





pelizo,corfT1 764157, NN M, -0 4, 2011

O\ ROILEPILANYIING GAINIE /&

(ULFINTATEICONTBAT

CREDITS

Lead Designer: Jason Bulmahn
Designers: Dennis Baker, Jesse Benner, Benjamin Bruck, Brian J. Cortijo, Jim Groves, Tim Hitchcock, Richard A. Hunt, Colin
McComb, Jason Nelson, Tom Phillips, Patrick Renie, Sean K Reynolds, and Russ Taylor

Cover Artist: Wayne Reynolds
Interior Artists: Eric Belisle, Kerem Beyit, Dmitry Burmak, Carolina Eade, Paul Guzenko, Mauricio Herrera, Andrew Hou,
Corey Macourek, Roberto Pitturru, Wayne Reynolds, Craig ] Spearing, Francisco Rico Torres, Tyler Walpole, and Kieran Yanner

Creative Director: James Jacobs
Managing Editor: F. Wesley Schneider
Development: Stephen Radney-MacFarland and Chris Sims
Editing: Judy Bauer, Christopher Carey, Erik Mona, Mark Moreland, and James L. Sutter
Editorial Intern: Michael Kenway

Senior Art Director: Sarah E. Robinson
Graphic Designer: Andrew Vallas
Production Specialist: Crystal Frasier

Publisher: Erik Mona
Paizo CEO: Lisa Stevens
Vice President of Operations: Jeffrey Alvarez
Director of Sales: Pierce Watters

Finance Manager: Christopher Self

Staff Accountant: Kunji Sedo

Technical Director: Vic Wertz
Marketing Director: Hyrum Savage

Special Thanks: The Paizo Customer Service, Warehouse, and Website Teams; Ryan Dancey; Clark Peterson; the Neoncon
Development Workshop—Jean-Philipe “JP” Chapleau, Doug Daulton, lan Eastmond, Lyle Hayhurst, Issak Haywood, Bruce Higa,
Gary Ledford, John E. Raymond, James Risner, Troy Tieuel, David Willis—and the proud participants of the Open Gaming Movement.

This game is dedicated to Gary Gygax and Dave Arneson.

Based on the original roleplaying game rules designed by Gary Gygax and Dave Arneson and inspired by the third edition of the
game designed by Monte Cook, Jonathan Tweet, Skip Williams, Richard Baker, and Peter Adkison.

Paizo Publishing, LLC
This game would not be possible without the passion and 7120 185th Ave NE

dedication of the thousands of gamers who helped playtest Ste 120

and develop it. Thank you for all of your time and effort. Redmond, WA 98052-0577

e ®
Balzo paizo.com

UBLISHING.uc

This product makes use of the Pathfinder RPG Core Rulebook, Pathfinder RPG Bestiary, Pathfinder RPG Bestiary 2, Pathfinder RPG Advanced Player’s Guide, Pathfinder
RPG GameMastery Guide, and Pathfinder RPG Ultimate Magic. These rules can be found online as part of the Pathfinder Roleplaying Game Reference Document at paizo.
com/pathfinderRPG/prd. This product is compliant with the Open Game License (OGL) and is suitable for use with the Pathfinder Roleplaying Game or the 3.5
edition of the world’s oldest fantasy roleplaying game. The OGL can be found on page 253.

Product Identity: The following items are hereby identified as Product Identity, as defined in the Open Game License version 1.0a, Section 1(e), and are not Open
Content: All trademarks, registered trademarks, proper names (characters, deities, etc.), dialogue, plots, storylines, locations, characters, artwork, and trade dress.
(Elements that have previously been designated as Open Game Content or are in the public domain are not included in this declaration.)

Open Content: Except for material designated as Product Identity (see above), the game mechanics of this Paizo Publishing game product are Open Game Content,
as defined in the Open Gaming License version 1.0a Section 1(d). No portion of this work other than the material designated as Open Game Content may be
reproduced in any form without written permission.

Pathfinder Roleplaying Game Ultimate Combat is published by Paizo Publishing, LLC under the Open Game License version 1.0a Copyright 2000 Wizards of the Coast,
Inc. Paizo Publishing, LLC, the Paizo golem logo, Pathfinder, and GameMastery are registered trademarks of Paizo Publishing, LLC; Pathfinder Roleplaying Game,
Pathfinder Adventure Path, Pathfinder Campaign Setting, Pathfinder Module, Pathfinder Player Companion, Pathfinder Society, Pathfinder Tales, and Titanic Games are
trademarks of Paizo Publishing, LLC. © 2011 Paizo Publishing, LLC.

First printing August 2011.
Printed in China.

08l %0.com#1 760157, IR - B Ao 4, 2011



TABLE OF CONTENTS

INTRODUCTION

CHAPTER 1: CLASSES
Base Class: Gunslinger
Alternate Class: Ninja
Alternate Class: Samurai

Samurai Orders

Class Archetypes

Alchemist
Discoveries
Archetypes

Barbarian
Rage Powers
Archetypes

Bard
Archetypes

Cavalier
Cavalier Orders
Archetypes

Cleric
Archetypes

Druid
Archetypes

Fighter
Archetypes
Expanded Weapon Groups

Gunslinger
Archetypes

Inquisitor
Inquisitions
Archetypes

Magus
Magus Arcana
Archetypes

Monk
Archetypes

Paladin
Archetypes

 paizo.com #1764137, I

4

6

9
13
18

21

22
24
24
24

26
26
28

22
32

34
34
36

40
40

42
42

44
45

5o
50

52
52
52

54
54
55

Ranger
Archetypes

Rogue
Rogue Talents
Archetypes

Wizard
Archetypes

CHAPTER 2: FEATS
Types of Feats
Feat Descriptions

CHAPTER 3: MASTERING COMBAT
Eastern Armor and Weapons
Firearms

Firearm Magic ltems
Gladiator Weapons
Primitive Armor and Weapons
Duels
Performance Combat
Siege Engines

CHAPTER 4: VEHICLES
Vehicle Basics
Full Vehicle Rules
Vehicle Statistics
Land Vehicles
Water Vehicles
Air Vehicles

CHAPTER 5: VARIANT RULES
Armor as Damage Reduction
Called Shots
Piecemeal Armor

Wounds and Vigor

CHAPTER 6: SPELLS
Spell Lists
Spell Descriptions

APPENDIX
New Weapons

INDEX
Open Game License

A=

N A 4, 201

124
128

185
141
144
146
150
158
158

168
170
170
180

181
184
186

188
191
193
198

206

208
210
221

250
250

252
253




peigo,corrT1 764157, NN M, -0 4, 2011

Whether it’s a pitched battle against a tide of orcs and trolls
or a back-alley scuffle between thieves and mercenaries,
combat lies at the heart of most fantasy games, books,
and films. This is certainly the case for the Pathfinder
Roleplaying Game—for when diplomacy breaks down, it’s
naked steel that decides matters.

This book offers martially oriented characters a host of’
new ways to customize their combat abilities, particularly
if they rely primarily on weapons rather than spells. For
more options aimed at spellcasting characters, see this
book’s companion volume, Pathfinder RPG Ultimate Magic.

Navigating This Book

This book is organized in much the same way as the
Pathfinder RPG Core Rulebook, with each chapter containing
rules grouped together by theme for ease of reference.
Presented below is a brief overview of each chapter

INTRODUCTION

and a taste of the new material you can expect therein.
Additionally, the table of contents on the previous page and
the index located at the back of this book should assist
you in locating specific topics quickly and easily.

