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Shadow Ninja Prestige Class

Pretty much your generic ninja.  I made this class because making a rogue/monk just didn’t quite get me what I wanted (too much unarmed damage, not enough sneak attack).  Basically, the only major thing preventing me from making a straight rogue into a ninja was base speed.
Shadow Ninja
The Shadow Ninja slinks through the darkness, a skilled and deadly opponent.

Hit Die: d6.

Requirements

To qualify to become a Shadow Ninja, a character must fulfill all the following criteria.

Hide:  10 ranks.

Move Silently:  10 ranks.

Jump:  10 ranks.

Tumble:  10 ranks.
Feats:  Blind-Fight, Improved Unarmed Strike
Alignment:  Any non-chaotic, non-good.
Class Skills

The Shadow Ninja’s class skills (and the key ability for each skill) are Balance (Dex), Climb (Str), Craft (poison) (Int), Disguise (Cha), Escape Artist (Dex), Hide (Dex), Intimidate (Cha), Jump (Str), Listen (Wis), Move Silently (Dex), Open Lock (Dex), Sleight of Hand (Dex), Spot (Wis), Swim (Str), Tumble (Dex).  See Chapter 4: Skills in the Player’s Handbook for skill descriptions. 


Skill Points at Each Level:  6 + Int modifier.

The Shadow Ninja
	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Fast Movement
	Special

	1st
	+0
	+0
	+2
	+0
	+0
	Martial arts, poison use

	2nd
	+1
	+0
	+3
	+0
	+10 feet
	Sneak attack +1d6

	3rd
	+2
	+1
	+3
	+1
	+10 feet
	Stealth mastery, kip up

	4th
	+3
	+1
	+4
	+1
	+10 feet
	Sneak attack +2d6

	5th
	+3
	+1
	+4
	+1
	+20 feet
	Acrobatic mastery, soft landing

	6th
	+4
	+2
	+5
	+2
	+20 feet
	Sneak attack +3d6

	7th
	+5
	+2
	+5
	+2
	+20 feet
	Shadow trick 1/day, 10-foot step

	8th
	+6
	+2
	+6
	+2
	+30 feet
	Sneak attack +4d6

	9th
	+6
	+3
	+6
	+3
	+30 feet
	Shadow trick 2/day, sudden jump

	10th
	+7
	+3
	+7
	+3
	+30 feet
	Sneak attack +5d6, shadow trick 3/day


Class Features

All of the following are class features of the Shadow Ninja prestige class.


Weapon and Armor Proficiency:  Shadow Ninjas gain proficiency with the club, dagger, dart, garrote, hand crossbow, light crossbow, ninja-to, sai, shuriken, short sword, and quarterstaff.  They gain proficiency in light armor, but not medium or heavy armor or shields.  Shadow Ninjas are trained to wear their armor in a way that allows for maximum movement and flexibility, reducing the armor check penalty of any light armor they wear by 1 point.

A Shadow Ninja wearing medium or heavy armor or a shield or carrying a medium load or more can’t use any class abilities except for poison use, sneak attack, and the darkvision shadow trick.


Fast Movement (Ex):  When wearing light armor or no armor, a Shadow Ninja’s base speed increases by the amount listed.

Martial Arts (Ex):  A Shadow Ninja’s unarmed strike does more damage than usual:  1d6 for a medium-sized character or 1d4 for a small character.  If the character already deals this much damage or more with an unarmed strike, their damage does not increase further.

Poison Use (Ex):  A Shadow Ninja never risks accidentally poisoning himself when applying poison to a weapon or attacking with a poisoned weapon.


Sneak Attack:  Shadow Ninjas can make a sneak attack, just like the rogue ability of the same name.  Damage dice from the Shadow Ninja’s sneak attack stacks with other sneak attack damage, including sneak attack damage from rogue levels.

Stealth Mastery (Ex):  A Shadow Ninja gains a +2 bonus to all Hide and Move Silently checks and can take 10 on such checks at all times, even when stressed or distracted.  He can move at his regular speed while Hiding or Moving Silently without penalty, and takes only a -10 penalty when running (rather than the usual -20 penalty).


Kip Up (Ex):  A Shadow Ninja can stand up from prone as a free action.


Acrobatic Mastery (Ex):  A Shadow Ninja gains a +2 bonus to all Balance, Climb, Jump, and Tumble checks and can take 10 on such checks at all times, even when stressed or distracted.


Soft Landing (Ex):  A Shadow Ninja who falls from a height can tumble to reduce the damage suffered.  He does not count the last 20 feet of the fall when determining damage dealt (calculate damage from the fall as if the distance was 20 feet less).  If the Shadow Ninja intentionally jumps down, the first 20 feet of the fall do not count either.

Shadow Trick (Sp):  Once per day, the Shadow Ninja may use one of the following spells on himself, as though cast by a 6th-level sorcerer: darkvision, disguise self, invisibility, or spider climb.  At 9th level he may use the shadow trick twice per day, and at 10th level, three times per day.

10-Foot Step (Ex):  When making a 5-foot step, a Shadow Ninja can actually move 10 feet.  This ability otherwise functions just like a 5-foot step:  You can perform one 10-foot step as a free action provided you’ve taken no other movement during the round, and none of the movement for the 10-foot step provokes an attack of opportunity.  You can’t make a 5-foot step and a 10-foot step during the same round.

Sudden Jump (Ex):  When making a running jump, a Shadow Ninja only needs a running start of 10 feet, not 20 feet.

