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THE NINJA
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To the Empire, ninja do not exist. They are simply peasant
superstition passed down from generation to generation in
farmer villages and old women’s tales. Though tales of shadow-
walking ninja persist to this day, noble samurai dismiss them
as the result of paranoia or as lazy guards’ excuses.

Those who still walk in shadow would have it no other way.
Adventures: Invariably, ninja are spies, assassins, or both.

Like rogues, they are masters of subterfuge, stealth, thievery,
and lies. Unlike rogues, they understand the deeper mysteries
of the shadows, and are far better at misdirection and murder.
Because of this, and the Empire’s view of ninja, they generally
fit into a samurai party under false pretenses, or into a party of
ninja. When a ninja ventures forth, it will always be to cause
disorder and confusion among his lord’s enemies. This can
range from simple assassination to a more prolonged 
campaign to disrupt activities in an area. Some ninja are not
assassins at all, but merely serve as spies for their lord. These
spies are generally more honorable than their assassin
brethren. Most non-Scorpion ninja in service to a lord fill the
role of a spy, and use their skills for little else than simple
information gathering, thievery, and causing confusion.

Characteristics: Ninja are impossible to classify as a group
by personality. Because every Rokugani publicly despises them,
a ninja must keep his actions secret, or face execution — one of
the lowest forms of dishonor. Many ninja in service to a daimyo
adopt a public face to hide their activities behind, and are
accepted among the samurai caste. Being able to adapt different
personas, anticipate the movements of their enemy, and acquit
themselves well enough in a fight to survive are the skills that
separate the ninja that are feared from the ninja that are dead.

Honor/Alignment: The motivations for a ninja’s actions
can be anywhere from serving the wishes of his lord to simply
working for his own gain. A ninja can be of any non-lawful
alignment, though they are generally evil. The actions of a
ninja, however, are nothing short of dishonorable, no matter
who their lord is or why they do their tasks.

Background: Ninja are usually without clan affiliation,
except students of the Shosuro Dojo in the Scorpion lands.
Though the Scorpion take great pains to train their ninja well,
Non-Scorpion ninja are generally as effective as the Shosuro.
This usually is due to natural talent more than effective 
training — there are many more Scorpion ninja than ronin
ninja. However, every Clan has at least one minor lord 
who employs the shadowy services of the ninja.

Races: Ninja are strictly human. Naga and Ratlings practice
stealth on a daily basis, with the Ratlings stealing from
humans as much as they speak with them. However, neither
race cares enough about assassination and sabotage to ever put
their efforts into training ninja.

Other Classes: Ninja must be cautious in their associations
with other classes, as one false step could lead to their execution.
Ninja also have rather skewed views of honor, though that is no
reason they cannot find a place within an adventuring party. Those
ninja with a samurai lord see themselves as the daimyo’s worthiest
servants, willing to give up their own honor for that of their lord. In
any case, ninja tend to multi-class in order to create more complete
false identities, or in rare cases become ninja after being dishon-
ored as a samurai. Many Scorpion “samurai” are actually ninja (or
multi-class fighter-ninja) in order to further the goals of their clan.
A Scorpion is not above the law of Rokugan, however, should he be
caught walking the dishonorable path of the ninja.

Examples of Ninja in Legend of the Five Rings:
Shosuro Nishiko, Matsu Hiroru, Mamoru, Bayushi Aramoro,
Shosuro Chian, Bayushi Yokuan, Hirariko, Hoseki.

GAME RULE INFORMATION
Ninja have the following game statistics.

Abilities: Dexterity and Intelligence are the most impor-
tant scores for ninja, who are almost constantly in a position
where they must stay on their toes mentally and physically.
Extra skill points foster a ninja’s adaptability to any given 
situation, and a high Dexterity will aid the ninja in a fight and
when the time to run comes.

Honor/Alignment: Any non-lawful, dishonorable.
Hit Die: d6.
Class Skills: A ninja’s class skills (and the key ability for

each skill) are Balance (Dex), Bluff (Cha), Climb (Str), Craft
(Int), Decipher Script (Int, Exclusive Skill), Diplomacy (Cha),
Disable Device (Int), Disguise (Cha), Escape Artist (Dex),
Forgery (Int), Gather Information (Cha), Hide (Dex), Innu-
endo (Wis), Intuit Direction (Wis), Jump (Str), Listen (Wis),
Move Silently (Dex), Open Lock (Dex), Perform (Cha), Pick
Pocket (Dex), Profession (Wis), Read Lips (Int, exclusive skill),
Search (Int), Spot (Wis), Tumble (Dex), and Use Rope (Dex).
(See the Player’s Handbook™ for skill descriptions.)
Skill Points at 1st Level: (4 + Int Modifier) × 4.
Skill Points at Each Additional Level: 4 + Int modifier.

