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Preface 

Ilaving spent over twenty years in the study and search of 
martial arts knowledge. J rcaliLc: that it would he impossible. 
even in a period of many lifetimes. to become knowledgeable 
and skillful in l~V1.Ty known aspect of every martial arts 
method and style. I have had the pleasure of sharing informa
tion with many fine martial artists throughout the past 
twenty years, and I1m sure to mcd many more in the years 
to come. 

rhis book will explore the many discoveries J have made 
concerning the "Throwing Stars" or shuriken that were used 
so expertly by the Ninja of the past. Over the years, I have 
been fascinated with the shuriken, probably because when 
used in the proper manner. it has the capability to "stick" 
every time it is thrown. Like the boomerang. it returns to 
the thrower when properly thrown. 

At first it was with some reservation that J could seri
ously consider this seemingly innocent star a ·'real'' weapon, 
as it appeared to be rnorc of a toy. Many of the mass
produced shurikcn today ar~ still sornC\vhat toy·Jib~ because 
of the mannn in which they are producnl, <md it is doubtful 
they could be used efl'ectively in the ways I will describe in 
this book. To discover many of the truly effective methods 
of using the shurikcn, J had metal workers and skilled 
machinists hand-make the weapons in :1 nwnncr that required 

i:r 
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rn~ny hours of painstaking labor. Om·e the work was com
pleted. I conducted an in-depth study of the balance, applica
tions. accuracy, : .. md te-chniques of the handmade shuriken .. 

The techniques and methods of using the shuriken pre
sented in this text will undoubtedly vary from person to per
son. It is quite possible that no new revolutionary techniques 
will be presented that were not utilizc:d by a highly trained 
Ninja. but l have tried to present a factual. practical, and 
realistic approach to using the shurikc:n today. lvLmy of the 
technical aspects relating to the trajectory, velocity, and 
tactical dements of this unique weapon have been presented 
in order to provide insight in to the concepts involved in the 
use of the shurikcn. One's skill with this weapon will be 
achieved iJ' l~onscious effort :1nd practice arG rnaintained on a 

rr..~gular basis .. 
I ~.~uuJurJ.gL' l'ach Jnd every .. serious shurik.~n artist to 

develop patience and diligenL't' to\vanl his training and use 

this book as a guide toward increasing both physical and 
mental skills while seeking perfection with the shuriken. 

SID CAMPBELL 

X 

Introduction 

I have chosen to concentrate on only one single weapon 
of the Ninja's arsenal with hopes of rnakin~ the reader aware 
of the vast amount of military and martial arts skills that the 
elite ~inja possesst.'d. 

The :\inja were extremely skilled individuals who totally 
dedicated themselves to the requirements of their clients. 
In all probability. the shurikcn played a very important 
role in their weapon arsenal because ~uch a \Vtapon was 
silent. deadly, and could be easily concealed. It IS virtually 
certain that these highly skilled "Shadow Warriors" spent the 
mJjority of their spare time sharpening and maintaining their 
weapon skills in the c'>-cnt they were called on to supply a 
particular need .. 

The tactics, methods, and technical skills presented in 
this book will give thl~ serious \Vtapon practitioner a chance 
to !cam of the· skills that were undoubtedly possessed by the 
versatile Ninja of ktt(Lll Japan and to l'llli~hti..'ll the readi:.·r a~ 
to the sinn~rity \Vhich is required tn ma~tcr shuriken lhro\~i
tng, 

Prepare lo dl'\(']op th~sv uniqu~ Wl~apon skills, \Vhich 
could possibly save your lif~,.., in the event it hecomcs neces
sary to utili;.c :l silllpk, ~il-.'n1. and effective self-defense 
weapon .. 
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1\lany of th~ techniques and concepts prescnt~d here can 
also be used in a contest of skills with fellow martial artists 
in much the same \vay thar darts can he usL;d in games of 
skill. This method of practice requires very little space and 
\Votild gi\'(? the practitioners J chance to maintain maximum 
proficiency iu such skills as timing, ey~/lwnd cnon.linatiorL 
accuracy. power. speed. and a host of othc'r physical attrib
utes required rur empty-hand styles of martial arts. 

1. Brief History of Ninjitsu 

Most noted authorities believe that the mystical art of 
Ninjitsu originated over two thousand years ago, yet no one 
is sure of the exact date. 

There is reference to such an art in the !'in~; Fu (Art oj' 
War), an ancient Chinese book which details the military 
sciences of spying and its unique methods. The Pinx Fa 
was written by Sun Tzu. who lived between 500 and 300 
B.C. 

The art of "linjitsu is thought to have been introduced to 
Japan in the sixth century. At this time, Prince Shotoku 
(593 to 622 A.U.l employed agents skilled in the art of spy
ing to secretly report activities relating to civil disputes. 
Many of these disputes concerned land ownership, doctrines, 
or positions of power. It is probably due to the Ywna/mshi 
("mountain warriors") that the art of Ninjitsu was preserved 
and developed into a c·omplete ami detailed science of spy
ing. 

In martial arts circles. th,, art of '\injitsu is more com
monly referred to as the ''Art of Stealth." and many people 
associdte this art with the methods employed by the assassins 
of feudal Jap::m. Cvny conL·civahle mdhnJ of assassination, 
spying, breaking and entering, sabotage, stealth methocb, 
concealment methods. \Veapon applications. and warfare 
tactics wt:rc ~mphJy'cd by the 1\iinjitsu practitioners. 
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Between II '12 and 1590 A.D .. Japan L·xperienccd four 
centuries of civil strife and the many warlords of .lap8n em
ployed the scrvic:cs of the 'linja tNinjitsu practitioner) to 
secure and maintain their positions of power. Even though 
there w,,n· many clans or schools of Ninjitsu throughout the 
centuries, only a fe\v arc n~sponsible for bringing the Ninjitsu 
art of stealth and espionage into the twentieth century. As 
\Vith many of th~ arts of Japan. certain dedicated individuals 
or sc·hools prop8gakd and preserved the traditions of their 
<Hlct'stors. and the art of ~injitsu is certainly no exception. 

The two primary factions responsible for the majority of 
the Ninjitsu arts were the lga and Koga clans. These clans 
were in essence provinces or towm located on Honshu, the 
largest island of Japan. The province of lga is today known as 
the Mie province and is located on the southern end of Hon
slw; the Koga clan or province is located near Tokyo. 

Since the lga and Koga were the largest Ninjitsu clans, it 
i~ natural to a&~unu..: that their arts have survived into the 
twentieth century due to their strength and considerable size. 

ln .ocldition to the slmrikcn, weapons utilized by the 
'-:inja included the sword, bow and arrow, spear, broad
bladed spear. staff, fast-sword drawing methods, chain ami 
scythe. Many unarmed combat methods were also prac
ticed. 

Not only were the Ninja masters of the traditional 
weapon arts, but they were also exceptionally skilled in 
special-purpose weapons, such as daggers, darh, brass 
knucklt:~s. dirks, shuriken of many designs. garrotes. lcacl
weigltted bamboo staves, caltrops, grappling hooks, guns, 
grenades, smoke bombs. eye-blinding powders, acid guns 
constructed of bamboo, poisons. and other secret devices 
of assassination. 

To become ski!lrul in the art of Ninjitsu, a warrior had to 
be skilled in the art of camoutlage and disguise: «ccomplish 
incredible physkal ft>ats, such as scaling high castle walls: 
acquire expertise in mountain climbing and running long 
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distances; remain submerged under water for several minutes 
at a time: make weapons from makeshift resources: and 
become an exceptional escape artist in the event of capture. 

Most of the Ninjitsu clans ran their organizations in much 
the same manner as an army, and the training was rigorous 
and extremely demanding. The Ninjitsu artist had to dedicate 
his life to his profession and be willing to die for the sake 
of completing a mission for the warlord or party employing 
his services. In the event of capture, many Ninja warriors 
would use concealed explosives to take their lives and destroy 
their facial features so their identities or clans would not be 
divulged to the enemy. 

The art of Ninjitsu is enjoying a resurgence in popularity 
throughout a large part of the West since the end of World 
War II, partly due to the fact that many servicemen sta
tioned in Japan after the war were exposed to the martial 
arts. 



2. The Ninja 

The epitome of stealth and espionage, the Ninja was 
attired either in black or any suitable color that matched 
his surroundings. 

The mystique of the Ninja has never in all probability 
been paralleled, even today, by the most skilled military 
specialist. Many of the skilled military men of today are 
trained in specific areas of expertise , whereas the Ninja was 
a master of virtually eve ry form of military warfare. 

In addition to their milita ry skills, they were strongly 
co mmi tted to their missions, enlightened in the ways of 
nature, and they upheld the principles of their convictions 
through an estab lished code of ethics. 

From an early age, they received a thorough practical 
education and were well versed in the traditional cultural 
arts of the times. These arts included painting, tea cere
monies, !lower arranging, playing musical instruments. per
forming traditio nal Japanese dance, and telling stories and 
jokes. This traditional <.:ultural education also made it pos
sible for the Ninja to assume numerous identities in their 
training for possible espionage assignments. 

The organiza tiona! structure was generally considered to 
be a familial one, and the novice inja usually began his ini
tial training as early as five years old. From his early years 

7 
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The Ninja cou ld adapt to any situation and was prepared for anything 
at all times. 

of training, he was committed to a lifelong profession that 
would require virtually every waking hour in the devel op
ment ami perfection of the extraordinary skills of his trade. 
Every facet of military warfare was taught to the Ninja, 
and each "art" was considered to be a science within itself. 
Each of these sciences had to be thoroughly understood and 
perfected befor~:: it could be mastered. 

Since tltis book deals with only one of the w~::apons 

utilized by the infamous Ninja. it will not be the purpose of 
this section to give a detailed description of every facet of 
training, tacti cal application, or methods of operation uti
lized by the Ninja. 

The Ninja were known by many nam es, such as Shadow 
Warriors, Shinobi, Kunoichi (female Ninja), Shadows. l ga 
Ninja, and Koga Ninja. Regardless of the title bestowed on 
them, the Ninja were feared by warlords, shoguns, and 
Daimyv (feudal lord ) alike. 

The Ninja 9 

Folk tales desc ribe the Ninja as capable of flying, walking 
on wate r, disappearing through solid rock walls, Jiving under
water, and even vanishing in a puff of smoke. As outland ish 
as these tales may seem, there were many logical explanations 
to substantiate them. With th e usc of ex plosives, powders, 
specialized flota tion devices. and Lmderwater ai r bags the 
Ninja devised, it would appear to the unknowledgeable per
son that these incredible feats had actually been accomp
lished. 

It should be mentioned that the Ninja were in essence 
professional hired assassins who based their existence on the 
services they could perform for the benefit of the Daimyo, 
warlord, or shogun willing to finance their services. 

In the modern world , the Ninja and their organizatio nal 
structure parallel many of the military services ex isting in the 
world today except that the services of the Ninja were avail
able to the highest bidder. The Ninja, however, was more 
skilled in every face t of the mil itary arts than the majority 
of personnel in the armed serv ices today . 



3. What Is A Shuriken? 

The word shuriken is deriv~d from the Japanese and is 
defined as a sharp-pointed or blade-throwing instrument. 
Although there are many shapes and designs utilized in 
shuriken-jutsu, there are essentially two ca tegories of this 
weapon : the star-shaped design and the spike-shaped design. 

Until recently, there were ten distinct s tar-shaped styles 
favored by the Ninja; at present there are hund reds of shuri
ken designs. Some of the early shuriken were t:ross-shaped. 
four-pointed. six-pointed , eight-pointed. and ten-pointed. 
while others were triangular, swastika-shaped. hexagonal. 
pentagonal, and three-po inted. 

The shapes were for the most part determined by the 
particular needs and obje~.:tives of the Ninja warriors who 
designed them. 

Some of the star-shaped shuriken had a round or square 
hole through the middle of the weapon which ser1ed multiple 
purposes. First, it permitted the 1inja to carry numerous 
shuriken on a leather thong or spiked object so thnt they 
could he readily dispensed if th e need arose. Since the shuri
ken were mounted in an orderly and accessible fashion. they 
could be dispensed in a rapid-fire fashion. 

Second, the holes permitted for more utilitarian pur
poses, such as removing nails or other securing pins of a lock 

11 
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or other security device. This came in handy when a Ninja 
tried to gain access to a building as part of an assigned mis
sion . 

Of all the star-shaped shurikcn , the ones that seem to he 
the most effective are the ones having four- or five-point 
designs, since these make deeper penetration possible. 

The spiked shuriken are a hit more simple in design , 
yet they are more difficult to master because the number of 
points available for sticking is lim itcd. Some of these shuri
ken were pointed on one end. while others were designed 
with both ends pointed. The advantage of the spiked form, 
however, is its ability to penetrate far deeper than the star 
shape, thereby being more lethal when used by a skilled 
shuriken-ju tsu artist. 

The spiked forms were undoubtedly used in the same 
manner as the caltrops (small , multi-pointed devices that 
were placed in the enemy's path to injure and slow him 
down). Since it is more difficult to master this type of 
shuriken, a thorough understanding of trajectory methods, 
distance from target , and balance characteristics must be 
developed. 

The range for both the star and spike shuriken is about 
thirty feet. though this distance will vary somewhat from per
son to person. The primary factor, in any case, is to exercise 
accuracy, and the thirty-foot range is generally the maximum 
effective range in which the skilled practitioner can expect 
to achieve hits on a consistent level. 

In earlier times, the Ninja usually carried nine shuriken 
due to the fact that nine was considered to be a lucky num
ber and the Ninja had to be prepared in case he encountered 
more than one enemy. The majority of shuriken designed 
for warfare were primarily used to injure rather than kill the 
enemy, unless the points were long and sharp and the 
thrower was extremely accurate in his throwing technique. 

Penetration would have to be deep and directed to such 
vulnerable areas as the throat, heart , or main artery before 
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" The Ninja is prepared to throw his shuriken in case of danger. 

death would result from a shuriken wound. Even though 
the shuriken co uld be lethal, it was primarily effective in 
maiming or stopping a pursuer long enough for a Ninja 

to esr.;ape. 



