier) or be slowed for
1d4 rounds.

Enhanced Flanking (Ex): At 14th level, the ninja
bI'Comesan expert flanker, adding +4 to his attack
rolls while flanking rather than the usual +2.

Improved Deadly Strike (Ex): At 16th level,
whenever the ninja successfully hits an opponent
during a surprise round, he maychoose to have
the target be stunned for 1<4 rounds, rather than
slowed, if the target fails the Fortitude save.

,
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Ninja Rnisunca: Al J7th leo;ti,~ ninja
becomes more teisl:ant to physical. and mental
attaeb, and he- gains a bonus on all saving throws
eqU<l1 to hisInr~ modifier:

Greater Deadly Strike (EJ:): At 19th ~'el,

whe~ the ninja sut=SSfully mts an opponmt
during the surpfisto round, the ninja m<IY choose
(0 pcualyze theI~I for 1<4 rounds, instedd of
slowing or stunning the target. If the target fails
tbe W\"l! by 5or moll.", the ninja may choose to
outright kill the target instead.

Ambush Muter (Ex): At :roth l~l, the ninja's
combi!t awareness and agility is such their he can
perform two full rounds' worth ofactions during
the surprise round. This pool ofactions can be

spent in a varieryofways, such as two full round
actions, or a full round action, a standard action,
and a mO\~ action, or two standard actions and
two IIIOVe actions, etc.

Ninja School
The foll<M-ing ninja schools rt'prt'5t'llt just

some of lhedifferenl disciplines and tNclrings
avai1a~ to potential ninja. A ninja school is not

so much a physical building or 0l"8"ujZAtion, but
instead n-presenl$ a st}ie or [NChing method. A
single organiurion or oKademy may INCh or
~p1aya large number ofdifferent ninja schools,
and mosr ninja eLms include ninjas trained in a
variety of schools.

Serpent School
A disciple of the serpent schoolleams

secret techniques involving deadly poisons.

Poison Use: At iSt level, ninja of the serpent
school are trained in the use of poison and
cannot accidentally poison themselves when
applying poison toa b~de (see the P'lfhfinder
Roleplaying Game Core Rulebook for more
infonnation on poisoliS).

Poison Master (Ex): At 5th level, a ninja of the
serpent school broomes more skilled in the
ONtion and application of poisons. Flr.it, the
ninja recei.,esa pool of points that he can spend
instead ofgold when crafting poisons. Each time
he gains a newI~ the ninja receP.'ft a number
ofsuch points equal 10 100 per dass I~L

Addition.illy, a ninja of the serpenl school
can, al this leo.'d, apply poisons quicldy, and can
coat a WNpon in poison as a swift action, rathee
than a st.mdanI action.

Lingering Poison (Ex): At loth~ a ninjaof
the serpent schoollllilY choose to coat his
""'t'dpon as a move action, rather than a swift
action, in order to get multiple uses out ofone
dose of poisolL When he does so, his poisons ace
consumed only after a lIumber ofsuccessful hits
equal to 115 his class level, ratherthan causing
the poison 10 be expended after a single
successful hit.

I



Potl!'nt Poison (£:1:): At 15th lewl, thl!' S.lVl!' DCs for
any poi50n u5l!'d by a ninja of the 5l'rpent school
are increa5ed by 1 per fiw da5slewl5 he po55e55l'S.

Deadly Poisons (£:1:): At:roth levd, the ability
damage or drain dN.J.t by any poi5on used bya
ninja oftht' 5erpeflt school i5 incrNsed. by +1 per
die

Shadow School
A di5ciple ofthe shadow school.I~ a

numbe!' of techniques which allow him to~prod;_."",""
Shadow Training: AtIst It"'<~ a ninja ofthl!
shadow school adds halfhis class lew!. on all
stealth checks.

Tracdeu (Su): At 5th It"\'t'l. a ninja ofthe shadow
school no longer le.n~ a trace behind him, and he
can longer~ tracked by non-magical means,
e~pt by a ranger of 4 levels higher. Magical
means of tracking, including all divination
(scrying) spells and effects, fail unless the caster
succeeds on a caster lewl check (DC u + the
ninja's level). Additionally, when sniping. the
ninja onJy suffena -w penalty to his Slealth check
to ~mainobscured (set' sniping, under Stealth, in
the Pdlhfinder Roleplaying Game Core Ru/ebook).

Fast Stealth (Ez): At wth levd, a ninja of the
!ihadow school can IIX1W' up to his llOITn<l1 speed
without penalry. Additionally he may ron, but not

~ or attack, while using Stealth, al~it at a -s
""""'Y.
Greater Shadow Training: AI 1)1h I~, a ninja of
the shadow school adds his dass lew!. to all
Stealth checks. Additionally, he may ignore his
armor check penalty when making Stealth checks.
This replaces the bonus granted by the shadow
training.

Hide in Plain SiBht (£:1:): AI .wth I~I, a ninja of
the shadow school may U5l' Stealth even while
being obsetwd.

Chameleon School
Disciples of the chameleon school are

masters ofdisgui5l' and learn a number of

techniques aimed at improving their ability to
become 5Omeone el5l'.

Chameleon Training:: At 1St lewl, a ninja ofthe
chamel.eon school adds half his class lew!. as a
bonus on all Disguise cbecks, as weD as on all
Bluffchecks made to maintain the disguise (but
not other Bluffchecks, such as feinting or lying
about matter.; llIlI'dated to hisdisguise).

