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What is a Samurai?

The samurai is an honourable warrior and often a member
of a noble family. Samurai are powerful fighters and not
only proficient in the use of the katana, their trusted long-
sword, but also in martial arts. The samurai is a subclass of
the fighter.

Class Basics

Atiribute Requirements DEX 15
Prime Requisite Strength
Races Any

Hit Die d8 (max 10)
Alignment Any
Weapons Any
Armour Any

Attack Progression As fighter
Saving Throws As fighter

Attribute Requirements

The way of the samurai demands grace and finesse from
those who try to take it. A samurai requires a minimum
Dexterity score of 15.

Prime Requisite
Strength is the samurai's prime requisite.

Races
Members of all races are eligible to become samurai.

Hit Die
The samurai uses the d8 to determine his hit points and can

gain a maximum of nine hit dice at level nine. Every level
thereafter, he gains an additional two hit points.

Table 1: Death Master Experience Progression

Level XP Hit Dice Title
1 0 1d8 Aspirant
2 2,000 2d8 Swordsman
3 4,000 3d8 Sword Master
4 8,000 4d8 Blade Fighter
5 16,000 5d8 Blade Master
6 32,000 6d8 Great Samurai
7 64,000 7d8 High Samurai
8 120,000 8d8 Master Samurai
9 240,000 9d8 Supreme Samurai
10 480,000 9d8+2 Daimyo
11+ +240,000  +2 hit points Daimyo
Alignment

Samurai can be of any alignment but are usually Neutral.

Weapons and Armour

Samurai can use any weapon and armour, but prefers to
carry a pair of traditional Eastern swords (a katana and a
wakizashi) and use the daikyu, an Eastern longbow. Samu-

rai are trained in the use of shields, but generally prefer to
dual-wield their swords.

Attack Progression
Samurai have the same attack progression as fighters (see

Table 3).

Saving Throws

A samurai's saving throws progress as those of a fighter do
(see Table 4).

Special Abilities & Traits

Appraise

A samurai with an Intelligence score of at least nine will be
able to identify Eastern blades. One with a score of thirteen
will also be able to tell the type of blade and quality cate-

gory.

Domain

A samurai who has reached the ninth level and built a
stronghold is considered a daimyo. He becomes the ruler of
his domain can extract taxes from his subjects, usually 10
GP per person per year.

Code of the Samurai

The samurai follow a code of honour. Should his trusted ka-
tana ever be stole from him, he will either pursue a vendetta
against the thieves or commit seppuku, a ritual suicide by
disembowelment.

Dexterity Progression

Samurai focus on speed, precision and finesse. Over time,
their Dexterity score will increase due to the experience they
gather (see Table 2).

Dual-Wielding

The katana and the wakizashi will show their full potential
only in the hands of a samurai. Due to his high Dexterity, the
samurai can use the katana and the wakizashi at the same
time, one in each hand (thus samurai rarely use shields). If
used single-handed, they are still treated as a weapon of
one quality category lower (like they are when members
of other classes), though. While dual-wielding, the samurai
can use the swords against the same or different targets.

Table 2: Samurai Dexterity Progression

Level Total Dexterity Bonus
4 +1
7 +2
9 +3
11 +4
13 +5

Exceptional Strength

Samurai which roll an eighteen for strength have excep-
tional strength and capabilities beyond the limits of other
classes and weaker fighters.



Table 3: Samurai Attack Matrix

3 2 1 0 -1 -2 -3
16 17 18 19 20
15 16 17 18 19 20

14 15 16 17 18 19 20
13 14 15 16 17 18 19

12 13 14 15 16 17 18
11 12 13 14 15 16 17
10 11 12 13 14 15 16
9 10 11 12 13 14 15
8 9 10 11 12 13 14
7 8 9 10 11 12 13
6 7 8 9 10 11 12
5 6 7 8 9 10 11
4 5 6 7 8 9 10
3 4 5 6 7 8 9
2 3 4 5 6 7 8
1 2 3 4 5 6 7