Chapter 1—Classes: This chapter is a treasure trove
of new information for martially oriented characters of
all different types and personalities. First up is not one,
but three new classes, all extensively playtested by the
gaming community at paizo.com: the gunslinger, the
samurai, and the ninja. The gunslinger is a skirmisher
who’s mastered the strange and mysterious art of black
powder to become a blazing champion on the battlefield,
dropping foes left and right with well-placed bullets or
the sweeping spreads of scatter weapons. Intended to
help players and GMs simulate everything from old-west
icons to the classic musketeers of medieval history, the
gunslinger uses a new “grit” mechanic to help her make
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all sorts of astounding maneuvers and astonishing trick
shots in the heat of battle. The gunslinger is a complete,
standalone base class that takes characters from 1st level
through 20th.

Next up are two new alternate classes, the samurai
and the ninja. Alternate classes are similar to base
classes, save that they “replace” a preexisting base class
for a given character (for more information on different
class types, see page 8). The samurai is an alternate
version of the cavalier, a master of armored combat
who operates with impeccable honor and discipline.
Inspired by both history and mythology, a samurai is
a fearless paragon of war and greatly respected by the
people he protects, dedicating himself to the way of the
sword, bow, and horse. The ninja, by contrast, is a classic
creature of darkness, slinking stealthily through the
shadows and combining mystical abilities with martial
arts techniques and specialized weapons to serve as an
assassin and infiltrator without compare.

This chapter also presents a wide array of new rules for
many different classes, designed to help them distinguish
themselves even more in the frantic press of combat.
Most of these rules take the form of archetypes—sets
of alternate class abilities organized around particular
themes. Archetypes replace existing class features and
help players customize and optimize characters toward
certain character concepts, such as the barroom brawler
or the magical siege mage. Also included are more rogue
tricks, barbarian rage powers, alchemist discoveries,
and a host of other new tricks and techniques for new or
preexisting characters.

Chapter 2—Feats: This chapter presents a ton of new
combat-oriented feats, most of which can be taken by any
character. Included as well are such specialized feat types
as teamwork feats that help allies work together to cut
through their foes’ battle lines with ease, style feats that
represent specific martial arts approaches, and grit feats
that allow gunslingers to perform seemingly impossible
deeds with their firearms. This section offers a wealth
of opportunity for character customization. Risk your
own flesh for an advantage with Death or Glory, keep the
pain coming with Impaling Critical, go totally berserk
with Raging Brutality, and more!

Chapter 3—Mastering Combat: This chapter focuses
on providing GMs and players with exciting new
subsystems to help expand the existing combat rules
of the game, adding additional customizability and
fleshing out fun and interesting corner cases in the
rules. First comes Eastern armor and weapons, ranging
from the stylized lamellar and terrifying kabuto helmets
of the traditionalist samurai to Asian-inspired weapons
familiar to most players—such as the legendary katana
and wakizashi—plus fun and unique weapons pulled

from all corners of Japan, China, India, and beyond.
Dazzle your enemies with the bizarre urumi whip-
sword, the horned shield known as the madu, or the
oddly named yet deadly serious double chicken saber!

This section is followed by extensive rules for firearms,
both primitive muzzle-loaders and more advanced
weaponsutilizing cartridges. Though devoted gunslingers
are Dbest suited to the use of firearms, characters of any
class might be seduced by the power and roar of these
captivating weapons. From there, the discussion turns to
gladiator weapons, unusual items most often used on the
bloodied sands of great arenas.

The primitive armor and weapons section covers
specific battle gear from the stone and bronze ages, which
experienced adventurers know can prove surprisingly
effective in the hands of skilled combatants. In addition,
this section presents rules for crafting weapons and
armor of gold, obsidian, bone, and other such substances,
introducing the new fragile weapon quality. This is
followed by a section on duels, which dovetails with the
spell dueling rules in Ultimate Magic to create a formalized
system of homnorable combat, including specialized
dueling actions such as the dueling parry. Following
this is the new performance combat subsystem, an all-
new rules set to cover those fights where what matters
most is not triumph or failure, but playing to the crowd
and winning over onlookers with fantastic moves and a
flair for the dramatic.

Last but not least come new rules for siege engines of
both mechanical and alchemical nature, from familiar
and deadly catapults to wall-shattering cannons, plus
siege towers, scaling ladders, and everything else PCs
might need to assault a fortress and capture it—or smash
it to the ground.

Chapter 4—Vehicles: These new rules provide an in-
depth system for vehicles, from sailing ships to carriages,
magical conveyances to dirigibles. Though GMs are still
welcome to treat vehicles as simple props and scenery
around which combat takes place, the challenge of driving
(or boarding or disabling) vehicles adds a new zest to such
classic encounters as stagecoach robberies and high-seas
ship-to-ship combat.

Chapter 5—Variant Rules: This section caters to those
players and GMs who like to tinker, presenting several
wholly optional rules sets that replace existing systems to
radically change the way combat works in the Pathfinder
Roleplaying Game. From armor as damage reduction and
a new way to track wounds and vigor to called shots and
piecemeal armor, this section ensures that you'll never
look at combat the same way again.

Chapter 6—Spells: This final chapter contains nearly
30 pages of new combat-oriented spells, including spells
for every spellcasting class in the game.
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whe troll didn’t even flinch
as the arrows thudded

home, white fletching stitching a

line along its back. The creature
opened its mouth and roared.

“Kill it!” Merisiel yelled. “Kill it
with fire!”

“We don't have any fire!” Imrijka
shouted back. “You used the last of
our oil torching that manor house.”

“Well, it was funny!” Merisiel
drew her blades. “Fine, then
we’ll do this the hard way. Start

Ny gathering sticks.”

“What—" Imrijka began, but
then the elf was off, swinging up
the troll’s massive bicep and onto
its shoulders. Beady black eyes
turned upward as she raised her
daggers, then brought them down...
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The Pathfinder RPG Core Rulebook presents half a dozen
primarily martial classes, from fairly straightforward
warriors like the hard-hitting fighter and the highly
trained monk to classes like the paladin and ranger,
who combine strength and physical skill with the
extreme faith or arcane force of magical practitioners.
The Pathfinder RPG Advanced Player’s Guide introduces
several more combat-oriented base classes, such as the
cavalier, whose dedication to an order helps make him a
natural leader and champion on the battlefield, and the
inquisitor, who will stop at nothing to bring her chosen
foes to justice (or deliver it herselfat the point of a sword).
Pathfinder RPG Ultimate Magic brings players and GMs
the magus, a classic blend of peerless martial combatant
and weapon-focused arcane magic. Last but not least, this
book introduces three brand-new character options: the
gunslinger base class, the samurai and ninja alternate
classes, and a host of new archetypes for the various
combat-oriented classes.

That’s a lot of options, and some rather complex
terminology, so let’s break it down.

Base Classes

These are the bedrock of the Pathfinder Roleplaying
fleshed-out,
that run from 1st level through 2oth. All of the classes

Game—completely standalone classes
presented in Chapter 3 of the Core Rulebook are base
classes, as are the six new classes (alchemist, oracle, etc.)
in the Advanced Player’s Guide, the magus from Ultimate

Magic, and the gunslinger from this book.