4. Shuriken Composition 

Using the ir unique ingenuity , it was possible for the Ninja 
to create shuriken from virtua11y every type or configuration 
of metal that ~xisted in their times. Met als such as bronze, 
brass, iron, and steel were the most common substances from 
which these weapons were made; however. it is conceivable 
that they could also be made from dense woods or other 
forms of sturdy material. Even coins co uld be sharpened and 
used as shuriken if the need for these weapons arose · on 

short notice. 
The early star- and spike-shaped shuriken forms were 

made of bronze, brass, iron, and other semihardened metals. 
It was not un common to use coins that had been sharpened 
or pointed as throwing weapons. Subsequent forms were 
constructed of steel ami tempered in much the same fashion 
as the samurai sword. Today, however, many are constructed 
from tool st~el and alloy of incredible hardness. Commercial 
varieties are die-stamped, light-gauged metals which arc 
painted with various martial arts motifs. Many experts con
sider shurikcn of th is type to he toys rather than ·'real'' 

weapons. 
A '"real" shuriken should have sufficient weight, ex-

tremely sharp poin ts, and blades that will keep a sharp edge. 

15 



16 Ninja Shuriken Throwing 

An cight-roint shuriken (center) has less penetrating ability than the 
five-pointed type. 

Point 
There can be be· 
tween th ree a nd 
ten points on t he 
star-shaped shur
lken de pend i 11 g 
upon the sty le of 
shuriken. 

Body 
Design may vary, 
but this area of 
the weapon pro 
vide~ t he weigh t 
and gripping sur 
face for most 
th ro wi ng tech 
niques. 

Shuriken Composition 

Used to di,pense 
the shuriken for 
rapid-fir e throw
ing te~;hniques . 

Bu tt 
Hds .t va ri cty 
~ha pes aml i> 
>omet imes point
ed and used d> d 

IMnd weapo n. 

17 

Point 

Blade 
Ca 11 be multi 
fd~;eted, round 
or flat (like d 

sword ). 

Center of 
Balance 

The center IS 

fo r dele rm in in~ 
and ~ele cting the 
proper rdnge dlld 
di~tancc of the 

J< throw. 
it 

' '• ',, 
'i• 
··.i 

The an<l torny of t he shuriken is shown a bove. 

Thcs~ can be purchased from skilled cutlery makers o r made 
if the proper metal-working cq u i pmcn t is Jvai lable. 

The styles presented in th is book are amon!! the most 
popula r sty les used by the cnrly :-.Jinja. whik o thers arc vari:J

tions o n the earlier shapes and designs. 
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+ 

+ 
Various shurikt.'n styles arc shown here. 

5. Gripping the Shuriken 

One of the most controversial aspects of shuriken prac
tice involves the gripping of the shurikcn. 

Since there arc so many ways to grip this type of weapon, 
I will prc>cnt a variety of mdhods (and their purpose>), 
which are equally effective-when properly executed. It 
should be noted. however, that each grippin~ method has its 
advantages and disadvantages, many of which will be pre
sented in this chapter. Each shuriken practitioner will inevit
ably come to his own conclusion as to which method best 
suits his particular style and stance. It is possible that the 
serious shuriken practitioner can either discover a unique 
method of throwing the shuriken that is not covered in this 
section~ or he may utilize a technique combining some of the 
various grips discovered herein. 

The key factors, regardless of gripping method, should be 
effectiveness and consis.tc.ncy since these qualities are the 
mainstays of accurac:y. A "true fL·d'' for the \Veapon is also 
very important so th<lt spc~..:d and confitic-nce in throwing can 
he achieved. 

THREE-PRONG GRIP 

Tht~· thn:t.>rnong grip is used primJrily with the star shuri
kcn. The tllilrnb. index. and miuclle fingers should be posi-

I~ 
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Three-Prong Grip 

tioned in equal incr~ments as closely around the center of the 
shurikcn as possible. 

The main rurpose of this grip is to create an end-over-end 
method of delivery. The advantage of this grip style is that 
the shuriken can be hurled in such a manner so as to enable 
two or more po ints to stick into the target, making it very 
difficult to remove. This "barbed" effect works in much the 
same fashion as a fish hook. The puncture and penetration 
produced by the three-prong grip is much more devastating 
than the conventional one-point penetration technique. 

The method of delivery is usually of the overhand or side
arm method. 

HORIZONTAL SPIN GRIP 

The horizontal spin grip is sometimes referred to as the 
side-arm delivery because of the horizontal way in which the 
weapon is hurled . 

Grippinx the Shurikcn 21 

The index finger determines the amount of spin applied 
to the shuriken, while the thumb and middle finger deter
mine the angle of trajectory . Power for this method is gener
ated by winding up the trunk area of the body and coord inat
ing it with the release of the weapon. In the event the shuri
ken is hurled from the opposite side of the body, the wrist 
will have considerable effect on the shuriken 's spin and velo
city. 

This grip and method is very effective when the thrower 
does not have much space in which t o throw his weapon. 

Horizontal Spin Grip 

OVERHAND SPIN GRIP 

The ove rhand spin grip is sometimes referred to as the 
standard spin grip and is generally used when maximum 
power and spin arc requi red . Th is method of release is used 
quite often whl'n the target is at greater distances from the 
shuriken throwl'r. 
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The index finger of the throwing hand is used to propel 
the shuriken and determine the amount of spin, while the 
thumb and middle finger determine the angle of trajectory. 

With this grip, the shuriken can be hurled in much the 
same fashion as one would throw a baseball. With practice, 
an appreciable amount of curve can be put on the shuriken 
provided the weapon is not overly weighted. Maximum 
penetration can be achieved with this method of delivery. 

Overhand Spin Grip 

UNDERHAND SPIN GRIP 

The underhand spin grip is performed in the same manner 
as the standard spin grip except that the shuriken is released 
from the underhand position. This method of release is gen
erally used when th e target is positioned at an elevation 
higher than the thrower (such as in a tree). 

Velocity is generated by torque which originates in the 
trunk area of the body. whk:h is then transferred to the arm 
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d 
rist as the shuriken is released. Developing proficiency 

an w . . . d ·' · h this method of release wtll take practice an unu er-
wat 

1 
. 

standing of the body's mec lantcs. 

Underhand Spin Grip 

SLEEVE GRIP 

The sleeve grip is a "quick" grip that can be _ used in ~h e 
event that one or more shuriken are concealed 111 a hold1~g 
devic~ that is mounted up a sleeve. This device results m 
quick-throwing techniques since the shur_ikcn does not ~1ave 
to be repositioned once it has dropped mto the hand trom 

the sleeve. . 
Most of the power and angle of trajectory are denved 

from the amount of " t1ip" generated by the wrist. The effec
tiveness of this method is displayed when a target is at_ rela
tively close range and very little positioning time is avatlable 

to the weapon thrower. 
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This metl:od of gripping can be used with the spike 
styles of shunken, though it is more effective with the star 
types. 

Sleeve Grip 

FOUR-PRONG GRIP 

The four-prong grip is used in much the same manner as 
the three-prong grip except that the ring finger is positioned 
between the points of the star-shaped shuriken. When this 
grip is used, the thumb and fingers have to be redistributed 
equally around the edges of the shurikcn so that proper end
over-end trajectory can be achieved. This method is a bit 
more powerful in its trajectory because a bit more wrist 
action can be applied to the spin, thereby causing more tear
ing and ripping effects once it penetrates the target. 

Gripping the Shuriken 25 

Four-Prong Grip 

TWO-FINGER TWEEZER GRIP 

The two-finger tweezer grip is a relatively simple gripping 
method. The star or spike shuriken is positioned between the 
index and middle fingers as far as possible. This is to ensure 
the best possible grip for co ntrolling the trajectory and 
amount of spin (or t1ip) put on the shuriken. 

This is a "quick" grip that is used when there is no time 
to reposition the shuriken or when the other hand is involved 
in another fun<.:tion. This method is used mostly when shuri
ken are retrieved from a shuriken pouch that is mounted on 
a belt or if the shurikcn arc concealed in a boot or leg pouch. 

The force of the index and middle fingers determines the 
amount of wntrol put on the shuriken, and the flip of the 
wrist determines the angle and force o f the delivery. The 
direction of travel is determined a<.:cording to when the fin
gers are released from the sides of the shuriken. 
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Two-Finger Tweezer Grip 

CLAMP GRIP 

The clamp grip is perhaps the most common method of 
gripping either type of shurikcn. 

This grip is performed by positioning the index finger and 
thumb around the shuriken, with a portion of the weapon 
fitting snugly into the hand. Underhand, overhand, horizon
tal, and flip methods of hurling the shuriken can be achieved 
from this grip. 

The clamp grip works well for both short- and long-range 
targets. The direction of trajectory is determined by when 
the hand is released from the weapon. A tremendous amount 
of body force and accuracy can be put into this throwing 
technique. 

Gripping the Shuriken 27 

Clamp Grip 

THREE-FINGER FAN GRIP 

The three-finger fan grip is a very simple method of hold
ing the spike or star shuriken. The thumb is placed on tl:e top 
portion of the shurikcn, while the index and rmddle ftngers 
arc positioned on the lower portion of the weapon. 

With a bit of wrist flip , it is possible t o generate curve 
to the star-shaped shurikens. This form of shuriken throwing 
is especially useful when used against mo;ing target.s and 
when the surface texture of the target area lS not vertical to 
the trajectory angle of the oncoming shurik_en. Most t~rows 
using this grip will be of the overhand or srde_-arm deltvery; 
however, this throw can also be employed wtth underhand 

delivery. 
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Power is det ermined by the amount of wind-up put into 
the motion, and the trajectory is dependent on when the fin
gers are released from the shuriken. 

Three-Finger Fan Grip 

TWO-FINGER FAN GRIP 

The two-finger fan grip is identical to the three-finger 
m~th?d ex(;ept that the middle finger is not employed in 
gnppmg th~ . shuriken ; the methods of throwing, releasing, 
~md determmmg trajectory, are, of course, the same. This grip 
IS used when a bit more speed is needed in rapid-fire maneu
vers, which is made possible since less finger manipulation is 
required . This method does not have the range of the three
finger method because less gripping surface on the weapon is 
possible. What it lacks, however, in distan ce, it makes up for 
with speed. 
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Two-Finger Fan Grip 

TRIGGER GRIP 

The trigger grip is used primarily with star shuriken and 
is most effectively used with shuriken havi ng fewer points . 
Three, four, or five points work most effectively with this 

type of grip . 
The thumb, index , and middle fingers are wrapped 

around the blades of the shuriken so that they fit snugly 
between the fingers and the thumb. This type of grip is quite 
effective when long-range target practi(;e is performed . The 
power is derived from body involvement , and the trajedory 
is detennined by when the hand is released from the weapon. 

This simple gripping method will require considerabl_e 
practice before ac.: ... r:wy can be achieved. At dose range, _th~s 
method is very effective for deep penetration, though 1t IS 

very difficult to develop a high degree of accuracy. 
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PALM GRIP 

The palm grip is used almost exclusively with spike shur'i
ken forms. 

Either end of the sp ike shuriken can be positioned in 
~he palm of the hand , depending upon the method of throw
Ing that will be employed. 

The spike shuriken is held in the hand so th at it is straight 
~nd parallel to the extend ed fingers. The thumb is tucked in 
m or~ er to hold the shu riken in position. The thumb controls 
the dtsta~ce and trajectory of thl' weapon. Depending upon 
the ex pen ence and exp~::rtisc of the shuriken thrower accu-
racy can be achieved at both short and long ranges. ' 
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Palm Grip 

THREE-FINGER WRIST FLIP FAN GRIP 

The three-finger wrist flip fan grip is another effective 
way of gripping the shurik en for close-range targets. This 
meth od is used primarily with the star-shaped shuriken 
because of the manner in which the hands are positioned. 
The th umb is to be placed o n the top o f the shuriken , while 
the index and middle fingers arc positioned beneath it. 

Distance is dt:termined by the amou nt of flip produced 
by the wrist and the amount of firmness placed by the fin
gers on the weapon. This method o f gripping is oft en em
ployed when rapid-fire shuriken throwing is necessary. 
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Three-Finger Wri~t Flip Fan Grip 

TWO-FINGER WRIST FLIP FAN GRIP 

The two-finger wrist flip fan grip is very similar to the 
above method except that the thumb and index finger are the 
only fingers used to grip the shuriken. This method is a bit 
faster than the three-finger method because of the amount of 
manipulation required when using rapid-fi re throwing tech
niques. 

Since less gripping strength can be employed, this method 
is less effective at greater ranges than the three-finger 
method. Power in this method is determined by the amount 
of wrist action employed , and the tlip and trajectory are 
determined by when the weapon is released from the gripping 
hand. 
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Two-Finger Wrist Flip Fan Grip 
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6. Throwing Positions 

Stances and throwing positions used with throwing 
devices. primarily shuriken. will be covered here. Though 
individual preference will determine th e throwing position in 
a particular situa tion, the ex perie nced shurikcn practitioner 
will want to be famillar with all the standard and ''tricky" 
throwing positions_ 

Varia tions in individual postures and forms will always 
ex ist , but the practitioner sho uld be especially aware of the 
end results a(;hieved with ea(;h throwing position des(;ribed 
in this chapter. Evasive tacti(;S , surprise, speed, power, rapid
fire throwing, penetrati on , multi-diredional tactics, limited 
space, and other aspects of shurik en throwing will be empha
sized_ 

It is important to unde rstand the purposes behind each of 
the techniques displayed in this chapter. A thorough feeling 
for the body mech anics involved with ea(;h throw will enable 
one to appreciate the unique bod y positioning required by 
each stance. 

Some of these positions arc used for target pract ice, while 
others arc used specifically for combat purposes. With prac
tice and an innate feel for th e shu riken , one will be able to 
acquire the proper grip, throwing position. and delivery tech
nique to suit the situatio n . 
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Natural Stance Natural Stance Throwing Position 

NATURAL STANCE 

Most shuriken-throwing techniques can be executed from 
the natural-stance throwing position. It is used primarily as 
a posture one assumes before determining whether to take 
offensive or defensive action. It is also used when maximum 
awareness and alertm:ss are required. 

The feet should bt: parallel to each other, and they should 
be about one should t:r width apart. The knees should remain 
straight, and the knt:e joint should be free to float so that it 
will be possible to maneuver in any direction. The knees 
should never become locked when positioned in the natural 
stance. 

CROUCH STANCE 

Both legs are bent at the knees and the upper body is in 
a slightly projected position when one assumes the crouch 

·. 

Crouch Stance Crouch Stance Throwing Position 

stan~. The feet can be positioned in one of the many con
ventional martial art stances that best suits the shuriken 

thrower. 
This posture generally denotes the amount of combat 

readiness, whether it be of the offensive or defensive method. 
It is an excellent position from which to utilize evasive ta <.;· 
tics in the event an opponent attempts to initiate th e first 
assault, requiring the shuriken artist to duck, sidestep, or 
outmaneuver an oncoming weapon. Another advantage of 
this stance is that many throwing methods can be performed 
from this position. 