CLASS FEATURES
All of the following are class features of the ninja.

Weapon and Armor Proficiency: Ninja are proficient with the
following weapons: Dagger, Dart, Shuriken, Katana, Ninja-to, Chain,
Kusari-gama, and Blowgun. Though ninja are able fighters, this
comes more from their training in hitting pressure points and find-
ing weaknesses in another’s defense than from sheer martial
prowess. Ninja are not proficient with any armor or shields, relying
on freedom of movement and highly trained reflexes to keep them
out of danger. When wearing armor that incurs a penalty check
greater than 0, the ninja loses several of his abilities, as noted below.

Armor check penalties for armor heavier than leather apply
to the skills Balance, Climb, Escape Artist, Hide, Jump, Move
Silently, Pick Pocket, and Tumble. Swim checks suffer a –1
penalty for every five pounds of armor or equipment carried.

Sneak Attack: If a ninja attacks an opponent who is unable
to defend himself effectively, the ninja can strike a vital spot
for extra damage. Any time the ninja’s target would be denied
his Dexterity bonus to AC (whether he actually has a Dex
bonus or not), or when the ninja flanks the target, the ninja’s
attack deals extra damage. The extra damage is +1d6 at 1st level
and an additional 1d6 every two levels thereafter. Should the
ninja score a critical hit with a sneak attack, this extra damage
is not multiplied. (See Attack Roll Modifiers in the Player ’s 
Handbook,™ for combat situations in which the ninja flanks an 
opponent or the opponent loses his Dex bonus to AC.)

Ranged attacks can only count as sneak attacks if 
the target is within 30 feet. The ninja can’t strike with deadly
accuracy from beyond that range.

With a sap (blackjack) or an unarmed strike, the ninja can
make a sneak attack that deals subdual damage instead of
normal damage. He cannot use a weapon that deals normal
damage to deal subdual damage in a sneak attack, not even
with the usual –4 penalty, because he must make optimal use
of his weapon in order to execute a sneak attack. (See Subdual
Damage in the Player’s Handbook.™)
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A ninja can only sneak attack a living creature with 
a discernible anatomy — undead, constructs, oozes, plants,
and incorporeal creatures lack vital areas to attack. Any crea-
ture that is immune to critical hits is also not vulnerable to
sneak attacks. The ninja must be able to see the target well
enough to pick out a vital spot and must be able to reach a vital
spot. The ninja cannot sneak attack while striking a creature
with concealment (See the Player’s Handbook™) or striking the
limbs of a creature whose vitals are beyond reach.

Ninja Dodge: The ninja gains this special variation of the
Dodge feat for free at first level. Effectively, this ability has the
same effect as Dodge, except that the ninja gains the ability mul-
tiple times. At fifth, tenth, fifteenth, and twentieth level, the
bonus granted by Ninja Dodge is raised by one. At fifth level, the
ninja may also chose to dodge multiple opponents in a round,
declaring his dodge feat during his action. The ninja may choose
to use some or all of this bonus to dodge each attacker; a ninja
with +3 dodge may choose to use Ninja Dodge to gain +2 AC
against one attacker, then +1 against another in the same round,
+3 against a single attacker, or gain +1 AC against three attackers
in the single round. Unlike the normal Dodge feat, this ability
may not be used when wearing armor with a check penalty
greater than 0. This ability stacks with the bonus provided by the
actual Dodge feat. A ninja may take feats with Dodge as a pre-
requisite if he has Ninja Dodge, but may not use these feats
when wearing armor with a check penalty greater than 0.

Poison Use: Ninja are trained in the use of poison and,
beginning at 2nd level, never risk accidentally poisoning
themselves when applying poison to a blade.

Uncanny Dodge: At third level, the ninja gains the ability
to react to danger before his senses would normally allow him
to do so. He retains his Dexterity bonus to AC (if any) despite
being caught flat-footed or being struck by an invisible
attacker. He still loses his Dexterity bonus if immobilized.