Alternate Classes

These are standalone classes whose basic ideas are very
close to established base classes, yet whose required
alterations would be too expansive for an archetype. In
this case, that’s the samurai and the ninja—specifically
Asian-themed classes that have long and unique histories,
as well as great cultural cachet, but which are similar in
concept to the established cavalier and rogue, respectively.
An alternate class operates exactly as a base class, save
that a character who takes a level in an alternate class
can never take a level in its associated class—a samurai
cannot also be a cavalier, and vice versa. The antipaladin
from Advanced Player’s Guide is also an alternate class.

Archetypes
Base classes are a great place to start, but they can’t cover
every possible character concept and specialization.

Archetypes help to fill in the gaps. These are quick,
plug-and-play sets of alternate class ability substitutions
arranged around specific character concepts, designed
to help players customize a given base class to their
individual needs.

WHO NEEDS THIS BOOK?

Because this book is Ultimate Combat, its primary focus is
naturally on those characters who use weapons and their
physical attributes to deal with danger or resolve conflicts.
Those classes that prefer to harness the essential energies
of the universe via spells and other forms of magic are
dealt with much more heavily in Ultimate Magic. Yet
even magic-users can benefit from having a trick or
two up their sleeves when it comes time for combat, and
thus many members of these classes may find plenty of
combat-specific archetypes and rules options throughout
this book.

THE NEW CLASSES

The three new classes presented in this book are all
equivalent in power to the classes presented in the
Core Rulebook and additional supplements such as the
Advanced Player’s Guide and Ultimate Magic. First, there is
the infamous gunslinger, that rare warrior who forgoes
blades and bows in favor of the mysterious art of black
powder. The ninja, by contrast, is an alternate class
version of the rogue, one whose mystical powers augment
keenly honed reflexes to make the ninja a deadly spy and
assassin. Finally there is the samurai, an alternate class
version of the cavalier, a disciplined warrior whose skill is
matched only by his impeccable sense of honor and iron-
hard resolve.

Game Masters are encouraged to allow players to
choose freely from these classes and other additional
rules and options in this book, but each GM must make
a personal decision about what is and isn’t allowed in
her campaign, as well as the relative prevalence of
such character classes in her world. The new options
presented in this book are intended to be a toolbox—not
a straitjacket.

Starting Wealth

The following table lists the starting gold piece value for
the new classes presented in this book. In addition, each
character begins play with an outfit worth 10 gp or less,
and the gunslinger begins with her starting firearm (as
discussed in the full class description).

Class Starting Wealth Average
Gunslinger 5d6 x 10 gp 175 gp
Ninja 4d6 x 10 gp 140 gp
Samurai 3d6 x 10 gp 105 gp
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For a renegade few, battle sounds different than it does
for the typical fighter. The clash of steel and the sizzle of
spell energy are drowned out by the thunderous rhythm of’
gunfire—the pounding beat of the gunslinger.

Gunslingers are a bold and mysterious lot. While many
treat the secrets of black powder with the same care and
reverence that a wizard typically reserves for his spellbook,
most gunslingers know that firearms are a secret that
cannot remain concealed forever. While current firearms
are simple, often imprecise, and even dangerous devices,
theyare atechnology on the move, and one that will become
even more powerful when it is fully fused with magic.

Role: Gunslingers are thunderous artillery, often found
where the fighting is fiercest. Brave, clever, and frequently
foolhardy, many gunslingers push to position themselves
at close range, barrels blazing, to take down their foes and
demoralize their enemies. Other gunslingers are masters
of distant death, picking off enemies from afar with their
strange and wondrous weapons.

Alignment: Any.

Hit Dice: d1o.

Class Skills

The gunslinger’s class skills are Acrobatics (Dex), Bluff (Cha),

Climb (Str), Craft (Int), Handle Animal (Cha), Heal (Wis),

Intimidate (Cha), Knowledge (engineering) (Int), Knowledge

(local) (Int), Perception (Wis), Profession (Wis), Ride (Dex),

Sleight of Hand (Dex), Survival (Wis), and Swim (Str).
Skill Ranks per Level: 4 + Int modifier.

Class Features
The following are class features of the ,‘}(
gunslinger.

Weapon and Armor Proficiency: Gunslingers
are proficient with all simple and martial
weapons, and with all firearms. They are
proficient with all light armor.

Gunsmith: At 1st level, a gunslinger gains one of
the following firearms of her choice: blunderbuss,
musket, or pistol. Her starting weapon is battered,
and only she knows how to use it properly. All other
creatures treat her gun as if it had the broken
condition. If the weapon already has the
broken condition, it does not work at all
for anyone else trying to use it. This starting
weapon can only be sold for scrap (it’'s worth
4dio gp when sold). The gunslinger also gains
Gunsmithing as a bonus feat.

Grit (Ex): A gunslinger makes her mark upon the world
with daring deeds. Some gunslingers claim they belongto a
mystical way of the gun, but it’s more likely that the volatile
nature of firearms simply prunes the unlucky and careless
from their ranks. Whatever the reason, all gunslingers
have grit. In game terms, grit is a fluctuating measure of a
gunslinger’s ability to perform amazing actions in combat.
At the start of each day, a gunslinger gains a number of
grit points equal to her Wisdom modifier (minimum 1).
Her grit goes up or down throughout the day, but usually
cannot go higher than her Wisdom modifier (minimum 1),
though some feats and magic items may affect this

naizo0.com#1764137. IR B A 4, 2041
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TABLE I-1: GUNSLINGER

Base

Attack Fort Ref Wwill
Level Bonus Save Save Save Special
1st +1 +2 +2 +0 Deeds, grit, gunsmith
2nd +2 +3 +3 +0 Nimble +1
3rd +3 +3 +3 +1 Deeds
4th +4 +4 +4 +1 Bonus feat
sth +5 +4 +4 +1 Gun training 1
6th +6/+1 +5 +5 +2 Nimble +2
7th +7/+2 +5 +5 +2 Deeds
8th +8/+3 +6 +6 +2 Bonus feat
oth +9/+4 +6 +6 +3 Gun training 2
10th +10/+5 +7 +7 +3 Nimble +3
11th +11/+6/+1 +7 +7 +3 Deeds
12th +12/+7/+2 +8 +8 +4 Bonus feat
13th +13/+8/+3 +8 +8 +4 Gun training 3
14th +14/+9/+4 +9 +9 +4 Nimble +4
15th +15/+10/+5 +9 +9 +5 Deeds
16th +16/+11/+6/+1 +10 +10 +5 Bonus feat
17th +17/+12/+7[+2 +10 +10 +5 Gun training 4
18th +18/+13/+8/+3 +11 +11 +6 Nimble +5
19th +19/+14/+9/+4 +11 +11 +6 Deeds
20th +20/+15/+10/+5 +12 +12 +6 Bonus feat, true grit

maximum. A gunslinger spends grit to accomplish deeds
(see below), and regains grit in the following ways.

Critical Hit with a Firearm: Each time the gunslinger
confirms a critical hit with a firearm attack while in
the heat of combat, she regains 1 grit point. Confirming
a critical hit on a helpless or unaware creature or on a
creature that has fewer Hit Dice than half'the gunslinger’s
character level does not restore grit.

Killing Blow with a Firearm: When the gunslinger reduces a
creature to o or fewer hit points with a firearm attack while
in the heat of combat, she regains 1 grit point. Destroying an
unattended object, reducing a helpless or unaware creature
to o or fewer hit points, or reducing a creature that has fewer
Hit Dice than half the gunslinger’s character level to o or
fewer hit points does not restore any grit.