Muter of Disguise (Su): At 5th ~I, a ninjaof
the chameleon school. can create a disguise in Id3
minutes rathet- than u:IJX10 minutes. lbe ninja
also becomes inunune to detect thoughts, discern
lies, and anyattempt: to disoem his aligmnent.
Additionally, the ninja can disguise himsdf as a
member ofa different gender without penalty.

Disclppear Into the Crowd (EI): At lOth It"'<-el, a
ninja of the chameleoll school can U5l' Disguise to
hide in a crowd, becoming impossible to
differentiate from the rest of the crowd without a
successful Perception check (opposed by the
ninja's Di5guise check + 5)' Additionally, the ninja
can disguise himself as a member of a different
race without penalty.

Improved Chameleon Training: At 15th It"\-el, a
ninja of the chameleon school adds his class Iew'I
as a bonus on all Disguise checks and on Bluff
checks made 10 maintain the disguise.
Additionally, obserwrs no longer gain a bonus to
Pe:tception ched:sd\U? to familiarity",ith the
pen:on the ninja i5 disguised as. This ski.II bonus
replaces that gained "'ith chameleon training.

Man of Many Filces (£:1:): AI 20th Iewl, the ninja
can alter his fonn OIl will. This ability functions
like the spell allel" self, except that true set'ing and
other effects 'Ailich can see through such dlanges
~ no effect on this transformation.
Additionally, the ninja can disguise himself as a
creature ofany age or ofdiffe~ntsiu without

""""'Y.
Tiger School

Disciples of the tiger school focus more on
martial comoot and W\'apon training than the
other ninja schools.

)



Combat Training (Ex): At 1St level, a ninja ofthe
tiger school adds +I to all attack rolls madewith
light or thrown W&lpons. Additionally, for the
purpose ofqualifying for feats, the ninja counts as
a fighter of half his ninja level.

Precision Strike (Ex): At 5th level, the ninja adds
his Dexterity bonus, if any, to weapon damage
rolls made with light or thrown .....eapons.

Critical Strike (Ex): At loth level, a ninja of the
tiger school gilins Critical FOCllsas a bonus feat. If
the ninja already had Critical Focus, he may
choose another combat feat for which he qualifies.
Additionally, the ninja is treated as having the
Improved Critical feat foralllight or thrown
weapons he is proficient with.

Improved Combat Training (Ex): At 15th level, a
ninja of the tiger school adds +l. toal! attack and
damage rolls made with light or thrown weapons.
Additionally, for the purpose ofqualifying for
feats, the ninja counts as a fighter of his ninja
level. These benefits replace those granted by the
combat training class feature.

Swift Combat Mastery: At 20th level, a ninja of
the tiger school can make an additional attack at
his highest base attack bonus whenever he full
attacks, provided that he is wielding only light or
thrown weapons.

Playing a Ninja

Ninja can come from any walk oflife, though
most ninja no longer retain much of a connection
to their backgrounds, preferring instead to remain
asanonymous as possible. It is not uncommon for
ninja to have one or more well-developed alter
egos that they use to help hide their true origins
and identities. As a notable exception to this rule,
some clans or even whole villages made up nearly
entirely of ninja often take great, ifsomewhat
guarded, pride in their heritage. Such groups are
often sought as allies by kings or powerful nobles
for their ninja skills, and are often called upon to
perform ninja services in exchange for wealth and
prote<:tion.

Individual ninja are often very careful with
whom they trust, as it is the nature of their
training to be secretive and cautious, a trait that
has kept more than one ninja alive when the
political climate tums unfavorable. Those that
they do take into their confidence often find ninja
to make particularly trustworthy and discrete
allies.

Races: The majority of ninja are either
humans or half-elves, who are highly sought-after,
due to their racial penchant for adaptability, and
their ability to blend into most anycrowd. While
ninja of other races are less common, both elves
and haIflings can be found among the ranks of
the ninja, often disguised as members of more
common races. Dwarves and gnomes are less
likely to be ninja because their cultures often
frown on the ninja arts, though the few dwarven
and gnomish ninja often take advantage of this
fact in order to throw off suspicion.

Religion: Ninja can be found as members of
many churches, with even agnostic ninja joining
large prevalent temples in order to better blend
in. Some ninja privately worship gods of secrecy
or treachery, though most ninja tend to chalk
their successes or failures up to personal skill and
training rather than divine intervention.

Other Classes: Ninja are happy to workwith
members ofvirtually any class, though they get
along especiallywel! with bards, rangers, rogues,
and monks, whose stealthy combat styles well
compliment their own. Ninja often find derics to
be useful allies both for their healing abilities and
combat enhancing magic. Ninja are usually happy
to work with sorcerers and wizards, whose spells
can help the ninja accomplish tasks he would
ordinarily be unable to complete. Ninja recognize
the strong melee abilities of fighters and
barbarians, and are always happy to let them
handle the brunt ofan enemy assault, while the
ninja concentrates on more specific obje<:tives.
While most ninja re<:ognize paladins as good
fighters and strong leaders, ethical debates about
what kind ofaction are acceptable when ,",urking
towards a goal can often put a strain on their
relationships with most paladins.
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Ninja in the Game