HORSE STANCE 

The horse stance is best utilized as a defensive measure in 
o rd er to create the smallest possible target area should an on
coming attack be imminent . Many side-throwing techniques 
can be~accurately ddivercd from this stance. 
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The feet sh~ uld he parallel to each othe r and the knees 
b~nt so ~hat q Uick movem ent can be initiated . Generally, the 
WH.it!l of the horse stance should be twice the width of th e 
shurik~n practitioner's shoulders, but this dista nce varies 
accordmg to the thrower's taste. Depending o n the terrain 
one foot may be positioned higher or lower than the other. ' 

FORWARD STANCE 

. An.other favorite fighting stance used by many shuriken 
artists IS the forward-stance throwing posi tion. 
. The width of the stance. which may vary according to the 

likes of the art ist, is generally about shoulder width with the 
lead foo t extended forward about one and a half 'feet. The 
c.ent

1
er ?f balance should be straight downward from the ver

ttca axis of the thrower's body. 

This stance makes it possible to generate a tremendous 

Forward Stance Forward Stance Throwing Position 

amount of power in the throw. If the rear hand is utiliLed to 
throw the shuriken , the en tire hip and upper torso can be 
put int o the throw. When th~.: lead hand is used for flip 
throws, th e hotly c.;an likewist: be put behind the throw. 

CAT STANCE 

In addition to throwing kchniques, dose-range kicking 
maneuvers can be used in conjunction with the cat stancl'. 
In martial arts circles, this posture is known for its quick 
and unprl'dictabk body maneuvers. 

Between 90 and 95 percent of the body's weight should 
be placed on the rear leg, while the> remai ning wl'ight is 
lightly placed on the lead lt:g. The posi tion of the front foot 
should be pointed in the direction the shuriken artist wishes 
to throw the weapon. 
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Cat Stan ce Cat Stance Throwing Position 

This stance is most often used when multiple throwing 
techniques arc employed and it is necessary for th e practi
tioner to change positions often in order t o avoid an on
coming weapon. 

BACK STANCE 

The back-stance throwing position is used primarily when 
it is necessary to combine power and speed mobility immedi
ately before or after a throwing t echnique. Because it permits 
the artist to be quite powerful at one moment (while execut
ing offensive techniques) and defensive (becoming a smaller 
target) the next moment, this stance is quite popular with 
weapon practitioners. 

The rear foot should support about 70 percent of the 
body's weight, while th e lead leg will support the rest. The 

Back Stance Back Stance Throwing Position 

lead foot should be pointed in the direction of t he t arget , and 
the rear foot is directed ninety degrees from the front foot. 

Many of the flip methods of shuriken throw ing arc uti
lized from this position, which is quite effective with short· 

and medium-range targets. 

T-STANCE 

Used primarily fo r target practice , the T-stance throwing 
position is very similar to the back stance be~ause of the 
degrees of angle of the feet positioning. It JS, howe.ver. 
shorter in length (about one shoulder width). and the wetght 
is equally distributed between the rear and lead fee_t. The kad 
foot is pointed in the direction of th e target, while the rear 
foot is ninety degrees from the frontal direction. 



T-Stance T-Stance Throwing Position 

Primaril y a stationary posJtiOn, th e T-stance is ra rely 
used m ac tual combat situatio ns because it is difficult t o 
move qu ickly once the weapo n is thrown. Man y target
prac tice co mpetito rs use this stance because in-line sho ulder 
traject ory can be employed while throwing the shuriken . 

I-STANCE 

The !-st ance is normally used when consistent accuracy is 
requ ired in competitivl' target practice. 

A very narrow stance, the !-stance is less than half t he 
width of the natural stance. The fee t are placed about fo ur 
inches apart and parallel to each o ther. The shoulders are in 
line wi th the target , while the feet are nin ety d egrees fro m 
the frontal posit ion. The k nees should remain locked so that 

\ 
1-Stance I·Stan ce Throwing Position 

the shuriken's trajectory path is no t affed ed by jo int turn
ing or twisting. 

Since this is an in-line shoulder trajectory stance, o nly the 
elbow and wrist det ermine the power and traj ecto ry o f the 
shuriken. It is consequently used primaril y fo r short· and 
medium-range target practice and is not a truly effective 
co mbat stance. 

NOOKED STANCE 

T he nooked stance is an excell ent positio n in combat 
situations where rn ulliplc opponents are position-.;d wi thin 
a 3110-degree circumference. 

Assume the natural stance. Pivot on the balls of the 
feet 120 degrees in the same direction while lowering t he 
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Nooked Stance Nooked Stance Throwing Position 

body position until the rear knee touches the rear of the lead 
leg. Raise the heel of the rear leg. By utilizing the pivoting 
motion, either to the left or right, it is possible to rotate a 
complete 360 degrees, thereby making it possible to change 
directions quickly in the event you are confronted with 
multiple opponents. 

This fighting position works extremely well with rapid
fire shuriken-throwing techniques. 

REAR POSITION 

Shuriken that are thrown to the rear of your position 
can be executed from one of many stances. The primary 
fac tors involved in proper execution of this delivery method 
are the amount of pivot necessary to get the body in a posi
tion that will permit early observation of the target and 
proper windup before the shuriken is thrown. 

Rear Throwing Position 

Knee, hip, and spine flexibility are important factors in 
determining the effectiveness of this technique . When 
attempting rotating-throwing techniques, remember that if 
the knees remain bent, the radius of the turn will be greater 
than if the knees are upright and locked. Flip or power 
throws can be accurately delivered from any stances which 
permit radius turning and body swivel. 



Behind-the-Back Throwing Positions 

BEHIND-THE-BACK POSITION 

~irtually every stance covered in this chapter can be 
appl ied to the behind-the-back throwing position, which is 
employed . whe!1 the . element of surprise is necessary in 
a combat situation. ThJs method may also be employed when 
freedom of movement is hindered and space is limited . 

. Power i~ ge~erated ~rimarily through hip, shoulder, and 
wnst coordmat10n , wh1ch must be synchronized so that 
velo~ity can be increased when the techniq ue is put into 
motion. This method of throwing and positioning is usually 
reserved for short- and medium-range targets. 

BEHIND-THE-HEAD POSITION 

The behind-the-head throwing position requires wnsider
able practice, understanding of body mechanics, and accumu-

Behind-the-Head Throwing Position 

lated momentum windup before sufficient speed and power 
can be generated . When space is limited and freedom of 
movement is himlcred, this is a good position to utilize. 

The majority of the fo rce generated for the shuriken's 
velocity is de rived from the elbow and tlip of the wrist . The 
delivery is executed with overhand motion. The most popular 
grip for star-shaped shurike n used in this throwing method is 
the standard or overhand spin grip. Failure to achieve a 
smooth delivery can cause the shuriken to intlict injury to 
the back of the ha nd. 



Under-the-Leg Throwing Positions 

UNDER-THE-LEG POSITION 

If you were positioned in a tree or other precarious posi
tion where wind up maneuvers would give your position away 
to an adversary, the under-the-leg method would be the 
method to use. Though it can be executed from virtually 
any posture or stance, this throwing position is primarily 
used when freedom of movement and space are limited. 

Depending on the angle and position, the power and 
tlip of the shuriken will be derived from the shoulder elbow 
and wrist. Underhand throwing methods are the mo~t effec~ 
tive ways of throwing the shuriken from this position. 

BETWEEN-THE-LEGS (REAR) POSITION 

Wh en the element of surprise is necessary in order for 
your efforts to be effective, deliver the shuriken from the 

Sitting Throwing Position 

between-the-legs (rear) position. It is also useful to do so 
when an opponent is positioned behind you at short or 
middle range and when it is difficult to utilize a rear throwing 
position. 

The overhand throwing method would be the primary 
method of delivery used in this throwing method. When 
using the star shuriken, use the spin grip method for propul· 
sion. Since the trajectory would be from lower to higher 
elevations and the vision would be upside-clown, considerable 
practice is required before this method is ever applied in an 
actual combat situation. 

SITTING POSITION 

Assume the sitting position so that shoulder, elbow, or 
wrist action will not be limited . The more limited these areas 
are, the less power for penetration and less likelihood of 



The proper way to grip a five-point shurikcn is shown above. 

delivering an accurate throw. 
One hand is used for supporting th e body's weight, while 

the other is free to flip the weapon in the intended direction. 
Foot positioning t:an be an important factor if body weight 
is to be put behind the thro w. 

PRONE POSITION 

One of the most difficult shuriken throwing positions, 
the prone position is used primarily when the thrower 
is concealed in areas where he is required to lie flat on his 
stomach. · 

A minimum amount of shoulder motion can be expected, 
although elbow and wrist motion can be used quite effec
tively if the shurik.en artist is experienced in these position 
methods. It is possible to achieve additional momentum 
behind the throw if the feet can be dug into the surface on 
which one is standing. 

In most cases, the overhand delivery method is used 
when maximum penetration is to be achieved at relatively 
close range. This method is very difficult to master at 
medium or long range regardless of the grip or throwing 
method employed. 



7. Drawing the Shuriken 

Drawing the shurikt!n is co mplicated by the many incon
sistent factors involved with dispensing the weapon. Elements 
to consider include when: the shuriken is to be positioned in 
relationship to the throwing hand, a~cessibility to the 
weapon, type of gripping method to be employed, and 
whether or not the shuriken is to be concealed. The hody 
position or stance the thrower assumes is also an important 
factor to consider, as are several other technical aspects of 
logistics regarding the thrower and the ultimate placement of 
the weapon. 

Every possible drawing method that could ultimately 
be employed with the shuriken wiJJ not be presented here 
only a clear picture as to the importance and purpose of 
drawing techniques will be examined. As with most forms of 
weaponry, it is not necessarily he who is the most proficient 
with the weapon who wins the confrontation, but who can 
draw first. This should always be the first consideration when 
evaluating one's proficiency skills with the shuriken. 

It is, of course , more effective to hav~.: the throwing hand 
positioned on the weapon before it is drawn than to reach 
and fumble with the gripping manipulation before attempting 
to throw the shurikcn. 
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The Ninja must know how to quietly and gracefully climb stairs. 

Drawinx the Shuriken 55 

Whether it be for quick-draw or surprise purposes, a 
drawing technique should be a dependable and consistent 
one, since it is better to be a bit slower and reliable than 
quick and fumbling. If one is extremely quick and fumbles 
in the drawing attempt, the opponent who may be a bit 
slower and reliable may ultimately be the most effective of 
the two. This is most probably true because the slower 
thrower will usually strike the target first, and that first 
strike is the ultimate deciding factor when drawing and 
throwing the shuriken. 

The shuriken artist should experiment with various ways 
of drawing the weapon from different locations, pockets, or 
weapon pouches until reasonably confident and knowledge
able as to which styles suit specific needs. One should never 
attempt to use an untried method when drawing the shuri
ken, especially in critical situations. 



8. Trajectory Methods 

Traj~ctory is defined as "the path described by a body 
moving unrlcr the action of given forces." This chapter will 
deal with the sta r-shaped shuriken and the given forces and 
characteristics that affect its trajectory . 

The w~apon's trajectory is determined in large part by 
th~ manner in which it is thrown, though the shuriken's 
design will also have an effect on traj ectory . If the shurike n 
artist is aware of design variables and their effects, he will 
better understand th e diff~ren t capabilities of the various 
shuriken types. The following chart will h~lp to acquain t 
the shurike n art ist with the many variables that influence the 
shuriken's night and accuracy. By experimenting with these 
variables, he will discover many unique ways in which the 
weapon can be twisted. twirkd. flipped . curved, deflected 
from another object. and rolled as well as other unusual 
methods the shurikcn can be employed. 

Stance positions and gripping and trajectory m ethods will 
constantly be in te racting with each o th er, and the skilled 
shurik en practitioner should also realize that most traj ecto ry 
methods can b~ used from a variety of stances and throwi ng 
positio ns. 
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Overhand Trajectory: Step One Step Three 

Step Two Step Four 
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Horizontal Side Arm Trajectory : Step One Step Three 

Step Two Step Four 
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Underhand Trajectory: Step One Step Three 

Step Two Step Four 
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Back Spin Horizontal Wrist Flip: Step One Step Three 

Step Two Step Four 
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Back Spin Vertical Wrist Flip: Step One Step Three 

Step Two 
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Diagonally Downward Trajectory Method: Step One 
Step Three 

Step Two 
Step Fo ur 
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Diago nall y Upward Trajectory Method: Step One Step Three 

Step Two Step Four 



SIIURIKEN CHARACTERISTICS THROWeR CIIARACTERISTICS 

Design 
Affetts pertetru
tion ability, h.• I 
Mrce, grip abil
ity, tr .. tiedurv 
path. 

Weight 
AffeLts run_<;f', 
penetrating abil
ity, amount of 

curve, power 
I o~s. 

Flight Method 
1\ltcct.~ wind re 
sbt.MlCe, curving 
.1hility, pcnetru 
titHl <~hility dc

flectit1!l ability. 

