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WELCOME

Welcome to Martial Arts Companion. This book is
designed to allow Gamemasters to incorporate a wider
range of martial arts into the Rolemaster Standard System
(RMSS). Insideyou will find rules for introducing unarmed
combat systems and new martia arts skills. For ease of
integration into the Gamemaster's campaign, the optional
rules and skillsintroduced in this book are categorized into
the three separate power levels: Core, Heroic, and Fantas-
tic.

When first reading this book, concentrate on reading and
understanding the corerules. Any text that is not marked as
heroic, or fantastic serves as core or background informa-
tion, it will be helpful to at least to skim through these
sections to get a broad overview of the scope and purpose
of thiscompanion.

Pay specia attention to the examples covering every-
thing from character creation tocombat. After you gain an
understanding of the material, create afew sample charac-
tersusingthecorerul esbeforetackling theoptional heroic
and fantastic rules and options in this companion. After-
wards, feel freeto dive into the optional sections of the
rules. Each optional ruling has a brief discussion of their
impact upon the RMSSthat should make [hejob of choos-
ing what options to include (or exclude) in a campaign
much easier for the Gamemaster. Some of the key features
that are covered by Martial Arts Companion include the
following:

* History of martial arts

» Guidelines for using martial arts within a campaign

» Two new variant Monk professions, the Taoist and the
Zen monk, each with new spell lists

* New and revised background options for martial arts
characters

* New and redesigned martial arts skills for the
Rolemaster Standard System

* Rulesfor creatingyourownmartial artsstylewitha
point cost system

* Examples of historical martial arts styles

* Introduction of Chi Powersskillsto model fantastic feats
of martial arts

» Guidelines for using martia arts in combat
* New weapon attack tables

* New critica tables

» New and revised training packages

Sources

Martial Arts: Traditions, History, People, John Concoran and Emil Farkas

The History and Philosophy of Kung Fu, Eart C Medeiros

Classical Bujutsu: The Martial Arts and Ways of Japan, Volume 1. Donn Draeger

Classical Budo: The Martial Arts and Ways of Japan, Volume 2. Donn Draeger

The Fighting Arts. Howard Reid and Micheal Croucher

Zen and Confuciusin the Art of Svordmanship, Reinhard Kammer

Asian Fighting Arts. Donn Draeger and Robert Smith

Phoenix- EyeFist: A Shaolin Fighting Art of South China. CheongChengL eong
and Donn Draeger

Recommended Reading

Outlaws ofthe Marsh, Volumes 1 and 2. Shi Nai'an and Luo Guanzhong

Fax Volant ofthe Showy Mountain. Jin Yong

Recommended Viewing

Once UponaTimein Chinal, Il, II1, IV
Last Hero in China
The Swordsman |. |1

NOTE

For readability purposes, the book uses the standard
masculinepronounswhenreferringtopersonsof uncertain
gender. In such cases, these pronouns are intended to
convey non-gender specific meanings: he/she, her/him,
etc. In addition, it is not the main goa of this work to
present absolutely correct and historically verifiable
information about each martial arts style. Where
possible, historical accuracy has been preserved but
some of the information regarding special strikes,
maneuvers, and abilitiesof themartial artspractitio-
ners has been created by the author to make each
styleuniqueand interesting to play. For thoseinter-
ested in a more in-depth discussion of the historical
role of martial arts and deeper knowledge of a certain
style, please review the sources and recommended
reading list provided in the appendix.

AUTHOR'SNOTE

A specia thanks goes out to all the people who
have helped to make this product a reality. All the
participants on the Rolemaster Internet mailing list
have been very helpful. A specia thanksgoesout to
the brave group of Internet play testers—Robert
Brott, Nicholas Caldwell, and Kent Krumvieda. |
have not met any of you in person, but | havefound
all of your suggestions and ideas extremely useful. |
would also like to thank my parents for all of their
support and help in everything | do. A special hello
goesouttothelthacaroleplayingcommunity, Scott,
Laurie, Jim, Diane. Bob, J.P., and Nick. It has been
alot of fun, good luck in Ithacaand beyond! And a
final thanks goes out to James Martinez for al the
help and support throughout this project and my
life—you are the best!
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Welcome to Martial Arts Companion! This book details
rules for creating and running characters thai employ
martial arts techniques within the Rolemaster Standard
System, Martial Arts Companion uses the standard nota-
tion from the foll owing Rolemaster Standard System prod-
ucts: Rolemaster Standard Rules, Arms Law, Spell Law,
and Gamemaster Law. It is also compatible with Talent
Law, Castles and Ruins, Wespon Law: Firearms, Treasure
Companion, Arcane Companion, and Racesand Cultures:
Underground Races. Within these pages you will find a
wealth of information detailing how to use, create, and run
martial artsinyour campaign. Inaddition, thereisalsoa
great deal of informationregardingthehistorical progres-
sionand development of martial artsthat may beapplicable
to any game system.




INTRODUCTION

This book is geared to be a useful reference for both the
Gamemaster and the player. As with al companions, the
rules detailed within these pages are optional. It is not
recommended that the average Gamemaster use every
option and rule presented in this companion. In most
games, only a certain subset of the rules and guidelines
presented in thiscompanion will be used. Playerswishing
tointroducerulespresented in thiscompanionintoagame
must be aware that their inclusion may upset the game-
balance and direction intended by the Gamemaster. In this
event, the wishes of the Gamemaster should be respected.
Likewise, Gamemastcrs wishing to include the new rules
and optionspresented inthiscompanionwithintheir games
have an obligation to clearly explain to the players the
ramifications they present to the players present and
future characters.

This book tries to model the different approaches to
martial arts within aconsistent framework. To thisend, a
common set of martial arts rules and skills serve as the
foundation for this book. Because of this structure, it is
possibleto embrace the many complexitiesof martial arts.
It is important, therefore, for the Gamemaster to fully
understandthepower | evel of martial artsthat hewishesto
allowwithinhiscampaign. Itisequally important that he
convey hisexpectationsof thecapabilitiesof martial artists
to his players to avoid misunderstandings. With both the
playersand the Garnemaster starting from acommon set of
assumptions, a campaign becomes much more stable.
Therearethree power levelsinthiscompanion and they are
the following:

» Core Power Level—The Core power level assumes a
near real-world expectation of martial arts. The martial
arts are treated as unarmed combat with all theinherent
advantages and di sadvantage that come with that expec-
tation. The Core power level iswell integrated with the
entire RMSS,

* Heroic Power L evel—The Heroic power level assumes

aslightlylarger-thanlifeexpectationof martial arts. The

martial arts at this level are more effective than they
actually areinthereal world, allowingplayerstoaccom-
plish extraordinary acts more easily. In most cases, the

Heroic power level is the average level at which arole

playing campaign is run,

Fantastic Power Level—The Fantastic power level

assumesan unrealistic expectation of martial arts. Mar-

tial artsare presented as the supreme form of combat and
are practiced by the majority of the heroes of the cam-
paign world. Martial arts masters can accomplish super-
natural featsthrough the focus of their inner power. The

Fantasticpowerlevelisthemostpotential lyimbalancing

option with respect to the rest of the RMSS.

While players have awide variety of options to choose
from when using this book, it is noteworthy that the
mechanisms used for resolving martial arts attacks are
quite simple. In summary, Martial Arts Companion was
created to enhance the enjoyment of Rolemaster players by
expanding on and enhancing the martial arts system first
introduced in RMSS. Furthermore, the assumptions used in
creating the rules and guidelines in this book are outlined
below to help the Gamemaster understand the foundation
from which the rules have been generated.

11
ASSUMPTIONS

The following is a list of assumptions for this book.

» This book was created to benefit any profession inRMSS
Therefore, all martial arts abilities can be used by any
profession, abeit at a price.

» This book was created to expand the alternatives avail-
able to players having characters who speciaizing in
martial arts. As aresult, a system for creating unique
martial arts styles was created to emphasize the unique-
ness of the martial artist.

* The changes in this companion will imbue the martial
artscharacter with moredepthand versatility, which will
make this character more interesting to operate. To
accomplish this, three changes were instituted:

1. A consistent and comprehensive framework was
developed to incorporate a more detailed martial arts
system into RMSS,

2. The range of choices available to martid artists
has been increased by the addition of new skills, back-
ground options, training packages, and specia talents
and flaws.

3. The development point burden on martial arts
characters has been lessened to allow them to pursue
expertise outside the narrow range of martial arts.

* Finally, the standard RMSS combat round system with a
100% limit on activity and three actions per round limit
isstill beingused to resolve combat ? Note, however, that
variant combat systems used in some Ralemaster cam-
paigns may require some modification to complement
the rules in this companion. Especialy important to
recognize are the changes reflected in this companion
from previous editions of Rolemaster. These are outlined
below.

Part |
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12
CHANGES

The aress that have changed in Martial Arts Com- (
panion include professions, guidelines, skills, and
weapon attack and critical tables. These are ex-
plained below. . {

121 « NEW PROFESSIONS '-
While the Monk profession introduced in RMSR '
remains avalid profession, two new variant profes-
sions based on the Monk are introduced. These
include the Taoist monk and the Zen monk, both of
whom speciaize in unarmed combat. These intro-
ductionswere motivated by the argument of whether
the Monk profession was better modeled as an Es-
sence-based or a Mentalism-based spell caster
(Charltonian versus Amthorian view). The origina S
Monk profession' s spell lists still retain afair balance

\ M
\ 4
3
| Y3
"h; ’

between the two variant professions, thus offering

ever, players now have the option to choose between
Monk professions, depending on which heightened
attributes they wish their characters to posess.