Deeds: Gunslingers spend grit points to accomplish
deeds. Most deeds grant the gunslinger some momentary
bonus or effect, but there are some that provide longer-
lasting effects. Some deeds stay in effect as long as the
gunslinger has at least 1 grit point. The following is the list
of base gunslinger deeds. A gunslinger can only perform
deeds of her level or lower. Unless otherwise noted, a deed
can be performed multiple successive times, as long as the
appropriate amount of grit is spent to perform the deed.

Deadeye (Ex): At 1st level, the gunslinger can resolve an
attack against touch AC instead of normal AC when firing
beyond her firearm’s first range increment. Performing

this deed costs 1 grit point per range increment beyond the
first. The gunslinger still takes the —2 penalty on attack
rolls for each range increment beyond the first when she
performs this deed.

Gunslinger’s Dodge (Ex): At 1st level, the gunslinger
gains an uncanny knack for getting out of the way of
ranged attacks. When a ranged attack is made against the
gunslinger, she can spend 1 grit point to move 5 feet as
an immediate action; doing so grants the gunslinger a +2
bonus to AC against the triggering attack. This movement
is not a 5-foot step, and provokes attacks of opportunity.
Alternatively, the gunslinger can drop prone to gain a +4
bonus to AC against the triggering attack. The gunslinger
can only perform this deed while wearing medium or light
armor, and while carrying no more than alight load.

Quick Clear (Ex): At 1st level, as a standard action, the
gunslinger can remove the broken condition from a single
firearm she is currently wielding, as long as that condition
was gained by a firearm misfire. The gunslinger must have
at least 1 grit point to perform this deed. Alternatively, if
the gunslinger spends 1 grit point to perform this deed,
she can perform quick clear as a move-equivalent action
instead of a standard action.

Gunslinger Initiative (Ex): At 3rd level, as long as the
gunslinger has at least 1 grit point, she gains the following
benefits. First, she gains a +2 bonus on initiative checks.
Furthermore, if she has the Quick Draw feat, her hands are




paizo.com #1764137, I N U0, 20T1 W

P
[(DASSES A -

free and unrestrained, and the firearm is not hidden, she

can draw a single firearm as part of the initiative check.
Pistol-Whip (Ex): At 3rd level, the gunslinger can make a

surprise melee attack with the butt or handle of her firearm
as a standard action. When she does, she is considered to
be proficient with the firearm as a melee weapon and
gains a bonus on the attack and damage rolls equal to the
enhancement bonus of the firearm. The damage dealt by
the pistol-whip is of the bludgeoning type, and is determined
by the size of the firearm. One-handed firearms deal 1d6
points of damage (1d4 if wielded by Small creatures) and two-
handed firearms deal 1d10o points of damage (1d8 if wielded
by Small creatures). Regardless of the gunslinger’s size, the
critical multiplier of this attack is 20/x2. If the attack hits,
the gunslinger can make a combat maneuver check to knock
the target prone as a free action. Performing this deed costs

1 grit point.

Utility Shot (Ex): At 3rd level, if the gunslinger has at least

1 grit point, she can perform all of the following utility

shots. Each utility shot can be applied to any single attack

with a firearm, but the gunslinger must declare the utility
shot she is using before firing the shot.

« Blast Lock: The gunslinger makes an attack roll against
alock within the first range increment of her firearm. A
Diminutive lock usually has AC 7, and larger locks have
alower AC. The lock gains a bonus to its AC against this
attack based on its quality. A simple lock has a +10 bonus
to AC, an average lock has a +15 bonus to AC, a good lock
has a +20 bonus to AC, and a superior lock has a +30
bonus to AC. Arcane lock grants a +10 bonus to the AC of
alock against this attack. On a hit, the lock is destroyed,
and the object can be opened as if it were unlocked. On
a miss, the lock is destroyed, but the object is jammed
and still considered locked. It can still be unlocked by
successfully performing this deed, by using the Disable
Device skill, or with the break DC, though the DC for
either break or Disable Device or the AC increases by 10.
A key, combination, or similar mechanical method of
unlocking the lock no longer works, though knock can
still be employed to bypass the lock, and the creator of
an arcane lock can still bypass the wards of that spell.

« Scoot Unattended Object: The gunslinger makes an
attack roll against a Tiny or smaller unattended object
within the first range increment of her firearm. A
Tiny unattended object has an AC of 5, a Diminutive
unattended object has an AC of 7, and a Fine unattended
object has an AC of 11. On a hit, the gunslinger does not
damage the object with the shot, but can move it up to 15
feet farther away from the shot’s origin. On a miss, she
damages the object normally.

« Stop Bleeding: The gunslinger makes a firearm attack and
then presses the hot barrel against herself or an adjacent
creature to staunch a bleeding wound. Instead of dealing

damage, the shot ends a single bleed condition affecting

the creature. The gunslinger does not have to make an

attack roll when performing the deed in this way; she
can instead shoot the firearm into the air, but that shot
still uses up ammunition normally.

Dead Shot (Ex): At 7th level, as a full-round action, the
gunslinger can take careful aim and pool all of her attack
potential into a single, deadly shot. When she does this, she
shoots the firearm at a single target, but makes as many
attack rolls as she can, based on her base attack bonus. She
makes the attack rolls in order from highest bonus to lowest,
as if she were making a full attack. If any of the attack rolls
hit the target, the gunslinger’s single attack is considered to
have hit. For each additional successful attack roll beyond
the first, the gunslinger increases the damage of'the shot by
the base damage dice of the firearm. For instance, if'a yth-
level gunslinger firing a musket hits with both attacks, she
does 2d12 points of damage with the shot, instead of 1d12
points of damage, before adding any damage modifiers.
Precision damage and extra damage from weapon special
abilities (such as flaming) are added with damage modifiers
and are not increased by this deed. If one or more rolls are
critical threats, she confirms the critical once using her
highest base attack bonus —5. For each critical threat beyond
the first, she reduces this penalty by 1 (to a maximum of
o). The gunslinger only misfires on a dead shot if all the
attack rolls are misfires. She cannot perform this deed
with a blunderbuss or other scatter weapon when attacking
creatures in a cone. The gunslinger must spend 1 grit point
to perform this deed.

Startling Shot (Ex): At 7th level, a gunslinger with least 1
grit point can spend a standard action to purposely miss a
creature that she could normally hit with a firearm attack.
When she does, that creature becomes flat-footed until the
start of its next turn.

Targeting (Ex): At 7th level, as a full-round action, the
gunslinger can make a single firearm attack and choose
part of the body to target. She gains the following effects
depending on the part of the body targeted. If a creature
does not have one of the listed body locations, that
part cannot be targeted. This deed costs 1 grit point to
perform no matter which part of the creature she targets.
Creatures that are immune to sneak attacks are immune
to these effects.

« Arms: On a hit, the target takes no damage from the hit
but drops one carried item of the gunslinger’s choice,
even if the item is wielded with two hands. Items held in
alocked gauntlet are not dropped on a hit.

 Head: On ahit, the target is damaged normally, and is also
confused for 1 round. This is a mind-affecting effect.

« Legs: Onahit, the targetis damaged normally and knocked
prone. Creatures that have four or more legs or that are
immune to trip attacks are immune to this effect.
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OPTIONAL RULE: DARING ACT

The following method for regaining grit points requires a

measure of GM judgment, so it is an optional rule.

Daring Act: Each time a gunslinger performs a daring act,
she can regain grit. As a general guideline, a daring act should
be risky and dramatic. It should take a good deal of guts, and
its outcome should have a low probability of success. If it is
successful, the gunslinger regains 1 grit point.