Curve 
Determined by 
dc~ign, wind re
~~~tance, amount 
of velocity. 

Power Loss 
Determined hy 
.,.:elocity, di~
tance nf travel, 
shuriken weight 
<1!ld rlesign. 

Range 
U~termirt~d by 
gripping method, 

amount ui vc
luz:ity, ~huriken 
wci.~:ht and de 
sign. 

Gripping 
Method 

Affect~ tt·Jjec
rory velocity, 
amount of curve 
<~nd range ot 
weapon truvel. 

T rajcctorv 
Method 

i\ttccts. velo~.:ity, 

runge. curve. Af
fected hy ~tancc 
posttiun, gr·ip 

ptng rnerhod, 
we.1pon design. 

Curve 
Determined by 
gripping method, 
amount uf ve· 
locity, shl!riken 
weight dlld dc
~ign, wind resi~
tance. 

Velocity 
LJctcrmineJ by 
gripping method, 

amount of wind
up, rdngf' of tM 
gcr, .1mount oi 
wind rcsi~tunct', 

~t,ulce p(J:,ition
ing. 

The above data indicates the relationship hetween the shuriken and 
the thrower's characteristics. which affect virtually every aspect of 
shuriken trajectory. 

9. Penetration 
Characteristics 

It is necessary to understand the penctratin~ characteris
tics nf the various shurikcn slyks so that the ilppropri<Hc one 
is selected tu do the best joh for n given situation. 

The texture or llh:' Lirgd ar~...·a! the \Vi,:ight of the shunktr., 
the length and sharpness nf ils blacks and points, and the dis
tance \Vithin which the weapon is mo~t effective are all 
factors a!'fcding pend1ation. Additional fnctors to consider 
are the grip and trajectory of the shuriken. 

WEIGHT 

The weight of the shuriken should be· such that it can 
maintain a "'true." trajectory lnot dropping while in flight) 
for at least thirty feet. The lighter the shurihn. the more 
likely it can attain a curve effect. 

Thickness also plays a role in determining th,: shurikcn's 

weight. so you should sclel't <.l thiL·kncss that cornplcments 
the design (for <H.'rodyn<nnic puqWSL'S) mtd provides for a 
finn and sturdy grip. 

M:-!11)' of the dic-c.;tamped "tny·' shuriken at\~ matk of 
very thin gauged Jlld:.tl. <.nHi as <! rc:sult the shurikl:ll Joes not 
possess sufficient weight to be propelled greater distances nr 
to penetrate sufficiently to slick u1nsistc-ntly lo the· target. 
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:VI~1st, shuriken, however, have a thrckness of at least threc
srxtc,'_nths :1fan rrwh, whrch provides the necessary weight to 
prOJcd lht shunkcn a rnmtmlmJ distance of thirty ft.~et. 

NUMBER OF POINTS 

. The style, diameter, or length of the shurikcn will ulti
mately detennme the number of points the weapon will have. 
Generally, tlw more points, the less likdy the shurikcn will 
achJev~: a~equate penetration to be used proficiently , 
wea ) . rr ~ ,ls 3 

· run. 1c more points there are, the less space exists 
around the shurikcn for extended blade surface As a t" .It tJ ' k. · . LSU 

1e stic mg surface on a tar!!et I·s lr.ttli'ted u•·, . , -. , . . - · , on rmpact. 
I he ~mount ol pcrwtration surface will vary' depending on 
the size of the shuriken. 

. If a shuriken is six inches in diameter as opposed to two 
rnches, the length of the six-inch blade would be longer evccn 
thol~gh hoth Sl~:es ha\'c the same number of degrees inter
sectrng at the connecting points between the blades. The 
longer pornts would give the larger weapon greater PL'Iletra
tlon capaiHhty. 

The sharpness of the points is critical as well. Theoreti-
cally vnu catl liav" ·r dee · t · · , • ~ . c ' pcr-pene ratmg shunkcn that . 
small, provided the weight and sharpness are of better qtnlit~ 
than those of a larger one. ' 

TEXTURE AND GRAIN 

. The texture and grain of the target area must be detcr-
mmed and thoroughly evaluated I'f tile . . . . . . maxunum p(.;netrat-
mg effect IS to be obtained. 

"Texture" refers to the hardness or density of an inani-
mate hrget· "r · '' 1· . ' . , gra~n re crs to the drrcction in which the 
~ro~·th n_ngs run in wood~n targets. In many cases where a 
~h~nk_l~~ ts tcmper:~d or case-hardened. textur(~ and grain are 
msigrutJcant, prov1ded that sufficient velocity is applied to 
the trajectory ot the sllllriken. 
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The shuriken artist should always strive to strike a 
wooden target so that the weapon penetrates paralle.l to the 
grain of the target surface. Maximum penetration is then 
ensured, provided that ample force is used for the texture of 
the target surface. If the target surface is tilted, the shuriken 
will strike with a glancing blow, and it may be necessary to 
use additional force or another style of shurikcn having fewer 
points. Exerting excessive force when throwing a shuriken 
can only hamper the ability to maintain a consistent throw
ing style. 

Regardless of the texture or density of the target area, 
it is important that a very sharp point and finely sharpened 
blade area arc maintained. 

VELOCITY 

Tht:re are four ways to w~ncratc pcnver or vcloc:iiJ' in the 
trajection of the shuriken, and with proper technique. they 
can gain maximum cffcctivenl~ss for the amount of energy 
expended. 

First, brute force can be used, winding up the body and 
suddenly releasing the weapon. In rnost cases, however, a 
consistently accurate delivery will not be achieved by this 
method. 

Second, arm force and wrist action can be employed to 

put tremendous momentum on the weapon. In this way, a 
consistently accurate delivery can be achieved . 

Third, hip and proper muscular sequential trajectory can 
be employed, thus combining brute force powtT and wrist 
and arm force in one clean, accc:lcrated maneuver. This 
method should he practiced for maximum perH.:tration ancl 

<lccuraL:)'. Bcc:ausc the hips an: slo\vl~r than the llppcr bud·y 
and arms, it is necessary to develop a smooth. (.:ircubr, forR 
ward hip motion. Coordinate the hips with the upper hndy 
<1nd ann so that they cnmpkmcnt each otht::r i11 order to 

increase· the accelerated velocity of the slwriken. 
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1-PUINT STYLES Penetrate moq t.u
.~~~ ~urf<1ces cxtt"cmely well. 

J-F'OINT STYLF.S Penetr.:ltl' well pro 
vidted the Wt'dpon i~ of 5Ufficien[ wt'igtJt 
tor it~ 'ii7e 

4-POINT STYLFS Penetr«te well pro 
vided the wrapon i~ of ~uffkient weight 
tor it'i 'ii7e. 

·1-POINT STYLES-Penctr.lte tnuder
«tely well it the We,tpurr is of sufficient 
weight fur· its sile and bl.lde~ <tre ''ery 
'h<~rp. 

5-POIN I STYLES Penetr<tte extremely 
well provided the points and bl.tde) J.rr 
~hMp ,lfld the weapon b uf sufticicnt 
weight tor irs ~ile 

!0 POINl STYLES Do not pcnetr<lte 
well bccau~e the point~ .He positioned 
too <.ln~e even when they arc of .Hie
tJUdtc weight. 

4-POINT STYLlS· Do not iJenrtratc 
well, hut c.m c<~use severe d.1mage by 
rutting. 

~-POINT STYLES Pent'tratc the le~st 

bec.tme the point'i .He po~itiu11ed v~.:ry 
clo'ie togeth('r «nd usually lack stJffi
cierlt weight. 

The penetration characteristics uf shuriken vary au.:urding to the num
ber or points in a partkul<:tr style. 

Your hody will develop a feel fur determining when ade
quate power lvdocily) is or is not being gcnCTaled_ The 
smoothness of the windup will fed like swinging a baseball 
bat and tlwn making a conncTlion with a ball that scores a 
home run. 
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You may not be able to generate this velocity using 
certain gripping methods due to body posture or a problem 
with flipping the shuriken. Do not be alarmed. Just use the 
stances and postures that best suit your need for maximum 
penetration. The release of the weapon should he early 
enough to ensure that hoJy momentum has not been dimin
ished hefore the shuriken is airborne. 

METHOD OF TRAJECTORY 

As previously mentioned, trajectory method is crucial 
to achieving maximum penetration with the shuriken_ The 
method of trajectory includes stance, body positioning, and 
gripping technique. You will be able to determine the proper 
method of trajectory by feel, comfort, balance, timing, 
release technique. sequential muscular augmentation, and dis

tance from the target. 

DISTANCE FROM TARGET 

The final determining factor for ensuring maximum pene
tration of the shurikcn is the distance from the target. 
Because velocity decreases with distance, it is necessary to 
generate enough power (velocity) on the weapon hefore it is 
released from the hand. After release. it will steadily lose 
velocity. You will want to ensure that a true trajectory is 
maintained between you and tlw target and that no drop 
occurs with the in-flight shuriken in order to improve the 
accuracy of your throw and to incn:asc the weapon's pene

tration_ 
If too gn.~at a range exists between you anJ the target so 

that rnaximu!ll controlled power cannot be achieved, it will 
becorm• necessary to rely on luck and haphazard methods 
and kdllliyucs_ Avoid these at all costs since they will have 
a negative effect on both your accuracy anJ tire confidence 
you have gained in your shuriken skills_ 



1 0. Sighting Methods 

Sighting methods are used in conjunction with traj ectory 
and release elemen ts of shnriken throwing. Depending on 
his individual preference . the shuriken artist can usc any one 
of a number of sighting methods when nsing the shuriken . 
All of these methods have one thing in common: a point 
where the line of sight between thrower and target and the 
travel path of the thrown shuriken intersect. Regardless of 
the point of release , there will always be a point along the 
travel path of the shuriken where it will intersed and con
verge with the line of sight. The exact position of this point 
will depend on the distan<.:e between thrower and target and 
the thrower's individual technique. 

Usually , increased consistency, accuracy , and control of 
tlight direction can be obtained if the interset:ting point is 
closer to the throwe r than to the target. Thi s is because there 
arc more reference points for the shuriken thrower to relate 
to at close range than at a distan<.:e. Many shuriken throwers 
find that two feet past the reach of the extended throwing 
hand is an excellent point for th e shuriken travel path and 
th e line o f sight to intersect. Again, it should be mentioned 
that this distance may vary from thrower to thrower, depend
ing upon individual style. 
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lilll' ur Sight 

·············· 
t_~--.-- .} 

Intersecting Point 

I rdjectury 

'·------~----···· Line ut Sight 
' . 
-~___, 

lnter~~cting Point 

I rajcctory 
Relc.ase Point 

Line of Sight 

Line of Sight 

By l~xpcrimenting! it will be possibk lor each thrower lo determine 
the r;roper dbti.trlCt' between himsdf and rfW tdrgct, thereby ('11surin.~ 
cons1stem.:y and accuracy. Two trajc·ctury methods an~ shown above~ 
underhand (top) J.nd overhand (bottom). 
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All throwing and sighting methods demonstrated in this 
chapter can be performed from any of the stances and body 
positions described in this book. The serious shuriken artist 
should become adept at utilizing each and every stance with 
all the various trajectory methods until total understanding 
of the sighting methods is achieved. It is essential that the 
thrower develop reference points between the extended arm, 
the release point of the weapon. aml the fixed body posture 
if consistency and accuracy are to be developed and main
tained. Haphazard throwing with little consideration for 
fixed reference points will lead only to lucky throwing and 
inconsistent trajectory of the shuriken. In shuriken fixed 
target competition, there will he very little room for luck. 

LINE OF SIGHT 

The line of si~ht plays an important role in establishing 
a consistent and al·curJk throwing method. Regardless of 
stance positioning or trajectory method. the throwing arm 
must have a clear and unobstructed path or travel and be able 
to interst.:ct the line of sight between the thrower and the 
intended target 

For maximurn consistent accuracy, the thrower must 
have fixed positions of referc,nce in relation to the line of 
sight in order to coordinate an organized and methodical 
release. 

INTERSECTING POINT 

The inter>ecting point is the point at which the shnriken 
convergt:s and travels in line with the thro-..ver"s line of sight 
to the target. As mentioned above. this point is generally 
about two feet past the thrower's extended arm. A point of 
intersection at ~l distance grt>ah~r than two feet may decrease 
the thrower's control because he will have fewer fixed refer
ence points from legs to trunk, trunk to body, body to shoul
der, shoulder to arm, arm to hand. and hand to weapon to 
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incorporate into the shuriken's trajectory. It tends to make 
the thrower feel he has no control of the direction of travel 
of the shurikcn, and makes him less likely to be consistent 
in his throwing method. 

RELEASE POINT 

The time when a thrower releases the shuriken rnay vary 
considerably depending upon his ex peeled results. 1 f the 
release point is delayed too long beyond the intersecting 
point. there will be a loss of velocity in the throw. It will 
then he difficult to control the direction of the shuriken. If 
the release point is too early into the trajectory of the 
weapon, however, insufficient power will be generated for 
longer range targets. By experimenting, it will be possible to 
discover the proper timing so that the shuriken will intersect 
the line of sight at about two feet from the extended throw
ing hand. The release point will vary with the shurikcn's 
configuration and the type of propulsion and spin put on the 
weapon. The fixed body reference points will he of great help 
in assisting the thrown to determine the proper time to 
release the shuriken. 

I 
! 

11. Accuracy 

Accuracy with the shuriken is difficult to achieve because 
of the various skills required of the practitioner. One method 
will seem orthodox to one individual and unorthodox to 
another. Personal preference for the type of shuriken, feel, 
balance. weight, distance. gripping technique. t.rajectory 
method, stance positioning, ability to concentrate. innak feel 
for release of the weapon, size and distance of target, Judg
ment of weapon velocity, wind-resistance factors, target tex
ture, proper power/distance ratio, eye-hand coordmatwn, 
sufficient weight/range ratio, individual styk preferences, 
ability to perform under pressure, and other unforeseen 
qualities unique to each shuriken artist play an 1mportant 
role in determining the accuracy of the thrower. 

It is not the purpose of this chapter to dictate the proper 
method for achieving accuracy for each shuriken artist, but 
rather to present the subject so that the thrower can make 
the choices proper tu his particular styk. 

Each shuriken artist should strive for consistency regard
less uf his throwing Jppn;.ach. If (onsistency can be achieved. 
accuracy will inevitably be the reward of the thrown's dedi
cated efforts. Lach individual will take a different route and 
develop a unique way of performing each of these skills. In 
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POSITIVE 

• 
POSITIVE 

EMOTIONAL PHYSICAL 
FACTORS FACTORS 

CALMNESS J l PROPER POWER 

CONFIDENCE J l FAM ILIARITY WITH WEAPON 

CONCENTRATION J l GOOD EYE/ H AND COORD INATION 

CONS ISTENCY J \. CONS ISTENCY IN TECHNIQUE 

OBJECTIVE J l PROPER METHODOLOGY 

PATIENCE J l GOOD POSTURE 

DELIBERATENESS J l PROPER GRIPPING METHOD 

RESERVE J l PROP ER BODY POSITIONING 

PERSEVERANCE J l PROPER POWER TO DISTANCE RATIO 

TEMPERANCE J l PRACTICE 

PERS ISTENCE J l PROPER RELEASE TIME JUDGMENT 

MODERATION Jl PROPER WEAPON 

EXPERIENCE Jl KNOWLEDGE OF WEAPON CAPABILITIES 

If any of the above qualities are omitted from the prac titioner 's regi
men, it will be very difficult to develop consistency and accuracy with 
the shuriken. 

Truly prepared, the Ninja has a shuriken in each hand. 

all probability, no two shuriken artists will perceive an y o f 
th~m in exactl y the sa me way . 

ACHIEVING ACCURACY 

Achieving nn d maintaining accuracy when using the shuri
ke n requires a tremend o us amount of time and pati ence. O ne 
must set a goal and not be diverted from that goal u ntil it 
has been reached . One's standards must be high . but one 
must never be discouraged by sho rtcomings, realizing that 
they are only temporary and that progress will be made if 
effort toward the goal is continuous. 

HUMAN FACTORS 

The " human factors" are a combinatio n o f both physical 
a nd e mo tio nal human qualities. When negative in natu re, 
they can have a devastati ng effect on one's ability to develop 
accurate shuriken-th row ing techniques. If the shuriken artist 
is aware o f their existence, he will be bet ter able to deal with 
their e ffects o n his t hrowing accuracy. 

Man y nega tive ~,;motio na l factors can be eliminated by 
applying a perso nal mt:thod of positi ve thinking, while o thers 
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can be eliminated by deve.luping a meditation method that 
suits the individual. 

';egativc physical factors, on the other hand, can be 
eliminated for the most part by learning the proper grip
ping, stance, and trajectory methods presented in this book, 
and understanding the reasoning behind them. There is no 
substitute for practice, and this is one of the most important 
physical factors determining the ability to achieve accuracy. 

i\'f:G ... tT!Vt· l-."MOr!OA'Af. 

FACTORS 

Tension 
Fear 
Anxiety 
Nervousness 
Lack of confidence 
Lack of concentration 
Shyness 
Inferiority complex 
Moodiness 
Excitement 
Inconsistency 
Temper 

EMOTIONAL FACTORS 

NF<.A TJV!o Pl!YSICA I. 

FACJ'OHS 

Excessive. power 
Lack of familiarity with 

weapon 
Poor eye/hand coordination 
Inconsistency in technique 
Pour methodology 
Pour posture 
Improper gripping method 
Improper body positioning 
Lack of power/ distance 
Lack of practice 
Improper release lime 

judgment 
Improper weapon for job 

Consider the negative effects of the following emotional 
factors. 

Tension. Tension will affect every aspect of the thrower's 
technique, both mentally and physically, regardless of his 
prior experience and expertise. Physical exercise before com
petition helps alleviate tension. 

Fear. Fear often causes the shuriken artist to bcconll..: 
inconsistent in his throwing ability, Most shuriken throwers 

T 
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perform very poorly until they are comfortable with the 
environment and situation. 

Anxiety. This negative ernotional quality usually begins 
acting upon the thrower prior to serious competitive encoun
ters, Relaxation and meditation help to relieve anxiety, 

Nervousness. 'i ervousness affects most of the physical 
aspects of the thrower's arL Relaxation, meditation, and a 
positive attitude help eliminate this emotional quality. 

Lack of Confidence. The thrower who lacks confidence 
generally lacks training or practice in throwing. Additional 
practice generally helps eliminate this emotion. 

Lack of Concentration. Poor concentration negatively 
affects throwing consistency and, as a result, throwing accu
racy, One should develop a good method of employing the 
tunnel-vision conccpL 

Shyness, Shyness in itself docs not usually affect physical 
performance, but it can contribute to an inferiority complex 
which is detrimental to the thrower's physical prowess. A 
shy person should strive to develop strong concentration 
methods, 

Inferiority Complex. An inferiority complex is very com
mon with shurikcn artists with little competitive experience, 
Experience and a good undn;.tanding of basic elements of 