The Taoist monk is a new Essence-based spell
casting martial artist that differs from its RMSR
predecessor in its ability to manipulate and create
elemental forces. The advantage the Taoist monk
gains in elemental control is balanced by his lesser
effectiveness both at controlling his body and focus-
ing his will when compared to the standard Monk's
own ability to master these traits. The Zen monk, a
new Mentalism-based spell casting martial artist, on
the other hand, isblessed with asuperior ability tofocus his
will and use the power of his mind to influence the
perceptions of others that out shadows even that of the
standard Monk. However, the Zen monk does not have the
standard Monk or Taoist monk abilities at special moving
maneuvers.

1.2.2 « GUIDELINES

Some new guidelines dealing with specialized combat
situations are detailed in this companion. They cover
everything from competingin challenges to Fighting on top
of ateetering building while it israining. These guidelines
are meant to help the Gamemaster resolve the strange and
interesting situations in which players invariably find
themselves.

1.2.3 « SKILLS

The most important change to the original martial arts
skillsfound in RMSR is the elimination of the four-tiered
degree skill system used for martial arts attacks. For
simplicity, this has been replaced with a single skill for
each general type of attack, of which there are four: martial
arts striking, martial arts sweeping, locking holds, and
nerve strikes. While the RMSR's original damage thresh-
old systemisstill present in this book, it is now embedded
in the Martial Arts Style skill. The Martial Arts Style skill
allows the martial artist to create a specialized unarmed
attacking system. The Martial Arts Styleskill isalso placed
in anew skill category under the umbrella Martial Arts
Group called the Martial Arts Combat Maneuvers skill

the most flexibility to the starting character. How- ‘

J j= it
(\‘_

category. Many other specidized martia ats skills are
included in this skill category. Additional new skills are
included in awide range of skill categories, ranging from
General Lore skills to Specid Defenses skills. An impor-
tant addition is the Weapon Style skill to the Combat
Maneuvers skill category. The Weapon Style skill alows
the user to create unique weapon-using fighting systems,
much like the Martial Arts Style skill alows the use to
create unique unarmed combat fighting systems.

An optional type of skill called a Chi Powers skill has
been introduced to model some of the amazing feats
performed by martial artists in history and legend. These
skills are found in many different skill categories and are
listed in their own section in this book.

1.2.4 - WEAPON ATTACK TABLES

AND CRITICAL TABLES

New weapon attack tables offer the martial artist a
greater range of choices in traditional martial arts weapons
that have as of yet not been created in Arms Law format.
The additional weapon attack tables for the katana,
nunchaku, tetsubo, sai, kris, wakizashi, chigiriki, kusari-
gama, chain, thorn staff, short stick, dart, spring sword,
three-sectioned staff, butterfly knife, and metal whip are
listed in this companion. Other specialized martia arts
weapons are profiled as well. Furthermore, two additional
critical tables, Locking Holds and Nerve Strikes, are intro-
duced as well to offer more effective martial arts attacks.



HISTORICAL M.ARTIAL ARTS

A martiad art is an individual fighting style that is
systematized and defined in aforma manner. Martial arts
require long practice and rigid self-discipline to master.
With this discipline comes the mental focus and accuracy
necessary for success. Examples of martial arts can be
found throughout history and legend from David's smiling
of Goliath with his sling to the accounts of ancient Chinese
fighting masters. The skills and techniques employed in
martial arts are different from those used in warfare. While
martial arts are driven by the dictums of accuracy and
gpeed, mass combat or warfare is driven by the dictums of
strength and firepower. Whereas the weapons used in
warfare are large and heavy and fighting can take days, the
combat practiced by the martial artist isfree of restraint and
swift, with the focused objective of neutralizing the foe as
quickly aspossible.

2.1
THE ORIGINS
OF MARTIAL ARTS

Thetrue beginnings of martial arts areclouded in myth,
since most ancient martial arts masters kept little records.
Instead, techniques were handed down from master to
disciple. Because of amaster'suntimely death or failure to
locateagifted protege, many uniquemartial artsstylesand
their origins have been lost. It is generally agreed, how-
ever, that martial arts; firsttook root in the Asian cultures of
the East. Furthermore, it is believed that the religious
traditions and medical knowledge practiced in this area
were instrumental in developing the forms and style of
martial artswe recognizein all theevolved formsof martial
arts preset today.

The omnipresent el ement of i nner strength and focus in
al martial art formsis attributed to the Eastern practice of
meditation and the system of breathingthat accompaniesit.
Thisisbelieved to empower an individual with the proper
relaxation and focused abilities that allow for the proper
channeling of strength, coupled with the accuracy and
speed, needed to excel inany confrontational situation. In
addition, theincreased medical knowledgeallowedforthe
identification of those body aress that would sustain the
most damage from the puni shing strikes perfected through
theart of mediation. Whilemartial artsstylesaretypically
classified as hard or soft, both techniques incorporate a
small measure of the other.

Before detailing the differences of each style, the fol-
lowing example taken form the animal kingdom might
illustrate the contrast between the two opposing styles.
Picture aconfrontation between a mongoose and a snake.
The mongoosejumps quickly from spot to spot, radiating
energy asit tests the defenses of the snake with lightning
attacks and retreats. The mongoose is clearly displaying
thehardstyle. The snake, onthe other hand, waitspatiently,
giving no indication of when or where it is to strike. It
simply sways back and forth before its sudden unexpected
attack. This isthe essence of the soft style. Thedifferences
arefurther detailed below.

HARD MARTIAL ARTSSTYLES

Hard arts typify force opposed by force. In unarmed
combat, this force is accomplished by propelling the entire
body, or part of it, against the opponent, since added
momentum is gained by sending the weight and motion of
the entire body after a punch or kick? Various strikes are
leveled at the opponent, but the most effective are those
whose forces are propelled in a straight line. Blocks that
forcefully deflect or stop incoming blows often precede
countermoves in ahard style, while the countermove itself
rapidly follows the block with direct punches or kicks. This
approach is very straightforward and is the basis for many
martial arts styles, including karate, Korean tae kwon do,
and the hard arts of Chinese kung fu.

To the trained martial artist, however, the hard style does
present one flaw. Because of the muscular tension dis-
played and the momentum of their bodies, the stance of the
martial artist can reveal their next intention to their oppo-
nent. Inaddition, whilethebreathingtechniquesofthehard
arts (focusing breathing to apoint between the solar plexus
and the upper chest) allow the martial artist to focus his
energy into explosive releases, there exists the danger of
draining the user of strength. Therefore, in aclash between
martial artists using hard styles, there is an emphasis on
instinctive and trained reactions using physical strengthto
quickly end the conflict.

SOFT MARTIAL ARTSSTYLES

Circular motion is the forms the basis of the soft arts.
Like the snake in the above example, a master of the soft
artsis still and relaxed. Unlike the tensed muscles of those
martial artists exercising the hard style, a master of the soft
artsdoes not reveal hisintentions. In addition, the soft arts
masters also seek to use incoming force against itself,
instead of opposing the force. For example, the bodily
momentum initiated by a striking opponent could be fur-
ther increased and used against him by simply stepping to
one side and pushing the opponent towards the ground. In
a clash between two martial artists using soft styles, the
emphasis is on using the mind to outwit the opponent.

Correct breathing techniques are very important to the
soft arts. Unlike the breathing employed in the hard arts, in
the soft arts breathing is initiated low in the body, two
inches below the navel, where the center of vital energy or
chi is believed to reside. By training the mind to use the
muscles of the diaphragm to draw air into ihe lungsin this
manner, it is possible to evoke a tremendous force that
radiates from within the body to the extremities, where it
can be used to deliver punishing blows to opponents.
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2.2
THE DEVELOPMENT OF
MARTIAL ARTS

The next sections are devoted to the profiling the culture
and fighting systems of many different countries of the
world. These include Chinese martial arts, European mar-
tial arts, Japanese martial arts, Indian martial arts, Indone-
sian and Malaysian martial arts, Korean martial arts, and
Okinawan martial arts. Each region has a brief history of
each region and how martial arts developed in that region
and interacted with the culture. If amartial arts system is
further profiled laterin thiscompanion, it is distinguished
by its name in bold-faced type,

It isimportant to realize that martial arts arosein atime
when present-day nations were nothing more than mere
assortments of independent states or clans, and warfare
wassmall andlocalized, sothatindividual fightersattained
greater importance due to the small number of troops in
conflict. Warfare was ritualized and in some cases settled
by single combat. One need only consider the prestige and
honor bestowed upon even aslave in Roman times for his
expertise as a gladiator to comprehend the allure of this
ancient fighting art form.

In the following section, note that the Asian-inspired
martial artsare grouped al phabetically by region, whereas
the European-inspired martial artsarelisted in chronol ogi-
cal order.

2.2.1+- ASANMARTIAL ARTS

Thisis abrief discussion of the history of Asian martial
arts.

CHINESE MARTIAL ARTS
The great Songshan ShaoJin Temple and monastery at
the foot of the Songshan M ountains of Central Chinaisthe
placewhere Chinese martial artsarebelieved to havetaken

root. Although there exists scholarly doubt about the
accuracy of this legend, it is widespread among the martial
arts community. It is believed that an Indian monk by the
name of Bodhidharma arrived to teach the Chinese a new
approach to Buddhism that involved intense long periods
of meditation, from which the meditative schools of Ch'an
in China and Zen in Japan are said to have arisen. One
commonly cited story asserts that Bodhidharma stared at
the wall of acave for nine consecutive years. To help the
monks of the Temple withstand the long hours of medita-
tion, Bodhidharma taught them exercises and movements
to strengthen their bodies, and the Shaolin Temple Boxing
technique was born.

