
SHURIKEN  -- not just a throwing star!

	 ** Written by Richard Sanchez Produced by Action Games

	 The shuriken is a multipurpose throwing tool that has served the ninja and other oriental 
assassins for centuries. Shuriken serve as secondary weapon supporting a ninjas arsenal of his 
trade. Shuriken translates as “sword hidden in hand” aptly named due to the secretive manor of 
their use. In combat they can be used as a projectile, melee weapon, caltrops or clever means 
to poison ones enemies.

Shuriken Types:
Shoken
	 Shoken are slightly larger shuriken that can be thrown but more often used in melee for 
close range combat and even as a tool for climbing. Tiny shoken add + 2 to climb checks, and 
small shoken add + 4 to climb checks. Some shoken have a metal ring on the base of the handle 
fore use with a rope or silk cord that transforms it into a whip dagger.

Tiny
WEAPON COST DMG CRITICAL RANGE WEIGHT TYPE
Blade Edge 5tn/gp 1d4 x2 10ft 1 lb. Piercing/Slashing

Double Edge 2tn/gp 1d4 19-20 x2 10ft 1 lb. Piercing/Slashing

Razor Edge 10tn/gp 1d4 18-20 x3 10ft 1 lb. Piercing/Slashing

small
WEAPON COST DMG CRITICAL RANGE WEIGHT TYPE
Blade Edge* 10tn/gp 1d6 19-20 x2 10ft 2 lb. Piercing/Slashing

Double Edge* 4tn/gp 1d6 19-20 x2 10ft 2 lb. Piercing/Slashing

Razor Edge* 20tn/gp 1d6 18-20 x3 10ft 2 lb. Piercing/Slashing

Whip Dagger** 25tn/gp 1d8 see text 10ft/10ft 5 lbs. Piercing/Slashing

*May be used with cord, silk, or length of chain to create a whip dagger.
**Whip Dagger - Any type of small shuriken with a ring on the end of the handle may be used 
as a whip dagger by attaching a cord, silk, or chain to it. The whip dagger’s critical chance is 
based on the type of small shuriken used.

tn = Toraisen | gp = Gold Piece



Bo-Shuriken
	 Bo-shuriken are straight metal spikes that come in a variety of shapes and sizes. On 
average they are 16 cm and weigh about 50-30 grams. Bo-shuriken can be thrown underhand, 
overhand, sideways, and even from a prone or sitting position with no negatives. The shaft of 
the metal spike can be round, square, octagon, or triangular in shape.

Tiny
WEAPON COST DMG CRITICAL RANGE WEIGHT TYPE
Octagon 2 sn/sp 1d4 19-20 x2 15ft 1/10  lb. Piercing

Square 1sn sn/sp 1d4 x2 15ft 1/10  lb. Piercing

Round 2 sn/sp 1d3 x2 30ft 1/10  lb. Piercing

Triangle 4 sn/sp 1d4 18-20 x3 15ft 1/20  lbs. Piercing

sn = Shichusen | sp = Silver Piece

Hira-Shuriken
	 Hira-shuriken are the traditional style of shuriken known as throwing stars. There is a 
wide variety of Hira-shuriken, some schools and clans use specialized styles and shapes. Hira-
shuriken can be used as a projectile throwing up to two as a standard action, or thrown at the 
ground and used as caltrops. A shuriken may have multiple bladed or edged points of impact 
jutting around it.

Tiny
WEAPON COST DMG CRITICAL RANGE WEIGHT TYPE
4 Point 1 sn/sp 1d3 x2 30ft 1/10  lb. Piercing

5 Point 2 sn/sp 1d4 19-20 x2 15ft 2/10 lb. Piercing

6 Point 4 sn/sp 1d4 19-20 x3 15ft 2/10 lb. Piercing

Disk 2 sn/sp 1d2 x4 30ft 1/10  lbs. Piercing

sn = Shichusen | sp = Silver Piece

Poison Use:
	 Shuriken may be coated with poison or buried in the ground or animal waste and left to 
rust. The rust can cause tetanus or other debilitating infections. Sometimes crafty ninja would 
use contact poison on a shuriken and leave it behind in an odd place for someone to pickup 
later. More commonly they were used with injury poison types and used to slow down or inca-
pacitate enemies.



Shuriken Feats:
Shuriken Sutras
	 Shuriken can have small incantations or magic’s placed upon them. Just as a wizard can 
create scrolls or a Shugenja can create talismans. Ninjas with spells or magic martial art styles 
can create Shuriken Sutras that when placed on a shuriken acts as a magic range weapon.
Effect:  You may use Shuriken Sutras as the “Scribe Scroll” feat for all game statistics consult 
your PHB for info.

