Crocodile Style: 
Entrance Requirements: Strength 16 or better
Character bonuses + 4d6 Sdc, + 2 PS, + 2 PE. Leap 15 ft up or forward

[bookmark: _Hlk505020205]Skills included in training: Swamp survival + 20%
Land Navigation + 15%
Swimming + 15%
Running
Camouflage + 15%
Prowl + 10%

Combat Skills:
Starting attacks per level 4
Escape moves: breakfall, roll, maintane balance
Basic defensive moves: dodge, parry, auto parry
Advanced defenses: multiple dodge, automatic roll 
Hand attacks: punch, knife hand, power punch
Basic foot attacks: shin kick(special! 1d8 damage to HP but must be the first and only attack that melee.)
Snapkick, reverse turn kick(combo dodge/kick 1d8 damage, power kick
Jumping foot attacks: jump kick, flying jump kick 
Special attacks: Pin/incapacitate, crush/squeeze
Holds/Locks: auto neck hold, auto body hold, auto leg hold, auto arm hold, auto head hold
Modifiers to attacks: critical on natural 18-20, critical from behind. Deathblow on natural 18-20

Martial Arts Powers: 2 body hardening exercises

[bookmark: _Hlk505025605][bookmark: _GoBack]Special Kata: The Death Roll: 1st attack of the round – an auto hold, followed  by crush/squeeze and a roll of the d20. On a natural 17-20 is a critical + 5 damage
Special Kata : Surprise! 1st attack of the round and only defensive manovours for the rest of the melee.    + 3 initiative, auto 1 hand choke, followed by a knee(s) or headbutt



Level Advancement Bonuses:   
1st: + 3 initiative, + 2 damage, + 3 strike  
2nd: + 1 PS, + 1 PE, + 4d6 SDC
3rd: Crocodile Armor – When invoked the characters skin splits open, bleeds, then erupts dark green/brown chitinous armor.  When dispelled, the pieces git loose and can be pulled off. Takes 5 chi for an extra 15 SDC and an AR of 14
4th: Gou Bite – This is a grip that tears at the flesh of the opponent doing 4d6 damage.  Also gains + 2 damage.
5th: + 3 initiative, + 2 strike + 10 chi, + 2 to all holds
6th: add 1 attack, gains Shi Teng Chui or combo hold/headbutt. Can headbutt repeatedly until the opponent can break from the hold.  To escape from hold both characters roll d20, add in PP and the holder can add bonuses of hold and strike.
7th: + 2 PS, + 2 PE + 4d6 SDC
8th: + 5% to skills included in training, add body hardening exercise 
9th:  1 attack per melee 
10th: + 2 parry, + 2 dodge, + 2 strike, double normal chi
11th: Ultimate headbutt or Chin Teng Shui.  Fighters go through grueling to perfect this.  Training involves conditioning the forehead to take the punishment of the hit.  Training includes headbutting padded wood, bare wood, then bricks then stone.  This gradually toughens the fighters head until he can crack open almost anything (including opponent’s skulls) 2d6 damage + 10 sdc 
12th: add one attack, add 1 body hardening exercise
13th: + 2 PS, + 1 PE + 3 initiative, + 4d6 sdc
14th: gain Chi Teng Chui Kung or power headbutt, + 3 initiative + 5 damage 
15th: gains 1 chi mastery skill, double normal chi