THE SHAOLIN TRADITION
AND THE RISE OF SECRET SOCIETIES

At the height of its prosperity, the Shaolin Temple had
1,500 monks, 500 of who were fighting monks. They led
simple lives, supporting themselves by farming the land
they owned. It wasn't until 1674, after 128 of these monks
assisted the Ch'ing Emperor in battle, that their highly
effective fighting techniques were seen as cause for alarm.
This was further heightened when they rejected the titles
offered to them by the Emperor in favor of returning totheir
temple. The Emperor became persuaded that it was danger-
ousto let such an effective fighting forceexist in the center
of hisempire that hedid not fully control. Shortly thereaf-
ter, an army led by a renegade Shaolin monk surrounded
the temple and burnt it to the ground. It is believe that five
of the surviving monks subsequently founded China's
infamous secret societies known asthe Triads. Thereafter,
martial arts became linked with Chinese secret societies.

The first of these to materialize were the White Lotus
and White Lily societies. Each society was associated with
aspecific style of martial arts and would often practice at
night during its secret meetings. Like the various secret
societies formed afterwards, these two societies were in-
strumental in helping various factionsrise to power, only
to be ruthlessly suppressed by the same faction they sup-
ported. This antagonistic relationship dotted China's his-
tory with ever-changing dynasties in power, since the
Chinese government wavered between embracing the ad-
vantage of having alarge group of highly skilled fighting
men in times of need and then feeling the need to suppress
the same fighters to guard its power. The preferred martial
arts style adopted by these fighters evolved from the
Shaolin boxing and is known as the Shaolin kung fu
tradition.

KUNG FU

TheShaolinkungfutraditionisdividedintotwoschools,
northernand southern. Whilethetwo traditionsmight have
evolved from separate schools, most Chinese attribute
geography for the manifestation of the northern and south-
ernkung fu styles. Northern Chinaconsistsmainly of open
plainswherewal kingorridinggreat distanceswascustom-
ary, so that individuals' already developed legs became
their mainmeans of attack and defense. Southern China, on
theother hand, isriddled with large numbers of waterways,
requiring adept rowing and poling skills, which led to
greater arm strength. As aresult, the southern stylesrelied
on the fists as the main means of attack. The main differ-
ences between the northern and southern schools of kung
fu will be discussed below, as well as some of the tech-
niques that arose form each school.



NORTHERN KUNG FU STYLE

Graceful and smooth movements are characteristic of
the northern style of kung fu. In fact, the northern styles
provide much of the basisfor themartial artsstylesused in
Peking Opera. Stancesare usually very wideand open, and
armsareusually fully extended on both attack and defense,
Leaps, turns and other sweeping movements are also
incorporated in to this style. Movements displayed by
animalshaveinfluenced thedevel opment of certain styles
in this school and include: Crane, Dragon, Eagle, Horse,
Praying Mantis, and Wing Chun styles among others.

One of the most striking characteristics of the northern
styles is their emphasis on kicking. Northern stylists are
trained tojump high and deliver one, two, or three kicksto
an opponent before landing. Flying sidekicks are dso
taught, althoughtheir original usewasto dismount cavalry.
Northern styles use long formal sequences of attacks and
countersas training ads that cover awide area of ground.
While some locks and grapples are used, most northern
styles use strikes and kicks with the arms or legs fully
extended. Weapons are also used and include swords,
Spears, staffs, scimitars, halberds, and war-fans. The forms
used with weapon practice are open and graceful, but still
effective.

SOUTHERN KUNG FU STYLE

M ai ntaining asolid stance and balanceis of the utmost
importanceinthesouthernstyle. Likethenorthern schoals,
the southern schools also |ooked to theanimal kingdom for
inspiration. The southern school, however, devel oped styles
based on the animals' sudden and overpowering attack
movements and these include: the Cabra, Monkey, Leop-
ard, Snake, and Tiger styles among others.

Southern-stylesfighting are usual ly donein close quar-
ters and consist of rapid, sequential punches, low kicks,
and blocks. There is lighting-speed reaction and action,
with great emphasis placed on simultaneous attack and
defense. For example, while the left aam may block a
punch, the right will slide into the opponent guard and
attempt to deliver a blow to the face or chest. The essence
of southern-style kung fu lies in the ability to instinctively
attack and shower an opponent with blows while avoiding
an opponent to grab any limbs. Southern martial artists
believe that the speed and power of their attacks will defeat
any foe.

LION DANCES

Another unique characteristic of Chinese martial arts
schoolsistherole of the lion dance. The lion iscomprised
of ahighly decorated, stylized lion mask "head" made of
paper-mache and along silk "body" that conceals a second
person who helpsmaneuver thelion. Thewearer of thelion
mask must be amember of akung fu school. There are two
kinds of lion heads, the young or black lion and the old or
multi-coloredlion. Ifaschool displaystheyounglion,itis
considered aform of hostility or insult to the other schools
of thearea.

Traditionally, the lion representsthe soul of thekung fu
school. During festivals and holidays, the lions from the
various schools of the area roam the streets. The lions are
tested by various challenges, such asthe ability to maneu-
ver past obstacles without breaking the team of the head
and body. The performance of the lion serves to reflect the
reputation of the school.

2.2.2+ INDIANMARTIAL ARTS

India has always had a rich history of martial arts and
warfare. Like early China, India was separated into many
small warring kingdoms. Warfare remained on a small
scale with ritualized combat between forces. There does
not appear to be a large degree of military specialization
likethat found in China. Rather the martia arts were taught
as part of the complete training for the accomplished noble.
India has always had a rich history of individual self-
development. One of the most important influences of
India was the promulgation of the religion of Buddhism.
Buddhism while an important religion in India never
achieved the overall influence it gained after it was intro-
duced in China

Indian martial arts showcase some unique fighting tac-
tics. In silambam, or stick fighting, the attacker will strike
the ground first before attacking his opponent. This allows
the strike to enter from below as well as confuses the
opponent. Singleand paired stick formsare studied aswell.

Other unique weapons taught in Indian martial arts are
the bundi dagger, a grooved double-edged blade; three-
directional knives, very useful for blocking attacks and
efficient at slashing attacks; and the urumi or spring sword,
kept coiled up and when released it is whipped through the
air to produce extraordinary noise, dust, and sparks.

The martial art of Kalaripayit was first developed in
India. It isatrue unarmed combat system that emphasizes
evasion of blows followed by hand or foot attacks. The
blocks used in this style are mainly circular, seeking to
deflect a blow to the side rather than stop it strength to
strength. Like Chinese martial arts, the terrain where this
art was practiced had a great influence on its form. The
kicks used in this style vary depending on whether the
Northern or Southern forms are followed. The kickstaught
in the Southern style are low and delivered to the front of
thebody, whilein theNorthern stylethekicksare very high
and are often accompanied by acrobatic |eaping attacks. In
both styles, a great emphasis is placed on evading blows
rather than blocking and coming from low stances into
kicking or punching attacks. The origin for the difference
in styles comes primarily from the terrain. The southern
portion of Indiaishilly and has uncertainfooting so attacks
involving high leaps and kicks are not pursued because of
the danger of losing one's balance. While in northern India,
the ground is more level and firm and as a result the more
acrobatic attacks could be used without a great fear of
losing one's balance.

In fact, many forms taught to students involve move-
ments that begin as acrouch, progressinto aleap or atwist,
and then end in a crouch that mimics evading a blow,
leapingto attack and then evading another blow. A sophis-
ticated system of grappling istaught in both styles, which
involves locks, throws, and nerve points. The study of
nerve pointsis called marma-adi and is regarded as a secret
art taught only to masters.
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2.2.3+ INDONESIAN
AND MALAYSIAN

MARTIAL ARTS

The region of Indonesia and Malaysia is home to many
different types of combat systems. For example, Indonesia's
three thousand islands are spread across three thousand
miles of ocean encompassing many different kinds of
weapon systems - from the Balak of Sumatra's expertise
with (he blowpipe to the Sea Dayaks of Boreno use of the
mandau (long knife).

THE KRIS

The kris is considered to be the national weapon of both
Indonesia and Malaysia, It is a double-edged dagger a
length of 12 to 16 inches. The blade may be either wavy or
straight (with wavy blades being more common). For afull
description and combat tables, see Sections 13.0 and 18.0,
This weapon is associated with many mythsand legendsin
both cultures. It is said thai given the proper incantation
water can be drawn from the weapon. A kris is said to be
ableto kill adesignated victim by simply pointing at him.
Stories are also told of a krisjumping out of its sheath to
protect its owner or raiding within its sheath lo warn of
danger. The incredible feats associated with the kris are
attributed to the supernatural power of the weapon. Each
kris is connected to its true owner from the time of the
forging of the blade. The tuju (kris sorcery) also allowed
the owner to kill a man by stabbing his shadow or his
footprints. It hasalso been said that the kriscan control fire
by influencing its direction of motion.

All the magical properties attributed to the kris are to be
used only in true need and never for display. The selection
of a kris is a time-consuming and deliberate action. The
fame of the maker of the kris, the pattern of the blade, the
number of times Ihe blade has shed blood, and other marks
help the prospective owner determine if the blade is right
for him.

The kris occupies acentral portion in theculturesof this
region. In Java during the nineteenth century, criminals
were executed by kris and the wearing of the kris was
considered a mark of social distinction.
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OTHER WEAPONS

Similar to the mythsand legends associated with the kris
are also stories of the mystical power of the spear. Legends
speak of a spear chasing a band of enemies for three miles
and killing all but one of them. The Sea Dayak of Borneo
wields Ihe mandau, along single-edged blade similar to the
machete. The handle of this weapon was usually adorned
with human hair. The scabbard of this blade is brightly
colored and is usually aso adorned with human or animal
hair or teeth.

Missile weapons used in this region revolve around the
use of the blowpipe and the bow and arrow. The blowpipe
is a common weapon in Java, Sumatra, the Celebes, and
Borneo? What made the bl owpi pe such a dangerous weapon
wasthe poison on thetipsof the small missiles. Thispoison
was usually derived from aspecies of stingray nativeto the
waters of this region.