Before attempting a daring act, the player should ask
the GM whether the act qualifies. The GM is the final
arbiter of what’s considered a daring act, and can grant a
regained grit point for a daring act even if the player does
not ask beforehand whether the act qualifies.

SIS =4

« Torso: Targeting the torso threatens a critical on a 19—20.

« Wings: On a hit, the target is damaged normally, and
must make a DC 20 Fly check or fall 20 ft.

Bleeding Wound (Ex): At 11th level, when the gunslinger
hits a living creature with a firearm attack, she can spend
1 grit point as a free action to have that attack deal extra
bleed damage. The amount of bleed damage is equal to
the gunslinger’s Dexterity modifier. Alternatively, the
gunslinger can spend 2 grit points to deal 1 point of Strength,
Dexterity, or Constitution bleed damage (gunslinger’s
choice) instead. Creatures that are immune to sneak attacks
are also immune to these types of bleed damage.

Expert Loading (Ex): At 11th level, whenever the gunslinger
rolls a misfire with a gun that has the broken condition,
she can spend 1 grit point to keep the gun from exploding,
though it retains the broken condition.

Lightning Reload (Ex): At 11th level, as long as the
gunslinger has at least 1 grit point, she can reload a single
barrel of a one-handed or two-handed firearm as a swift
action once per round. If she has the Rapid Reload feat or
is using an alchemical cartridge (or both), she can reload
a single barrel of the weapon as a free action each round
instead. Furthermore, using this deed does not provoke
attacks of opportunity.

Evasive (Ex): At 15th level, when the gunslinger has at least
1 grit point, she gains the benefit of the evasion, uncanny
dodge, and improved uncanny dodge rogue class features.
She uses her gunslinger level as her rogue level for improved
uncanny dodge.

Menacing Shot (Ex): At 15th level, the gunslinger can spend
1 grit point, shoot a firearm into the air, and affect all living
creatures within a 30-foot-radius burst as if they were subject
to the fear spell. The DC of this effect is equal to 10 + 1/2 the
gunslinger’s level + the gunslinger’s Wisdom modifier.

Slinger’s Luck (Ex): At 15th level, the gunslinger can spend
grit to reroll a saving throw or a skill check. It costs 2 grit

points to reroll a saving throw, and 1 grit point to reroll a skill
check. The gunslinger must take the result of the second
roll, even if it is lower. The deed’s cost cannot be reduced
by the true grit class ability, the Signature Deed feat, or any
other effect that reduces the amount of grit a deed costs.

Cheat Death (Ex): At 19th level, whenever the gunslinger
is reduced to o or fewer hit points, she can spend all of her
remaining grit points (minimum 1) to instead be reduced to
1 hit point.

Death’s Shot (Ex): At 19th level, when the gunslinger scores
a critical hit, she can spend 1 grit point to deal normal
damage, and the target must succeed at a Fortitude saving
throw with a DC equal to 10 + 1/2 the gunslinger’s level +
the gunslinger’s Dexterity modifier. On a failed saving
throw, the target dies. This is a death attack. Performing
this deed does not allow the gunslinger to regain grit from
confirming a critical hit or making a killing blow.

Stunning Shot (Ex): At 19th level, when a gunslinger hits a
creature, she can spend 2 grit points to stun the creature for
1 round. The creature must make a Fortitude saving throw
(the DC =10 + 1/2 the gunslinger’s level + the gunslinger’s
Wisdom modifier). If the creature fails, it is stunned for 1
round. Creatures that are immune to critical hits are also
immune to this effect.

Nimble (Ex): Starting at 2nd level, a gunslinger gains
a +1 dodge bonus to AC while wearing light or no armor.
Anything that causes the gunslinger to lose her Dexterity
bonus to AC also causes the gunslinger to lose this dodge
bonus. This bonus increases by +1 for every four levels
beyond 2nd level (to a maximum of +5 at 20th level).

Bonus Feats: At 4th level, and every four levels thereafter,
a gunslinger gains a bonus feat in addition to those gained
by normal advancement. These bonus feats must be combat
or grit feats.

Gun Training (Ex): Starting at 5th level, a gunslinger can
select one specific type of firearm (such as an axe musket,
blunderbuss, musket, or pistol). She gains a bonus equal to
her Dexterity modifier on damage rolls when firing that
type of firearm. Furthermore, when she misfires with that
type of firearm, the misfire value of that firearm increases
by 2 instead of 4.

Every four levels thereafter (9th, 13th, and 17th), the
gunslinger picks up another type of firearm, gaining these
bonuses for those types as well.

True Grit (Ex): At 2oth level, a gunslinger picks two
deeds that she has access to and that she must spend grit to
perform. She can perform these deeds for 1 grit point fewer
(minimum o) than usual. If the number of grit points to
perform a deed is reduced to o, the gunslinger can perform
this deed as long as she has at least 1 grit point. If a deed
could already be performed as long as she had at least 1 grit
point, she can now perform that deed even when she has
no grit points.
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When the wealthy and the powerful need an enemy

Y-

AS

eliminated quietly and without fail, they call upon the
ninja. When a general needs to sabotage the siege engines
of his foes before they can reach the castle walls, he calls
upon the ninja. And when fools dare to move against
a ninja or her companions, they will find the ninja
waiting for them while they sleep, ready to strike. These
shadowy killers are masters of infiltration, sabotage, and
assassination, using a wide variety of weapons, practiced
skills, and mystical powers to achieve their goals.

Role: The ninja spends almost all of her time honing
her skills, practicing her art, or working on her next
assignment. Even when not specifically working, the ninja
is ever vigilant and ready for the situation to turn deadly.
Her line of work earns her many enemies, but it is a list
that she frequently reduces through assassination and
misdirection. The ninja is an alternate class for the
rogue core class.

Alignment: Any.

Hit Die: d8.

CLASS SKILLS
The ninja’s class skills are Acrobatics (Dex), Appraise
(Int), Bluff (Cha), Climb (Str), Craft (Int), Diplomacy
(Cha), Disable Device (Dex), Disguise (Cha), Escape
Artist (Dex), Intimidate (Cha), Knowledge (local)
(Int), Knowledge (nobility) (Int), Linguistics (Int),
Perception (Wis), Perform (Cha), Profession (Wis), Sense
Motive (Wis), Sleight of Hand (Dex), Stealth (Dex), Swim
(Str), and Use Magic Device (Cha).

Skill Ranks per Level: 8 + Int modifier.

CLASS FEATURES

The following are the class features of the ninja.

Weapon and Armor Proficiency: Ninja are proficient
with all simple weapons, plus the kama, katana,
kusarigama, nunchaku, sai, shortbow, short sword,
shuriken, siangham, and wakizashi. They are proficient
with light armor but not with shields.

Poison Use: At 1st level, a ninja is trained in the use
of poison and cannot accidentally poison herself when
applying poison to a weapon.

Sneak Attack: If a ninja can catch an opponent when he
is unable to defend himself effectively from her attack,
she can strike a vital spot for extra damage.

The ninja’s attacks deal extra damage anytime her
target would be denied a Dexterity bonus to AC (whether
the target actually has a Dexterity bonus or not), or when

—N
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the ninja flanks her target. This extra damage is 1d6 at 1st
level, and increases by 1d6 every two ninja levels thereafter.
Bonus damage from sneak attacks is precision damage.
Should the ninja score a critical hit with a sneak attack,
this precision damage is not multiplied. Ranged attacks
count as sneak attacks only if the target is within 30 feet.
With a weapon that deals nonlethal damage (such as a
sap, whip, or unarmed strike), a ninja can make a sneak
attack that deals nonlethal damage instead of lethal
damage. She cannot use a weapon that dealslethal damage
to deal nonlethal damage in a sneak attack, even with the

usual —4 penalty.

