Ninja skills

Uses Assassin XP chart

Rank 0 
Defense bonus: The Ninja gains a bonus to their defense due to their special training of 1% and +1 per rank 

Resistance to Pain: Ninjas are immune to pain, they can never be stunned and torture has no affect.

Climbing: Ninjas can climb all surfaces (5 x MD) + (10 x Rank) – (feet climbed/10).  Ninja get an additional +1% per rank towards climbing.

Unarmed combat: Ninja able to cause more damage then normal D –1.

Hiding in Shadows: The Ninja’s training in concealment makes them almost invisible in shadows.  In order to be seen observers must make a perception roll at a –5%. (Additional –1% per two ranks.)


Rank 1
Shuriken: Ninjas are able to throw three Shuriken at one, two or three targets in one Pulse with no penalty.

Breakfall: By learning how to fall and roll properly the Ninja may reduce damage from falling or being thrown by 1 (+1/Rank).  

Rank 2
Missile Deflection: Deflect missiles or thrown weapons with sword or bare hands per pulse. The base chance is MD +AG + 2 x rank of weapon + 2 x ninja skill rank.  If the roll is 15% of BC, then the missile may be cut and broken.  If the roll is 5% of BC then the missile may be caught.  Number of missiles deflected equals Rank /2.  -10 % additional for each missile deflected after the first.  Must check for backfire.  If backfire does happen, result is straight damage to END or possible critical.


Danger Sense: Ninjas add 5 (+1 per rank) to their chance of detecting an ambush.

Rank 3 
Find Weakness: The Ninja fighting technique allows them to perceive weaknesses in their target’s defenses by rolling Perception  + 3 per rank.  Ninja gets an additional +10% to do a grievous or END damage.

Rank 4 
Flips & Leaps: The Ninja is able to leap 6 feet (+1/Rank) vertically. This requires a run-up of twice the height to be jumped. If no run-up is available then the height that may be achieved is halved. During leaps it is possible for the Ninja to change facing. If leaping over an opponent, the opponent must roll for surprise.  The opponent may attempt an attack on the Ninja as they pass over at a –5%.  The Ninja may attempt an attack with no modifiers. 

Rank 5
Resist Toxins/Temperature: Through a mystical control of their body the Ninja is better able to resist the effects of disease, poisons, and extremes of temperature. The Ninja 's chance of resisting or throwing off a disease or infection is increased by 5% (+5/Rank), and the damage taken from poisons is reduced by 1 (+1/2 Ranks). The Ninja suffers 1 (+1 per 2 ranks) less damage from heat or cold attacks.


Extended Endurance: The Ninja is so well trained that she/he can continue fighting even after receiving extensive damage.  Once endurance is reduced to 0, they get an additional ½ their original endurance they had.  Upon completion of battle, the Ninja then drops dead and will need the assistance of healers.

Rank 6
No Sleep: The Ninja is trained to do without sleep. They may go for a period of up to 1 day (+1 per 2 Ranks) without feeling adverse effects. After the duration expires the Ninja must rest for 10 hours (+2 hours for each additional day without sleep). 


Walk on water: Due to the ninja’s training, he/she has the ability to walk on water or other surfaces, like mud, and quick sand without sinking, or leaving any prints.  The duration in pulses of this is equal to the Ninja’s WP. 

Rank 7 
Meditation: By using meditative technique the Ninja enters a form of trance. The Base Chance of achieving this state is WP (+5/Rank), with each failed attempt wasting ½ hour. Whilst meditating the Ninja focuses and regains their internal energies. Each hour spent meditating is equal to 2 hours of restful sleep. Whilst meditating the Ninja is oblivious to hunger, thirst, and harsh temperatures. A Ninja may remain meditating for up to 1 hour (+1/Rank), after which they may not use the meditation ability for a period equal to half the time spent meditating. 

Rank 8
Escape: Due to the ninja’s training, they are able to contort their bodies to fit through small openings or out of constraints or (MD + AG + 1% per rank).  This body control also enables them to control their breathing and their pulse to fake death (perception –10% an additional -1% per rank to determine if ninja is alive) or stop further damage from a wound.   

Rank 9 
Hands of Steel: The ninja is able to concentrate his chi and increase the damage he can cause when fighting unarmed D +2.   The ninja must concentrate for one pulse before entering into unarmed combat.  While using this skill, the ninja can make multiple attacks including the three rear hexes at no penalties.  The ninja is able to break wood products up to 1 inch thick per 2 ranks after taking 2 pulses to concentrate. 

Rank 10
Invisibility: After meditating for 5 pulses, the Ninja can turn invisible for a number of pulses equal to 4 + WP.  The Ninja can only use this power once a day.


Touch of death: Once a week for the duration of D minutes, a Ninja can focus his chi for 4 pulses while using his Hands of Steel skill to perform this action. The attack causes a vibration to begin in the opponent’s body which destroys internal organs. If opponent(s) is hit, they must roll their magic resistance or die within D minutes.  The target hit by this attack falls to the ground immediately, starts to roll grabbing at his midsection in agony until dead.  Targets that make their magic resistance roll receive regular hands of steel damage.  

The chart below details some of the weapons used by a Ninja

	Weapon
	Wt
	PS
	MD
	SC
	DM
	Range
	Class
	Use
	Rank

	Ninjato (1-2)
	3
	14
	16
	60
	+4/+5
	P
	B
	M
	10

	Nunchak
	2
	8
	17
	55
	+2
	P
	B
	M
	8

	Shuriken
	2oz.
	6
	17
	55
	+2
	12
	A
	R/C
	10