the physical aspects of the throwing art help to correct this 
problem. A positive attitude will also help develop sound 
throwing practices. 

Moodiness, Changeable emotions generally make the 
throwing artist inconsistent in both practice sessions and 
competitive situations, negatively affecting his ;Hxuracy. 
Strong and disciplined training schedules help eliminate this 
negative emotional quality. 

Excitement. Exl'itt·ment can be vither pu~itivc or IH.~ga

tivco. depending on when it affects the slturikcn thrower. 
During J competitive encounter it mu~.: cause oven.:.onfidence, 
possibly upsdting consistency. Before n competitive (.;.vent 
it can c.h_:t.:rcasc the thrower's ability to concentrate Juring 
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the competition. One should strive to develop concentration, 
using a strong tunnel-vision method. 

Inconsistency. Inconsistency contributes to emotional 
and physical prohlcms when throwing the shurikcn. Positive 
thinking. confident attitude, strong concentration and objec
tivity are necessary to overcome inconsistency. Continuous 
practice and a regular training ~chedule are also of great 
benefit. 

Temper. ;\ calm and confident attitude will help elimi
nate this negative emotional quality. Temper can affect other 
emotional qualities as well as physical emotional qualities. 
The com hi ned effects will influence consistency, and ulti
mately throwing accuracy. Remain calm at all times and do 
not linger on past competitive performances. 

PHYSICAL FACTORS 

The following physical factors can adversely affect a 
shurikcn-throwing technique. 

Excessive Power. Excessive power in a throwing method 
works against a shuriken thrower's consistency and accuracy. 
One should strive to use appropriate power for the distance 
over which the shuriken is to he thrown. This is a~cumplished 
through experience and familiarity with the shuriken and 
trajectory method. 

Lack of Familiarity with Weapon. This negative physical 
factor results from insufficient training and a resultant lack 
of capability and understanding of all aspects of shuriken 
throwing. This problem can be eliminated with practice and 
experimentation with the trajectory possibilities of the 
weapon. 

Poor Eye/Hand Coordination. If the shurikcn thrower is 
in good physical health and there is no medical reason for 
poor eye/hand coordination. a lack of good gripping, posi· 
tioning, or trajectory skills can he its cause. These three ele
ments are interrelated, and it is essential that the thrower 
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understand their propL:r sequential relationship; otherwise. 
inconsistency and inaccuracy will result. 

Inconsistency in Technique. This negative physical qual
ity is often responsible for inaccurate trajectory. In competi
tive situations, one should never attempt to experiment with 
throwing style. This probkm can he overcome by thoroughly 
understanding and practicing methods of throwing that have 

in the past been successful. 
Poor Methodology. Poor methodology is defined as hap

hazard gripping, stance positioning, and trajectory. inconsis
tency, erratic performance. and insufficient skills generally 
result from this lack of concern for proper method or getting 
the shurikcn from point A to point B. 

Poor Posture. Poor posture will affect every physical 
aspect of shnriken throwing. ;\ good understanding or bal
ance, center of gravity, anu upright body positioning is neces
s:Hy if consisknt aim and traj~.~ctory art to be achieved. Poor 
posture can be ~..~lirninaled Uy pra~.:.ticing corr~..~d posture in 

front of a mirror. 
Improper Gripping Method. Altlwngh there arc many 

waJ:s to grip the shurikl:n~ the throv,;~,.'f must be familiar with 
them all in order to determine which suits his particular nccrl 
for a specific purpose. If improper gripping methods arc 
utilized, inconsistency in releasing the shuriken from the 
hand will result, thus marring overall performance. 

Improper Body Positioning. There are many stances and 
positions that can be assumed when preparing to throw the 
shuriken, and it would he impossible to dictate the proper 

position to suit the needs of each individual. 
A thrower's posture determines the amount or power or 

velocity of tilt.: weapon as wt.ll as the sighting to the lar~d. It 
~l}SO COntrOlS the fCfCrCnl't' points for the rdCaSt' or th~~ 

we:.Jpun. 
These criteria lltust he met, rl'g<1rdless of th~~ stance used. 

if total and consisknt accunt~.:y is to be achievtd. 
Lack of Power/Distance. H a shuriken thrower lacks the 
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power to correctly hit the target, he will never become accu
rate with his trajectory. If the power of the trajectory feels 
comfortable. it may be necessary to select a lighter shuriken 
of the same shape and design. If this is not the case, it may be 
necessary to increase the velocity behind the weapon and 
adjust to a more powerful throwing technique. 

If these remedies do not scrvcc thee purpose. the stanc,, and 
positioning from the target rnay need to be modified so that 
more body and mass can be implemented in to the trajectory 
method. 

Lack of Practice. One must be dedicated to regular prac
tice habits, striving to set goals for expected achievement in 
every session and then continuing each session until thccse 
goals have been reached. If this form of practice is imple
mented, the practice sessions will be not only productive, 
but fun as welL Lack of practice will negatively affect accu
racy and consistency. 

Improper Release Time Judgment. If trajectory and 
methodology are correct and inconsistency is still occurring, 
the problem may be the time at which the shurikcn is 
released from the hand. Only by experimentation and dose 
observation can the thrower learn the proper time to release 
the shuriken. 

If no consideration is given to this important aspect of 
shuriken throwing, one will be inconsistent and inaccurate in 
his throwing style. 

Improper Weapon for Job. If you have studied the 
weapon characteristics and styles thus far presented, you will 
have a good understanding of which type of shurikcn is best 
for a particular target. Since every thrower will have his own 
definitive style for throwing the shuriken, he will place a 
great deal of importance on the weapon once he has ~ained 
a degrct..: of accurac:y and consistenc)/. He may be willing to 
upgrade the quality and style of his weapon to achieve 
a more critically balanced or weighted weapon. If his ulti
mate goal is accuracy, every asp~.-:ct of thro\ving, including thl· 
quality of the shurikcn. will help him reach his goaL 

T 

12. Concentration 

Concentration, the ability to center one's energy and not 
be distracted by outside interferenc.L: while performing a 
specific task, is perhaps OIW of the least Hnderstood ingre

dients requirecl by the shurikcn :Htist. 
Tension, rear, anxiely' lack of conridt'lHX, excitement, 

the unknown, pressur(: these an~ hnt a few of the distrac
tions that affect the thrower. whether in competition or in 
combat situations. One must develop a method of eliminating 

such distra\.~.tions. 
One's de>irc and enthusiasm must be greater than one's 

interest in outside activities before one can h~..~gin to dev~..~lop 
concentration. ·rhis desire must be intense enough that 
mental determination will block out distractions that would 
affect the performance or the slwriken thrower. 

TUNN[L-VISION APPROACH 

There are sn·cral \Vays to l~liminak distractions ;_md 
deVl~lop a ~..·onl'entration that .... ~an b~...~ rc(alkd whi..'ll the situa 
tion Lkrnands it. Onl: of the most effective \Va):s I have dis
covered i~ the tunnel-vision approach in combination with a 

strong: de sin.~ to achieve ~upcrlative results. 
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Tht.: tunnel-vision approach is used primarily to center 
yotLr vision and milk(: you a\varc of your desired objective 
and tlw rdatiorL'.hip hctwcc:n yourself and y·nur targ1..:t. The. 
strong mental desire is achieved by reenacting. or sel..':ing yuur
st'lf perform the throw he!'ore you actually throw the shuri
kcn. 

Admith:clly·. to do so rcquir"L:S a vivid imagin<1tion at first, 
until you become familiar with this fantasy approach to 
drawin~ full mental power to the desired objective. When 
applied in conjunction with the tunnel-vision method of cen
tering the visual energy, real concentrated energy can be 
applied to your shurikcn-throwing skills-with almost imme
diate positive results. 

To achieve maximum results from this nwthod of devel
oping concentration, it is m"Ccssary that you become thor
oughly familiar with the weapon anJ acquire a consistent 
throwing method so that the trajectory is physically com
forbble, and you am! the shuriken seem as one. Accuracy is 
not necessary at first, provirkd that the method of delivery is 
consistent. 

Using this concentration method, it will be possible to 
change consistent inaccuracy into consistent accuracy. Your 
ability to concentrate, however, must he so strong that noise, 
talk, or other distractions do not take you away from your 
thoughts_ At first this will be difficult; you may become so 
involved with the concentration process that you find your
self thinking about the process and lose your intended objec
tive. Do not, however, be discouraged_ Keep practicing until 
you have mastered this method of dcvdoping a strong wn
ccntration, and mastery of the shuriken will eventually be 
achieved. 

Coi/Celil rat io11 Y3 

To develop full concentration 1 all di~itractions must be rliminated, and 
mental anti physical energy must be centered into a focused target. 
This method of developing concentration rcquir~..~s practice until you arc 
capablt• or sel~ing only the desired t,uget and you can <tutomatically 
focus your energies and attention to gain the desired results. 



13. Spike Shuriken 
Trajectory 

Spike shuriken have only one or two points . and there 
are essentially two styles of throwing them: the direct 
method and the flip meth od. For dose-range targets , the 
direct method seems to be most effective for the majority 
of shuriken practitioners , while the nip method works 
better at greater distances. It is a matter of personal taste as 
to which method will be suitable for intermediate ranges, but 
practice is in any case necessary to give the thrower the 
needed information to determine which method works 
more effectively for him. 

The direction the pointed end of the weapon is facing 
before the throw is attempted must be considered. l f it is a 
double-ended spike shuriken , this will make very little dif
ference. However, the thrower must be skilled at both trajec
tory methods if the proper choice is to be made for a par
ticular distance. 

All throwing positions and stance forms can be applied to 
both the direct or flip methods of shuriken throwing . and the 
serious praditioner will make eve ry attempt to master and 
discover the many possibilities that can be derived from each. 

lt should be mentioned that body alignment and timing 
arc two other important aspects o f these traj ectory methods. 
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These popular spiked shurih~n styles vary in weight (two to fifteen 
ounces), length (five to eight inches), and width (three-eighths to one
and-a-half inches). 

To ensure maximum consist::nqr .1nd .1i.Xllr3CJ.,., knowledge of 
body alignment and timing should be developed and prac:
ticcd continually until favorable results are obtained. 

T 
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DIRECT METHOD 
When the thrower is in .~lign mcnt 
with the tMget, the ~huriken tr,tvels 
,1 tong .t :;tr.~ight anti direct p~th to it~ 
t.:~rget. 

' (9) -STANCL POSITION 

FLIP METHOD 
rhe :;hurikcn flips three hundred 
~ixty degrees before it strike~ the 
tMget in this method, which i~ a bit 
mure difficult to nuster. 

ii 
I 

' 

r 
0 -STANU POSITION 
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--~-........ I ..... rnrroper TrdjL'Ctory 
The ~huriken hir~ th~ 

'bullseye,' but the tr.ljec
tory <~ngk i~ in~uffident 

to ilchieve m,nirnum pene
tration fur the amount ut 

-<'-------------· effort expended, due tu ex 
~ --- Cl'Ssivc spin or di~t.ltlce 

mi~judgrnent. 

Proper Trajectory 
With proper ,pir1 and rt·r1p
er di~t.lru·e. tiH' ,hurikct' 

'ihOuld rendriltl' det'!ply 
dnd solidly. 

Improper Trajectory 
, .... llllij;:--------------- Due ro improper or excc~

stve ~pin ,nH.J mi~judf:nlent 

CJf distance, the shurikctl 
lach rhe dbility tCJ pr::rH.'
lrdtl' deeply_ "f!H.' ~hurikf'n 

tl1en often hCJllrHt·~ out ot 

the tuget lullowing irn

P<~ ct. ----
Effects ul proper drld rmproper trajcctor\: fur the Sf>l'k·~ 
illustrated ahov'L~. 7 

.... ~huriken arl~ 

Spikr Slwrikcn Trajecwn-· 

___ ........._ 

The butt end of the single-point spikl~ shurikcn should be placL~d 
snugly and securdy in the n~nter of the palrn. The l"in~r.rs should wrap 
inward, while the thumh is placed firmly on the flat si<.k of the shuri· 

ken blade. 



14. Fighting Tactics 

In any form of tactical warfare, it is necessary to know 
your adversary and his capabilities, and shuriken fighting is 
certainly no exception. 

The methods covered in this chapter should be thor
oughly understood so that they can be employed instinc
tively and spontaneously in the event their implementation 
becomes necessary . In many cases, the ability to react 
quickly and ex pertly will he the factor that det ermines the 
outcome in an armed or unarmed combat situation. 

RANGE (DISTANCE) 

In armed confrontations, it is usually the one with supe
rior capabilities at greater range who has the distinct advan
tage. This simply means that the one with the weapon that 
has a greater shooting, firing, or throwing range can outdis
tance an opponent with a weapon with a shorter range capa
bility. Since the shuriken can be used at close or short range 
and its range and velocity are determined by the thrower's 
physical ability , its effectiveness would be limited when 
used against firearms. 

In ex tremcly close-range encounters, many empty-hand 
methods of martial arts can be applied in combination with 
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the shuriken techniques. If, however, one is at a greater dis
tance and these additional skills cannot he cmploycxl. it will 
become necessary to utilize other tactics. It is always neces
sary to determine the effective range of your fighting L·apa
bilily and then determine the effective range ami type of 
weapon your opponent has before other methods and tactics 
arc applied. It should he kept in mind, lwwever, that if 
obstacle~. barriers! and structures (such as houses and cars) 
an.~ between you and an adversary with a superior range 
weapon, the effectiveness of his weapon is diminished consid
erably. 

AN ARMEll OPPONENT 

An armed opponent, especially one who has made his 
intentions known, can be the most deadly of all. If you arc 
only armed with the shuriken, it is highly advisable to put as 
rnuch distance as possible between you and your ndversary in 
the shortest possible time. 

Since your adversary may be armed with a pistol or other 
type of firearm, it is also advisable to keep as many harriers 
or obstacles between you and him as possible. fly using 
stealth techniques, it is feasible to weave or maneuver in an 
erratic or unpredictable path while performing these evasive 
tactics. If an armed adversary is encountered during the 
darker hours, it is possible to be a bit more creative and 
unpredictable in your methods of defense. 

If the range is extremely close and you can use empty
hand defensive measures. it is not recommended to make an 
unsure or false move that may give your intentions away. 
Remain calm, use diversionary tactics or verbal distraction 
methods, and, if the risk is not too great, try to confiscate 
your opponent's weapon. It should be remembered that at 
extremely close range, many shurikcn can be used like 
knives, but the shuriken must be concealed until it is put into 
play. In close-range encounters when the element of surprise 
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is on your side, only the vital areas of your opponent's 
anatomy should be considered. Use the shuriken as you 
would a knife, hut never throw it at the opponent. 

Since many of the sburiken serve as nuisance weapons 
due to their limited penetration capabilities, it is also advis
able: to have more than one available. !\ever attempt to use 
yrour last weapon against an armed oppont.:~nt, because in 
throwing the shuriken you become disarmed and your oppo
nent rnav end up with your \vcapon in addition to his own. 
Throws ~hould onlv be attempted when you possess numer

ous shuriken. 
In most cases. regardless of the range, the gun-bearing 

opponent has the advantage of firepower, range. tHlH11lmition, 
velocity, and "kill-power." All mdhmh of ut!lll.lng the 
shuriken should be as secretive and inconsp!CllOUs as possible. 

AN EMPTY-HAND OPPONENT 

Many or tile tactics detailed in this oc·ction apply more 
appropriately to the opponent armed with a comparable 
weapon or to the unarmed opponent who is physically larger 
or more aggressive than yourself. Ir one has black belt expe
rience in any of the Oriental martial arts, empty-hand tactiCS 
will certainly work well in conjunction with the ones pn:

sentcd in this section. 
If one lacks martial arts tactical skills, this book will be 

of some value in understanding the concepts and methods 
necessary to achieve the confidence to deal expertly and 
proficiently with the unarmed opponent. 

DISTRACTION 

The art of distraction is common in both empty-hand and 
armed fighting techniques. Distraction methods include 
verbal. visual, or suggested forms or maneuvt~rs that are 
cmploy~..:d to give J:ou the advantage over an opponcn!. 
The purpose of these methods is to break your opponents 
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concentration long enough for you to take advantage of his 
inattentive state. In many cases this distraction time may be 
wry short, and you must be willing to react spontaneously 
when this lax time exists. 

:"Jumcrous distraction techniques can be employed in 
fighting. With a bit of imagination. it is possible to create a 
method of distraction sHitablc for virtually every situation 
that may arise in armed or unarmed comh8t situations. 

!'his fighting tal'lic will work very well with other forms 
presented in this c·hapter. 

ELEMENT OF SURPRISE 

The shuriken artist should realize that there arc numerous 
surprise tactics that can be practiced to better one's position 
against an armed or unanned adversary_ The element of sur
prise should always be at the forefront of the tactician's 
mind and should always be one of tlw first tactics used. 

Especially in warfare. the edge gained from this method is 
all that is necessary to ensure victory, provided the surprise 
maneuvers are precisely and expertly executed and imme
diate follow-up is performed. One should think quickly and 
be cunning when devising methods of surprise and never fail 
to take advantage of any opportunity which arises. 

THE KIA! 
The Kiai, the sudden explosive yell heard when an offen

sive or defensive technique is executed by a karate or Kung 
Fu practitioner, is very useful to the armed or unarmed com
bat strategist. 

The purposes of this yell arc (I) to surprise an opponent, 
causing him to become confused or disoriented long enough 
for the tactician to take advantage of the situation: (2) to 