&
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TABLE I-2: NINJA

Base
Attack Fort Ref will
Level Bonus Save Save Save Special
1st +0 +0 +2 +0 Poison use, sneak attack +1dé
2nd +1 +0 +3 +0 Ki pool, ninja trick
3rd +2 +1 +3 +1 No trace +1, sneak attack +2dé
4th +3 +1 +4 +1 Ninja trick, uncanny dodge
sth +3 +1 +4 +1 Sneak attack +3d6
6th +4 +2 +5 +2 Light steps, ninja trick, no trace +2
7th +5 +2 +5 +2 Sneak attack +4d6
8th +6/+1 +2 +6 +2 Improved uncanny dodge, ninja trick
oth +6/+1 +3 +6 +3 No trace +3, sneak attack +5d6
1oth +7/+2 +3 +7 +3 Master tricks, ninja trick
11th +8/+3 +3 +7 +3 Sneak attack +6d6
12th +9/+4 +4 +8 +4 Ninja trick, no trace +4
13th +9/+4 +4 +8 +4 Sneak attack +7d6
14th +10/+5 +4 +9 +4 Ninja trick
15th +11/+6/+1 +5 +9 +5 No trace +5, sneak attack +8d6
16th +12/+7/+2 +5 +10 +5 Ninja trick
17th +12/+7/+2 +5 +10 +5 Sneak attack +9dé
18th +13/+8/+3 +6 +11 +6 Ninja trick, no trace +6
19th +14/+9/+4 +6 +11 +6 Sneak attack +10d6
20th +15/+10/+5 +6 +12 +6 Hidden master, ninja trick

The ninja must be able to see the target well enough to
pick out a vital spot, and must be able to reach this spot.
A ninja cannot sneak attack while striking a creature that
has concealment.

Ki Pool (Su): At 2nd level, a ninja gains a pool of ki
points, supernatural energy she can use to accomplish
amazing feats. The number of points in the ninja’s ki pool
is equal to 1/2 her ninja level + her Charisma modifier. As
long as she has at least 1 point in her ki pool, she treats
any Acrobatics skill check made to jump as if she had a
running start. At 1oth level, she also reduces the DC of
Acrobatics skill checks made to jump by 1/2 (although she
still cannot move farther than her speed allows).

By spending 1 point from her ki pool, a ninja can make
one additional attack at her highest attack bonus, but she
can do so only when making a full attack. In addition, she
can spend 1 point to increase her speed by 20 feet for 1
round. Finally, a ninja can spend 1 point from her ki pool
to give herself a +4 insight bonus on Stealth checks for 1
round. Each of these powers is activated as a swift action.
A ninja can gain additional powers that consume points
from her ki pool by selecting certain ninja tricks.

The ki pool is replenished each morning after 8 hours
of rest or meditation; these hours do not need to be
consecutive. If the ninja possesses levels in another class
that grants points to a ki pool, ninja levels stack with the
levels of that class to determine the total number of ki

points in the combined pool, but only one ability score
modifier is added to the total. The choice of which score
to use is made when the second class ability is gained,
and once made, the choice is set. The ninja can now use ki
points from this pool to power the abilities of every class
she possesses that grants a ki pool.

Ninja Tricks: As a ninja continues her training, she
learns a number of tricks that allow her to confuse her foes
and grant her supernatural abilities. Starting at 2nd level,
a ninja gains one ninja trick. She gains one additional
ninja trick for every 2 levels attained after 2nd. Unless
otherwise noted, a ninja cannot select an individual ninja
trick more than once.

Tricks marked with an asterisk (*) add effects to aninja’s
sneak attack. Only one of these tricks can be applied to an
individual attack and the decision must be made before
the attack is made.

Acrobatic Master (Su): As a swift action, a ninja with this
trick can focus her ki to grant her a +20 bonus on one
Acrobatics check of her choice made before the start of
her next turn. Using this ability expends 1 ki point from
her ki pool.

Bleeding Attack* (Ex): A ninja with this trick can cause
living opponents to bleed by hitting them with a sneak
attack. This attack causes the target to take 1 additional
point of damage each round for each die of the ninja’s sneak
attack. Bleeding creatures take that amount of damage
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every round at the start of each of their turns. The bleeding
can be stopped by a DC 15 Heal check or the application
of any effect that heals hit point damage. Bleed damage
from this ability does not stack with itself. Bleed damage
bypasses any DR the creature might possess.

Choking Bomb (Ex): Whenever a ninja throws a smoke
bomb, all living creatures in the resulting cloud must make
a Fortitude save or become staggered by the choking black
smoke for 1d4 rounds. The DC of this saving throw is equal
to 10 + 1/2 the ninja’s level + the ninja’s Charisma modifier.
The ninja can decide to create an ordinary smoke bomb
or add poison to this smoke bomb as normal. The ninja
must have the poison bomb ninja trick before selecting
this trick.

Combat Trick: A ninja who selects this trick gains a
bonus combat feat.

Darkvision (Su): This trick allows the ninja to use her ki
to enhance her sight, granting darkvision out to a range
of 6o feet. Using this trick is a standard action that costs 1
ki point. The enhanced senses last for 1 hour.

Deadly Range (Ex): Aninja with this ninja trick increases
the range at which she can deal sneak attack damage by
10 feet. A ninja can take this trick more than once. Its
effects stack.

Deflect Arrows: A ninja who selects this ninja trick gains
the Deflect Arrows feat as a bonus feat. The ninja must
have the Improved Unarmed Strike combat feat before
taking this trick.

Fast Stealth (Ex): A ninja with this trick can move at full
speed using the Stealth skill without penalty.

Feather Fall (Su): As an immediate action, the ninja can
slow her descent as if using feather fall. This ability uses
her ninja level as the caster level. Each use of this ability
uses up 1 ki point.

Flurry of Stars (Ex): A ninja with this ability can expend 1
ki point from her ki pool as a swift action before she makes
a full-attack attack with shuriken. During that attack, she
can throw two additional shuriken at her highest attack
bonus, but all of her shuriken attacks are made at a —2
penalty, including the two extra attacks.

Forgotten Trick (Ex): A ninja with this ability can recall
one trick taught to her by her ancient masters. When she
uses this ability, she selects one ninja trick (not a master
trick or rogue talent) that she does not know and can use
that ninja trick for a number of rounds equal to her level.
She must pay any ki costs associated with the trick as
normal. Using this ability expends 2 ki point from her ki
pool, plus the ki cost of the trick she chooses.

Hidden Weapons (Ex): A ninja with this ability can easily
conceal weapons on her body. The ninja adds her level
on opposed Sleight of Hand checks made to conceal a
weapon. In addition, she can draw hidden weapons as a
move action, instead of as a standard action.

High Jumper (Ex): When a ninja with this trick makes a
high jump, the DC for that jump is half the normal DC.
The ninja must have the acrobatic master trick before
taking this talent.

Ki Block* (Su): A ninja with this trick can prevent a
creature from using its ki pool. Whenever the ninja deals
sneak attack damage, the target must make a Will save or
be unable to spend any points from its ki pool for a number
of rounds equal to the ninja’s Charisma modifier. The DC
of this save is 10 + 1/2 the ninja’s level + the ninja’s Charisma
modifier. The number of points in the target’s ki pool is
unaffected, and abilities that do not require the subject to
spend ki still function.