Table 4: Samurai Saving Throw Progression

Level 9 8 7 6 5 4
1-2 10 11 12 13 14 15
3 9 10 11 12 13 14
4 8 9 10 11 12 13
5 7 8 9 10 11 12
o) 6 7 8 9 10 11
7-8 5 6 7 8 9 10
9 4 5 o) 7 8 9
10-11 3 4 5 o) 7 8
12 2 3 4 5 6 7
13 1 2 3 4 5 6
14 1 1 2 3 4 5
15 1 1 1 2 3 4
16-17 1 1 1 1 2 3
18 0 1 1 1 1 2
19 0 0 1 1 1 1
20 0 0 0 1 1 1
Level Wand Dragon Breath
1-3 13 15
4-6 11 13
7-9 9 10
10-12 7 8
13+ 5 5
Master of Blades

When a samurai uses a katana or wakizashi and rolls an
attack roll higher than necessary to hit his opponent, he
scores a critical blow (see Table 5). On an especially high
roll, the hit is an automatic critical hit, no matter the oppo-
nent's armour class. After rolling a critical blow, 1d100 is
rolled to see what effect the hit has (see Table 9). If a critical
blow does not outright kill and opponent, it will either deal
additional damage equal to a percentage of the opponent's
maximum hit point or deal a fixed amount of additional
damage, whichever is higher. When the samurai manages
to cut off one of his opponent’s extremities, it is also deter-
mined randomly (see Table 10).

Multiple Attacks

Against creatures with no more than one hit die, a samurai
makes one attack per round for each of his own hit dice.

Material Arts

Samurai are trained in unarmed combat. Usually, they will
use material arts only against unarmed opponents. On a
hit, the opponent has been thrown to the ground and will
need 1d2 rounds to get back on his feet. On a roll of nine-
teen or twenty, the samurai can choose to deal 1d4 points
of damage to his opponent. For every four levels of experi-
ence, the rolled number required to do so is lowered by one
(allowing a fourth-level samurai to damage and opponent
on a roll of seventeen or higher, for example). On a roll of

Death, Poison Petrification Spell
12 14 16
10 12 14
8 10 12
6 8 10
4 5 8

twenty, the samurai can choose to subdue his opponent. For
every six levels, the roll required to do so is lowered by one.

Table 5: Samurai Critical Blow Chance

Roll Above Target  Automatic Critical

Weapon Quality

Number Hit

Katana 8+ 20
Katana +1 7+ 19 -20
Katana +2 6+ 19 -20
Katana +3 5+ 18 - 20

Wakizashi 8+ 20

Wakizashi +1 8+ 20
Wakizashi +2 7+ 19 -20
Wakizashi +3 7+ 19 - 20

Multiple Attacks

Against creatures with no more than one hit die, a samurai
makes one attack per round for each of his own hit dice.

Parry

A samurai with high dexterity imposes a penalty to his op-
ponent’s attack rolls.



Table 6: Eastern Weapons

Weapon Damage (M/L) Range Price (GP) Weight
Daikyu 210 75 50
Katana 1d8/1d12 180 50

Katana +1 1d8+1/1d12+1 240 45
Katana +2 1d8+2/1d12+2 480 40
Katana +3 1d8+3/1d12+3 960 40
Wakizashi 1d6/1d6 160 28
Woakizashi +1 1d6+1/1d6+1 200 25
Wakizashi +2 1dé+2/1d6+2 400 23
Wakizashi +3 1dé+3/1d6+3 800 23
Table 7: Eastern Armour
Armour Armour Class Price (GP) Weight
O-yoroi, Grade E 6 40 400
O-yoroi, Grade D 5 75 400
O-yoroi, Grade C 4 150 575
O-yoroi, Grade B 3 300 675
O-yoroi, Grade A 3 600 625

Table 9: Samurai Critical Blow Effect

d100 Effect on Opponent
1-80 Loses 25% of HP/6 HP and one limb
81 -95 Loses 50% of HP/12 HP
100 Instant Kill

Table 10: Samurai Critical Blow Limb Loss

d4 Severed Limb
1 Right arm

2 Left arm

3 Right leg

4 Left leg

ltem Restrictions

Samurai can use all items that fighters can use. While they
avoid dishonourable items like poison, they are not prohib-
ited in their use.