generate more body pO\VtT in unarmed confrontations while 
also using proper breathing and muscle coordination: and (3) 
to prepare the body by forcing the air out and lensing the 
muscles, so that if one is struck, the body is prepared to take 
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the shock of the blow, thus sustaining less injury than would 

otherwise occur. 
This fighting tactic is primarily used at very close range 

in order for the strategist to achieve maximum follow-up 
results_ The Kiai works extremely well with other close-range 
fighting tactics_ 

VERBAL INTIMIDATION 

Verbal intimidation i~ considered a form of distraction. 
but it can he a specific art itself when used in either armed or 
unarmed confrontations. 

The intimidation can be eith~r positive or negative, and 
the tone in which it is communicated also serves a useful 
purpose for the strategist. 

Body gestures, when incorporated into the verbal intimi
dation method. will enhance the technique. Intimidation 
n1ust be ~..:unvincing if it is to he used to force an opponent to 
react in a manner that he had not originally anticipated. 

The purpose of this fighting tactic is to make your oppo
nent n:act in Jn irrational manner by working on his weak
ness to suggestion or hy arousing anger. 

Since there are so many verbal intimidations that can be 
applied to a situation. each individual will certainly find ones 
to suit his particular fighting style. The important thing to 
remember is that the method must be convincing, and the 
desired results must be obtained if they are to be etlective 
in corn bat situations. 

This method works well in conjnnction with other fight
ing tactics presented in this chapter. 

OBJECTS 

The use of objects has always been a favorite fighting 
tactic that has earned the reputation of being one of the dir
tiest fighting methods, regardless of whether it is in armed or 
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unarmed confrontations. (The use of objects refers here to 
objects other than the human body used in unarmed combat, 
ami objects other than the weapon used in armed combat.) 

It will not he the purpose here to list every usable object, 
but to give examples of techniques in which objects may be 
used. 

In unanned L'onfrontations, any· object can be picked up 
and used dir,·ctly or thrown at the adversary. When the 
object is pt.Tm31ll:ntly fi\(·d, the opponent can he maneu
vereu so that the object is directly behind him. Then, as a 
forceful empty-hand :1ssault is implemented, the opponent 
will back into or over the object, losing his balance, lwcoming 
confused, ancl possibly tripping. This will give you the· advan
tage if you quickly follow up. Delay will a11ow your oppo
nent to regain his balance and composure, and quite possibly 
make him a wan~ of your motives. 

This fighting tactic works extrc·mcly well with other 
methods presentee! in this chapter. 

HIT AND RUN 

Regardless of whether one's tactical ploys are offensive 
or defensive, hit-and-run fighting tactics offer the shurikcn 
artist two distinct advantages over remaining in one position 
lK:forc, during, or after the maneuver's execution. 

First, hit-and-run tactics reduce the chances of presenting 
an opponent with a sitting target. If one remains stationary 
too long, an opponent will have ample time to establish and 
initiate his attack or counterattack, thus incn•asing his 
chances of using effective ploys. 

Second, moving before, during, or after an assault or 
defensive ploy wi11 create confusion ami apprehension in 
your opponent. This enables you to be tota1ly unpredic"table 
in the eyes of your opponent in the event the confrontation 
is sustained for any period of time. 

The hit-and-run tactic works equally well against armed 
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and unarmed opponents and should be usee! with other tac
tics described herein. 

FAKES 

There are many types of fakes that can be used quite 
effectively against the armeu or unarmed opponent. Many 
martial-arts-oriented practitioners confuse the "'true" fake 
with other tadics that arc described in this chapter. 1 define 
the fake as a technique of feinting executed so skillfully that 
the opponent actuaUy thinks hco scces an action which was 
m:vcr really executed. If the opponent, seeing the tactician's 
body begin a movement, assumes a particular technique will 
be executed and reacts accordingly though the movement or 
technique never reaJly develops, then this is considered the 
true fake. 

This method will work very effectively in dose-range 
encounters and mouerately wdl at short ranges when using 
the shnriken, provided the shurikcn thrower has developed a 
good sense for faking throwing maneuvers and can get the 
recipient to tlinch or react in a manner that will draw his 
defenses away from the real targt:t. 

This fighting lactic wi11 work ex trcmely well 111 conjunc
tion with other close-range fighting tactics. 

HALF-COMMITMENTS 

Half-commitments are often con fusee! with the true fakes 
covered in this chapter. It should be realized from the outset 
that the half-commitment involves the actual execution of 
thco inll:ndcd techniquco or maneuver against the opponent. 
If the half-commitment is successfuL he will react in the same 
manner as if a fake were used. The main Jifferenc~:..: between 
the fake and half-commitment is that the latter is din:ctcd 
toward the opponent, then retracted bc·forc' or at lhe half
way point to its destination. 
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Because the pmposc of the half-commitment is exactly 
the same as that of the fake, to make tl1c opponent !linch or 
react in a sp~cific way. this will serve as an alternative 
method in an extended confrontation. This method works 
most cffcctivdy when one is dealing with an unarmed oppo
nent or an anned opponent at extremely close mnge. 

The half-commitment sc.rvLJs as an alternative fiuhtine 
~ -

tactic and \Vorks well in conjunction with rn:1ny of the close-
rang,, tactics explored herein. 

FULL-COMMITMENTS 

!\o difference exists between a full-commitment and the 
actual execution of a method or technique when it is applied 
in an armed or unarmed confronation. It is emphasized here 
because it is used on occasion as a method of faking or mis
leading the opponent. In this case, the actual movement or 
technique is executed to the full extent of its range and, after 
impact or ncar-irnpact is achieved. the striking we.apon or 
hand or foot is returned to its original position. 

As with the fake and the half-commitment, the primary 
effect to be achieved with this tactic is a !linch response or 
emotion from your opponent. The retraction of the tech
nique is the ultimate quality of this fighting tactic. 

This method applies more to unarmed combat than to 
armed conflict strategy unless the weapon can be returned to 
the tactician's hand. Even in such cases, this method is rather 
rare. The full-commitrnen t will work extremely we II as an 
alternative to fakes and half-commitments in addition to 
actual execution of a tactical ploy or technique. 

This method works well with other empty-hand strate
gies included in this chapter. 

DRAWING 

This fighting tactic works well against both unarmed and 
armed adversaries. Since there arc many methods, some 
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unique and less obvious, some obvious and more common! it 
should he the intention of the serious shuriken artist to pur
sue the many avenues to discover the specific method to suit 

a particular need. 
Drawing is essentially a method of forcing an opponent 

to come closer to you. This can be achieved in many ways. 
As an example, if you are engaged in an unarmed confronta
tion with a larger opponent whose range for kicking and 
punching is larger than yours, you can create openings in 
your defense to force him to initiate an attack. He is thus 
brought closer to you for the po%ibility of counterattacking. 

It is important to realiLC that you need to remain alert 
when using this tactic so that your recovery is well planned 
and your opponent cannot overrun your position. In armed, 
close~ and mid-range positioning, it is necessary to create 

fnough of un opening to force your opponent to expend 
his weapon or ammunition without putting yourself in grave 
danger. If you are outdistanced in a.n ann~d cont1ict, this 
method can be used to draw your opponent into your 

w(:apon range. 
This tactic will work with the other fighting tactics I 

have presented in this chapter. 

DECEPTIVE CLOSING 

The deceptive closing fighting tactic is another strategy 
that will work very well against armed and unarmed adver
saries when the distance of several inches makes the differ

ence between success or failure. 
The success of this tactic is based on the opponent's reac

tion to an optical illusion; the leading hand or closest part of 
vour anatornv remains the same distance from him, giving 
; false imprc~sion of distanct:. l n the mean time, the remain
Lief of your body moves in closer to his position. 

To. explain i,riei1y, when one is within a close and critical 
range to tlw opponent, the opponent will remain relatively 
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calm provided his safe range has not been entered. By discov
ering your opponent's safe range by crowding his position, 
you will certainly get a response from him. If you remain 
out of that range, the opponent tends to think he controls 
the distance and can select techniques of attack or defense of 
his own choosing. 

As you begin an overt movement with the lead part of 
your body (eithn up and down. in and out. or side to side), 
the feet graduall~,: muv~.~ fonvan.l Lltt' Ji~tance nt~ccssary· to 
make good your assault. The: hands or lead portion of your 
body arc simultaneously retracted the same distance that the 
feel have moved forward. Optically, your opponent will per
ceive he has maintained his safe range while in actuality you 
have closed the necessary distan cc lo make your assault 

effective. 

BREAK RHYTHM 

The break-rhythm fighting tactic can he used at close 
range in unarrncd confrontatjons and, in some cases, in dose
range situations where the opponent wields a knife or other 
handheld weapon ( exdudi ng a firearm). 

Most fighters have a style of movement that suits their 
body build or a preference for a particular type of empty
hand martial art with which they have had prior experience. 
The break-rhythm fighting tactic is designed to upset an 
opponent's sty lc of movement, balance, and strategy. 

This tactic is described as a maneuver in which you 
change the pace of your offense or defense in hopes of con
fusing your opponent as to your true intentions. It may be 
that you initiate an attack and, as your opponent reacts in 
a defensive manner, you stop y:our attack long enough for 
him to cease his response: you then violently continue your 
initial attack. This tactic is very confusing to the uninitiated 
adversary, and il can bt" used continually during an extended 

confrontation. 
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Break-rhythm fighting works exceptionally well with 
other fighting tactics presented in this chapter. 

ERRATIC MOVEMENT 

This fighting tactic can be employed against unarmed ur 
armed adversaries at dose· or mid·rangc distance~. The pur
pose of this maneuver is to confuse your oppOiwnt and force 
him to rnisj udge his target. 

ln armed combat situations, the effectiveness of erratic 
movement is not 100 percent guaranteed because the.re are 
several uncontrollable factors. If you are moving toward 
or away from an armed opponent, his weapon expertise~ aim, 
and other factors will determine your ability to evade his pro
jectile. Regardless of yonr opponent's rang~ and expertise. 
your t~rratic mO\Tntcnt should be erratic even to yourself. 
l'his increases your cham.:.es for success and dccn·<1s~s th(: 
ch:.w.ces of J'our subconsciously setting up a predictable pat
tern of rnovcrncnt. 

It may be necessary to crawL drop, spin. or move from 
side to sidt:\ dia,! .. ':tJn~illy or horitont:'llly .. The: nlOJT L'l'r<ltic 

and unpredictable your rnovewt·nt, the better your vh<lnCl'S 

arc of avoiding being stuck by a projectile. 
Erratic movement will work well with other ,·lose- and 

rnid-range armed or unarmed fighting tactics found in this 
chapter. 

TIRED SYNDROME 

The tired-syndrome tactic is best employed against un
armed. close-range adversaries. Ho\vever.. it can be used rather 
effectively· ag3inst the armed opponent.. provided the range 
and situ:.Jtiou arc apprCJJHiatc for its usc .. 

In unarmed confrontations, this tactic is used to make 
your opponent think ~/Oll <HL: l:ornpktcly· e-xhausted, out of 
breath. weak, or bcking cnrlur<lnCl~. ln many cases. this will 
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cause your opponent to move in for the kill to take advan
tage of your diminished physical state. As your opponc:nt 
moves in with an overconfident attitude, you spring into 
action with an accurate and precisely delivered technique. 

The unarmed tactician can usually apply this method if 
the confrontation has been going on for an extended period 
of time. One should realize the importance of not overusing 
this method against the same opponent. 

This method will work well in conjunction with other 
forms of close-rangej unarmed tactics. 

INJURIUS FAKUS 

/njurius jilkus is a term I coined to describe the following 
fighting tactic. Essentially. it involves faking an injury with 
the intent to forl:e the armed or tmarml:d adversary to move 
in for the kill. This method works more effectively in close
rang~;:, unarmed encounters ])l~causc thert- is less risk involved 
than in armed encounters. 

Most adversaries, out of snrvival instinct, will fcc:! 
the mgc to dose in and finish off the encounter when they 
see a weakened opponent. and the cffL:ctiveness of injurius 
fakus relies upon this instinct. If maximum effectiveness is 
to be derived from this method, the opponent must have 
reason to assume you havt~ been struck by him or his weapon. 
As he comes closer to investigate or continue his aggressive 
assault. remain alert and counter when the opportunity 
presents itself. 

Accurately and precisely executed count~rmeasures must 
he swiftly taken if success is to be achieved from this tactic. 

lnjurius fakus will work well in conjunction with other 
unarmed and anned clos~-rangL~ encounters. 

VARIANCE 

The variance form of fighting: has bt:(:n mentioned 
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because it is necessary for the shurikcn artist to be aware of 
C:askrn martial art tactics. as well as Western fighting meth

ods. 
Any of the tactics rlcscribcrl in this book could he mas

tered and utili....:ed in a specific manner to achieve desired 
results, but the well-rounded fighting tactician should be well 
versc:d in many strategies. He must be able to apply them in 
unpredictable (:omhin3tions againsl an opponent. This in turn 
would ensure that his game plan would never be discovered 
by even the most skilled Cightn. rc:garrlless of whether or 
not his opponent is armed. 

Learn to usc the variance mt'lhods, and you will he suc

cessful against a wide array of diversified uppor11.~nts. 

MULTIPLE OPPONENTS 

Since there are so many/ possihle situations \Vhich arise 
1n ;H'Jlh~ct or unarmed cnnfrnnt:Hions. it is nut thr purpose of 
this hook to offer all possible solutions. but rathccr to make 
tht', shuriken artist a\van:.' of SL:vcral basic strakgics by which 

most problems can be solved. 
Manv tactics covered here cnn apply to ont: or rnorc 

upponer~ts in the same l·onfrontation. When dealing with 
multiple opponents, your rnethud and direction of mnvt.:rncnt 
will be of gr(..:at importance. and in many cases may deter
mine whether you come out of the situation unscathed. 

Always move ~o that one or more of your opponents is 
constantly getting in the other's \vay, thLTl'hy hlockinf! his 
partners' direct line of sight. Circular movement is the most 
dfectiw method for multipk-assault situations lxcause it 
makes your opponents nowd their partners. Never kt tv..Jo 
opponents Lw L'qually distanced fn.m1 yott, especially in 
closc-rilnge encounters. '{nu should always attempt to elimi~ 
natt..: the opponent positiolll'd ncan::st to you, and keep the 
downt.·d opponent bdw-:'en you ~tnd your remaming adver
saries. All tactical ploys should be spontaneous and unpre-
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dictablc: don't worry if all ploys do not work in the manner 
you originally intended. 

TACTICAL DO'S AND DON'TS 

lkcomc familiar with the following "do's" of fighting: 

DO 

1. Watch your opponent at all times. 
2. Remain sure-footed and on solid ground as much as pos

sible. 
3. Use your peripheral vision to look for chances to use 

objects tactics. 
4. Use the fighting tactics in this book. 
5. Use distraction methods against your opponent. 
o. Develop systematic rapid-fire techniques. 
7. l..:se martial arts training in addition to shuriken tactics 

when your opponent is in dos~ range. 
8. Use the terrain to your advantage. 
9. Use the sun to your advantage whenever possible. 

10. He aware of the range between you am! your opponent. 
11. Use fakes and half-commitments to force your oppo-

nent to react. 
12. Fight dirty. 
13. Emphasize pendration techniques in combat situations. 
14. Keep vital areas well protected. 
15. Usc only techniques that you have mastered thoroughly. 

The following "don'ts" could very well save your life: 

DON'T 

1. Use fancy maneuvers or tC'chniques. 
1 Let the shurikcn stay in one position for too long. 
3. Read hastily. 
4. Take your eyes oil your opponent. 
5. Remain in one posture for a long period of time. 

T 
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6. U>e fancy or complicated footwork. 
7. Throw your last shuriken at an opponent whccn he is still 

armed. 
8. Get forced or trapped in a position in which you cannot 

readily move about. 
9. Waste effort on impractical situations. 

10. Let your guard down while changing positions. 
ll. Make full-commitment movements when your oppo-

nent is aware of your tactic. 
12. Aim for targets which will have minimal effect. 
13. Be ovcrconfiden t. 
14. 1\eglect your opponent's range and skills. 
15. Forget to usc stealth tactics whenever possible. 



15. Target Areas 

You can readily strike hundreds of large t areas on the 
human hody. These areas are classified into three groups: 
nonlethal, semilethal, and lethal areas. Depending on the 
severity and depth of penetration, however, many attacks 
to lethal or semilethal areas could possibly become lethal if 
immediate medical attention is not admin istered. 

From a combat point of view, even though the standard 
star- or spih-shaped shuriken is not considered a lethal 
weapon by design, the depth or location of a puncture 
created by these "nuisance" weapons can cause a wound 
to be le lhal. 

It should also be noted that in times past, the Ninja 
certainly must have been aware that shuriken blades, when 
dipped in various poisons , become all the more lethal. 
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NONLETHAL TARGET AREAS 
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~~~~;;FACIAL AREA 
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GROUPS 

STERNUM 

AK\1S 
ABDOMINAL 
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--FOOT 

HANDS 

UPPER BACK 

EL"ow, 
ARMS 

.4------l-ri==- KNEE 