PENTJAK-SILAT

The national form of defense of Indonesia is pentjak-
silat. This combat system appears to have first developed
intheSumatranMinangkabaukingdomin Indonesia. Over
thefollowing centuriesit spread to the rest of I he island of
Indonesia. Somescholarssay that theinspiration for pentjak-
silat is due to the Chinese martial artsthat strongly mim-
icked animal attacks. Local legend says that a peasant
woman first discovered this combat system when she
watched a tiger and large hird fight to the death.

The word pentjak means "a system of self-defense” and
silat as"fencing, to fend off. " Pentjak is practiced alone or
withatraining partner in acarefully controlled exercise,
not unlikethe Japanese kata forms. An unusual feature of
this training exercise is that the use of percussive instru-
ments as background music and training aids are fre-
quently used. Thiscan helpthe new student learn histiming
and focus in this martial art. Silat can also be practiced
separately, but it is most commonly practiced against a
partner. There are over 150 recorded slylesof penljak-silal.
Almost all the penljak-silat techniques operate on arespon-
sive and adaptive style of fighting. The movements of this
system are based on the movements of animals or people.
These styles make no use of warming up or preparatory
exercises because it recognizesthat in combat a person will
have no time for these types of exercises.

2.24 « JAPANESE MARTIAL ARTS

This is a brief overview of Japanese martial arts.

THE BUGEI AND RYU

Like China, Japan possesses a long history of martial
artstradition. The bugei or martial arts were founded and
taught by family organizationscalledryuandlater by non-
bloodline organizations called ryu-ha. Each ryu or ryu-ha
had its own unique perspective on the bugei it taught.
Scholars have calculated that at one point in history over
seven thousand unique ryu and ryu-ha schools existed in
Japan. One of the most important ryus in Japanese history
is the Tenshin Shoden Katori Shinto ryu. The founder of
thisryu, lizasa Choisai lenao Scnsei, was born in 1387 in
Chiba Prefecture, forty miles from present-day Tokyo. As



ayoung man he became a skilled fighter and served as a
retainer to the Chiba family. He took part in many battles
and saw the destruction of numerous family lines. When
Chibafell, he retreated to seclusion in the Katori Shrine at
the age of 60, where he engaged in daily worship and
martial arts training. After a period of one thousand days,
Choisai founded the teachings that became known as
Tenshin Shoden Katori Shinto Ryu. The prefix "tenshin
shoden" means heavenly, true correct tradition and was
used because Choisal Sensei believed he had assembled
the correct and true teachings. He lived until he was 102
years old and left behind a great body of martial arts and
philosophical teachings that were deeply rooted in Zen
philosophy. Theseteachings, inturn, wereavidly followed
by Japanese professional warriors known as bushi. After
the Muromachi period (1392-1573), these warriors were
referred to by a more commonly known name: samurai.

THE INFLUENCE
OF ZEN ON THE BUSHI/SAMURAI

The feudal Japanese warrior presented afierce sight. He
approached battle with animmovable will and adesire for
displaying his combat skills to win personal glory and
provehisloyaltytohismaster. Whil etraditional Buddhism
is generally based on compassion and gentleness, bushi
were militant warriors. Zen, however, was one of the less
militant sects of Buddhism in feudal Japan that survived
because most of the bushi followed its teachings? The
noted Japanese scholar, D. T. Suzaki, offersthisinsight:

InJapan, Zenwasintimately related fromthebeginning
ofitshistory tothelifeofthesamurai. Althoughithasnever
actively incited themtocarry ontheir violent profession, it
passively sustained them when they have for whatever
reason entered into it. Zen has sustained them in two ways,
morally and philosophically. Morally, because Zen is a
religion that teaches us to not look backward once the
course is decided upon; philosophically, because it treats
life and death indifferently.

Zen taught the bushi to become self-reliant, self-deny-
ing, and above all, single-minded to the degree that no
attachments or fears could sway them from their course.
Zen also contributed to the devel opment of the bushi with
its concept of mushin no shin or "mind of no-mind "By
entering into this state of meditative awareness, the bushi
could react without any conscious thought to danger. The
conceptsof implicit trust in fate, submission to the inevi-
table and composure in the face of adversity were well
ingrained in the bushi. Another factor that heavily influ-
enced the acts of the bushi was the concept of bushido, the
way of the warrior?

BUSHIDO

Bushido was devel oped after centuries of military expe-
rience and philosophical i nfluencefrom other Asiancoun-
tries. It was never devel oped as an explicit written code but
rather, wascommunicateddirectly from|eadertofollower.
Bushido incorporated Confucian ideas such as ancestor
respectandfilial piety. Furthermore, theriseofthemilitary
brought the idea of abond of | oyalty based on honor rather
than kinship. A true follower of bushido was said to possess
these seven virtues: justice, courage, benevolence, polite-
ness, veracity, honor, and loyalty. It's interesting to note

Chat amongst all thistradition, superstition managed to play
arolein the life of the bushi. This was based on the nine
signsor kuji noin.

KUJINOIN
The nine signs or kuji no in is a practice of a Buddhist
sect followed by many Japanese martial artists. Each sign
has a name and each corresponds to a special meaning. By
making the hand gestures of the nine signs followed by a
secret tenth movement, a warrior was said to gain good
fortune. The sign name and the corresponding meaning
follow.
Rin—Signifies physical strength
Pyo—Is associated with the channeling of energy and is
though to deflect objects
To—Achieves harmony and inner pesce
Sho—Promotes healing
Kai—Is associated with premonition or foreseeing
Jin—Allows for the opening of one's awareness to the
thoughts and intentions of others
Retsu—Is associated with the mastery of time and space
Zai—Signifies control of both will and mind
Zen—Advances enlightenment

To be effective in battle, however, the Japanese warrior
could not leave everything to fate. While the nine signs
might havebeen practicedby all bushi, it wastheextensive
and rigorous training in martial arts or bugei that helped
them attain both personal glory the handsome monetary
rewardsfor servicesrendered. Beforelisting thebugei that
bushi engaged in, it isimportant to distinguish the bugei,
whicharemartial artsinitiatedintenthcentury Japan, from
thebudo or martial waysthat weredeveloped intwentieth
century Japan,

BUGEI VERSUS BUDO

The bugei include the jutsu forms as well as other
combat systems. The bugei were developed for maximal
effectiveness in a combat situation. The budo, which
includesthedoforms, suchaskendo,judo, karate-do, and
iai-do, were developed from the existing bugei and are
moreconcernedwithattainingspiritual disciplinethrough
whichindividual scanattainself-perfection. Budoareless
combat-oriented and lack the practical aspect of their
predecessors. In some cases, the budo have deviated so far
from their origins to have ailmost no value in a combat
situation. Unlike budo, however, the bugei are intensely
combat-drivenfighting systemsand includethefollowing:

Ba-jutsu—Horsemanship
Bo-jutsu—Staff art

Chigiriki-jutsu—Technique of using a ball and chain on
ashort stick

Fuki-baki—T echniqueof bl owingsmall needlesby mouth
Gekigan-jutsu—Technique of using a ball and chain
Genkotsu—Assaulting vital points

| ai -jutsu—Swordsmanship

Jitte-jutsu—Technique using a short metal rod
Jo-jutsu—Stick art

Ju-jutsu—Fighting with minimal use of weapons
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Ken-jutsu—Swordsmanship

Kusarigama-jutsu—Technique using a ball, chain, and
sickle weapon

Kyu-justu—Bow and arrow technique

Naginata-jutsu—Halberd technique

Sasumata-jutsu—Technique using aforked staff to hold
afoe

Shuriken-jutsu—Technique of throwing small bladed
weapons

Sodegarami-jutsu—Technique using a barbed pole to
catch a foe

So-jutsu—Spear  technique

Sumai—Armored grappling
Tessen-jutsu—Technique of using a small iron fan
Tetsubo-jutsu—Technique of using a long iron bar
Uchi-ne—Throwing the arrow by hand

Ofall thefighting systemsincorporated under bugei, the
two most important ones to master were ken-jutsu and iai-
jutsu. The reason was the Japanese sword was the most
important weapon for any warrior to master.

THE JAPANESE SWORD

The bushi carried two blades, the o-dachi or long sword
and the ko-dachi or short sword. The dimensions of the
swords varied over Japanese history but some generaliza-
tionsare possible. The long sword had ablade alittle over
two feet long and wasgenerally afoot longer than the short
sword. The blades were one and a quarter inches
thick and tapered to arazor edge. The back of the
blades sometimes contained a blood grove to
make withdrawal from an enemy's body easier
and to collect the blood on the blade. The types
of swords most commonly associated with the
bushi are the kaiana and wakizasha swords.
These are grouped under thetachi swordsand are
known for their long blades and curved single-
edged shape.

A greatdeal of ritual and customsdealtwiththe
care and handling of these weapons. When con-
fronted with a person with unknown intentions,
thebushi kept hislong sword close at hand. When
kneeling in respect, if a warrior positioned his
sword to theright hesignaled nobleintentions. If
ontheother hand, thesword waspositionedonthe
left of the kneeling warrior, he signaled hostility
or lack of trust of hishost. Inthehouseof afriend,
the bushi might leave hislong sword in the cus-
tody of aretai ner but hewould continueto carry
his short sword. The host woul d keep his swords
ineasy reachatall timeseveninhisownhouse. If
aguest placed his sword with the handlefacing his
host, it was considered an insult against the skill
of the host. To step over the sword of another as
it lay on the ground was also considered to be an
insult. The Japanese warrior considered the his
sword to be his "soul." To touch or dishonor
another'ssword inany way wastoinviteaduel to
thedeath.

