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lord may become a wandering adventurer, hoping
to die in battle so that he might somehow cleanse
himself of the shame he has brought to his master.

The samurai is proficient in all weapons,
but heavily favors swords and long bows. He is
able to wear padded, leather, chain mail and
banded mail armor, but he may not use shields.
Because of their extraordinary discipline and life
of service all Samurai are lawful in alignment.

Samurai use the Attack Value and Saving
Throws of a fighter.

Reaching 9™ Level: Upon reaching 9"
level the samurai has brought such glory to his
lord that he is granted land and a small keep
where he is to instruct inexperienced samurai and
protect local peasants and commoners. 2d6 1*
level samurai are sent by the lord to learn from
their new master as well as assist in the protection
of the villagers. Failure to protect these people is
seen as a dishonor.

Py’ —— LT - : Honor: At 1* level a samurai is sworn to the
Requirements: Str 9, Con 9, Wis 9 service of a lord. He is expected to obey every
Prime Requisite: STR and WIS command given to him by his lord, even a
Hit Dice: 1d8 command to take his own life. In addition,
Maximum Level: 20" samurai are expected never to show fear of any

sort, including fear of death. A samurai who
Samurai are honor-bound warriors who disobeys his lord has dishonored himself and is
swear their life and their sword in service to a considered to have a Charisma of 3 when
lord. They live and die at his will and under his encountering any samurai or other servant of his
command. They are masters of both blade and former master. Often they will attack
bow, spending their lives studying the art of war.  jmmediately. The only known way to absolve a
They are disciplined and cunning, learning samurai of their dishonor is through a form of
military tactics in addition to proficiency with a ritual suicide known as seppuku where a samurai
great many weapons. throws himself on his own sword. Dishonored
Samurai who take up with adventuring samurai are typically called ronin.
parties are rare and only do so because their lord
has commanded it or because they believe doing Two Weapon Fighting: Samurai are master

so will bring honor to their lord. On occasion the swordsmen and carry a pair of blades which they
rare samurai who has dishonored himself and his wield with deadly accuracy. In their primary hand



they wield a slightly curved, single-edged sword
known as a katana, while in their off-hand they
wield a smaller sister sword - the wakizashi.
These weapons are statistically identical to the
bastard sword and short sword, respectively.

When wielding these paired weapons the
Samurai may make a single attack with each
weapon every round of combat. However, these
multiple attacks are only granted when wielding a
bastard sword (katana) and short sword
(wakizashi) in tandem.

Kyudo: In addition to being skilled swordsmen,
samurai are also deadly archers. Through an
almost inhuman discipline and unnerving calm,
they are able to achieve remarkable accuracy
when wielding a long bow. Once they reach 3™
level, when they are using such a weapon they
receive a +2 bonus to all attack and damage rolls.

TIaijutsi: The Art of the Draw, or laijutsi, is a
unique sword technique practiced by the samurai.
Training in this art allows the samurai to draw his
blade with lightning speed and strike with a
single, deadly blow before their foe has even had
an opportunity to strike. Beginning at 5™ level the
samurai receives a +1 bonus to initiative rolls.
This bonus increases to +2 at 10" level and again
to +3 at 15™ level.

In addition, once he reaches 5" level the
samurai has the ability to inflict devastating
damage if they seize the initiative. During the first
round of combat (and only the first round of
combat), if the samurai is the first attacker in the
initiative order and they are making a melee
attack then their first attack automatically inflicts
double damage.

Experience  Level | Hit Dice Special
Ability

0 1 1d8 Two-Weapon
Fighting

2501 2 2d8

5001 3 3d8 Kyudo

10001 4 4d8

20001 5 5d8 laijutsi

40001 6 6d8

80001 7 7d8

160001 8 8d8

310001 9 9d8

460001 10 +2 hp only

610001 11 +4 hp only

760001 12 +6 hp only

910001 13 +8 hp only

1060001 14 +10 hp only

1210001 15 +12 hp only

1360001 16 +14 hp only

1510001 17 +16 hp only

1660001 18 +18 hp only

1810001 19 +20 hp only

1960001 20 +22 hp only
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(b)"Derivative Material" means copyrighted material including derivative works and translations (including into other
computer languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation,
abridgment or other form in which an existing work may be recast, transformed or adapted; (c) "Distribute" means to
reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content"
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embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified as Open
Game Content by the Contributor, and means any work covered by this License, including translations and derivative works
under copyright law, but specifically excludes Product Identity. (e) "Product Identity" means product and product line
names, logos and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic
elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes
and graphic, photographic and other visual or audio representations; names and descriptions of characters, spells,
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equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or
registered trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically
excludes the Open Game Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs that are used by a
Contributor to identify itself or its products or the associated products contributed to the Open Game License by the
Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise create
Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in terms of this agreement.

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

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

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

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

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

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



to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all
rights, title and interest in and to that Product Identity.

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

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

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

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

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

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

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

15 COPYRIGHT NOTICE
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