For GMs: II is importanllo beaf in mirn:!
when GMing fOf a ninja character that the class,
in manyways, encoumges a ch<lr<lCler to act like
the stereotypical ninj<l: <I lone agent, aCiing on his
own and cut off from the rest of the group. This
sort of behavior isn'l necessary to enjoy Ihe
class-it was precisely for this reason thilt the
ninja rKt'iwd the groupaw<lreness class fearnfl',
abao.~but father the class is designed to r~anI
il ifit d~occur.1he fl'aSOn for lhis is lhilt ...",
be~ pla)"l'S who want to play <I nin~ an' 1iI.:ely
to be predisposed to having lhat ninja clwaCier
act OIl his or hera---ll: it is, aftel' aU, pdrt of Ihe
rom.mtic image of lhe nin~. SrilI, it is important
to ensure that one player dOftn't monopolize pIdy
time. If,,:JUt group is uncomfortable with h<Iving
char.K:ters split up, encourage thep~r in
question (eilher in charaetel', byildjusting the
circumst:ances in the game, oroul ofcharaete!, in
a poI.iteand liiendly fashion) not to strayfrom w
group. If the group doesn'l mind splitting up, but
one pla)'"!" lakes up~ionallymore time than
the others., try to cultivate more activity from w
leos~ pla}-ers. or else considel' setting up <I
tum systt'lD, whereby~ryone is erlSl.lf'ed equa.I
run..

Alternate Class Features

Included here are a number ofaltetnolle class
features, which are designed to allow clw-aeters
of~c1i1SSto lap into the spirit of the ninj<l.
Each alternate class fearnfl' is independent of the
others, and a charaCier ITI<lY pick and choose
which alternate class features he lakes and which
he does nOl. Each alterrulte class feature will
indicate what class ability (or abilities) it is
«'Placing. Unless the class feature's entty
indicates to Ihe contrary, you gain the liSle<!
benefits <It the same level as thecl<lss fearufl' thai
is being replaced (or the lowest-level class
fearnfl', if multiple class features are being
feplaced).

Barbarian

Show No Mercy
Description: A merciless fighter who is dm",n to
win at all costs, you are exceptionally skilled at
hitting youropponent when he's down.
Replaces: DaInage reduction. Each time your
damage reduction class feature would improvt',
you may choose to lake this class feature instead.
Ifyou do so multiple times, its effecls stack.
Benefit: Whenever you attack a foe who is
blinded, confused, exhausted, prone or srunned,
you gain a +2 bonus to your attack and damage
rolls.

)



Bard

Master of Disguise
Description: U~a ninja, you~ a master of
disguise, and are able to effortlessJyS\\-itch from
one faee to another, confounding your foes and
learning their secrets.
ac,places: Baroic knowledge and lore master
Benefit: You add 1/2 your cldss level (minimum I)
to all Disgui~ skill checks. Additionally, you IIIiI)'

add this bonus to any Bluffskill checks made to
maintain yourd~ (but not other uses of
Bluff, such as feinting, or lying about topics
unrelated toyour~).

A1srh Je,."ei, you become a true masterof
disguise, and may take 10 on any Disguise checks
you make, as long as you have ranks in the
Disguise skill. You may choose not to take 10 and
can instead roll normally. In addition, once per
day, you may take 20 on any Bluffskill check
made to maintain yourdisguise {but not other
USl"S of Bluff, stich as feinting, or lying aboul
topics unreLued toyourdisguist"). You mayu~
this abi.lity one additional time per day for t'\~ry

six k-\."eis you possess beyond 5th. toa m<IJl:imum
ofthree times per day at 17th level.

Poison Adepl
~scription:You are trained in theart of using
poisons, and ha\~ built up a resistance to toxins
from~ ofexposure.
Ikplaces: WeU-\'er.ied
~efit: You~ trained in the uses ofpoisons,
and cannot: accidentally poison youn;elf ...hen
applying poison to a blade (see the Pathfinder
Roleplaying Game Core Rulebook for more
information on poison use). Additionally, you
gain a -+-2 boilUS on saving throws against poisons.

Cleric

Instead ofalternate class features, clBics can
Illalrz use of the follawing domains:

Poison Domain
Granted Powers: You are a maslerof poisons,
and can inflict them upon yom foes with divine
aid. As you are trained in Ihe uSt'S of poisons, you

cannot accidentally poison yourself...-hen
applying poison loa blade (see the P.uhfinder
RoIepl.Jying Gdme Core Rulebook for more
information on poison use).

Poisonoos Touch (Stl):Asa siandard action,
you can make a melee touch attack against your
target. On a successful hit, you imbue Ihem with
a divine poison, and they must succeed on a For­
titude save (DC 10 + 1/2 yourderic le\Il'l + your
Wisdom modifier) or immedialelysuffer Id4
Strength damage. 1bis Strength damage ~ses
10 ro., at 8th It'\ti, and 10.Jd4 all6th It'\~l. Yoo
can use this ability an~of~ per day
equal. 103 + your WISdom modifier, but irs effects
do not stack.

Poison Resist.mee (Su); A16th le\ll'l, you gain
a +4 sacred bonus on saving throws against poi­
sons. AI 12th level, this bonus increases to +8. AI
20th level, you are immune to poisOns of all
kinds.

Domain SpeUs: 1st-doom, 2Ild-deldy poison.
yd-conldgion, 4th-poison, 5th-insect pl.Jg=,
6th-c/oudkiIJ, 7th-symbol of~"Nk~&h­
horrid wilting, C}th-elK"~ydrain.

Stealth DOll1ilin
Granted Powen: You are a master of stealth, able
to disappear at will, and you render Iraditional
methods ofdelection obsolete. Additionally, you
rreat Stealth as a class skill.

