   “One should not be envious of someone who has prospered by unjust deeds. Nor should he disdain someone who has fallen while adhering to the path of righteousness.”

       Samurai
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Every respectable Lord or important merchant is in need of a specialized guard.  One that puts the lords well being before their own.  One such person is the Samurai.  They live, fight, and breath in the name of their respected lord.  They are very capable fighters bound by a very strict code of honor.

Adventures:  

The Samurai will often take up quests for their lord, no matter what the difficulty.  Sometimes a Samurai will lose his master, if such were to occur the will travel the world in search of a new master.  If for whatever reason they were directly responsible for the death of his master he then becomes a Ronin. 

Characteristics: 

 Samurai’s are very capable warriors, honing their skills whenever possible.  They are allowed to use all simple weapons plus all weapons that are considered Oriental.  They are not however allowed to use ranged weapons.  At higher levels the samurai is often able to attack and defend against many opponents without much difficulty.

Alignment:  

Samurai’s can be of any alignment.  However most are of Lawful alignments.  Either way they are bound by honor no matter what alignment they are.  Most are of the Lawful Neutral alignment.  The reason being that they must lead a life of Order.

Religion:  

The samurai often takes on the patron god of his lord but others will also worship Heironeous or in some cases Kord.  But as with every case there will be exceptions.

Races:  

Any race if available to become a Samurai, as long as they have the requirements and the spirit to serve a master unquestionably.  Humans are the most prominent, whereas elves and dwarves are also somewhat common.

Classes:  

The samurai feels most at home with the other warrior-based classes.  He feels he shares a common bond when travelling with them.  He is especially curious of the Paladins code of honor.

Game Rule Information:  


The Samurai has the following game Statistics:


The Samurai is a close combat-fighting machine.  They are never far from the true fighting that is at hand.  They will never back down from an honorable challenge, and they are always covering the backs of their friends.  If a comrade of the Samurai were to fall in battle the Samurai will avenge his friend at all costs; this is to cleanse the wrong that was done to his friend, allowing his soul to travel to the next realm.  This must all be taken into account while running a Samurai character.  

Abilities:  

The Samurai is a career fighter his abilities are reflected best in his strength as well as his constitution.  

Hit Die: D10
Weight:

 Determined the same as that of the race selected.

Speed: 

Determined the same as that of the race selected.

Class Skills:

The Samurai’s class skills are Balance, Climb, Diplomacy, Gather Information, Heal, Jump, Knowledge (Nobility), Knowledge (Siege Tactics), Listen, Perform, Jump, Ride, Sense Motive, Swim and Tumble.

The following skills are unavailable to the Samurai: Animal Empathy, Hide, Forgery, and Scry 

Skill Points at 1st level: (2 + Intelligence modifier) X 2.

Skill Points at Each Additional Level: 2 + Intelligence Modifier.
“Consider that which exists to exist and that which does not exist to not exist, and recognize things just as they are. With such a frame of mind, one will have divine protection even though he does not pray. “
Class Features:

All of the following are class features of the Samurai.
Weapon and Armour Proficiency:
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The Samurai is proficient in the use of all types of armour and shields.  However the Samurai’s weapon selection is as follows: He may never use any ranged weapons, it is viewed as dishonourable.  His melee weapons are oriental weapons and are as follows: Wakizashi, Kusari-Gama, Katana, Short Sword, Dagger, Longsword, Knife, No-Daichi, Tetsu-To, Tanto/Yoroi-toshi, Darn Den, and Bokken.  All other weapons are to be considered exotic weapons to the Samurai.

Class Related Abilities:

“In strategy your spiritual bearing must not be any different from normal. Both in fighting and in everyday life you should be determined though calm. Meet the situation without tenseness yet not recklessly, your spirit settled yet unbiased.”

Fight with Honour: The samurai fights for honour not only for himself but also for his family and his lord.  To bring dishonour to any of them is to dishonour the rest of them.  The Honour system in which he fights is an intricate web in which one is directly affected by the other.  The samurai will gain honour for the deeds he does.  The honour gained will be at the discretion of the DM but there are certain points in which the Samurai can gain benefits related to his current honour level.  The greater the danger the greater the reward.  EX:  For every 10 hp’s a creature has above the Samurai’s full hp’s the samurai gains 1 honour, as long as no one else interferes with the combat. So if an orc with 20 hp is defeated by a Samurai with 10 hp and no one else attempts to kill the orc while they are in battle the samurai gains 1 honour.  Honour can also be gained by the actions of the Samurai, if the Samurai intervenes in a situation in which someone is outmatched or is going to be tricked then depending on the personal danger in which the Samurai was placed the DM may reward Honour points at his discretion.  When the Samurai reaches 20 honour he is granted a 5% experience bonus when he reaches 30 honour he receives a 10% bonus and it goes up from there.  If the Samurai fails to prove his honour –turn away from a situation in which an innocent was killed where he could have intervened then he receives a penalty equal to twice the amount of honour to be gained.  When The Samurai reaches 0 honour he performs a ritual death, in which he cleanses the dishonour from his family forever and his name is struck from the family scrolls and is lost to history.