Shurikenjutsu    (Martial Arts Style)
	 Shurikenjutsu is the traditional Japanese martial arts of throwing and use of shuriken. 
Primarily used as a secondary martial arts to ninjutsu by shinobi (ninja). Some martial artists of 
even Kenjutsu and Bojutsu have adopted Shurikenjutsu as additional martial arts.
Effect:  You are able to throw three shuriken of tiny size in one round at a – 5 to attack for each 
additional attack after the first. You may throw two shuriken of small size at a –5 to the sec-
ond attack. You also gain a + 1 to all attacks made with Shuriken in melee or ranged combat as 
weapon focus feat. This feat stacks with rapid shot and any other ranged feat.
Normal:  You may throw one small shuriken or two tiny shuriken a round with a – 5 to the sec-
ond attack.
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WAR FANS  

** Written by Richard Sanchez Produced by Action Games

	 The fan has served the inhabitants of feudal Japan for centuries and is still in use today. 
There are many varying sizes and materials used in creation of war fans and regular fans. Wood 
and paper to iron and steel were used depending on the purpose of the fan. Skilled martial art-
ists could defend themselves from enemies using an ordinary fan to parry the blows. War fans 
were created to not only defend but signal forces and attack foes in melee or ranged combat. 
Some say a master of tessenjutsu (fan martial arts) could never be hit by sword or spear.

War Fan Types:
Tessen
	 The traditional war fan was made to look like harmless folding fans crafted from iron. 
Used in some swordsmanship schools as a weapon, and to aid in addition to a sword in combat. 
Tessen could be carried in to places were swords could not. The major uses of tessen were de-
flecting range weapons, as a range weapon, melee fighting, and as a swimming aid. Tessen can 
be used as a club when folded or slashing weapon when unfolded. Some tessen were forged not 
to close and looked more like a pronged club. Tessen also add a + 2 to bluff checks to hide the 
fact that the fan is a weapon.

Tiny
WEAPON COST DMG CRITICAL RANGE WEIGHT TYPE
Blunt* 3 tn/gp 1d4 x2 --- 1 lb. Blunt

Bladed 20 tn/gp 1d6 x3 30 ft 3 lb. Slashing

Throwing 10 tn/gp 1d4 19-20 x2 30ft 1 lb. Slashing

Small
WEAPON COST DMG CRITICAL RANGE WEIGHT TYPE
Bladed 30 tn/gp 1d6 19-20 x3 10 ft 4 lbs. Slashing

Blunt 30 tn/gp 1d6 19-20 x2 --- 5 lbs. Blunt

*non-folding forged fan
tn = Toraisen | gp = Gold Piece



Gunsen
	 Average warriors used these folding fans to cool themselves and provide shade. Made 
from bronze, or brass for the inner spokes and iron for the outer spokes. These fans were usually 
hung from a warrior’s belt.

Small
WEAPON COST DMG CRITICAL RANGE WEIGHT TYPE
Bronze 3 tn/gp 1d4 x2 10 ft. 2 lbs. Blunt

Brass 2 tn/gp 1d3 x2 10 ft. 1 lbs. Blunt

tn = Toraisen | gp = Gold Piece

Signaling Fans
Uchiwa
	 Large fans made of iron, carried by high-ranking lords and officers. The uses were to 
signal troops for command, deflect arrows, and for shade. When signaling the uchiwa grants a +2 
to innuendo and tactics. This does not add new tactic knowledge to the user, just helps direct it 
to the troops.  Uchiwa fans grants a +1 to blocking missiles.

Saihai
	 Mostly used to command troop movements and direct signaling. Usually made from wood 
with a tassel on top. Saihai add +4 to tactics checks for issuing orders and troop movement. This 
does not add new tactic knowledge to the user, just helps signal directions to the troops.

War Fan Feats:
Tessenjutsu    (Martial Arts Style)
	 You are skilled with the Japanese martial art of the war fan. Tessenjutsu was considered 
sophisticated among nobles because you did not need to draw your sword and break face in 
court. You are considered armed with a fan or war fan, and may attack, block, throw, and de-
flect range weapons with a fan.
Effect:  You gain a +1 to AC when using a fan in combat. Also you gain a +1 when blocking melee 
and ranged weapons. You are considered armed and do not provoke attacks of opportunity.



Fans Wind    (maneuver)
	 You are considerably skilled in the movements and flow of fans in combat.
Prerequisite:+ 3 base attack, Tessenjutsu  
Effect:  You gain a +1 to disarming would be attackers. Also you gain an additional + 1 to block-
ing melee and ranged attacks



OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 
2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark own-
ers who have contributed Open Game Content; (b)”Derivative Material” means 
copyrighted material including derivative works and translations (including into 
other computer languages), potation, modification, correction, addition, exten-
sion, 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 other-
wise 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 Content by the Contributor, 
and means any work covered by this License, including translations and deriva-
tive works under copyright law, but specifically excludes Product Identity. (e) 
“Product Identity” means product and product line names, logos and identifying 
marks including trade dress; artifacts; creatures characters; stories, storylines, 
plots, thematic elements, dialogue, incidents, language, artwork, symbols, 
designs, depictions, likenesses, formats, poses, concepts, themes and graphic, 
photographic and other visual or audio representations; names and descriptions 
of characters, 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 prod-
ucts 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 por-
tion 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 copyright holder’s name to the COPY-
RIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, includ-
ing 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 or 
Registered Trademark in conjunction with a work containing Open Game Content 
except as expressly licensed in another, independent Agreement with the owner 
of such Trademark or Registered Trademark. 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 stat-
ute, judicial order, or governmental 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
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