The armor of the bushi was equally regarded,
as it reflected his worth and prowess in battle;
therefore, they werereligiously maintained. The
armor of the bushi waslightweighttoprovidethe
maximum amount of mobility and speed needed

for combat. Thearmor wastypically made of thin sheets of
iron, hides, lacquered paper, cloth, and sharkskin. The
armor covered the vital areas and was designed not to
restrict his movement. Unlike European armor, bushi ar-
mor was not designed to withstand powerful direct strikes.
Rather, it was designed to survive glancing blows and
wesak attacks. The breastplate was typically made of over-
lapping iron plates bound with metal clamps or silken
cords. It was decorated with family crests and colors. The
helmet of the bushi was abowl-shaped devicemade of iron
and secured to the head with silk cords. Notable bushi had
ornate front pieces attached to their helmets signifying
their clan or leadership. The shins were protected by
flexible coverings, as were the arms. The body armor as a
wholewas usual ly decorated with astrong and impressive
color scheme that usually had some significance to the
house or clan the warrior was associated.

2.2.5+* KOREAN MARTIAL ARTS

Korea possesses arich history of martial tradition. The
Korean combat systems havetraditionally favored empty-
handed techniques and missile weapons. The reasons for
this development are dueto the heavy influence of calvary
techniques that used the bow and the relatively late intro-
duction of metallurgy techniques to Korea. Chinese cul-
tural influence played a strong part in the devel opment of
Korea's unarmed combat systems. Korean philosophical
thought aso lead to the ideas that inspired the code of
Bushidoin Japan.




2.2.6 - OKINAWAN MARTIAL
ARTS

Okinawa has always been a center for the exchange of
ideas and trade between Japan and China, being situated
just off the East China Sea and very close to Japan as well.
In the late fifteenth century, a new king arose to power in
Okinawa and banned the carrying of weapons by any one
not associated with the government to quiet rebellion at the
Start of his reign. This ban remained in force throughout
most of Okinawa's history up to the nineteenth century?
Theserestrictions lead to the development of karate, a rich
martial art technique practiced by the native Okinawans.
Many new types of weapons were pioneered by Okinawan
martial artists due to the restrictions placed upon them,
including the nunchaku, sai, kama, and tonfa.

2.2.7 * EUROPEAN MARTIAX ARTS

Traditionally European fighting systems have been less
well developed than their Asian counterparts. Where an
Asan fighting system may be seen as a"way of life," the
European fighting system isseen asasystem of mechanical
movements or simple recreation. In spite of this, Europe
dill has some interesting martial artsthat have been devel-
oped in itsrich history.

EARLY HISTORY

The earliest martial disciplines developed in Europe
were the events centered on the Greek festivals, the most
famous of these being the Olympic games. Some of the
eventsincludedjavelinthrowing, boxing, andwrestling?
Thepancratiumwasacontest thatinvol ved bothwrestling
and boxing and sometimes ended in the death of one of the
combatants. In general these events were seen as public
entertainment or arecreational sport, and were not consid-
ered to betrue fighting systems.

THE MIDDLE AGES

During the Middle Ages, a specialized class of warriors
called theknightsrose to prominence. The knight could be
consdered to he the European equivalent of the Asian
martial artist. Medieval knights lived by acode in which
skill at arms played acentral part. Mounted fightingskills
formedthecoreof chivalry. Thebuddingknight primarily
learned his skills from within the family. Young nobles
practiced their fighting skillsevery day. Themartial skills
of theknight weredisplayed at thetourney. Thesetourna-
mentscoul dbecomeverydangerousaffairsoftenresulting
in deaths.

Knights formed exclusive societies like the Knights
Templarand the Knights of Malta. Thesegroups of knights
blended their martial skills with religious conviction, not
unlike their counterparts in Asia.

THE RENAISSANCE

A codified fighting system for European martial artsdid
not develop until the end of the Middle Ages and the start
of the Renaissance. In the Renaissance era, armor became
lighter and fighters began to rely on their skill and agility
in combat. The nobles and the new middle class began to
practice and learn (or betutored) the art of self-defense and
combat with theblade. Theinflux of thenew middleclass
leed to the formation of fighting schools that taught them
theskillsneeded for combat. Thechangefrom heavy armor
cleavingweaponstolighter bladesformulatedfundamen-

tal changesin fighting strategy. The superiority of the point
and quickness asserted itself and the art of fencing was
born.

In European history there were many schools of fencing.
The earliest and most famous schools came from Spain and
Italy. The Italian schools of fencing attempted to simplify
the cuts and thrusts of the blade. The Spanish schools of
fencing mystified fencing through the inclusion of geom-
etry and natural science. Because of their more practical
bent, the Italian schools soon surpassed the Spanish schools
of fencing.

The early teachers of fencing did not teach a codified
method of fighting, but rather taught secret maneuvers and
tricks that they had learned. Like other martial arts masters,
the teachers of fencing were secretive, holding back their
best tricks and maneuvers for their most worthy (or wealthy)
students.

UNARMED FIGHTING SYSTEMS

Unlike the unarmed fighting systems of the East, the
unarmed fighting systems of Europe have been viewed
more as sports than actual deadly fighting systems. Unlike
the Eastern fighting styles, the European unarmed fighting
systems have not been closely linked to medicine.

Savate or chausson was developed in France during the
19th century. Of al the European martial arts, savate bears
the closest resemblance to the Asian fighting systems. It is
believed to be developed from a folk combat art in which
punching, kicking, and tripping were permitted. Despiteits
similarities, it has been confined to recreational uses and it
has never been offered as a"way of life" to its practitioners.
Savate also taught the use of the walking cane in its
unarmed combat techniques.

Part |
Section 2.2

The
Development
of MartiaJ Arts

13



Part |

Sections
3.0,3.1

Fitting Martial
Arts into Your
Campaign

Integrating
into Current
Campaigns

MARTIAL
ARTS
COMPANION

14

FITTING I\/IARTIAL ARTS
INTOYOUR CAMPAIGN

This section is meant to offer suggestions on how to
incorporate martial arts into the campaign. Because the
average martial arts specialist character can spend up to
half hisdevel opment points per level in refining hismartial
artsskills, itisimportant ensurethe player will haveample
opportunity for character development and role playing.
Each player should haveashare of the story and pl ot of the
campaign. For a more in-depth discussion of campaign
management and character development, the interested
reader should refer to Gamemaster Law.

All too often, themartial artistisrelegated tothe position
of an outsider within the campaign structure since he
usually comesfrom an exotic or distant culture. By defini-
tion an outsider is disconnected from the normal flow of
events. Thiscanmakeplayingmartial artistsdifficultwhen
thecampaign setting hasastronginfluenceontheinvolve-
ment of the players. These circumstances make it essy to
fall into the role of observing the campaign rather than
participating directly init. The player of themartial artist
should not need to totally rely on his character's combat
skillsastheonly way tointeract in the campaign. Some of
the ideas and suggestions presented in this section offer
ways for the Gamemaster to incorporate martial arts into
his campaign without relegating the martial artist to the
unenviabl e position of the outsider.

Sometimes Gamemasters ban martial arts from their
campai gns because they simply do not haveagood ideaon
how to integrate martial artsinto their current campaign.
Section 3.4, which details how to create new martial arts
cultures, should give the overworked Gamemaster some
ideas for creating new societies that support martial arts.
Section 11.5 on player concepts should also give the
Gamemaster some story ideas and plot hooks that can be
usedtoallow themartial artscharactertobeintegrated with
the current gaming group. There are some more general
topicsthat concern the overall campaign theme and cam-
paign metabolism that need to be addressed as well. This
section will attempt to answer some of the complexities
that arise when including martial arts into a current cam-
paign setting.

31
INTEGRATINGINTO
CURRENT CAMPAIGNS

Depending on the general campaign theme, the Game-
master canincorporatemartial artsin avariety of waysinto
the campaign. It can be very beneficial to havethe martial
artist integrated into the campaign in some other manner
than fighting or hired muscle. Here are some common
general campaign themes and ideason how to incorporate
martial arts into them.

FREE-FORM ADVENTURE CAMPAIGNS
Free-form adventure campaigns are the most common
type of campaign. In thistype of campaign, player actions
determine more of the plot than Gamemaster scheming.
The Gamemaster tailors his campaign style to play to his
player's desires and gods. In thistype of campaign, martial
arts can become an easy fit. The martial artist simply brings
another set of skills to the player group that can help them
accomplish their gods. Other than creating the cultural
background for the martial artist (if none existed in the
campaign beforethis), the Gamemaster does not have to do

very much more than manage the group as before.

MYSTERY CAMPAIGNS

Mystery campaignsarealittlemorerarethan other types
of campaigns as they require a significant amount of
advance preparation by the Gamemaster to ensure that the
campaign flows smoothly. In most cases, mystery cam-
paigns revolve around many non-combat skills. This can
put the dedicated martial artist at a disadvantage since he
must spend moredevel opment pointsthan most other types
of characters to have effective combat skills. In the case of
mystery campaigns, it is might be best to have the martial
artist's homeland located fairly nearby. The reasoning
behind this is that, in order for the martia artist to have
equal story leverage with the other characters in the party,
it will probably be necessary to have the martial artist's
order or organization involved in the mystery to some
degree. Another possible avenue is to have the martial
artist have personal contacts with important figures in the
involved mystery. Perhapsthe martial artist once served as
their bodyguard or taught them martial arts at some point
in the campaign. In thisway, the martial artist can use his
contacts or his organization to help the party solve the
mystery. In the case of the mystery campaign where the
martial artist'sorder or organization playsarole, itisvery
important that the Gamemaster put a fair amount of time
into creating the organi zation, culture, or order from which
the martial artist learned his skills. It is not always neces-
sary for the order or organization to be directly involved
withthecampai gn-spanning mystery; they may only have
apiece of the puzzle. For example, the martial artist'sorder
or organization could simply point towards the involve-
ment of another martial order or organization that is truly
involved.