Ki Charge (Su): A ninja with this trick can invest a portion
ofher kiinto a single thrown weapon, such as a shuriken, and
throw it as a standard action. The thrown weapon explodes
on impact in a 5-foot burst, dealing 1d6 points of fire damage
plus 1d6 points of fire damage for every four levels of the
ninja above 2nd, to a maximum 4d6 at 18th level. Creatures
caught in the blast receive a Reflex save to halve the damage.
The DC of this save is 10 + 1/2 the ninja’s level + the ninja’s
Charisma modifier. If the thrown weapon hits a creature,
that creature takes a —2 penalty on the saving throw. If the
thrown weapon misses, treat it as a thrown splash weapon.
Using this ability expends 1 ki point from her ki pool.

Poison Bomb (Ex): Whenever the ninja throws a smoke
bomb, she can decide to include 1 dose of any inhaled
poison she possesses. This poison affects all creatures in
the smoke and lasts as long as the smoke lasts. She must
pay for the poison normally. The ninja must have the
smoke bomb ninja trick before selecting this trick.

Pressure Points* (Su): A ninja with this trick can strike
at an opponent’s vital pressure points, causing weakness
and intense pain. Whenever the ninja deals sneak attack
damage, she also deals 1 point of Strength or Dexterity
damage, decided by the ninja. Unlike normal ability
damage, this damage can be healed by a DC 15 Heal check.
Each successful check heals 1 point of damage caused by
this trick. A ninja with this trick receives a +10 insight
bonus on this Heal check.

Rogue Talent: The ninja can select a rogue talent in place
of'a ninja trick. The ninja cannot select a rogue talent that
has the same name as a ninja trick. The ninja can select
this talent multiple times.

Shadow Clone (Su): The ninja can create 1d4 shadowy
duplicates of herself that conceal her true location. This
ability functions as mirror image, using the ninja’s level as
her caster level. Using this ability is a standard action that
uses up 1 ki point.

Slow Metabolism (Ex): The ninja has a slower-than-
normal metabolism. She can hold her breath for twice
as long as normal before needing to make Constitution
checks (four times her Constitution score). In addition,
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whenever the ninja is poisoned, the time between saving
throws (the poison’s frequency) is doubled. Thus, a poison
that has a frequency of “1/round for 6 rounds” would
instead be “1/2 rounds for 12 rounds.”

Slow Reactions* (Ex): Opponents that are damaged by
the ninja’s sneak attack can’t make attacks of opportunity
for 1 round.

Smoke Bomb (Ex): This ability allows a ninja to throw a
smoke bomb that creates a cloud of smoke with a 15-foot
radius. This acts like the smoke from a smokestick. The
ninja can center this smoke on herself, or throw the bomb
as aranged touch attack with a range of 20 feet. Using this
ability is a standard action. Each use of this ability uses
up 1 ki point.

Snatch Arrows: A ninja who selects this ninja trick gains
the Snatch Arrows feat as a bonus feat. The ninja must
have the Improved Unarmed Strike feat and the Deflect
Arrows feat before taking this trick.

Style Master: A ninja who selects this ninja trick gains a
style feat that she qualifies for as a bonus feat.

Sudden Disguise (Su): As a swift action, a ninja can change
her appearance for 1 minute perlevel. This ability functions
as disquise self. Each use of this ability uses up 1 ki point.

Unarmed Combat Training: A ninja who selects this ninja
trick gains Improved Unarmed Strike as a bonus feat.

Undetected Sabotage (Ex): Whenever a ninja with this
trick uses Disable Device to sabotage or disable a device,
she can make a Stealth check with a bonus equal to her
level. Anyone who inspects the device does not notice the
sabotage and assumes the object works unless he beats the
ninja’s check with an opposed Perception skill check.

Vanishing Trick (Su): As a swift action, the ninja can
disappear for 1 round per level. This ability functions as
invisibility. Using this ability uses up 1 ki point.

Ventriloquism (Su): As a swift action, the ninja can throw
her voice as if using the spell ventriloquism. She can use
this ability for 1 minute per ninja level. Each use of this
ability uses up 1 ki point.

Wall Climber (Su): A ninja with this ability gains a climb
speed of 20 feet, but only on vertical surfaces. This ability
cannot be used to scale perfectly smooth surfaces or to
climb on the underside of horizontal surfaces.

Weapon Training: A ninja who selects this ninja trick
gains Weapon Focus as a bonus feat.

No Trace (Ex): At 3rd level, a ninja learns to cover her
tracks, remain hidden, and conceal her presence. The
DC to track a ninja using the Survival skill increases by
+1. In addition, her training gives her a +1 insight bonus
on Disguise skill checks and on opposed Stealth checks
whenever she is stationary and does not take any action for
at least 1 round. Every three levels thereafter, the increase
to Survival DCs and the bonuses on Disguise and opposed
Stealth checks increase by 1.

Uncanny Dodge (Ex): Starting at 4th level, a ninja can
react to danger before her senses would normally allow her
to do so. She cannot be caught flat-footed, nor does she lose
her Dexterity bonus to AC if the attacker is invisible. She
still loses her Dexterity bonus to AC if immobilized. A ninja
with this ability can still lose her Dexterity bonus to ACifan
opponent successfully uses the feint action against her.

If a ninja already possesses uncanny dodge from a
different class, she automatically gains improved uncanny
dodge instead.

Light Steps (Ex): At 6th level, a ninja learns to move
while barely touching the surface underneath her. As a full-
round action, she can move up to twice her speed, ignoring
difficult terrain. While moving in this way, any surface
will support her, no matter how much she weighs. This
allows her to move across water, lava, or even the thinnest
tree branches. She must end her move on a surface that can
support her normally. She cannot move across air in this
way, nor can she walk up walls or other vertical surfaces.
When moving in this way, she does not take damage from
surfaces or hazards that react to being touched, such as lava
or caltrops, nor does she need to make Acrobatics checks to
avoid falling on slippery or rough surfaces. Finally, when
using light steps, the ninja ignores any mechanical traps
that use a location-based trigger.

Improved Uncanny Dodge (Ex): At 8th level, a ninja can
no longer be flanked. This defense denies another ninja
(or rogue) the ability to sneak attack the ninja by flanking
her, unless the attacker has at least four more ninja (or
rogue) levels than the target does.

If a character already has uncanny dodge from another
class, the levels from the classes that grant uncanny dodge
stack when determining the minimum ninja (or rogue)
level required to flank the character.

Master Tricks: At 1oth level, and every two levels
thereafter, a ninja can select one of the following master
tricks in place of a ninja trick.

Advanced Talents: The ninja can select a rogue talent
from the list of Advanced Talents in place of a ninja trick.
The ninja cannot select a rogue talent that has the same
name as a ninja trick. The ninja cannot select improved
evasion unless she has evasion (either as a class feature or
as a ninja master trick).

Assassinate (Ex): A ninja with this master trick can kill
foes that are unable to defend themselves. To attempt to
assassinate a target, the ninja must first study her target
for 1 round as a standard action. On the following round,
ifthe ninja makes a sneak attack against the target and the
target is denied its Dexterity bonus to AC, the sneak attack
has the additional effect of possibly killing the target.
This attempt automatically fails if the target recognizes
the ninja as an enemy. If the sneak attack is successful and
the target of this attack fails a Fortitude save, it dies. The
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DC of this save is equal to 10 + 1/2 the ninja’s level + the
ninja’s Charisma modifier. If the save is successful, the
target still takes the sneak attack damage as normal, but
it is immune to that ninja’s assassinate ability for 1 day.