MiraroJoos Disdppearanre (Su); As a SYoift
action, you can disappear in a cloud of~.
The smoke fills your square, and obscurrs vision,
bul fades aftefone round. In addition 10 the
smoke. this po....er rendersyou iJwisible, as the
spell invisibility, until the beginning ofyour next

tum. You may use this ability iI number of times
per day eqlldlto 3 + your Wisdom modifier.

True Invisibility (Su): At 12th level, your
invisibility magic rea.ches a level that few could
hope to achieve, Crea.tures and objft."ts made
invisible byyour spells cannot be seen by see
inVisibility, or similareffects.. Crea.tures with~
seeing can see Ihe sub;ect ofthe spell, but it
appears only as a hazyoutline, and still has.w%
concealmem. Finally, creatures made invisible by
a spell you cast ate nol affected by invisibility
purse.

)



Domain Spells: 15t-dissuise self, 2nd­
invisibility, JId-illvisibility sphere, 4th-srei/ter
invisibility, 5th-false vision, 6th-mislead,
7th-ma5S invisibility, 8th-screen, 9th­
etherealness

Druid

Hide Amongst the Lea.ves
Description: You are so in tune with the
elements of nature that, in the wild, you can
completely hide your presence.
Repla.ces: Timeless body
Benefit: While in a forested or similar
environment, you mayuse the Stealth skill even
while being observed. Additionally, in such
environments, you gain a bonus to Stealth che<:ks
equal to 1/2 your class level (rounded down).

Fighter

Deadly Strike
Description: Your skills with the blade are
unparalleled, and you can fell even a mighty foe
with a single stroke ifyou catch him unprepared.
Replaces: Weapon IllilStery
Benefit: You may perform a coup desraceaction
against characters that are lIat-footed.
Additionally, you may perform a roup de grace as
a standard action, rather than a full-round action.

First to Strike
Description: You know that he who draws first
blood is usually the victor. As such, you are always
prepared for combat to break out, and makea
habit of striking your enemies before they've even
drawn their blades.
Repla.ces: Bravery
Benefit: You gain a +l. bonus on initiative che<:ks.
This bonus increases by +2 for every four levels
beyond 2nd (to a maximum of +10 at 18th level).

Nimble Steps
Description: Your keen senses forewarn you of
danger, and allow you to better evade the attacks
ofyour foes.
Repla.ces: Armor training and armor mastery
Benefit: As long as you are wearing light armor or

no armor, you gain a +I dodge bonus to AC. At 7th
level, and every four levels thereafter, this bonus
increases by +I (toOl maximum of +5 at 19th level).

Monk

Military Monk
Description: Your fists may not be as lethal as
other monks, but in place of hand-to-hand
combat you have mastered the use of light
armors.
Repla.ces: Unarmed strike, stunning fist,
quivering palm
Benefit: You are proficient with all light armors.
Additionally, your AC bonus and fast movement
class features still function while you are wearing
light armor, and you can make a ki strike with any
weapon on the monk proficiency list.

Additionally, at 1St level, you gain the
Weapon Focus feat for anyone weapon you are
proficient with, even ifyou don't qualify. At 9th
level, you gain the Critical Focus feat, even ifyou
don't qualify. At llth level, you gain your choice of
either the Bleeding Critical feat or the Sickening
Critical feat, even ifyou don't qualify forthem. At
13th level, you gain your choice ofeither the
Staggering Critical feat or the Exhausting Critical
feat, even ifyou don't qualify for them. At 15th
level, you gain the Critical Mastery feat, even if
you don't qualify for it.

Finally, monks with this class feature begin
play with 4d6 x 10 gp, instead of the normal
amount.

Ninjutsu
Description: You have mastered the hidden arts
of ninjutsu, and can channel your ki in ways that
would confound most monks, though such
studies have left you without their purity.
Repla.ces: Purity of body, diamond soul
Benefit: You can use your ki for a number of
spell-like effe<:ts. You can become invisible, as the
spell invisibility, at a cost of I kipoint per minute.
You can walk on water, as the spell water walk, at a
rust of I ki point per round. Finally, you can walk
on walls or similar surfaces, as the spell spider
climb, at a cost of I ki point per minute. In each of
these Cilses, you must still expend the full point,
even ifyou don't use the entire amount of time



(foreK<Jmple, turning invisible for II rounds
WQuld still cost 2 ki points).

Additiollil1ly, at uth lewl, you can use your
ki to make spectacular dodges, avoiding lethal
blows. As an inunediateaction, when you would
be hit by an attack, you mayspend 8 ki points to
force that attack to miss you, dodging out of the
way with supernatural swiftness. If the attack was
part ofa full attack or similar action, you dodge
only one of the attacks. No matter how many ki
points you have, you can use this ability no more
than once per day, plus one additional use per
four levels beyond uth.

Finally, at 16th level, your ability to dodge
with ki improves further. By spending u ki
points, instead of8, you may use yourabundant
step class feature as part of the dodge, avoiding
the attack, vanishing, and reappearing elsewhere.
You do not spend extra ki points for the abundant
step part of this ability. The nonnal restrictions
on abundant step still apply.

Paladin

Sworn in Service
Description: You are sworn in service to a
particular patron. This patron is usually a lord or
similar, but in some cases might beas lofty asa
deity or similar. You combat your lord's enemies
with extra zeal.
Replaces: None
Benefit: At 1St level, you must choose a patron, to

whom you sweM your undying loyalty. In addition
to the nonnal code ofconduct fora paladin, you
must always obey and serve your patron, never
betraying or working against him or her. When
using your smite evil class feature, inaddition to
evil creatures, you may smite any creature who is
an enemy ofyour patron, regardless of that
creature's alignment.