POLITICAL CAMPAIGNS

Political campaigns are probably the rarest type of
campaign as they take the most effort in terms of world
creation and plotting on the part of the Gamemaster, Like
mystery campaigns, political campaigns revolve around
non-cornbat skills. Intrigue skillsand role playing become
important for every character whose player wishesto have
the character fully involved in this aspect of the campaign,
Many of the suggestions outlined for mystery campaigns



can befollowed for political campaigns. In some ways, a
martia artist isout-of-placein political campaigns, since
many political campaigns de-emphasize combat. Sincea
martial artist must spend asignificant portion of hisdevel-
opment pointsto keep hiscombat skillseffective, it may be
more appropriate to play another profession like a Rogue
or Thief. However, with alittle extraeffort by the Game-
master, this does not have to be the case. Again we turn to
the order or organization that trained the martial artist,
perhapsthe martial artist can gain real power by challeng-
ing hissuperiorsto ritual combat to take their position in
the organization. By linking the martial artist with the
political power of his organization, he can compete on an
equal basis with the other players. Or perhaps the martial
artist can serve as the bodyguard to a powerful NPC that
can afford him accessto the NPC's resources and backing.
Perhapsthecurrent campaign settingallowsduelingand
challenges and the martial artist is a feared duelist who is
employed by other powerful organizations to further their
own interests? The possibilitiesareendlessif the Game-
master and player should sit down before the start of the
campaign and discuss how this character can fit into the
overall campaigntheme.

QUEST CAMPAIGNS
Quest campaigns are probably the most common cam-
paign type encountered next to the Free-Form campaign.
Questcampaignshavethebenefit of focusedstructureand
common goals. The martial artist's combat skills can be
useful as the party attempts to overcome obstacles that
hindertheirsuccess. Itisalsoimportanttohavethemartial
artist'scultureor organization involvedin the overall quest
plotline. Themartial artist'scontactsandknowledgeof his
organization and culture should prove important to the
eventual success of the party's quest. Some of the ideas
listed in the mystery and political campaign types may
prove useful in quest campaigns as well.
These suggestions are of course not only for martial
artists. Other professions and character types should also
be integrated into the campaign structure similarly.

3.2
COMMON
CHARACTERTHEMES

When designing a campaign for the playersit is impor-
tanttocarefully considereachplayer'sgoal sandintegrate
thesegoal sintothecampaignstructure. | deal lyeachplayer
will have certain goals for his character that can tie in with
other player goals to move the campaign forward with
minimal effort by the Gamemaster.

Thereare several character themesthat are particularly
appropriate to martial artists. These themeswould make
good individual goals for martial artists within the cam-
paign structure. Playersare of course encouraged to make
uptheirownindividual goalswhenever possible. Section
11.50oncharacter conceptsmay offer someadditional ideas
for character goals.

SELF-ENLIGHTENMENT
A typical goa for amartial artist character is the god of
self-enlightenment and inner peace. The martial artist
attempts to attain atranquil state of mind where his actions
flow without conscious direction. This state of mind leads
to inner peace and tranquillity.

SELF-MASTERY
A related goal to self-enlightenment is the goal of self-
mastery for martia artists. Self-mastery involves the mar-
tid artist controlling his body' s natural responses to threats
and pain. The most important goal for a martial artist
striving for self-mastery is the development of an iron will
and determination that will allow him to achieve his goals.

MARTIAL PROWESS
Another common goa for martial artist charactersis the
god of martial prowess. The martial artist's god is to
become the most talented practitioner of his martial arts
style or weapon style in the world. He wishes to meet and
defeat all other martial arts masters of different schools and
traditions to prove his mastery.

3.3
CHALLENGES AND
FINDING TEACHERS

In a martial arts campaign, there should be plenty of
opportunity for players to interact with local and foreign
martial arts champions in contests and exhibitions. If the
Gamemaster takes the time to develop some rivalries
between martial arts schools and annual martial arts con-
tests for insertion into the campaign, he will be rewarded
well in terms of player feedback and participation.

Historically, challenges were a central part of a martial
arts master's existence and could not be refused. The
challenger could stipulate whether an armed or unarmed
match was desired and the host had to accept. Further, the
guest could decide whether the match would end in mere
defeat or death? Although a master could not refuse a
challenge, if the challenger was a stranger of unproved
merit, he could be referred to a senior student. Often
masters would do so for the opportunity to study the
challenger's style and technique. The chief reasons for
having senior students accept challenges from unknowns
were to avoid fights with brash young inferior fighters. If
such a challenger did fight the resident master and lost, he
would often leave with a phrase such as "two years' or
"five years'—indicating how long he would train before
retuming for another bout. Due to the prevalence of chal-
lenges, many masters would keep the ultimate secrets of
their martial arts to themselves for fear of being challenged
by their own students.

Challenges can be inserted into the campaign to provide
many plot lines and plot hooks for martial artists. Perhaps
the characters are senior students of a respected master, and
asaresult are continuously challenged by local toughs who
wish to improve their reputations. An interesting variant
plot line would be having a character's teacher lose to an
ill-mannered braggart. The master mysteriously becameill
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before the match, but decided to continue with the fight.
Hisillnessgot worseduring thematch and he was defeated
easily. The braggart then set about starting his own school
and bad mouthing the character and his fellow students.
Themaster'sstudents might suspect foul play and investi-
gate the situation on their own.

Annual contests are also a great source for campaign
ideas and memorable moments. Perhaps the playerswish
to have their characters enter the famous martia arts
tournament. Will they succeed anddefeat all challengersor
will they fail and bring shame to their school ? Some of the
ideas in Section 14.7, which details cinematic combat,
might be useful for staging ideas. Perhaps the contest is
held on wooden scaffol ding twenty feet above the ground
so the spectatorscan seethe combatants and thefightersare
in constant danger of falling to the ground.

An interesting role playing option available to martial
artistsisthetask of finding amaster to teach them martial
arts skills. The Gamemaster may make the players act out
the process, or he may say that they find and establish a
relationship with ateacher and taketheroleplaying from
there. The martial arts teacher can provide agreat NPC for
campaigns, not only as asource of training, but asource for
the Gamemaster to introduce new plot lines.

Historically, one of the most difficult challenges facing
a prospective student of a martial arts style was finding a
master to accept him asastudent. Most masterstaught only
afew students at a time, and those that accepted students
usually taught very slowly. Usually, if anew student was
accepted, he would be taught by to a senior student for
years, until it was decided that he had learned enough to
benefit from the master's instruction. Many masters fol-
lowed the dictum, "never tell too plainly," when teaching
their students. Often the concept they were trying to teach
would beclouded in metaphor and double-meanings. There
were several reasons behind this inefficient teaching style.
Master's often followed traditional teaching methods, teach-
ing their students as they were taught. A master could be
hiding his lack of true knowledge of astyle behind a cloak
of secrecy and ill-defined techniques. The master might
simply beill-naturedorunwillingtoteach hissecretstohis
students. Because many students ended up challenging
their masters, thisfear wasnot unwarranted. Many martial
artsstyles died with their final masters because of this need
for secrecy,

3.4
CREATINGCULTURES

The Gamemaster isencouraged to create hisown special
cultures and societies for his campaign world that have
their own unique martial arts. This section offers some
exampl esfor creatingyour own societiesand how tomodel
martial artswithinthem. For amore general discussion of
how to create fantasy worlds and societies, refer to Game-
masterLaw. For more information on the historical devel-
opment of martial artsand how martial artsinteracted with
the cultures in which they developed, please see Section
20.

Whenintroducingmartial artistsintoyourcampaign, it
is necessary to decide wheretheir skillsoriginated if these
skills are not normal to the current campaign setting. To
make surethat the campaign feelsauthentic, it isnecessary
to develop some extra background for the campaign to
explain the martial artist's place within it. Even if there is
apre-existing culture or society that will beagood fit, it is
still recommended that the Gamemaster take time to an-
swer the questions in this section.

The essest way to determine how the martial arts
interact with anew culture or society isto ask some simple
questions, likethe following.

WHAT ISTHE HISTORY OF

MARTIAL ARTS IN THIS CULTURE?
Doestheculture or society have arich heritage of martial
arts? This question asks whether martial arts existed for
most of the culture or society's existence ? Depending on
the answer, the Gamemaster gains an immediate under-

standing of what level of martial arts might exist.
What group or organization wasfirstinvolved in M.A.
in this culture? Why were martial arts developed?
Answering this question helps to cement the place of
martial arts in a society. For example, martial arts could
have been developed as a response to oppression from the
ruling classes, or it could have developed after challenges
and dueling became widespread in the society. Another
possibility is that martial arts could have developed for
another reason altogether (e.g., strengthening exercises)

and later evolved into fighting arts.

WHAT MARTIAL ARTS SKILLS ARE
TAUGHT IN THIS CULTURE?

What type of martial artsdoesthisculturespecializein?
Thisquestion askswhether thecul turefocuseson aspecific
type of martial arts. For example, a culture could focus
more on martial arts involving weapons than unarmed
combat, or the reverse.

Does this culture have knowledge of rare martial arts
skills, liketheChi Powersskills, orother Restricted martial
arts skills? It is suggested that one region not have access
toall themartial arts skillsinthecampaignworld, orif such
aregion doesexist, that martial artsskillsbetaughtin other
regions and cultures as well. Following this suggestion
offers a little more diversity and depth to the created
society.

How aremartid artstaughtinthisculture?Thisquestion
realy involves severa decisions that must be answered
beforethisquestion can befully addressed. Aremartial arts
taught to everyone in the culture or are they taught to a
subset of people in the culture? To pass the skills and
knowledge necessary for the continued evol ution of mar-
tial artstheremust besomeway totrain other studentswho
will later become masters. Thistrainingcan follow many
different avenues. The Gamemaster can decide that there
exists one primary organization that trains most of the
martial artists in the culture? Or the Gamemaster can
decidethat there aremany independent organi zationsthat
traintheir membersinthemartial arts. Itiseven possibleto
say that the primary teaching method for martial arts
revolvesaroundindividual teacher/studentrel ationships.