At 6th level, the ninja can no longer be flanked; he can react
to opponents on opposite sides of him as easily as he can react
to a single attacker. This defense denies other ninja and rogues
the ability to use flank attacks to sneak attack him. 
The exception to this defense is that another ninja or rogue at
least four levels higher than the character can flank him (and
thus sneak attack him).

Speed of Darkness: The strength of a ninja’s attack lies 
in his ability to strike quickly at exposed areas and fade away.
At fourth level and beyond, the ninja adds his Intelligence
modifier to his initiative roll.

Shadow Run: The ninja gains a speed bonus equal to his Con-
stitution modifier × 5 when wearing no or light armor (and not
carrying a heavy load). This bonus is to his base speed, before
modifiers such as taking the double move action are figured in.

Blind-fight: At tenth level, the ninja gains this feat for free.
Deflect Arrows: At 12th level, the ninja gains this feat 

for free, even if he does not have Improved Unarmed Strike.
This ability may not be used when wearing armor with a
check penalty above 0.

EX-NINJA
A ninja who becomes lawful or honorable may no longer
progress in levels as a ninja, though he retains all class 
abilities. Note that judicious use of the ninja class abilities
should quickly return the character to a state in which he can
continue to progress as a ninja.

SCORPION NINJA STARTING PACKAGE —
SHOSURO FAMILY

Armor: No armor.
Weapons: Ninjato (1d8, crit 19–20, medium, slashing);
Aiguchi (1d4, crit 19–20, 1 lb., tiny, piercing).
Skill Selection: Pick a number of skills equal to 4 + Int 
modifier.

Skill Ranks Ability Armor
Bluff 4 Cha –
Gather Information 4 Cha –
Listen 4 Wis –
Move Silently 4 Dex –
Search 4 Int –
Spot 4 Wis –

Feat: Skill Focus: Move Silently.
Bonus Feat: Many Masks (Ancestor: Shosuro Furuyari)
(Ancestor feats are introduced in Oriental Adventures, and many
more are introduced in Rokugan).
Starting Wealth: 1d6×10

Table 1–6: The Ninja
Base Fort Ref Will

Level Attack Bonus Save Save Save Special
1st +1 +0 +0 +2 Sneak attack +1d6, Ninja Dodge +1

2nd +2 +0 +0 +3 Poison Use
3rd +3 +1 +1 +3 Sneak attack +2d6, Uncanny Dodge
4th +4 +1 +1 +4 Speed of Darkness
5th +5 +1 +1 +4 Sneak attack +3d6, Ninja Dodge +2
6th +6/+1 +2 +2 +5 Uncanny Dodge
7th +7/+2 +2 +2 +5 Sneak attack +4d6
8th +8/+3 +2 +2 +6 Shadow Run
9th +9/+4 +3 +3 +6 Sneak attack +5d6