~~~~t===,__CALVES 

Severe pain and the inability to function responsively occur when nne 
is struck in a nonlethal target arL~a. Such injury is normally inflicted 
hy shurikens that do not possess deep penctratin~ cffccts. 
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Targr't Arms IIY 

SEMILETHAL TARGET AREAS 
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- KIDNFY 
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\ 
( 

A forceful ~trike or modNJtt~ depth to thl~ .lbove semilethal t.ugd .HCJS 
with a star or ~piked shurikl·n can be lethal il ur~L~nt rncdicJ! attention 

is nut received. 
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LETHAL TARGET AREAS 

4-il'<-'<~ K U L l 
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.. .-/ 
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Dccp
1 

penetrating strikes to the above areas with J. shurikcn of suffi
cient length can be lethal if immediate medical attention is not re-

ceived. 
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~·~RANGE~·~·~, 

• • 
THE FLOW CHART 

The above flow chart indicates the processes that must be understood 
and rnastert~d before Otl(' can use the shurikcn. 



16. Shuriken Concealment 

The star or spike shuriken can he concealed in many 
ways. It should be remembered. however. that a weapon 
should be conceah::d in such a wJy that it is readily ac<.:essible 
when requir~d. Otherwise, the purpose of having a weapon is 

thorough ly defeated. 
Several custom-designed shur iken presently on th e mar

ket <.:<In be folded or collapsed to fit conveniently into 
walle ts. wat ch pockets, or other small spaces in garmen ts or 

accessorks. 
The skill ed shurlken artist will co nceal st ar and sp iked 

shurike n in d ifferent locat ions. whi<.:h he can put into play 

regardless of his position . 
Special leather pouches can be designed to carry several 

star-shaped shurikc n in much the same fashion as a wallet. 
These can be brought into action at a moment's notice. 
Spike shuriken can also be disguised as pencils or pens and 
carried inconspicuously and in open sight without heing 
detected. Many shuriken artists prefer to have specinl 
pouches that attach to the ankle. inside the shirt sleeve, or in 

other readily accessible locations. 
Shuriken have been classified as deadly weapons in 

several states. In these states. possession is illegal, and there 
is an add it ional penalty for weapon concealment. Possession 
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KEYCHAIN 
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POUCH 

UNUU{ 
BELT ---tl~ ''A 

WATCH 
FOR 

The star .and spike shuriken can be concealed in various locations, some 
of which are illustrated above. 

and concealment of a deadly weapon is a felony, and arrest 
on this charge would cn:atc problems fur a citizen wishing to 

maintain a clt.·an record. 

17. Moving Targets 

AccurJ.tely rwr11.~tr:~ti11g il moving targL·t is perhaps tht' 
most difficult of all objcdives when throwing the shuriken, 

partiall:i because there are many factors which arc beyond 
your cnntrnl Ky umkr'ltanding thes<2- bctnrs it may hl~ pos
sible to select the type of shurikcn which will increase the 

possibility' of su.;.:cess in such situations. 
First. one must rca lilt' ::l moving t:1rg~..·t C<lll l'ithLT bl' lllO\·

ing to\V<1rd you or aw;ty fror11 ynu. In the l'vent that it is a 
susp~.,_:nded target. ).:Ou will bl' u .. )nfrunti._·d with a l't'rtain 
amount of spin in addition to tlu..: afurementilnwd factors. 
Unless ·you have developed an acute s~...~ns1...: uf tinting, it is very 
unlikely yon will pcn,,tratc the target whc·n it's in motion. 

\Vhen the target is moving ;JW<'!J-' fro111 your position. the 
velocity of the shurikcn will diminish ~re<~tly <1fter it has 
exceeded the rongc of prcsckckd trajfd.ury. Even the most 
sophisticated of rnultipointcd shuriken will then foil miser
Llhly at its task. The closer the moving target. the greater 

will tw your dtances of making a Slll'l't'ssful strike. 
If the surface of the target is made of wood. the slightest 

tilt. J"unvard or baL~kv,:ard moLion. or spin will lessen thL" pos
sibility that the multipointcd slmriken will pc:nc:tratc the tar
get surfac~...~. To overcome most of this diffkulty· with the 

multipnintL·d -.hurikcn, thL' vdu~.,_:ity or :nnuunt of power 
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emphasized in the throw must be increased more than other
wise required should the target remain completely at rest. 
lf you arc using the single-point spike. this method of prac
tice will be extremely difficult. Using the double-pointed 
spike, the odds still favor the target. With spike shuriken. 
factors such as the amount of spin, distancing, and velocity 
must be master~:Jd before consistent accuracy is achieved. 

l n the event you select a multipointcd star shuriken, you 
must realize that th~..~ increase in points docs not necessarily 
make it less diffiL'tllt to strike a moving target. If there are 
many points which are positioned very closely together, 
increased velocity in the throw will generally increase the 
amount of spin on the shuriken, thereby causing the weapon 
to continue spinning at the time of impact. The points that 
subsequently strike the target will only cause the shuriken to 
pull itself out of the target after it has made penetration. 

This information should always remain at the forefront 
of your thoughts when you select a shuriken for usc on a 
moving target. Over the years, I have learned to use a rather 
heavy, solid form of shuriken with five equidistant points. 

It is wise to be aware of the necessity of additional train
ing when throwing a shuriken at a moving target in order to 
get i.lccustomed to anticipating the target's rnovement. This 
form of training will increase your possibility of success. With 
free-form moving targets, such as a person or srnall game, any 
empty-hand martial arts training will help yon to become 
aware of the target's intentions. 

Another important but sec,tningly insignificant factor 
in becoming adept at hitting a moving target is to become 
thoroughly conscimts of the amount of time actually 
required for the shurikcn to leave your hands am! impact 
with the target. Even if this time is in milliseconrls, it will give 
you sornc reference to the amounl of power Jnd velocity 
necessary tn achieve ma.\imurn penetration even under 
adverse conditions (such as movtillt:nt ancl spin l. 

Second. c·onsistency is achieved by standardi7.ing. the type 

1 

I 
I 

I 
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of shuriken that is used against a moving target. If you have 
a broad selection of shuriken with different wdght charac
teristics, you will have some idea as to how much pO\VCI' and 
velocity is needed to minimi1.c the amount of time it takes 
the w~.~apon to reach its target. 

One of the unique aspects of the shurikcn is that even 
under the adverse conditions, your chances are ,!:!enerally 
better than if vou were using a knife or othl'r single-bladed 
throwin" dcvic~. This aspect. coupled with the fact that the 
cxperie~ced shurik.en tlHo\ver will have a selection of shuri
ken, gives the added advantage. of more than one chance to 
hit the target. 