WHAT ARE UNIQUE FEATURES OF THIS
CULTURE'S KNOWLEDGE OF MARTIAL ARTS?

Does this culture have knowledge of certain martial arts
ills that are not readily available to other cultures and
ocieties? For example, is this the only culture that has
knowledge of Chi Powers skills? Does this culture have a
bias against certain types of skills? For example, the
culture could have a bias against Maneuvering in Heavy
Armor skills or Missile Weapon skills. Does this culture
Specidize in certain types of martial arts skills? For ex-
ample, a culture that specializes in Weapon Style skills
could havetheir Basic Weapon Style skill stylepoint range
from Oto 35 rather than the standard 0 to 30 style point
range. For some examples where martial arts skills are
gpecidized in specific cultures, see Section 16.1.

WHAT ISTHE PLACE OF
MARTIAL ARTSIN THISCULTURE?

What is the place of martial arts in the culture? If the
ruling class developed advanced martial arts skills, these
skillswill be most likely held in higher regard than if the
common people (usually in response to oppression from
theruling class) devel oped the same skills.

Doesthisculturehonor and recognize manial arts? This
isan important question that helps to define the place of
martial arts within the society. If most of the martial arts
skills were developed by the ruling class, then it is more
likely that martial arts will hold somepositionof honor and
respect withinthe society. If most of the martial artsskills
weredevel oped by the general popul ace of the culture, then
it may be likely that martial arts are suppressed as a
challenge to the noble's power.

Depending on the culture's view of martial arts, what
types of career paths are available to martial artists? Can a
martial artist open his own school of martial arts and make
acomfortableliving?Canamartial artist makealivingas
aninstructor and martial artsconsultant?Mustthemartial
artist always be working (as abodyguard, warrior, etc.) to
makealiving?

What are the place of challenges and contests in this
culture?If thesociety allowschallengesto decide points of
law or dispute, then the role of martial arts in the society
becomes very important. Also if challenges are legal, then
martial artsbecomeasurvival skill for the socia classthat
is most involved in challenges. When the Gamemaster
decides the place of challenges in the new culture, he
should also think about any forms or conventions that are
aso associated with a challenge. Arc challenges only
performed with certain weapons? Are thererestrictionson
who can challenge whom?When isachallengeillegal or
unlawful?

3.5
POWER LEVELS

It isimportant for the Gamemasier to fully understand
the power level of martial arts that he wishes to allow
within his campaign. It is equally important that he convey
his expectations of the capabilities of martial artiststo his
players so there is no chance for misunderstanding. With
both the players and the Gamemaster starting from a
common set of assumptions, a campaign becomes much
more stable.

3.5.1- CORE
The Core power level assumes a near real-world expec-
tation of martial arts. The martial arts are treated as un-
armed combat with all the inherent advantages and disad-
vantage that come with that expectation. The Core power
level is well integrated with the entire RMSS The basic
components of the Core power level are as follows.
*» The Adrenal Defense skill is redefined to require a 40%
activity action in the round it is used;
» New Essence-based and Mentalism-based Monk variant
professions are introduced;
» The new Martial Arts Combat Maneuvers skill category
is added;
* The new martial arts skills listed in Section 7.0 are added;
* The optional rules listed as Core may be used if desired.

352« HEROIC
The Heroic power level assumes a slightly larger-than
life expectation of martial arts. The martial arts are treated
as alittle more effective than they actually are in the real
world. The Heroic power level lets players accomplish
extraordinary acts more easily. In most cases, the Heroic
power level is the average level at which arole playing
campaign is run. The basic components of the Heroic
power level are as follows.
* The inclusion of the new background options and talent
and flaws;
* The inclusion of the new training packages listed in this
companion;
* The special techniques associated with some martial arts
styles and weapon styles may be used;
* The optional rules listed as Heroic may be used if desired.

3.5.3* FANTASTIC

The Fantastic power level assumes an unrealistic expec-
tation of martial arts. Martial arts are presented as the
supreme form of combat and are practiced by the majority
of the heroes of the campaign world. Martial arts masters
can accomplish supernatural feats through the focus of
their inner power. The basic components of the Fantastic
power level are as follows.

* The inclusion of Chi Powers skills, as described in

Section 100;

* The widespread use of the Cinematic Combat options, as

described in Section 14.7;

* Basic Weapon Style skills and Basic Martial Arts Styles
skills are treated as Everyman skills for al professions;
» Advanced Weapon Style skills and Advanced Martial

Arts Styles skills are treated as non-Restricted skills for

all professions;

» The optional rules listed as Fantastic may be used if
desired,

[tisimportant to recognize that the Fantastic power level
is the most potentially unbalancing option with respect to
therest ofthe RMSS. Inclusion of the optionsgiven for this
power level will create some imbalances in the system as
therole of martial arts skill s achieves a greater prominence
over other types of skills.
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PART I
THE RULES

why aHealer or a Thief can not also become an accom-
plished martial artist. This fact underscores one of the
greatest strengths about the design of the Rolemaster
system: anything is possible:

Who can usethiscompanion ? Makeno mistakehere, the
rules and skills detailed within are applicableto al profes-
sions available to players. There is absolutely no reason
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4.0
THENOTATION et 0

The Notation

Certain selections of text in Martial Arts Compan-
ion contain an additional identifier Core, Heroic, or
Fantastic. These headings have been inserted to help
Gamemasters keep a consistent power level when
using martial arts in their campaigns. Those sections
that do not have any additional headings present
generd information that is useful for any one of the
three power levels. The actual criteria of the head-
ings are explained below;

CORE

Mogt of the information in this companion can be
conddered as part of the core rules for martial arts.
The Core sections encompass the basic framework
of martial artsas they are presented in this compan-
ion, and are necessary for this companion to he used
effectively. The Core rules encompass most of the
revised skills, professions, martial arts styles, weapon
styles, and combat rules. With alittle modification,
the Core rules can be also used to run martial artsin
modem campaigns. Refer to the section 15.0 on
running martial arts in modern settings for more
information.

HEROIC

The Heroic sections introduce many of the com-
mon options used in Rolemaster campaigns such as
training packages, background options, and talents
and flaws. The heroic sections should be used in
addition to the core companion rules. Additional
information is provided for incorporating Heroic
style martial arts in current campaigns in Section
3.5.2. Theheroic martial arts campaign islikelyto be
the most common type of campaign chosen by
Gamemasters.

FANTASTIC

The Fantastic sections present a high-powered
version of themartial artsin fantasy campaignswith
the inclusion of Chi Powers skills. The chi powers
are high-powered skills that allow the martial artist
to accomplish incredible feats. The Fantastic sec-
tions should be used in addition to the Core and
Heroic rulings. Additional information is provided
to the Gamemaster for running high-powered mar-
tial arts in a campaign without disrupting game
balance. Refer to Section 3.5.3 for more details.
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USING THIéCOI\/I PANION
WITH ROLEMASTER PRODUCTS

The rules presented in Martial Arts Companion should
be considered for use as the Gamemaster seesfit. Every
effort has been made to present a balanced set of rules, but
as always the Gamemaster is thefinal judge of what hewill
include in his campaign.

5.1
THEROLEMASTER
STANDARDRULES

Martial Arts Companion makes some additions and a
few significant changes to the Rolemaster Standard Rules.

PROFESSIONS

The Everyman and Occupational skills for the Warrior
monk and Monk professions have undergone changes. In
addition, the Monk profession has two new variant profes-
sions, the Taoist monk (an Essence-based monk) and Zen
monk (a Mentalism-based monk). Each new profession
has a set of new base spell lists. Refer to Section 6.2 for
further details on the new and changed professions. Players
must choose which type of monk to play (Monk, Taoist
monk, or Zen monk) when choosing this type of profes-
sion.

APPRENTICE DEVELOPMENT
Martial Arts Companion presents new training pack-
ages for characters that are training in the martia arts. In
addition, some of the training packages presented in the
Rolemaster Standard Rules have been revised for inclu-
sion in this companion. Refer to Section 180 for more
details on the new training packages.

XKILLS

Martial Arts Companion presents new and revised skills
within several existing skill categories and introduces a
new skill category, Martial Arts Combat Maneuvers. The
following skill categories or groups have either had skills
added or have had skills wilhin them modified: Combat
Maneuvers, LoreGroup, Martial ArtsGroup, Self Control,
Special Attacks, and Speciad Defenses. Section 7.0 pre-
sents the new skills in detail,

RULES
Martial Arts Companion presents some new rules and
options For characters using martial arts in combat situa-
tions in the game. Section 14.0 presents rules for running
martial arts in combat.

5.2
SPELL LAW

Martial Arts Companion presents several new spell lists
as well as revised versions of the Spell Law Monk spell
lists. All the new and revised spell lists have been printed
in Section 20.0.

5.3
ARMSLAW

Martial Arts Companion provides many descriptions of
new martial arts weapons. Each martial arts weapon de-
scribed is given either a corresponding attack table from
Arms or an entirely new weapon attack table. Sections 13.0
and 180 includes both all the martial arts weapon descrip-
tions and the new weapon attack tables.

5.4
GAMEMASTER LAW

Martial Arts Companion reviews the play balance dis-
cussion first presented in Gamemaster Law between the
Fighter and Warrior monk professions in light of the
changes made to martial arts rules in this companion.
Section 17.0 addresses this discussion in full. In addition
there is awealth of information presented throughout this
companion to help the Gamemaster create new cultures,
societies, and organizations that use martial arts, as well as
integrate martial arts into the overall campaign structure.