Ranger

Urban Tracking
Description: You are exceptiollil1ly skilled at
tracking targets through towns and cities.
Replaces: Hunter's bond
Benefit: You gain a +5 bonus on Survival checks
made to find and follow tracks in urban

environments. Additionally, you can follow tracks
which have been concealed or covered as easily as
you can follow unaltered tracks, and when you
attempt to follow such tracks the DC is not
altered.

At 10th level, this bonus increases to +l0.

At lZth level, you can track creatures which
could not nonnally be tracked, such as a
character with the druid's trackless step class
feature. You take a -10 penalty when attempting
to find or follow such tracks, however.

Secret Skills
Description: You have special.ized your training
in a number of important arts, from climbing and
jumping to stealth and disguise.
Replaces: Favored terrain, camouflage, hide in
plain sight
Benefit: You may select one of the'following
skills: Acrobatics, Bluff, Climb, Disguise,
Perception, Stealth, or Swim. You gain a +2

competence bonus to that skill. At 8th level, and
ewry five levels thereafter, you may select an
additional skill from the above list.

In addition, at each such intel'Vil.l, each
previous skill bonus increases by +2. You may not
select the Silme skill twice.

At lZth level, you become a master ofyour
chosen skills, and may choose to take 10 on any
skill check made for one of the skills you chose.

Finally, at l?th level, once per day, you may
take 20 on a single skill check: for one ofthe skills
you chose.

Rogue

Stealth Master
Description: You areat home in the shadows,
and can go virtually anywhere you please, unseen
by enemy eyes.
Replaces: Trapfinding
Benefit: You add 1/2 your class lewl (minimum 1)
toall Stealth skill checks, and may make such
skill checks untrained.

New Rogue Talents
The following rogue talents may be taken in

place of the rogue talents listed in the Pathfinder
Roleplaying Came Core Rulebook, provided that



aU listed prerequisilesace met.

BypoiSS Artisl (Ex); lhisability reduces the OC to
bypass (rather than disable) a trap to 5 higher
than the trap's nonnaI OC, rather than 10.

Additionally, if tbe rogue successfully bypasses
the trap. he Ina)' choose to alter its trigger slightly,
so that IlOl: only can he dIld his allies bypass the
trap. but others who had pn-viously bypassed the
trap would now trigger it as lhough t:hqt hadn't.

BuISt ofPro;ectiles (Ex);Thisability allows the
~ to attack with a furious blast of thrown
prc;ectiles, such as throwing JrnMos, thrOYoing
axes, or s.huriken. As a fun round action, the
~ may throw a number of these proj«tiles,
up to twice the number ofattach hl" ....,ould be
able to make as a fuU attack action. Each ofthese
attach is made at the rogue's full baseattack
bonus, but he recei\ll,"S a -I penalty on each attack
for each projectile he is throwing (for example, a
rogue whose baseal/i1ck bonus was of-U could
throw lip fosix projectiles. Ifhe did so, he would
lreill his base i11/i1ck bonus as of-6 for eilch iIIlilCk
roll).

The rogue In<Iy divide his attacks amongst
any number of targets, but aU targets must be
within 60 feet ofthl" rogue, and he must declare
haw many attacks he is making against each
potential target before rolling.my attack roUs.
Because of the speed required to use this ability,
the rogue is Un.<lble rodeal additional precision­
based damage, such as sneak attack, ....Me using
this ability. The rogue Ina)' use this ability onct'
per day, plus an <ldditional time per day per 1M
rogue 1~1s be possesses..

Sorcerer
Instead of taking a sorcecec bloodline, a

sorcerer can take the foUav.-ing class featu~.

Though tbe shinobi. mystic class feature
rqJresents hard .....ork and training rather than an
accident ofbinh, and as such is not referred to as
a bloodline, it serves the SilIIle essential functions
as a bloodline. Son:ererswith this class feature
In<Iy have received rheir In<Igicai powers from an
dIlcient and secrfl ritual known only to their
ninja dan, or these abilities may not be the
sourct'of the character's spellcasting al all,

instead serving as merely an extra set of skills the
character has lal=llbe time to master.

Shinobi Mystic
You have studied the ancienr and hidden

'''.K~"plSofthe mystical ninja anS, and haw
unlocked a number of special powers.
C1ass SIdll: Stealth
Bonus Spelk disguiseself(yd), pyrotechnks
(sth), gaSL"OUS form (71h), g~ater invisibiliry
(9f:h), prying I')'es (nth), shadow walk (13th),
greaterteJepon (1st!J), grealershadowevlXa/ion
(17!h), timesrop (19th).
Bonus Feats: Arcane Strike, Combal Casting.
Combal Reflexes, Deadly Aim, Dodge, Improved
Initiative, lightning Reflexes, Quick Draw,



Stealthy.
Bloodline Arcana: Whenever you cast a spell of
the highest level you can cast, you gain so%
concealment until the beginning ofyour next
rum.
Bloodline Powers: Your ninja training and
mystical secrets provide you with a number of
extra tricks which allow you to confound and
defeat your opponents.

Strike from the Shadows (Su): At 1st leveL,
you master the secret of instantly transporting
yourself short distances, allowing you to catch
your foes by surprise. As a move action which
does not provoke attacks of opportunity, you may
teleport yourself anywhere within 20 feet, as long
dS the destination is unoccupied and you have
both line of sight and line of effect to your
destination. TIris otherwise functions as the spell
dimension door, except that you are not
prevented from taking actions after the effect,
meaning that you may use this ability and then
attack. You mayuse this ability a number of
times per day equal to 3 + your Charisma
modifier. The maximum distance increases by 5
feet for every two class levels you possess.