Summon Inner Strength:

Summoning the inner strength requires the Samurai to unleash a bone-chilling battle cry and in the instant his strength is increased by a factor of +4 for a number of rounds equal to his level.  This ability can only be invoked a number of times as indicated.

Quick Draw Kata:
Much like the Feat of the same name, the samurai is able to draw his weapons with lightning reflexes.

Surrounding Awareness:
As time goes on the Samurai’s awareness is honed into a sharp edge not unlike the one found on his sword.  When he achieves this level of awareness he can no longer be flanked.

Focus Mind:
Fighting with honour as long as the samurai has he is able to clear his mind of the unpure thoughts of civilisation.  They begin to see things in black and white or more correctly right or wrong.  This focusing of the mind grants a permanent +2 to all will saves from this point on.

Alertness:
Grants the Samurai the Feat of the same name.

Uncanny Dodge:
Grants the Samurai the Feat of the same name.

Spring Attack:

Grants the Samurai the Feat of the same name.

Study Foe:
By refocusing his mind during the first round of combat the Samurai can study his foe.  He takes a –4 to his armour class as he opens up his defences to see what skill the opponent has on the first 2 rounds of combat.  After those first 2 rounds of combat his armour class returns to normal and he is granted a +2 to hit as well as a +2 to damage for the remainder of the combat with the specific foe (and that foe only)

Whirlwind Defence:
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By concentrating on Defence the Samurai is able to defend against a group of foes.  By sacrificing his attacks he can go into a defensive stance.  He makes a attack roll on each enemies weapon and the number in which he exceeds the AC of the opponents weapon is in turn added to the Samurai’s AC against the opponent.  Ex: 3 orcs attack our Samurai, and the Samurai decides to show them that he will not be so easily attacked and goes into his whirlwind defence stance.  He then makes attack rolls against the weapons of each Orc.  Needing a 14 the samurai rolls a 14, 18 and a 12.  Now his AC against the 1st orc is unchanged, against the 2nd orc his AC has been improved by a factor of +4, but against the 3rd orc he failed to meet or exceed his roll of 14 so his AC against him remains the same.  The AC bonus Applies the round of the Whirlwind Defence and the following round as well, but after that following round the defence must be attempted again to gain the benefits mentioned.

Leap Attack:
The leap attack allows the Samurai to leap into combat, make an attack, and leap out of combat in one full combat action.  This will not provoke an attack of opportunity unless the area the Samurai left has an opponent or the area the Samurai ends in has an opponent or both.  But the target of the leap attack gains no attack of opportunity.

Combat Awareness:

The Samurai’s awareness in combat is uncanny and now grants him a bonus of +2 to his reflex saves permanently.

Force of Will:
Sheer defiance of his opponent will allow the Samurai to remain standing in combat after a normal man would have fallen.  By making the Will save at the appropriate DC the Samurai will remain in combat until he reaches a negative number indicated at the level of the Force of Will.  If at any point the Samurai goes beneath negative 10 he is dead after the foe is killed.

Resist Pain:

Years of combat and the scars to prove it allow the Samurai to become more rugged.  This is reflected with a +2 to his Fort saves.

Move with the Winds Grace:

The Samurai no longer takes any penalties from wearing armour of any sort.

Sense Danger:
Becoming more in tune with his senses the Samurai can now sense danger.  He can no longer be subject to a thief’s sneak attack damage and is never caught flatfooted or surprised.

Whirlwind Attack:

Grants the Samurai the Feat of the same name.

Defy Gravity:

The range in which he uses his jump skill is now 4x that of normal when determining the maximum length and height of the jumps.

Class 

Level
Base 

Attack 
Fort 

Save
Ref 

Save
Will 

Save
Special

1
1
+2
+0
+0
Fight with Honour,

Summon Inner Strength 1/day

2
2
+2
+0
+1
Quick Draw Kata

3
3
+2
+2
+1
Surrounding Awareness

4
4
+3
+2
+2
Focus Mind

5
5
+3
+3
+2
Uncanny dodge, 

Summon Inner Strength 2/day

6
6/1
+3
+3
+3
Alertness

7
7/2
+4
+4
+3
Spring Attack

8
8/3
+4
+4
+4
Combat Awareness

9
9/4
+4
+5
+4
Whirlwind Defence,  

Summon Inner Strength 3/day

10
10/5
+5
+5
+5
Leap attack, Study Foe

11
11/6/1
+5
+6
+5
Force of will (5) DC 20

12
12/7/2
+5
+6
+6
Resist Pain

13
13/8/3
+6
+7
+6
Evasion, 

Summon Inner Strength 4/day

14
14/9/4
+6
+7
+7
Move with the winds grace

15
15/10/5
+6
+8
+7
Force of Will (10) DC 25

16
16/11/6/1
+7
+8
+8
Whirlwind Attack

17
17/12/7/2
+7
+9
+8
Sense Danger

18
18/13/8/3
+7
+9
+9
Defy Gravity

19
19/14/9/4
+8
+10
+9
Damage resist (5), 

Summon Inner Strength (at will)

20
20/15/10/5
+8
+10
+10
Force of Will (15) DC 30