Blinding Bomb (Ex): Whenever the ninja throws a smoke
bomb, all living creatures in the cloud must make a
Fortitude save or be blinded by the black smoke for 1d4
rounds. The DC of this saving throw is equal to 10 + 1/2
the ninja’s level + the ninja’s Charisma modifier. This
trick cannot be combined with a choking bomb, but the
ninja can combine a blinding bomb with a poison bomb.
The ninja must have the choking bomb ninja trick before
selecting this trick.

Deadly Shuriken (Ex): As a full-round action, a ninja with
this master trick can take careful aim and pool all of her
attack potential into a single, deadly shuriken throw.
When she does this, she throws a single shuriken at a single
target, but makes as many attack rolls as she can, based on
her base attack bonus. She makes the attack rolls in order
from highest bonus to lowest, as if she were making a full
attack. If any of the attack rolls hit the target, the attack
hits. For each additional successful attack roll beyond the
first, the ninja increases the damage by 1d6. Precision
damage and extra damage from weapon special abilities
(such as flaming) are added with damage modifiers and are
not increased by this advanced talent. If one or more rolls
are critical threats, she confirms the critical once using her
highest base attack bonus —5. For each critical threat beyond
the first, she reduces this penalty by 1 (to a maximum of o).

Evasion (Ex): Aninja can avoid even magical and unusual
attacks with great agility. If she makes a successful Reflex
saving throw against an attack that normally deals half
damage on a successful save, she instead takes no damage.
Evasion can be used only if the ninja is wearing light
armor or no armor. A helpless ninja does not gain the
benefit of evasion.

Feat: A ninja may gain any feat that she qualifies for in
place of a ninja trick.

Ghost Step (Su): As a swift action, a ninja with this trick
can pass through walls as if she were a ghost. Until the
end of her turn, she can pass through a wall or other
surface that is up to 5 feet thick per level as if she were
incorporeal. She must exit the solid material by the end of
her turn. Each use of this ability uses up 1 ki point.

Invisible Blade (Su): Whenever a ninja uses the vanishing
trick ninja trick, she is treated as if she were under the effects
of greater invisibility. The ninja must have the vanishing
trick ninja trick before selecting this ninja trick.

Master Disguise (Su): A ninja with this trick can take
on the appearance of other creatures and individuals.
Whenever the ninja uses the sudden disguise ninja
trick, the duration increases to 10 minutes per level.
Alternatively, the ninja can use the sudden disguise ninja

trick to take on the appearance of a specific individual
that the ninja has seen before for 1 minute per level.
Creatures that are familiar with the individual receive a
Will saving throw to see through the illusion. The DC of
this saving throw is 10 + 1/2 the ninja’s level + the ninja’s
Charisma modifier. This illusion also changes the ninja’s
speech, if she has heard the individual talk and can speak
his language. The ninja must have the sudden disguise
ninja trick before selecting this trick.

See the Unseen (Su): A ninja with this trick learns how to
see that which cannot be seen. As a swift action, the ninja
can cast see invisibility, using her level as the caster level.
Each use of this ability uses up 1 ki point.

Shadow Split (Su): This trick allows the ninja to create
an illusory double of herself that moves away from her,
allowing the ninja to create a distraction. When she uses
this ability, an illusory double appears and moves away
from the ninja, heading in one direction. The double
climbs walls, jumps pits, or simply passes through
obstacles, moving at twice the ninja’'s speed in the
direction indicated by the ninja when the ability is used.
Its course cannot be changed. The double persists for 1
round per level of the ninja. Those who interact with the
double receive a Will saving throw to recognize that it is
fake. The DC of this save is 10 + 1/2 the ninja’s level + the
ninja’s Charisma modifier. Each use of this ability uses up
1 ki point. The ninja must possess the shadow clone ninja
trick before selecting this trick.

Unarmed Combat Mastery: A ninja who selects this trick
deals damage with her unarmed strikes as if she were a
monk of her ninja level —4. If the ninja has levels in monk,
this ability stacks with monk levels to determine how
much damage she can do with her unarmed strikes. A
ninja must have the Improved Unarmed Strike feat before
taking this trick.

Unbound Steps (Su): This trick allows a ninja to use her
ki to walk through the air. Whenever the ninja uses the
light steps class feature, she can walk on air, rising or
descending as she desires. She must end her move on a
solid surface. Each use of this ability uses up 1 ki point.

Hidden Master (Su): At 2oth level, a ninja becomes
a true master of her art. She can, as a standard action,
cast greater invisibility on herself. While invisible in this
way, she cannot be detected by any means, and not even
invisibility purge, see invisibility, and true seeing can reveal
her. She uses her ninja level as her caster level for this
ability. Using this ability consumes 3 ki points from her
ki pool. In addition, whenever the ninja deals sneak attack
damage, she can sacrifice additional damage dice to apply
a penalty to one ability score of the target equal to the
number of dice sacrificed for 1 minute. This penalty does
not stack with itself and cannot reduce an ability score
below 1.
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SAMURAI

Few warriors are more dedicated to honor and the code of
the warrior than the samurai. Trained from an early age in
the art of war and sworn to the service of a lord, the samurai
holds a position of power and respect in many lands, often
serving as the voice and justice of the local noble. The
samurai takes on his training with zeal, learning the way
of the blade (typically a katana), the bow, and the horse.
Some even learn how to effectively use firearms, if they
are available. The samurai is often the most trusted soldier
in his lord’s employ. In him, the common folk see honor
and sacrifice. He is an honorable warrior, dedicated to the
realm and the leaders that guide it.

Role: While typically sworn to the service of a lord, a
samurai is usually given free reign as to how he performs
that service. As such, samurai can sometimes be found
with other adventurers, taking the fight to the enemies
of their masters. Other samurai become ronin, striving
to serve an ideal without paying fealty to a lord. In
either case, samurai make powerful allies, capable of
withstanding nearly any harm while dispatching their
foes with deadly precision. The samurai is an alternate
class for the cavalier base class.

Alignment: Any.

Hit Die: dio.

CLASS SKILLS
The samurai’s class skills are Bluff (Cha), Climb (Str), Craft
(Int), Diplomacy (Cha), Handle Animal (Cha), Intimidate
(Cha), Profession (Wis), Ride (Dex), Sense Motive (Wis), and
Swim (Str).

Skill Ranks per Level: 4 + Int modifier.

CLASS FEATURES

The following are the class features of the samurai.

Weapon and Armor Proficiency: Samurai are proficient
with all simple and martial weapons, plus the katana,
naginata, and wakizashi. Samurai are proficient with all
types of armor (heavy, light, and medium) and shields
(except tower shields).

Challenge (Ex): Once per day, a samurai can challenge
a foe to combat. As a swift action, the samurai chooses
one target within sight to challenge. The samurai’s
melee attacks deal extra damage when made against the
target of his challenge. This extra damage is equal to the
samurai’s level. The samurai can use this ability once per
day at 1st level, plus one additional time per day for every
three levels beyond 1st, to a maximum of seven times per
day at 19th level.
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Challenging a foe requires much of the samurai’s
concentration. The samurai takes a —2 penalty to his
Armor Class, except against attacks made by the target of
his challenge.

The challenge remains in effect until the target is dead
or unconscious, or unt