Prestige Class: Hiten Mitsurugi Samurai


Base 


Attack
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Level
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Save
Save
Special

1st
+1
+0
+2
+0
Batto-jutsu

2nd
+2
+0
+3
+0
Ryutsuisen

3rd
+3
+1
+3
+1
Doryusen

4th
+4
+1
+4
+1
Ryushosen

5th
+5
+1
+4
+1
Batto-jutsu

6th
+6
+2
+5
+2
Ryukansen

7th
+7
+2
+5
+2
Izuna

8th
+8
+2
+6
+2
Ryusosen

9th
+9
+3
+6
+3
Batto-jutsu

10th
+10
+3
+7
+3
Kuzu-ryusen

Hit Die: d10. 

Requirements:

To qualify to become a Hiten Mitsurugi Samurai, a character must fulfill all the following criteria. 

Proficiency with Katana 

Skills: Jump 4 ranks, Craft (Weaponsmit) 4 Ranks. 

Feats: Quick Draw, Weapon Focus (Katana), Weapon Specialization (Katana). 

Class Skills:

The Hiten Mitsurugi Samurai’s class skills (and the key ability for each skill) are Balance (Dex), Heal (Wis), Intimidate (Cha), Jump (Str), Listen (Wis), Sense Motive (Wis), Spot (Wis), and Tumble (Dex).

Skill Points at Each Level:

2 + Int modifier. 

Class Features:

The Hiten Mitsurugi Samurai gains no weapon or armor proficiencies, and temporarily loses all of his special abilities if wearing armor or encumbered with more than a light load. 

Hiten Mitsurugi-Ryu: Batto-jutsu (Godlike Speed)

"Batto-jutsu" is the art by which the Hiten Mitsurugi Samurai learns to accelerate his body to move at supernatural speeds. The Hiten Mitsurugi Samurai's speed is permanently increased by 10 ft and he gains a +2 on initiative rolls at 1st level, again at 5th level, and again at 9th level.

Hiten Mitsurugi-Ryu: Ryutsuisen (Dragon Hammer Strike) 

"Dragon Hammer" is a sword-drop technique delivered from above, targeting the crown of the head or the shoulder of the adversary. The key to the technique lays in the height gained from the user’s jump and the free-fall, which is applied to sword to multiply the force of the sword-stroke. To initiate a charge the Hiten Mitsurugi Samurai need only move 5 ft and the increased speed behind his movements allows him to take up to a +5 bonus to his attack rolls, but the increased recklessness of his attack causes up to a -5 penalty to his AC for 1 round.

Hiten Mitsurugi-Ryu: Doryusen (Earth Dragon Strike) 

"Doryusen" is a range technique that sends debris flying at the enemy from a powerful sword stroke to the ground. As a full round action the Hiten Mitsurugi Samurai can make a single attack that projects a slash of their Katana out from their blade. Treat this as a melee attack but it can be done from a range of 90 ft. This attack has to have unobstructed ground path between attacker and target.

Hiten Mitsurugi-Ryu: Ryushosen (Dragon Flight Strike) 

"Ryushosen" is an upward, double handed slash, often delivered with a jump. The main target is the opponent's neck. When using a charge action, you may move and attack as with a standard charge and then move again (continuing the straight line of the charge). Your total movement for the round can't exceed double your speed. You do not provoke an attack of opportunity from the target you attacked.

Hiten Mitsurugi-Ryu: Ryukansen (Dragon Spiral Strike) 

"Ryukansen" is a swing that takes advantage of the entire body's turning motion to dodge an enemy's attack or to bypass an enemy's defense, striking immediately after. When using a charge action, you are no longer restricted to a straight line. Your total movement for the round can't exceed double your speed. The increased speed behind his movements allows him to take up to a +10 bonus to his attack rolls, but the increased recklessness of his attack causes up to a -10 penalty to his AC for 1 round. 

Hiten Mitsurugi-Ryu: Izuna (Air Dragon Strike) 

"Izuna" is a range technique that sends wind blades flying at the enemy from a powerful sword stroke through the air. As a full round action the Hiten Mitsurugi Samurai can make two attacks that project slashes of their Katana out from their blade. Treat these as melee attacks but it can be done from a range of 110ft. This attack can be used to target flying opponents, and need not have an unobstructed ground path to its target.

Hiten Mitsurugi-Ryu: Ryusosen (Dragon's Nest Strike) 

"Dragon's Nest" is a rapid-strike technique which deals a flurry of successive blows at god-like speed. When using a charge action, you may make a full attack as part of your charge. The increased speed behind his movements allows him to take up to a +15 bonus to his attack rolls, but the increased recklessness of his attack causes up to a -15 penalty to his AC for 1 round.

Hiten Mitsurugi-Ryu: Kuzu-ryusen (Nine-headed Dragon) 

In Hiten Mitsurugi-Ryu, there are nine vital target points; right shoulder, left shoulder, right arm, left arm, right leg, left leg, between the legs, head, and chest. All forms of attack and defense thus focus on these points. Using the godlike speed of Batto-jutsu, the 

Hiten Mitsurugi Samurai is able to maximize the amount of damage inflicted on his opponent by simultaneously striking several of these key points at once, making any normal defense impossible. This can be considered a step up from the Ryusosen, which uses the godlike speed to make successive attacks. The toll on the body from performing the 

Kuzu-ryusen is tremendous and leaves the Hiten Mitsurugi Samurai unable to perform an action for 1 round afterwards (he may still defend himself from attacks, so he doesn't lose his dexterity modifier). When using a charge action, you deal double damage with your Katana.

*Charge
· Charging is a special full-round action that allows you to move up to twice your speed and attack during the action. However, it carries tight restrictions on how you can move. 

Movement during a Charge:

· You must move before your attack, not after. You must move at least 10 feet (2 squares) and may move up to double your speed directly toward the designated   opponent. 

· You must have a clear path toward the opponent, and nothing can hinder your movement (such as difficult terrain or obstacles). Here’s what it means to have   a clear path. First, you must move to the closest space from which you can attack the opponent. (If this space is occupied or otherwise blocked, you can’t charge.) Second, if any line from your starting space to the ending space passes through a square that blocks movement, slows movement, or contains a creature (even an ally), you can’t charge. (Helpless creatures don’t stop a charge.) 

· If you don’t have line of sight to the opponent at the start of your turn, you can’t charge that opponent. 

· You can’t take a 5-foot step in the same round as a charge. 

· If you are able to take only a standard action or a move action on your turn, you can still charge, but you are only allowed to move up to your speed     (instead of up to double your speed). You can’t use this option unless you are restricted to taking only a standard action or move action on your turn. 

Attacking on a Charge:

· After moving, you may make a single melee attack. You get a +2 bonus on the attack roll and take a -2 penalty to your AC until the start of your next turn. 

· A charging character gets a +2 bonus on the Strength check made to bull rush an opponent. 

· Even if you have extra attacks, such as from having a high enough base attack bonus or from using multiple weapons, you only get to make one attack during    a charge. 

Lances and Charge Attacks:

· A lance deals double damage if employed by a mounted character in a charge. 

Weapons Readied against a Charge:

· Spears, tridents, and certain other piercing weapons deal double damage when readied (set) and used against a charging character. 

**Hiten Mitsurugi Samurai is based on Himura Kenshin's fighting style, descriptions of attacks located at http://en.wikipedia.org/wiki/Himura_Kenshin.