Agent ofShadows (Ex): Beginning at Jl"d
level, you are able to, in a limited way, call upon
the very shadows themselves to conceal you from
your enemies. You add your Charisma bonus to
all Stealth checks you make, in addition to your
Dexterity bonus. You also gain a permanent +I

dodge bonus toAe.
Aura Master (Su): At 9th level, you gain

masteryoveryour own aura, and can mold it at
will. By spending five minutes in intense
concentration, you can alter how your aura is
registered by deted evil and similar effeds
(including those that detect things besides
alignment). TIlls functions identically to the spell
misdirection, except that you may only use it on
yourself, and you do not need another target.
Instead, you simply declare how you want to
appear to such effects, and your aura remains
that way until the effect ends or you spend
another five minutes readjusting it. (For
ex.Jmple, Brencis, ol chaotic evil human sorcerer,
CQuld choose /oappearas a lolwful good undeold
with nospelkas/ing ability. He would no/
register a result when viewed with detect evil, bUl
he would regis/er a result when viewed with

detect good. He would illso regis/era result when
viewed with detect undead, but arcane sight
would indicate th.:Jl he hild no spelkilsting
abilily.)

Unseen S/illker (Sp): At 15th level, you
become iI master of steillth, and can, dSa
standard action, make yourself invisible, as the
spell invisibility, at will. The effect still ends if
you take a hostile ilction, but another stilndard
adion will resume it.

Shildow Milster (Sp): At 20th level, you C<ln
c<lll upon your mystical shinobi IJO'I''l'rs to create
magical duplicates ofyourself. Once per d<ly, <lsa
full-round <lction which provokesatt<lcks of
opportunity, you c<ln conjure Id4 perfect clones of
yourself. These clones are identical to you <IS you
are <It the time of their creation, down to the last
detail (including their <lbility scores, gear, hit
point loss, etc.), and, <IS such, can never use this
ability themselves. They fight IOY<l\ly on your
behalf to the best of their <lbility, acting on your
initi<ltive. They last a number of rounds equ<l1 to

1/2 your ChariSIllil modifier (rounded down),
then disappear, fading into nothingness, <llong
with any gear in their possession.

Spells they cast expend your own d<lily spell
slots, and theyc<lnnot C<lst <I spell ifyou do not
h<lYean <lpproprii.lte spell slot ilVail<lble.
Additionally, <lny gear with limited ch<lrges or
uses loses those ch<lrges or uses if one ofyour
duplicates uses the item. rlllillly, ifany of the
clones would t<lke d<lIll<lge, it instead dissolves
into nothingness, and you t<lke the dalllilge
instead.

Wizard

Inste<ld of selecting <I school of IlliIgiC to
speci<llize in, ~wizard m<lY choose to ad<lpt his
schol<lrly pursuits to include the mystic<l1 ways of
the ninj<l. Wi2drds who t<lkes the following class
feature are treated <IS unNers.llist wi:zards in <Ill
ways, except th<lt instead of g<lining the powers
nOrIJlill1y gr<lnted to the uni\.'l'rs.llist, they gain
the following pov.=s instead.

Ninjutsu School
Wi2<1rdS who learn the <Indent <lrts of

ninjutsu find manyw<lYS to <lPPIy its precepts to



their own arcalle powers.

Shadow Shuriken (Sp):Asa swift action, you
SUnullOn up a number ol sm.ill throwing-stan
made ol pure shadows. Theseshadaw shuriken
function identically to normalsh~ except
thai you are al....ays pmficienI with !hem, and
!bey lade into nothingness aft6 a numbeT ol
rounds ~ualloyour Intelli.genct' gvxli6er. The
shadow shurike-n bon", an~Ibonus
~ 10 ti1 yourclass II"'o'!'i, rounded oo..n. At 1St

I~, !he ability crea.tes only a singlesh~
but al third k\'d, and every IhreeI~
!hereafter, the number ol shuriken created
increases by one (loa maximum ol~ at 18th
I_I). You may use lhis ability al will

Acrob.ltics Master(Ex):As a swift action,
you can bring exrra speed to your slep, maldng
you more nimble than nOl'1Iloil1 and allowing you
to perform exceptional feats of tumbling.
jumping, and dodging. You gain a bonus to
Acrobatics equal to twice your class level, and
your base movement spet'<! increases by 5 leet lor
every three class levels you possess. These
bonuses lasllor one minute, and you may use this
ability a numberoltimes perday equal to 3 +

your Intelligenct' modifier.
S,.,i(f An:ana (Sp): At 8th le\o"'l, you gain the

ability 10 call on incredible bursts of speed to caSI
your spells. Each day, you may apply !he Quicken
Spell ITIelamagic lear to one spell you know,
'A-ilhout raking up a higherI_I spell slOI. You do
not need 10 have !he Quicken Spdl feal to make
useollhis ability, and Ihe spell need not be
dlOSm in amClfloCe. You maychoose, insINd, to
apply it 10 rhree differern: spells in a gn'ell day, .as
long .as NCh of rhose spells is at least four k\"ls
10Y0'er lhan the highesr-I~spell you can Colsl.

Equipment
The lollOYoing equipment can generally be

found in maslp~ ....ilh Iheappropriale gp­
limil, but many of Ihe ilems----especially the
poisons-are illegal in most civilized places, and
must be oblained from less-than-repulable
dealers.

