Tetsubo: Male axiomatic human Sam4 (Crane); CR 5; Medium-size outsider (human); HD 4d10+8; hp 39; Init +6; Spd 20 ft.; AC 19 (touch 12, flat-footed 17); Atk +6 melee (1d10+7/19-20, +1 katana); SA Smite chaos; SQ Darkvision 60 ft., fire, electricity, sonic and cold resistance 10, SR 8, smite chaos; AL LN; SV Fort +11, Ref +7, Will +7; Str 18, Dex 16, Con 16, Int 12, Wis 12, Cha 16. Languages known: Common


Smite Chaos: Once per day, Tetsubo may add his Charisma modifier to his attack roll and deal 1 extra point of damage per level to a chaotic creature.


Skills and Feats: Diplomacy +10, Iajutsu Focus +12, Sense Motive +9, Climb +11, Ride +9, Jump +11; Improved Initiative, Quick Draw, Skill Focus (Iajutsu Focus), Exotic Weapon Proficiency (Katana), Dodge.


Possessions: Great armor, +1 katana.


Description: Tetsubo is the Guardian of the Triad of Order. He wears the traditional samurai armor wielding katana in both hands. Piercing brown eyes can be seen beneath his helm. His voice is louder than a human’s and commands attention.


Tactics: Tetsubo will only obey his summoner and will perform the task given to him without question. If no orders are given, he will assess the situation and do what he feels is necessary. If ordered to fight, he will fight to the death, casting spells as necessary. He cannot act during the round that he is summoned though he can be given an order. Giving an order to Tetsubo is a free action. Consult the Summoner table below to determine the chance that Tebsubo will obey a given order. If an order is ignored, attempting to issue the same order incurs a –10% penalty and agitates him. If the penalty takes the chance to 0% or lower, Tetsubo becomes insulted and teleports himself and his summoner to another plane where they face off in a duel to the death. When the duel is over, the summoner is transported back to the exact location where he was taken from.

Summoner is


Chance to obey

Any Lawful


100%

Any Neutral


50%

Any Chaotic


0%