10th +10/+5 +3 +3 +7 Blind Fight, Ninja Dodge +3
11th +11/+6/+1 +3 +3 +7 Sneak attack +6d6
12th +12/+7/+2 +4 +4 +8 Deflect Arrows
13th +13/+8/+3 +4 +4 +8 Sneak attack +7d6
14th +14/+9/+4 +4 +4 +9
15th +15/+10/+5 +5 +5 +9 Sneak attack +8d6, Ninja Dodge +4
16th +16/+11/+6/+1 +5 +5 +10
17th +17/+12/+7/+2 +5 +5 +10 Sneak attack +9d6
18th +18/+13/+8/+3 +6 +6 +11
19th +19/+14/+9/+4 +6 +6 +11 Sneak attack +10d6
20th +20/+15/+10/+5 +6 +6 +12 Ninja Dodge +5
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THE OPEN GAME LICENSE
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wiz-
ards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a) “Contributors” means the copyright and/or trademark owners who have con-
tributed Open Game Content; (b) “Derivative Material” means copyrighted material including
derivative works and translations (including into other computer languages), potation, modifica-
tion, correction, addition, extension, upgrade, improvement, compilation, abridgment or other
form in which an existing work may be recast, transformed or adapted; (c) “Distribute” means to
reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)
“Open Game Content” means the game mechanic and includes the methods, procedures,
processes and routines to the extent such content does not embody the Product Identity and is an
enhancement over the prior art and any additional content clearly identified as Open Game Con-
tent by the Contributor, and means any work covered by this License, including translations and
derivative works under copyright law, but specifically excludes Product Identity. (e) “Product Iden-
tity” means product and product line names, logos and identifying marks including trade dress;
artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, lan-
guage, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and
graphic, photographic and other visual or audio representations; names and descriptions of char-
acters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places,
locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos,
symbols, or graphic designs; and any other trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and which specifically excludes the Open
Game Content; (f ) “Trademark” means the logos, names, mark, sign, motto, designs that are used
by a Contributor to identify itself or its products or the associated products contributed to the
Open Game License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy,
edit, format, modify, translate and otherwise create Derivative Material of Open Game Content. (h)
“You” or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating
that the Open Game Content may only be Used under and in terms of this License. You must affix
such a notice to any Open Game Content that you Use. No terms may be added to or subtracted
from this License except as described by the License itself. No other terms or conditions may be
applied to any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the
terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors
grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this
License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original material as Open
Game Content, You represent that Your Contributions are Your original creation and/or You have
sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are
copying, modifying or distributing, and You must add the title, the copyright date, and the copy-
right holder’s name to the COPYRIGHT NOTICE of any original Open Game Content you Dis-
tribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication
as to compatibility, except as expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not to indicate compatibility or co-
adaptability with any Trademark in conjunction with a work containing Open Game Content
except as expressly licensed in another, independent Agreement with the owner of such Trade-
mark. The use of any Product Identity in Open Game Content does not constitute a challenge to
the ownership of that Product Identity. The owner of any Product Identity used in Open Game
Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions
of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this
License. You may use any authorized version of this License to copy, modify and distribute any
Open Game Content originally distributed under any version of this License.

10.Copy of this License: You MUST include a copy of this License with every copy of the Open
Game Content You Distribute.

11.Use of Contributor Credits: You may not market or advertise the Open Game Content using the
name of any Contributor unless You have written permission from the Contributor to do so.

12.Inability to Comply: If it is impossible for You to comply with any of the terms of this License
with respect to some or all of the Open Game Content due to statute, judicial order, or govern-
mental regulation then You may not Use any Open Game Material so affected.

13.Termination: This License will terminate automatically if You fail to comply with all terms
herein and fail to cure such breach within 30 days of becoming aware of the breach. All sublicenses
shall survive the termination of this License.

14.Reformation: If any provision of this License is held to be unenforceable, such provision shall
be reformed only to the extent necessary to make it enforceable.

15.COPYRIGHT NOTICE: Open Game License v1.0 Copyright 2000, Wizards of the Coast, Inc.

THE OPEN GAME CONTENT
This printing of Rokugan™ is done under version 1.0 of the Open Game License and the draft ver-
sion of the d20 System Trademark License, d20 System Trademark Logo Guide and System Refer-
ence Document by permission of Wizards of the Coast. Subsequent printings of this book will
incorporate final versions of the license, guide and document.

AEG’s intention is to open up as much of the book Rokugan as possible to be used as Open Game
Content (OGC), while maintaining Product Identity (PI) to all aspects of the Legend of the Five Rings
intellectual property. Publishers who wish to use the OGC materials from this book are encour-
aged to contact AEGJohnZ@aol.com if they have any questions or concerns about reproducing
material from Rokugan in other OGL works. AEG would appreciate anyone using OGC material
from Rokugan in other OGL works to kindly reference Rokugan as the source of that material
within the text of their work. Open Game Content may only be used under and in accordance with
the terms of the OGL as fully set forth on the previous page.

DESIGNATION OF PRODUCT IDENTITY: The following items are hereby designated as Prod-
uct Identity in accordance with section 1(e) of the Open Game License, version 1.0: 
Any and all Legend of the Five Rings logos and identifying marks and trade dress, including all
Legend of the Five Rings product and product line names including but not limited to Rokugan,
Creatures of Rokugan, and Kami of Rokugan, and the Legend of the Five Rings and Rokugan logos;
any elements of the Legend of the Five Rings setting, including but not limited to capitalized
names, Clan names, names of artifacts, names of spells, names of magic and magician types
(including but not limited to pure blood magic, kage yakiin, ise zumi, 
sodan-senzo, meishodo, tsangusuri, and ishiken), characters, countries and empires, creatures,
races, spirits, geographic locations, cultural information, gods, Kami, Fortunes, historic events,
magic items, the Honor system, and organizations; any and all material adapted from Oriental
Adventures, except material noted in that work as Open Game Content; any and all stories, story-
lines, plots, thematic elements, documents within the game world (e.g. but not limited to Akodo’s 
Leadership, the Tao of Shinsei, and Subtlety of the Court), quotes from characters or documents, and dia-
logue; and all artwork, symbols, designs, depictions, illustrations, maps and 
cartography, likenesses, poses, Clan or factional mons, logos, symbols, or graphic designs, except
such elements that already appear in the d20 System Reference Document (e.g. Melf or Mor-
denkainen) and are already OGC by virtue of appearing there. The above Product Identity is not
open Game Content.

