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The Ninja 
 
The Ninja is a shadow warrior; spy, assassin, cheater. winner. 
 
Inherent—Graceful Moves 
• When moving (and not wearing any armor), add Cunning and Daring bonuses together. That includes 

stealth, climbing, swimming, moving between arenas or over hazardous terrain, or any other kind of 
action from one place to another or staying upright on unsteady support. 

 
Limitation—Trust Issues 
• Your training has taught you that no one is truly safe. Paradoxically, the more vulnerable people are 

willing to be, the more foolish they seem. 
 

Levels Starting Equipment Attribute +/- Experience 
1st   Sneak 
2nd  Whisper 
3rd   Spy 
4th   Shadow Warrior 

Peasant clothes, concealed 
knives, shortsword, ninja garb 
with mask, rice cakes, 
parchment with calligraphic 
haiku of your birth season. 
 
Starting Coin: 2d12 gp 

Up to 5: -2 
6-8: -1 
9-11: 0 

12-13: +1 
14-15: +2 
16-17: +3 
18-19: +4 

20: +5

      
      

Awesome Points 
used. 
 
Party levels up 
when everyone has 
spent 12 AP. 

 
Available Talents 
 
• Acrobatic Leap. Once per arena. You can move through a barrier (even one made of people) 

without needing to pass a test, and you can jump up to 3 times the range of other characters. You can 
also brace yourself in place and use “Graceful Moves” to stay hidden somewhere unusual. 

 
• Hail of Projectiles. Once per arena. You fling a rapid-fire mass of palm-sized ranged weapons, 

gaining 2 advantages. Each advantage is +2 to hit or +1 wound damage, choose after rolling to hit. 
 
• Nondescript. Constant ability. Others are always -2 to detect you, and if you are actively stealthy 

they are -4. You blend in with a crowd, or in a shadow. 
 
• Ranged Impede. Once per arena. You can throw caltrops in half an arena, or use a reach weapon 

(that has a long rope or chain) to cover up to half an arena, to impede someone across a barrier or at a 
distance. A successful impede can also act as a grapple if the character is falling but in range of 
something stable. 

 
• Targeted Strike. Once per arena. You can ignore up to +4 to armor class from armor, trained to aim 

for unprotected areas. 
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Alternative Adventuring Goals 
1. Your master let you take the blame for him, you were glad to do so. How can you serve him in exile? 
2. A ninja clan fought a dragon; spectacular. Only you and the dragon survived. That’s one too many. 
3. You were proud to serve as a spy, but they wanted you to be an assassin too. Live better than that. 
4. Everybody but you knew that those who use assassins usually kill them afterwards. Fake your death. 
5. There are scrolls that contain mystic secrets to boost stealth and potency. Find them, study them. 
6. You escaped from a rival clan that has sleeper agents everywhere. Anyone could be ninja. Stay alive. 
7. You can’t attack a rival clan directly; do what you can to help their enemies find them to death. 
8. You escaped your clan when you discovered they serve a demon. Expose them before you die. 
9. Lacking necessary amoral detachment, you were evicted. Prove you’re heartless, get back in. 
10. A legendary sword is rumored to allow ninja to flicker in and out of reality. It must be yours. 


