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AAAA  whisper upon the wind... a shadow moves…  

   You think your mind… is playing tricks on you….  

You hear… nothing. You see… nothing. 

   Nothing… You never knew what hit you… 

    

a shadow whispers…    ShinobiShinobiShinobiShinobi 

        
ShinobiShinobiShinobiShinobi… the name is synonymous with stealth warriors and Ninjas. While Ninjas are usually from the orient and a 

specific clan, Shinobi can be anyone from any mystic land, specially trained for covert action and silent missions in 

mysterious methods and techniques. Shinobi are specialists specifically trained in:  concealment and stealth techniques, 

maximum damage and killing moves, and evasive exits - never to be seen or caught. No one knows who they are, where 

they come from, where they go, how many there are, where they are trained, or if they are real or even exist.   

Barbarians, Druids, Monks and Rogues are the best candidates for Shinobi, for their skills, abilities, and background. 

Fighters, Rangers, and Sorcerers would, in some instances also make excellent candidates as Shinobi. Bards, Paladins, 

and Wizards are rare, but any class is allowed. 

 

Hit Dice: d6 

 

Requirements 
To qualify to become a Shinobi (Shnb), a character must fulfill all of the following criteria: 

 

Alignment:  Any   

Class ability, one from:  Evasion, Uncanny Dodge, or Woodland Stride. 

Feats:  Weapon Finesse (any), and Improved Unarmed Strike as a class ability or Feat 

Base Attack Bonus: +5 

Skills:  Balance 5 ranks, Climb 5 ranks, Hide 5 ranks, Jump 5 ranks, Move Silently 5 ranks, and Tumble 5 ranks. 

 

Class Skills 
 

The Shinobi’s class skills (and the key Ability for each skill) are:  Balance (Dex), Climb (Str), Craft (Int), Decipher 

Script (Int), Disable Device (Dex), Escape Artist (Dex), Gather Information (Cha), Hide (Dex), Jump (Str), Listen 

(Wis), Move Silently (Dex), Open Lock (Dex), Search (Int), Slight of Hand  (Dex), Spot (Wis), Survival (Wis), Swim 

(Str), Tumble (Dex), Rope Use (Dex). 

 

Skill Points at each Level:  6 + Int modifier. 



Class Features 
All the following are class features of the Shinobi prestige class. 

 

Training:  A Shinobi may have been given training scrolls to further their advancement. These scrolls are in a mystical 

script only known to Shinobi known as Shinobi Cant (see below), but they must still be protected from prying eyes. A 

Shinobi uses the scrolls to advance in levels and gain techniques, only through time, meditation, and experience will a 

Shinobi be able to decipher, read, understand, apply, and put into practice anything gleaned from the scrolls enough to 

become proficient with the powers and abilities. 

Advancement Requirement:  Due to the unique training and discipline requirements for a Shinobi, before advancing to 

the next level, the Shinobi must spend a week alone with the training scrolls or with another Shinobi of higher level to 

train, meditate, and contemplate. Also the Shinobi must make an annual pilgrimage for a month to where they were 

indoctrinated as a Shinobi, or spend the time with another Shinobi of higher level, or research and meditate the same 

amount of time with the training scrolls to learn the ever changing and challenging skills and abilities of higher Shinobi 

levels. If the Shinobi is unable to spend the time required to advance or the annual pilgrimage, the Shinobi then must 

make all effort to make up this time by spending double the amount of time required or be stuck at their current level. 

For every week after the first month that the Shinobi is unable to meet the required time frames, the Shinobi starts to 

loose 100XP per week until they are able to fulfill the requirements, even if this drops them back below the level that 

they were about to advance to. Once a Shinobi has actually attained a level, if they lose XP to drop them below their 

current level(s), they still retain all Shinobi class abilities at their last level, but they must regain/re-earn the XP again to 

re-attain their current level and advance. After attaining 10
th
 level a Shinobi no longer has to make the annual 

pilgrimage, but periodically still must withdraw for a week or so to maintain their skills and abilities. 

 

Shinobi Cant: Shinobi have their own form of language of hand signals and written ideograms. This is an advanced 

form of communication, which can convey entire sentences and complex sets of instructions. 

Shinobi also have a chance to discover and pick up other groups and races hand signals, gestures, and written 

ideograms. For hand signals, DC 20 vs. the Shinobi’s level + Int, and for written ideograms the DC would be a 

Decipher Script check with an appropriate difficulty modifier. 

 

Weapon and Armor:  Shinobi are familiar with and are restricted to the following weapon proficiencies:  club, 

crossbow (hand, light, and heavy), dagger (any), light mace, hand axe, kama, nunchaku, quarterstaff, sap, short bow 

(normal and composite), short sword (Ninja-to), shuriken, siangham, sickle, and sling. Shinobi lose all ability with any 

armor, if a Shinobi wears armor, they lose all Shinobi abilities. 

 

Unarmed Attacks (Ex):  Shinobi gain a new form of Martial Arts, Shinobi-jitsu.  If the Shinobi already has the 

unarmed attack ability from a previous class, they may use either form, but not both at the same time, nor do the 

abilities stack. THIS IS A DIFFERENT MARTIAL ARTS STYLE. 

Due to the nature of the martial arts style, there is no difference in the damage done by small, medium, or large 

characters. 

Mystic Attacks (Ex):  The Shinobi also gains the use of a mystical unarmed attack ability to counteract damage 

reduction and similar efforts and abilities. For the determination of damage bonus and/or damage reduction, use the 

number of dice halved (round up) for unarmed attack to determine the level of the “bonus”. This is NOT real damage 

nor is it added to any damage. 