Mundane Weapons

.\ssas$in's Blade: Any bladed melee weapon can
be crafted asan<lSSdssin's blade. Their hilts are
hollow and contain a reservoir thar can store one
dose ol either injury or contact poison. Applying
a poison that is in !he reservoir requires a sv.ill
action that doesn'l pl"OYOke anacks of
opportunity. Refilling the reservoir tdkes one
minule.

Assassin's blades can also be USoI'd to deJn.'t'r
0IheI" liquids such as alchemist's fire and holy
....areJ. SpecialIytre.lled assassin's blades can also
be used to~ acid and 0100 caustic liquids..
One f\as.k ol alchemist's fire or similar liquid
counts as one dose and persists on !he blade for
one successful anack.
Price +l'jO gp

Kwari-gama.: The lrusari-gama is a double
weapon thaI consists of kinna on a metal chain
wilh a heavy iron .....-eighl al the end.

The kusari'gama's kama is a slashing
weapon that deals ld6 points ofdamage (critical
xz) and is very effective for nipping opponents.
The .....-eight isa bludgeoning weapon lhat deals
ld6 points ofdamage (critical xz) and is great for
disarming or tripping an opponenL You can use
eilherend as the primary ....-eapon. The weighled
end of!he ......eapon has reach, so you can strike
opponents 10 feel a aywilh il. In addition,
unlike most other eapons with re¥h, it can be
used against anadjacent foe.
Price 120 gp; Weight 6 lb.

Mundan.... Equipment

AsHssin', Spice: When added to an ingesl:ed
poison il makes the poison harder to detect
Ihrough either mundane or magical means. The
poison becomes both lolsleless and odorless,
increasing the DC to identify lhe poison by +5­
When using spells such as delect poison 10 locate
the spiced poison, the caSler must succeed ona
caSler le\o'!'l check (the poison's DC +5) in order 10

delect the poison. nus check is made in secret.
Price 50 gp; Weight -; Craft: DC 20

Eggshell Bomb: Eggshell bombs are used 10

deliver inhaled poisons. An eggshell bomb must



Table 1.-1: Mundane Weapons
Exotic Weapons Cost Dmll: (S)
Two-Handed Melee Wea ns

Dmll: (M) Critical Weight' TYJH" Speci;"

disann, double, reach, niB or P61b.Id6/ld6Kusari· rna 120 Id lid

Extras

Assassin's blade I+150 gp I I I I I I~;;:;~;:;;~
,Weight figures Me for Medium weapon•. A Small weapon weigh. halfa. much, and a Lorg; weapon weigh, twice a. much.
, A WedpOn with twO tvpe. is both types if the entry specifies·and: or either type (wielder's choice) if the entry specifies

Table 1.-1.: Mundane Items

Price 50 gp; Weight 30 lb.

Ninja Outfit: This all black outfit comes with a
doth mask to cover your face and contains many
places to conceal small items, granting a +l

circumstance bonus on Sleight of Hand check5
for hiding items in your ninja outfit.
Price 50 gp; Weight 3 lb.

Ninja Sub: TIris isa single-person submersible
that travels through the water using a pedal­
driven propeller. The sub can maneuverdumsily
through the \\liIteras ifit had a 60 ft. swim speed.
The sub has three wind0W5: one in the front and
oneon either side of the vessel. It holds enough
air for one person to survive for 1.d4+Z hours.

Propelling a ninja sub is difficult work and
for each hour of peddling beyond 4 hours, a
Constitution check (DC 10, +l. per extra hour) is
required. If the check fails, the character takes
1d6 points of nonlethal damage. A character who
takes any nonlethal damage from a forced march
becomes fatigued. Eliminating the nonlethal
damage also eliminates the fatigue.
A ninja sub has 100 hit points, hardness 10, and
ACI5·
Price 1,000 gp; Weight 100 lb.

db
:wlb,

, 0 lb.

lb.
tOO lb.
t/2Ib.
lolhs

Wei Inhem CoS!
Assassin·s s ice 0, shell bomb '0

Flashban '0

Glider, One erson •
Glider, two =0 0

Nin·. outfit 0

Nin·.. sub 1,000
Stealth shoes 0

Two-sided outfit • 0

Price 1.5 gp; Weight 1.0 lb.

be loaded with poison before it can be used; treat
this like coating a blade.

You can throw an eggshell bomb as a splash
weapon. Treat this attack asa ranged touch attack
with a range increment of 1.0 feet. V\lhen the
eggshell is broken it releases its poison in a 10­
foot-radius spread.
Price 1.0 gp Weight: -

Glider, Two Person: TIris glider can hold up to
two medium humanoids side to side.

Flashbang: This enhanced version of the
thunderstonecan temporarily blind opponents in
addition to deafening them.

A f1ashbang functions Iikea thunderstone,
except it can also cause temporary blindness. All
creatures within the blast must make a second
Fortitude save (IX: 13); creatures who sucreed on
the 5dVl'are dazzled for I round, while those who
fail the save are instead blinded for I round.
Price 105 gp; Weight lib.; Craft DC 1.5

Glider, One Person: This glider can hold one
medium humanoid. While gliding you can move
up to 5 feet in any horizontal direction for every I

foot you fall, toa maximum of 60 horizontal feet
per round. On your own you cannot use this glider
to actually gain height; you merely coast as you
fall. If subjected to a strong wind or any other
effect that causes you to rise, you can take
advantage of it in order to increase the distance
you can glide. The distance you fall while gliding
in this waydoes not cause fall damage. Certain
conditions such as strong winds or combat may
require the user to make Fly checks. The user
suffers a -4 penalty to Flychecks while using a
glider.