DESIGNATION OF OPEN CONTENT: Subject to the Product Identity designation above, the fol-
lowing portions of Rokugan are designated as Open Game Content. Chapter One: all character sta-
tistics, new classes, new skills, new feats, new equipment, and new prestige classes. Chapter Two:
the entire chapter from and including the Secret Lore section to the end of the chapter, except for
the Black Scrolls subsection. Chapter Four: the statistics blocks for described NPCs. 
Chapter Seven: the statistics blocks for “typical” organization members. Appendix One: the final
paragraph of each magic item’s description. Appendix Two: the statistics blocks and paragraphs
under “Combat” for each monster. Appendix Three: the entire appendix excluding all Traits, Rings,
Schools, Techniques, Advantages, Disadvantages, Skills, or other mechanics or world material
explicitly from the Legend of the Five Rings Role-playing Game (L5R RPG). 

USE OF MATERIAL AS OPEN GAME CONTENT: It is the clear and expressed intent of Alderac
Entertainment Group to add all classes, skills, feats, equipment, prestige classes, spell effects, magic
item effects, and monster and NPC statistics (henceforth “goodies”) contained in this volume to
the canon of Open Game Content for free use pursuant to the Open Game License by future Open
Game publishers. Some of the aforementioned items, however, contain Product Identity, as desig-
nated above, and that designation remains. A limited license is provided below which allows use of
content designated as Product Identity for these items only.

LIMITED LICENSE FOR USE OF GOODIES AND PRODUCT IDENTITY (PI) IN GOODIES:
Alderac Entertainment Group hereby grants other OGL publishers a non-exclusive, irrevocable,
royalty-free limited license to use the goodies and the PI elements which appear in the spell names
contained in this book in OGL publications. Use of PI elements is limited solely to using these PI
elements in the goodies themselves and for no other use. For example, the feat name “Hida’s Tech-
nique” may be used to refer to the feat of the same name, even though “Hida” is PI of Alderac Enter-
tainment Group. The name “Hida”, however, may not be used in any other way except where it
appears as part of the feat name. Any publication making use of such goodies and PI elements in
goodies must bear a legal notice that both 1) any such PI used is reserved Product Identity, and 2)
goodies are copyright 2001, Alderac Entertainment Group, all rights reserved.

Some of the portions of this book which are delineated OGC originate from the System Reference
Document and are © 1999, 2000 Wizards of the Coast, Inc. The remainder of these OGC portions
of this book are hereby added to Open Game Content and if so used, should bear the COPYRIGHT
NOTICE: “Rokugan Copyright 2001, Alderac Entertainment Group.” The mention of or reference
to any company or product in these pages is not a challenge to the trademark or copyright con-
cerned.

‘d20 System’ and the ‘d20 System’ logo are Trademarks owned by Wizards of the Coast and are used
according to the terms of the d20 System License version 1.0. A copy of this License can be found
at www.wizards.com.

Dungeons & Dragons and Wizards of the Coast are registered trademarks of Wizards of the Coast,
Inc., a subsidiary of Hasbro, Inc., and are used with permission. Oriental Adventures is a trademark
owned by Wizards of the Coast, Inc., a subsidiary of Hasbro, Inc., and used with permission. Legend
of the Five Rings™, the Empire of Rokugan™, and all related marks are ™ and © 2001 Wizards of the
Coast., a subsidiary of Hasbro, Inc.

All contents of this book, regardless of designation, are copyrighted year 2001 by Alderac Enter-
tainment Group. All rights reserved. Reproduction or use without the written permission of the
publisher is expressly forbidden, except for the purposes of review or use consistent with the lim-
ited license above. 
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