A Shinobi’s unarmed attack is not a magical attack per se, only for the determination of attacks on targets that can only 

be hit by magical attacks, damage reduction or other similar factors.  

If the Shinobi already has unarmed attack from a previous class, they may add the bonus to the old style. The damage is 

not cumulative. For instance, a Monk may gain the bonus to his normal martial arts from his Monks unarmed. Shinobi 

may also apply their mystic attack damage bonus for their attacks with normal and Master Work (but not magical) 

weapons: dagger, kama, katar, nunchaku, and siangham. See chart for damage progression.  

 
Monk-like armor (Ex):  A Shinobi’s ability to move and be dexterous is what keeps her alive. Shinobi gain a bonus to 

their AC as shown on the table. If they have this ability from a previous class then their armor bonuses stack. They also 

add their Wisdom modifier as a bonus to their total AC. They lose all their unarmored AC bonuses once they put armor 

on. 

 

Canny Defense:  The Shinobi may add their Intelligence bonus to their Dexterity bonus to modify Armor Class. A 

Shinobi’s best defense is their ability to rely on their own abilities for avoiding being hit. 

 
Sneak Attack (Ex):  Shinobi gain this ability if they don’t have it already. This is the same ability as listed in the Core 

Rule Book 1 for the Rogue. If they do have it from a previous class, the abilities do stack together. See table for 

progression. 

 
Uncanny Dodge (Ex):  Same as listed in the Core Rule Book 1. If the Shinobi has this ability from a previous class, 

then they are granted the next level(s) of Uncanny Dodge. 



Trackless Step (Ex):  The Shinobi leaves no track or trail, and cannot be tracked. 

 

Poison Mastery (Ex):  Shinobi are trained in the making and use of poison and never risk accidentally poisoning 

themselves when handling poison, and gain a +4 to Healing, Profession  (Alchemy) and (Herbalist) skills, when dealing 

with poisons. 

 
Evasion (Ex):  Same as listed in the Core Rule Book 1. If the Shinobi has this ability from a previous class, then they 

are granted Improved Evasion. 

 

Fast Climb (Ex):  The Shinobi can scurry up a wall at unbelievable speed. With each successful Climb check, the 

Shinobi can move half their speed as a move equivalent action or her speed as a full-round action. Furthermore, she 

retains her Dex bonus while climbing. 

 

Darkvision (Ex):  A Shinobi gains the ability to see in the dark up to 60’. Darkvision is black and white only, but is 

otherwise like normal sight. Shinobi can function fine with no light at all. 

 
Silencing Attack (Ex):  If the Shinobi successfully hits a flat-footed opponent with a melee attack, the opponent is 

unable to speak for one round per Shinobi level divided by two. This prevents casting spells with a verbal component 

and shouting warnings or alarms. 

 

Unbound Leap (Ex):  A Shinobi’s jumping distance, vertical or horizontal, is no longer limited according to her height. 

 
Fast Sneak (Ex):  When using Move Silently and/or Hide, the Shinobi can move at her normal speed without suffering 

a penalty to those skills. 

 

Hide in Plain Sight (Su):  The Shinobi can use the Hide skill even when being observed. As long as they are within 10’ 

of some sort of shadow, they can hide themselves from view without anything to actually hide behind. They cannot, 

however, hide in their own shadows. This is the same ability as listed in the Core Rule Book 2. 

 

Always Sneaky (Ex):  The Shinobi is always taking 10 on Move Silently and Hide, unless the Shinobi wants to be seen 

or heard. Make opposed Spot and Listen checks to detect the Shinobi’s presence. 

 

Special Ability:  The Shinobi may choose one Special Ability or Feat from among the following:  

Improved Evasion:  Same ability as listed in the Core Rule Book 1.  

Skill Mastery:  Same ability as listed in the Core Rule Book 1. 

Uncanny Dodge:  The Shinobi may gain the next level in Uncanny Dodge. Same ability as listed in the Core Rule Book 

1. 

Feat:  The Shinobi may gain a Feat instead of a Special Ability. 

 

Blind Sight (Ex):  Using non-visual senses, the Shinobi maneuvers and fights just as well in darkness as in light. 

Invisibility and darkness are irrelevant, though the Shinobi still cannot detect ethereal beings. The Shinobi’s blind sight 

extends out to 30’. See Core Rule Book 3.   
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SPECIAL 

1
st
  0 +0  +2  +0 0 2D2 Sneak Attack +1d6, Canny Defense (INT) 

2
nd

  +1 +0  +3  +0 0 2D2 Uncanny Dodge (+1 level), Trackless Step 

3
rd

  +2 +1  +3  +1 0 2D2 Sneak Attack +2d6, Poison Mastery 

4
th

  +3 +1  +4  +1 +1 3D2 Evasion, Fast Climb 

5
th

  +3 +1  +4  +1 +1 3D2 Sneak Attack +3d6, Dark Vision 

6
th

   +4 +2  +5  +2 +1 3D2 Uncanny Dodge (+2 level), Silencing Attack 

7
th

  +5 +2  +5  +2 +2 4D2 Sneak Attack +4d6, Unbound Leap 

8
th

  +6 +2  +6  +2 +2 4D2 Fast Sneak, Hide in Plain Sight 

9
th

  +6 +3  +6  +3 +2 4D2 Sneak Attack +5d6, Always Sneaky 

10
th

  +7 +3  +7  +3 +3 5D2 Special Ability, Blind Sight 30’ 

 