Stealth Shoes: These lightweight shoes are made
of specially treated leather that dampens sound. It
grants a +1 circumstance bonus on Stealth checks
made to move silently.
Price 50 gp; Weight 1/2 lb.

lWo-Sided Outfit: A two-sided outfit appears like
a normal version ofone kind of outfit, but when it
is flipped inside out it looks like a completely
different outfit. The t\'.o kinds of outfits are chosen
at its creation.
Price 250 gp; Weight lolbs

Magic Items

Magic Annor Special Ability Descriptions

Adaptive Camouflage: 1bis armor constantly
grants its \\'l'arer the effects of the spell paS5
wirhout Irace, and you can use the Stealth skill to
hide even while being observed.
Strong illusion; CL 12th; Craft Magic Arms and
Annor, invisibiliryor camouflage class feature;
Price +5 bonus

Magic Weapon Special Ability Descriptions

Poisonous: Three times per day, as a swift action
that doesn't provoke attacks ofopportunity, this
weapon can magicailycOdt itselfwith one type of
contact or injury poison (this poison is determined
at the weapon's creation and can't be changed. The
poison must havea cost ofless than 2,000 gp).
This poison persists on the weapon for Ic4
minutes or for 5 successful attacks, whichever
comes first; it can't be collected or stored. The
poison's save DC is improved by the weapon's
enhancement bonus.
Moderate necromancy; CL 7th; Craft Magic Arms
and Annor, craft (alchemy) 5 ranks, poison; Price
+3 bonus

Wondrous Items

SFE F I'IUWEII EI)(,II[)ER

Aura faint evocation; CL 5th
Slot none; Price 4,000 gp; Weight ~5 lhs.
D£SCRIPTION

This propeller-driven glider holds up to one
medium humanoid and has a fly speed of 60 feet
with poor maneuverability. The glider cannot
maintain flight for more than 4 hours in a given
day, at which point it functions as a mundane
hang glider until the next day.

CONSTRUCTION

Requirements Craft Wondetous Items,gusl
ofwind; Cost 2.000 gp

Poisons

RAI OR S RI (lOD

Type poison. injury; Save Fortitude DC 16
Frequency I/round fOf 6 rounds
Effect Idl2 fire darn.lge and enraged' fOf ld4
rounds; Cure I save
1bis poison causes your enemy's blood to boil,
stirring them into a blinding rage.
Price 500gp
''Nhi.le enraged you are confused and affected as
per the rage spell.

RASlI.ISK TEARS
Type poison, contact; Sdve Fortitude DC :u
Onset 1 minute; Frequency [{minute for 6 mim
Effect [d6 Dex damage and paralyzed for I

minute, creatures reduced to 0 Dexterity afe
turned to stone permanently (as flesh to slOne):
Cure 1save

This salty liquid, while not actually derived from
the tears of a basilisk, can slowly petrify living
tissue.
Price: 6,800 gp

IlIINDIr.;(,I'OWDFH.
Type poison, inhaled; Save Fortitude DC [6
Frequency [{minute for 3 minutes

Initial EfTl-oct blindness for 1 minute;
Secondary Effect blindness for 2d4 hours;
Final Effect pt.'rmanent blindness: Cure [save

1bis black powder has an acrid smell and can
cause blindness if it gets in a creature's eyes.
Holding your breath has no effect on blinding
powder, and creatures that normally do not need
to breathe are still affected.



Table 1. 3' Poisons- .
Name T • DC Onse F~~ Effect Cure Cosl
Balor's blood mo ,6 l/rd. for 6 rds. ldlZ fire dama e and ema "' I save
Basilisk tears contact " 1 min. l/min. for 6 min. ld6 Dex, see text I save 6.8<>0
Blinding

inhaled ,6 I/min. for) min.
Blinded 1 min./zd4

1save l.oogp
IXlwder -

hoursl ermaneru
Dead nelVe in u , l/rd. for 6 rds. Flal-footed 1 rd. , save '00

Mind slud e in ested , , d, l/da I Wis drain. see text Zsaves 6._
Silent killer inhaled ,8 l/rd. for 6 rds. Silence 1min./ld6 Dex, see text Zsaves .-.J!£.

Price zoogp

nEAl) f\ERVF

Type poison. injury; Save Fortitude DC 14
FTequency l/round for 6 rounds
Effeci flal-footed for J round; Cure I save
This poison dulls the senses and slows down
reaction time.
Price: 100 gp

•

MIND SI Ulle,I'
Type poison, ingested; Sdve Fortitude DC 19

Onset 1 day; Frequem:y l/day
Effeel. Wis drain and for each point of
Wisdom drain the creature loses ld) days'
worth of memories, starting with his or her
mOSI recent memories: Cure 1. consecutive

~"~

This thick black liquid leaves a bitter aftertaste
in whatever it is mixed into.
Price 6,000 gp

SII.ENT Kill FR
Type poison, inhaled: Sdve Fortitude DC 18
Frequency l/round for 6 rounds
Initial Effl"<:1 silenced and cannot speak for 1

minute as ifunder the effects of the silence
spell: Secondary Effect ld6 Dex damage.
creatures reduced to 0 Dexterity begin to
suffocilte; Cure 2. saves

This colorless powder has a sickly sv.:eet smell and
causes a Crt'ilture'S throat to .swell shut.
Price 5,000 gp
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