MOVING TARGET CRITICAL FACTORS 

1. TAR(;Jl ~\OVFMI''-'l 

A. Toward you 
H. Away from you 
C. Stntionary at initial point of moveme-nt 
D. Diagonal forward rnotion \left or right) 
F. Diagonal backward motion iki't or right I 
F. Upv,:ard (jumping: motion) 
G. Down ward (drop pin~ motion) 
H. Turning or spinning manl~uvcrs 
1. Dec~ptive (combination of two or more of the alH.wc·l 

1 DIMt\tSHED VLLUCITY 
A. ;\s target moves away, shuriken v~..~locity diminishc~. 
B. As target moves aw:.ty. more poWl~r is needed in the 

throw. 
C As tar~~et moves in. J.Wrwtratin)..': effvcts incrt':.tSl'. 

'· St R"'ACL tFXTliRt-
A. Tht: more du1sc the surface tcxlun:. the mort' diffi

~~ult the shuriken pendr;Jtion. 
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B. The less dense the surface texture. the easier the 
shuriken penetration. 

C. In wooden targets. more effective penetration is 
achieved if the shurikcn is struck parallel to the grain. 

D. If target area is tilted. surface texture becomes more 
critical to the effectiveness of the shuriken. 

E. The more dense the surface area, the more power is 
required for adequate pcndration. 

4. WEAPON SELECTJON 

A. Single- or double-pointed spike shuriken are more 
difficult to use than multipointed star types. 

B. Too much spin on multipointed shurikcn will in
crease the possibility that the weapon will fail to 
penetrate the target. 

C. The weight of the shuriken becomes a critical factor. 

5. PREJLILJ(;MENTS 

A. Maximum effectiveness is achieved if prejudgment of 
the moving target is possible. 

B. Empty-hand martial arts training will increase aware
ness of the moving target's next movement. 

6. TIME/DISTANCE RATIO 

A. Be conscious of the length of the shuriken's travel 
time to the target. 

B. Be aware of the weight of specific shuriken types to 
determine the amount of power needed for distance. 

C. Use accumulated experience to make proper judg
ments. 

7. STANDARDIZED SHURJKE\ 

A. To develop consistent accuracy, shurikcn Wt..~ight 

should remain the same. 
B. Consistency and accuracy is achieved through prac

tice. 

18. Rapid Fire 

The rapid-fire method of shuriken trajedory is unique 
111 that the shuriken can be continuously dispensed in the 
blink nf an eye. The speed at which it is thrown is deter
mined by scn:r:d char:Jctcristi(S, both in the skill or the 
Lhrower and in the design of the weapon itself. 

One should be aware, however, that because the science 
of using .1nd thro\ving the shurikcn is an ::xacting one. certain 
sacrifices must be made if rapid-fire dispensing is desired. The 
mort speed g:1inccl in the dispensing, the more po\ver will be 
lost. prim<lrily due to the fact that rnost rapid-fire techniques 
require lhe thruwin.).! wrist ;_md arm to be involved directly 
with the trajectory. Maximum power is derived by using the 
sequential muscular method of trajectory, but this takes 
more time to acc:ornplish and diminishes the ability to deliver 
the shutikcn in rapid succession. 

If the shurikcn arc positioned on a pintle (a spike that 
is used to mount shurikcn that have a hole through the cen
tcrl. one hand will be rc·qllircd to feed the shurikm upward 
while the other hand dispenses them. Reliable dextnity must 
be mastered before consistent aL~curacy can be' achieved. 

If one hand is usc:d tu hold several shuriken instead of 
the pintle spike, it will be Hl'ccssary tn place the shuriken so 
tlwt they overlap each other. This is to ensure that each 
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shuriken can be gripped individually by the hand that is per
forming the throwing maneuvers. The holding hand must be 
placed in a comfortable and convenient position so that 
maximum speed can be achieved with the throwing hand. 
Usually the closer the holding hand to the throwing hand, the 
better. Since rapid-fire trajectory methods arc quicker than 
single-throwing techniques. a considerable amount of power 
will be thereby lost. These rapid-fire techniques arc not nor
mally effective at greater distances. By overexcelling in reach
ing greater distances, accuracy and consistency will be lost 
in most cases. 

The points or blades of the shurikcn should be posi
tioned so that the quick-retrieval of the second and consecu
tive shuriken will not puncture or slice the throwing hand. 
This is the worst aspect of rapid-fire throwing, and calls for 
extreme caution. 

19. Multiple-Shuriken 
Throwing Techniques 

The gripping methods presented in this book will be of 
great help in determining how to select a method that suits 
the shuriken practitioner's needs when throwing two or more 
shuriken at the same time. The style, weight, range of tar
get area, gripping method, and pressure of grip are all factors 
that must be thoroughly understood before consistency can 
be achieved in this method nf throwing. The 'hurikcn artists 
who arc most successful at this throwing method arc the 
ones who have spent countless hundreds of hours and a great 
deal of trial and error in discovering which methods work 
most effectively for them. 

Because of the way the shuriken is lksigned, when 
multiple-shnriken throwing is practiced, the greater the range, 
the broader the travel pattern of the weapons. This is similar 
to a shotgun: the greater the range, the wider the pattern of 
the shot. 

In the shuriken, this characteristic is primarily due to 
the firmness with which they arc held. If they arc held quite 
firmly, the pattern will remain smaller for a bit longer. and 
if they are held loosely, the sllllriken will tend to spread at 
a much ra~ttr ratl:. The thinner styles of shuriken havT a ten
dency to separate at a mudt faster rate than the heavier. 
thicker ones. l.:ntil the pattenlS and separation factors of a 
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30 FEET I_ 
25 FEET 

20 FEET 

15 FEET 

10 FEET 

5 FEET 

Ninja Shuriken Throwing 

20 FEET 
l wo or three oppo
nents; very little a!:cu
racy. 

10 FEET 
One or two opponents; 
somewhat accural~. 

5 ~EET 
One or lwu opponents; 
rca,.onable accuracy. 

Design will determine the rate by which the shuriken separate (the 
lighter or thinner the weapon, tht• more it will separate). Power and 
velocity also affect the separation rate of the shurikcn (the more 
power velocity applied, the less immediate separation). 

given type of shuriken are thoroughly understood, it will he 
very difficult to accurately predict its flight and trajectory. 

It should also be noted at this point that the more shuri
ken thrown at one time. the less control and predictability 
can be expected from the weapons. Through years and many 
hundreds of hours, it has been my experience that three 
thrown at one time seems to be the maximum number that 
can be controlled with predictable accuracy. In must cases 
this has lwc·n at rl'lativcly dose range. 

The chart accompanying this section will be of impor
L:tnce in creating a dear pattc-,rn of the rnultiplc-shurikcn 
throwing characteristic'S and the variables tltat affed their 
trajectory. 

20. Target Competition 

Target competition is csscnti~Ily a method of practicing 
the shurikcn techniques presented in this book. You may 
want to consider them games of a sort~ hut the primary 
objective will be to help develop el"fic'ient skilb with your 
weapon. 

The competitive aspc,cts of training with the shuriken can 
be very rewarding when ):uu bt'gin to ckH.:lop proficienC)i in 
areas such as accuracy, spon tanei l)i. rapid fire, ~..~onsistcncy, 

trajectory techniques, variations in gripping methods, and a 
host of other qualities that arc necessary before the art is 
truly mastered. 

The competitive games covered in this section represent 
but a few of the possibilities. With a little imagination, one 
can devise others, or variations of the ones covered her~.~. You 
should always have an objective or purpose for the type of 
cnrnpetition that is devised. such as developing one or more 
of the qualiti(:s necessary to increase your Ovt'rt1ll proficiency 
with the· weapon. 'lever play just for the sake of fun, 

POINTS 

A target should be c·onstrul"ted consisting of a variety of 
target <lreas with ratings of different point values. The higher 

1.1.1 
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values should be near the center of the target. 
Two or more players, each using three shuriken. will 

throw their shuriken in tum, and then tally the points 
scored in each round_ A designated number of rounds should 
be set before the competition begins. and distances from the 
target can vary. 

If the higher point values are toward the center of the 
target. one of the primary purposes of this type of competi
tion is to develop consistent accuracy at a designated target. 
If different ranges are established, it will give the throwers a 
chance to develop variances in range, which is a very iinpor
tant aspect of moving target practice. 

ROTATION 

Specific areas of the target (either by numerical order or 
by location of a human anatomy target) are selected. and 
players alternate in attempting to hit different areas. Tlh' one 
with three "lethal" throws wins the round_ 

ATTACKER 

From any of the stances or throwing positions, the 
players draw anc\ throw the shuriken, all beginning at the 
same time (with someone to begin ead1 round) and "draw 
and fire" the weapon in the shortest possible amount of time. 
This method can be scored in a variety of ways, but accuracy 
should be an important consideration if benefits other than 
speed in delivery arc to be developed. 

SURPRISE ATTACK 

This practice mdhod consists of player~ alternately 
standing at a specific ctisL.lni.:e 1,.vith their hacks to the target. 
On command, the player should lurn as qui,·kly as possible 
and thro\v at the target. There are many variations of this 
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theme, hut the primary objective is to develop reflexive skills 
and shorten reaction time. 

MULTITHROW 

This method employs two or more shurikw which are 
to be thrown at the same time_ With practice, distinct char
acteristics utiliting different gripping methods will be re
vealed_ If the human anatomy type of target is used, points 

can be accumulated on the number of target areas struck 
with the shurihn in each round of competition_ 

BLINDFOLD PRACTICE 

This method of competitive practice is unique in that 

players develop a strong understanding of concen !ration and 
a real feel for the shuriken. Each player in turn, while blind
folded, positions himself in a location relative to the target, 
visualizes the target area, and throws at specific target areas. 
The pbyer who accumulates the most accurate strih.•.s is 
the winner. There can be as many rounds as have been desig
nated before the competition begins. Variations in range and 
positioning can be Vl~ry efficient ways of practicing this 
method. 

IMITATION 

A player is selected to begin. This player throws his 
shuriken at any position on the target that he desires: then 
the following player tries to strike as dose to the first 
player's throw as possible. The one who achieves the most 
close position impacts after a predetermined number of 
rounds is the \\'inner. This method of practice is useful in 
developing instant target recognition and variations in target 
positioning .. "v1any vnriations of this theme can he playt~d. 



21. Additional Shuriken 
Considerations 

With the popularity of th e shuriken reemerging in the 
twentieth century, it is qui te probable that many new designs 
and innovative methods of propelli ng th em will be developed. 

Many modern-day concepts concerning shuriken designs 
are already beginning to surface in certain publications. and 
creative methods of unique design are being custom-made by 
prominent knife makers. 

Perhaps the most innovative use of the shuriken is in the 
collapsible styles that can be folded open in mud1 the same 
manner as a pocke t knife. The blades or points of the fou r
paint variety arc designed in such a way that a spring-loaded 
bolt is positioned through the middle of the blade so that the 
blades can be locked in place in the open position, thrown , 
and then, wi th a bit of finger pressure at the connecting bolt 
in the middle of the shuriken , collapsed and folded into a 
small, concealable, double-pointed, flat-b laded instrument. 

These innovations, and especially the style of shuriken 
mentioned above, a re very popular with many who have had 
prior martial arts experience. These weapons are unique in 
the fac t that they can be easily concealed and brought into 
play in the blink of an eye. When folded, these shuriken 
are usually about three inches long. They are made of high
quality steel and have extremely sharp blade and point sec
tions. 
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Similar in design, the longer version (about eight inches), 
is carrit>;d by some on combat missions. These arc perhaps 
the most lethal of all shurikcm types existing today, for they 
can penetrate at a depth of up to four inches. They also pos
sess ample weight to make that penetration possible. requir
ing very little power or velocity to propel the weapon. 

Mercenaries have rediscovered the importance of the 
shuriken as a silent and effective way of dealing with an 
enemy in close- or short-range combat situations. Most 
varieties arc painted black so they arc nonreflective. 

There will perhaps come a time when many ancient styles 
of weapons will k propelled by handheld devices designed in 
much the same manner as a pistol. Quite possibly they may 
he used with a type of powder bullet which serves as the 
source of their propulsion. 

l have had some rather unique experiences in using a 
slingshot as a method of propelling the shuriken, and have 
realited that with a sufficiently weighted shurikcn it is pos
~iblt: to achk:v~ ur11..:anny accuntC)' anJ a varidy of curving 
characteristics. There is no doubt that an incredible amount 
of penetration can be rlcvelopcd in throwing the shuriken in 
this manner. 

It is also possible that a projector similar to a crossbow 
could he used to generate an even greater amount of velocity 
and penetration. It is also quite possible that projectors could 
be designed that would fire the shurikcn in a rapid-fire 
manner similar to a rifle. By using carbon dioxide or other 
gasses, these would not only be relatively silent, but quite 
accura tc at a great range as welL 

These styles would certainly take the shuriken out of 
the realm of '"nuisance weaponry" and put them in thecate
gory of lethal wcafllii/S. 

Other interesting shuriken concepts ;1rc tlw usc of the 
shuriken in belts, belt buc·klcs, and as a decorative ornament 
or necklace design. These seemingly: novel conc~-:pts can be 
utilized effectively provided that the shuriken have a practi
l:al design. 

22. Conclusion 

In concluding this text. l would like to mention that it 
has been my intention to rnab.-: the reader aware of the many 
diverse facets involved in martial arts study. 

Tlh: word art is in essence a misnomer: ~tience is perhnps 
a more accurate term to describe the exactness and thorough
ness n~.:cessary for on~.: to becomt~ deeply knowledgeable in 
these studies. 

To the layperson. the shuriken looks like a simple toy. 
yl:t the individual familiar \Vith its use will recognize it as a 

deadly weapon when in the hands of a skilled practitioner. As 
with all martial arts forms, mnch practice, constant evalua
tion, and perseverance are r<..:quired to gain expertise with the 
shuriken. 

Know yoursclt anll your !Jmltatwns, and tnen anempl 
to overcome any of the shortcomings you rnay have. These 
efforts will not go unrewarded if every conscious effort is 
mtH.k to reach bi..~.yond your present capabilities, and you 
strive f(x i1 gredttr goal in both mental and phy·sical realms. 
I hope the task of mastering the tc·chniques and methods pre
sen red in this book \Vill makt: you awan· of \Vhat can be 
aL·L·omplished if the desire is gn:at enough. 

It should always be remembered that books are pri
marily a snpplenll'nt for training. and they should never lw 
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considered the ultimate way of learning any of the martial 
arts. 

I wish you the best of luck and success in any of the 
1nartial ilrts you seek to master. 

T 
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