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THE KENSEI

The Kensei is an unarmored warrior from Sho
lands. He is excellent with one- or two-handed
weapons but does not use any armor. Instead, he
trains in techniques which make him naturally
harder to hit.

When a Fighting-Man reaches at least
second level, he may convert his Fighting-Man
levels to Kensei levels, and foreverafter progress
in the Kensei class.

However, the Kensei candidate must have
both a Wisdom and Dexterity of 14 or better in
order to assume the class. Additionally, he must
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know the Ponta language, which is the common
tongue of the lands of the Sho people.

The Prime Requisites of the kensi class are
Wisdom and Dexterity. A Kensei with a Wisdom
and Dexterity of 14 or more gains a +20%
adjustment to all earned XP.

THE KeNnsEl's CLass ABILITIES:

Arms & Armor: The Kensei uses no armor nor
shield. He may use any weapon including the
most powerful magic swords.

Unarmored Fighting: When wearing no armor,
the Kensei enjoys a bonus to his armor class
equal to (WIS - 10) or (DEX - 10,) whichever is
better.

Weapon Specialization: The Kensei always gets
+1 to his damage roll when he hits his opponent.
This is in addition to any bonus due from other
sources.

Mantle of Leadership: A Kensei may have one
more Retainer than his CHA would normally
indicate. Any henchmen he leads get a +1 on
their Morale checks.

Cleave: When in melee with people or creatures
with fewer Hit Dice than himself, the Kensei
may make one attack against each adjacent
figure rather than a single attack against a single
figure. However, this attack is resolved on the
Fighting-Man 1-3 line of the attack matrix
(rather than his normal line, if different.)
Opponents of 4 Hit Dice or more are immune
to this special attack.

Critical Hit: If a Kensei attacks a foe with an
attack which is able to damage the target, and
the player rolls a natural 20 (before any
adjustments), the target is brought immediately
to O Hit Points. At Level 4 and above, he may
damage creatures that have magical immunities
using normal weapons.

Demon Sense: Beginning at Level 4, the Kensei
may sense unseen demons and undead. This
ability works out to 30’ (3 scale inches indoors
and 1 scale inch outdoors.)
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Great Bravery: Beginning at Level 4, Kensei are  Forge Lore: At level 9 and above, Kensei may

immune to fear, including magical fear. craft weapons in their strongholds using the
In addition, they force an immediate same rules as Magic-Users do. They may not
Morale check by their opponents when they craft other kinds of magic items.

cross within melee range (3 scale inches) with 1
HD normal-types.



TABLE 7: THE KENSEI

Lelve Title XP HD
1 Veteran 0 1+1
92 Shuzhu 500 2
3 Chuangzhu 940 3
4 Duifu 1,775 4
5 Duizhu 3,350 5+1
6 Jun Fu 6.300 6
7 Jinzhou 11,900 7+1
8 Tong Jun 99400 8+9
9 Jiangjun 42,125 9+3

10th Level
10 e 80,000 10+1
1 Lord,11th 150,000 1% *
19 Lord,12th 282,000 1% ¥
13 Lord, 13th 531,000 1(; ¥
14 Lord, 14th 1’00(())’00 1% *

*Hit Points adjustment due to Constitution no
longer accrue.