Strongholds, Henchmen & Followers

A samurai's stronghold will be a castle or luxurious man-
sion. A samurai attracts followers like a fighter does and
can hire any sort of henchmen or hireling.

Eastern Equipment

Samurai favour three weapons: The katana, the wakizashi
and the daikyu. Katana and wakizashi can have different
levels of quality ranging from +1 to +3. For each point of
quality, the user adds +1 to his attack and damage, just as
if the weapon was a magic weapon (see Table 6). However,
these blades do not count as magic weapon unless they are
additionally enchanted.

As for armour, samurai usually wear an o-yoroi. The o-yoroi
is not unlike Western plate armour and comes in different
categories. Higher categories have better quality, cover
more body parts and provide an overall superior armour
class (see Table 7).

Daikyu
The daikyu is a long bow. It is suited more for war than for

hunting. All samurai are trained in the use of this weapon.
A quiver for a daikyu costs 5 GP and has a weight of 75.

Katana

The katana is a longsword designed to be used with both
one and two hands. Every samurai has a personal katana.
In many places, only the social elite may possess this weap-
on.

O-yoroi

The o-yoroi is a full suit of armour complete with a helmet. It
is usually specifically made for a certain customer and often
coloured in the colours of his house.

Wakizashi

The wakizashi is a short sword. Most samurai carry both
this weapon and a katana.



OPEN GAME LICENSE Version 1.0a

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

1. Definitions: (a)”Contributors” means the
copyright and/or trademark owners who
have contributed Open Game Content;
(b)"Derivative Material” means copyright-
ed material including derivative works
and translations (including into other com-
puter 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) “Dis-
tribute” means to reproduce, license, rent,
lease, sell, broadcast, publicly display,
transmit or otherwise distribute; (d)”Open
Game Content” means the game mechan-
ic and includes the methods, procedures,
processes and routines fo the extent such
content does not embody the Product Iden-
tity and is an enhancement over the pri-
or 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 prod-
uct line names, logos and identifying marks
including trade dress; artifacts; creatures
characters; stories, storylines, plots, themat-
ic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, like-
nesses, formats, poses, concepts, themes
and graphic, photographic and other
visual or audio representations; names and
descriptions of characters, spells, enchant-
ments, personalities, teams, personas, like-
nesses and special abilities; places, loca-
tions, environments, creatures, equipment,
magical or supernatural abilities or effects,
logos, symbols, or graphic designs; and
any other trademark or registered trade-
mark clearly identified as Product identity
by the owner of the Product Identity, and
which specifically excludes the Open
Game Content; (f) “Trademark” means the
logos, names, mark, sign, motto, designs
that are used by a Contributor to identify
itself or its products or the associated prod-
ucts contributed to the Open Game License
by the Contributor (g) “Use”, “Used” or
“Using” means to use, Distribute, copy,
edit, format, modify, translate and other-
wise create Derivative Material of Open
Game Content. (h) “You” or “Your” means
the licensee in terms of this agreement.

2. The Llicense: 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 condi-
tions may be applied to any Open Game
Content distributed using this License.

3.0Offer and Acceptance: By Using the
Open Game Content You indicate Your ac-
ceptance of the terms of this License.

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

5.Representation of Authority to Contrib-
ute: If You are contributing original materi-
al 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, modify-
ing 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 Trade-
mark in conjunction with a work containing
Open Game Content except as expressly
licensed in another, independent Agree-
ment with the owner of such Trademark or
Registered Trademark. The use of any Prod-
uct 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 Con-
tent 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 dis-
tributing 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.
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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 ter-
mination of this License.

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

15 COPYRIGHT NOTICE

Open Game Llicense v 1.0 Copyright
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System Reference Document Copyright
2000, Wizards of the Coast, Inc.; Authors
Jonathan Tweet, Monte Cook, Skip Wil-
liams, based on original material by E.
Gary Gygax and Dave Arneson.
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