The Samurai skills

Uses Healer XP chart

Rank 0
The Samurai can use a Katana not only to attack but also to defend as though he were using a main-gauche. The Samurai gains the main-gauche defense at one rank below the level of their sword skill rank and 1/2 of this "main-gauche" defense against attacks made from their flank/rear flank and rear.  The Samurai gains a +2% and an additional +2% per rank bonus to their defense caused by their special training. 

+1 damage per 2 ranks with Katana.

Unarmed combat: Samurai able to cause more damage then normal due to their training in the use of their chi.  Samurai can take one pulse to focus their chi energy and cause D –2.

Rank 1
Quick Strike: A Samurai can draw a sword and strike as a single action. If successful, opponent suffers penalties as if completely surprised.  This special attack is made at -30% (+2/Rank).  

Parry Calculation: A Samurai gets a +1 per rank towards his riposte calculation. 

Rank 2
Iron Skin: By tensing specific muscles and rolling with blows the Samurai is able to lesson damage to their body. Providing they are aware of the source of the attack.  The Samurai is able to reduce damage by 1/2 his rank 

Immune to Fear: Samurais are immune to fear and receive a +20% towards saving rolls against any form of mind based attacks.

Rank 3 
Block Pain: The Samurai learns to isolate pain within their mind. They are stunned when they receive damage equal to ¾ of their endurance, gain a bonus to recover from Stun of + 2 (+4 per 3 rank) and do not fall unconscious when endurance is reduced to 3. In addition, the samurai is able to heal quicker.  They recover lost fatigue and endurance at 1 point per 3 ranks.

Rank 4 
Instant Stand: The Samurai learns to jump up from Prone almost instantly, land standing up when throne from a horse, or after being thrown in a fight, providing that they are physically capable of doing so (e.g. has not had a leg chopped off). This does not require an action in combat but has a Base Chance of AG (+7/Rank). If the Samurai fails their Instant Stand roll, then standing up will require a Pass action as normal and if falling form a horse or thrown in a fight, will take ½ damage. 


Sightless Combating:  The Samurai’s training gives them the ability to sense their surroundings to a point that they can fight while blindfolded or in total darkness.  They fight at a –20% SC.  

Rank 5
All-round Sight: The Samurai becomes familiar to their surroundings and is increasingly better at defending against attacks from their flank and rear.  They are also more difficult to surprise or ambush.  Provided that the Samurai is capable of detecting an attacker.  The Attacker gains no rear or flank attack advantage. To see if the samurai has detected attack, roll (3 x perception) +5%.  


Fear Attack:  The Samurai is able to project fear at enemies by using their chi and letting out a war cry Kia.  Enemies that are within sight and listening range of the samurai must make their magic resistance.  If roll is not made another roll on freight table is made.

Rank 6
Sword Shield: While evading, the Samurai uses his quickness and sword proficiency to protect himself from all attacks including flank, rear flank and rear with his Katana and/or Wakizashi as if he was using a shield. The samurai gets an additional +10% to defense while evading.

Rank 7 
Reverse Cut: The Samurai gains the ability to make a "reverse cut", an attack into any of their flank, rear flank and rear hex. The attack is made at -10% if made to a rear flank hex and at -20% if made directly to the rear.  

Rank 8 
No Sleep: The Samurai is trained to do without sleep. They may go for a period of up to 1 day (+1/3 Ranks) without feeling adverse effects. After the duration expires the Samurai must rest for 10 hours (+4 hours each additional day without sleep).


Weapon Mastery:  +5 SC +2 damage with Katana.  Samurai does not suffer penalties for multiple strike, multiple strike with class B weapon and for attacking with primary or secondary hand.

Rank 9 
Rapid Missile Deflection: The Samurai can cut missiles shot/thrown at him with his Katana/Wakazashi in a single action. The base chance is MD +AG + 2/rank of weapon. Number of missiles deflected equals Rank /2.

Rank 10
Lightning Blade Attack: The Samurai has perfected his ability to do battle with his ranked weapons.  The Samurai is able to make melee attacks to each of the hexes surrounding him or attack one target 3 times in one pulse. The attack is made at -10% if made to a rear flank hex and at -20% if made directly to the rear.  


Chi Blast: The Samurai can use his Chi to perform a telekinetic attack, which will push opponents in the hexes in front, front flank away from him a distance of D-4 hexes (never less then 1 hex) doing (D –1) +1 per foot traveled damage (armor protects against this attack). The Samurai must make a successful attack using his Katana base strike chance. Opponents that make their resistance roll are not affected. This attack can only be used 4 times per day and the Samurai can not evade.

The chart below details some of the weapons used by a Samurai  

	Weapon
	Wt
	PS
	MD
	SC
	DM
	Range
	Class
	Use
	Rank

	Katana (1-2)
	3
	14
	17
	65
	+6/+7
	P
	B
	M
	10

	Wakizashi
	2
	8
	13
	60
	+3
	8
	A/B
	R/M/C
	10

	Bow
	
	15
	17
	50
	+3
	70
	A
	R
	10