9.5
TALENT LAW

Martial Arts Companion presents new talentsand flaws,
designed to be used with Talent Law. Random tables are
also included for readers who do not have Talent Law.
Refer to Section 11.0 for more details.

5.6
BLACK OPS
AND PULPADVENTURES

Martial Arts Companion details rules and guidelines for
running martial artsin a modern or pulp setting. Section
15.0 explores this concept more fully.

5.7
RACES AND CULTURES:
UNDERGROUND RACES

Martial Arts Companion includes a section on using
martial arts with racial special attacks (e.g., horns, claws,
etc.).

5.8
OTHERRMSSBOOKS

Martial-ArtsCompanion doesnot present any special rules
forintegratingmartial artsand firearms(Weapon Law: Fire-
arms), any special rulesfor Arcane magic (Arcane Compan-
ion), any special rulesfor alchemy (Treasure Companion), or
any special rules for castlelife (Castlesand Ruins).



6.0

PROFESSIONS

Martial Arts Companion introduces two new variant
Monk professions: the Taoig monk (an Essence-based
monk) and Zen monk (a Mentalism-based monk). This
companion also changes some of the existing professions
dightly through the modifications of some of the skill
category costs, as well as offering ahost of new and revised
kills and other options for martial arts.

To paraphrase acertain English playwright, "The char-
acter isthething." Never has this statement been truer than
in the case of role playing games. Players wishing to create
characters skilled in the martial artswill find ahost of new
Options and capabilities to explore that will add depth and
enjoyment to any campaign. Once again, all professions
can benefit from the new rules and skills within these

pages.

6.1
REVISED DEVELOPMENT

POINT SKILL COSTS

The chart on page 25 presents the revised devel opment
point costs for all the professions introduced into RMSS
Thetwo changes presented in this chart are theinclusion of
anew skill category called Martial Arts Combat Maneu-
versandtherevision of the Special Defensesskill category
cogs for all professions. The Combat Maneuvers, Martial
Arts Strikes, Martial Arts Sweeps, Self Control, and Spe-
cid Attacks skill categories are included for ease of refer-
ence even though their costs have not changed, since there
are many new and revised skills introduced in these skill
categories.

6.2
UNCHANGED
PROFESSIONS

All professions not specifically mentioned in Section
6.3 remain unchanged except for the inclusion of the new
Martial Arts Combat Maneuvers skill category and the
revision of the Special Defenses skill category costs. Each
profession can use any of the skills presented within this
companion as they would any skill presented in the RMSR
withoutany additional restrictionsor qualifiers.

6.3
NEWANDMODIFIED
PROFESSIONS

A new concept presented in thiscompanion isthe ideaof
variant professions, A variant profession is a profession
that is closely related to an existing RMSS profession but
with a unique twist or bent that makes it different. This
book introduces two variant Monk professions—the Tao-

ist monk and the Zen monk. The concepts behind these two
variant professions share some similarities with the origi-
nal Monk profession presented in RMSR.

The original concept of the Taoist monk springs from
Chinese philosophical thought. Tacism provided great
influence on the development of Chinese martial arts. The
doctrine of Tao is one of naturalism. Taoism teaches that
the only means of attaining a full life is through the
observation of nature and living according to the ways of
nature. In Taoism, nothing should be done contrary to the
natural order of the world. There are dso two supporting
doctrines of Taoism, first stated by its founder Lao Tzu.
The first doctrine is the concept of the "Uncarved Block. ?
The"Uncarved Block" representsman in hisoriginal state
of existence, unpolluted by concerns of the world or hatred.
Taoism strives to return man to his unconditioned natural
state. The other doctrine is the concept of non-action. Non-
action does not imply doing nothing, rather it implies
taking no action against natural law. This doctrine shows
that force is futile in some circumstances and it is some-
times better to yield to strength than to be destroyed by
striving against it. The Taoist monk profession deals more
with the natural world and elemental forces than the
original RMSR Monk profession. Many of the spells used
in the base lists of thisprofession taketheir inspiration from
the natural world.

The original concept of the Zen monk springs from
Japanese philosophical thought. Meditative Buddhis? or
Zen provided a great influence on the development of
Japanese martial arts. The doctrine of Zen teaches the
practitioner to becomeself-reliant, self-denying, and above
all to be single-minded to such adegree that no attachments
or fears couid sway him from his course, Zen aso intro-
duced the concept of mushin no shin or "mind of no-mind."
Also important to the concept of the Zen monk is the
tradition of Shingon Buddhism in Japanese society that
uses mystical incantations and practices to accomplish
incredible feats. It is the attributed powers of this obscure
and secretive sect of Buddhism that provides much of the
inspiration for the Zen monk's base lists.

It is possible to have all three professions within a
campaign; each profession has its own unique focus and
approach to the martial arts and life that should make them
easily distinguishable. The original RMSS Monk profes-
sion remains the most flexible of the three professions. The
Taoist monk profession focuses more on the elements and
the natural world. The Taoist monk can aso create mysti-
cal effectsthat can not be attributed solely to self-discipline
or willpower. The Zen monk profession focuses on mental
discipline and willpower that allows the user to transcend
the limitations of his body and influence the perceptions of
others.
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6.3.1 « FIGHTER

Fighters are non-spell users who will find it relatively
easy to develop avariety of different weapons and to wear
heavier typesof armor. They areless skilled in maneuver-
i ng and mani pul ating mechani cal devicessuchaslocksand
traps (although they are still superior to most spell usersin
these areas). They have the greastest difficulty learning
anything connected with spells.

PrimeStats: Constitutionand Strength

FIGHTER SPELL LISTS
The Fighter has no base lists, though he may learn (at a
high devel opment point cost) spellsfromhischosenrealm
of magic.

SKILL CLASSIFICATION NOTES

Everyman Skills: Silualional Awareness: Combat, Lead-
ership, Frenzy, Boxing, Wrestling, and any one non-
Restricted Combat M aneuver

Occupational Skills: none

Restricted Skills: Channeling (if the character's chosen
realm is not Channeling), all skillsinthe Martial Arts
Combat Maneuversskill category

6.3.2 « WARRIOR MONK

Warrior Monks are non-spell users who are experts at
maneuvering and martial arts. Warnor Monks may learn to
use normal weapons, although not aseasily as othersin the
reAdm of Arms. Rather they prefer to utilize unarmed
combat

Prime Stats. Quickness and Self Discipline

WARRIOR MONK SPELL LISTS
The Warrior monk has no baselists, though he may learn
(at ahigh development point cost) spells from his chosen
realm of magic.

KILL CLASSIFICATION NOTES
Everyman kills Sense Ambush, choice of one non-
Restricted Combat Maneuver skill or one non-Restricted
Martial Arts Combat Maneuver skill
Occupational Skills: none
Restricted SKkills Boxing, Wrestling, Channeling (if the
character's chosen realm is not channeling)

6.3.3* MONK

Monks are semi spell users who combine the realm of
Essence withthe realm of Arms. Their base spells deal with
persona movement, the control of their own body, and
mind while their arms capabilities are concentrated in
unarmored, unarmed combat.

Prime Sats Self Discipline and Empathy

MONK SPELL LISTS
The Monk has six base spel lists found below. Full
descriptions of these lists can be found in Spell Law (pages
111-116). For aslightly higher devel opment cost, he may
also develop Open Essence spell lists. Other spell lists may
bedevel oped, but will cost alarger number of development
points.
Body Reins: Allowing the caster to perform abnormal
feats (e.g., breathe underwater).
Body Renewal: Increasing the healing rate of the caster's
body.
Evasions: Allowing the caster to make incredible evasive
maneuvers.
Mind Over Matter: Hardening the caster's body, result-
ing in more lethal blows and tougher defense.
Monk's Bridge: Allowing the caster to move in unusual
fashions.
Monk's Sense: Enhancing the caster's senses.

SKILL CLASSIFICATION NOTES

Everyman Skills Time Sense and choice of one non-
Restricted Martial Arts Combat Maneuvers skill

Occupational Skills; Meditation
Restricted Skills: Channeling



6.3.4+« TAOIST MONK

Taoist monks or Essence-based Monks are semi spell
users who combine therealm of Essence with the realm of
Arms. Their base spellsdeal with persona movement, the
control of their own body, andthenatural worldwhiletheir
armscapabilitiesareconcentrated in unarmored, unarmed
combat. A Taoist monk isreclusive and disdains much of
thecomfortsofcivilization,seekingtogai nenlightenment
through the observation of the natural world. A Teois
monkwill tendtospecializeinunarmed combat stylesthat
mimic theattacks of animals.

"All life should be as the blade ofgrass in the wind,
effortless, smooth, natural. The blade ofgrassdoes not
resist but bends with the wind. Thus should life be lived,"

Prime Stats: Self Discipline and Empathy

TAOIST MONK SPELL LISTS

The Taoist monk or Essence-based Monk has six base
ol ligts found below. The full description of these lists
may befound in Section 20.1. Foraslightly higher devel-
opment cost, the he may also develop Open Essence spell
ligs. Full descriptions of these lists can be found in Spell
Law (pages 111-116). Other spell listsmay bedevel oped,
but will cost alarger number of development points.
Body Renewal: Increasing the healing rate of the caster's

body.
Evasions: Allowing the caster to makeincredibleevasive

maneuvers.

Inner Eye: Enhancing the senses of the caster and the
ability to sense magical phenomena.

Nature's Forms. Allowing the caster to change his body
and take on characteristics of the natural world.

Nature's Harmony: Allowing the caster to influence the

natural world.

Monk's Bridge: Allowing the caster to move in unusual

ways.

PROFESSION BONUSES

Athletic e Gymnastics ... +5

Outdoor Group................ +5
Power Awareness ..., ... +5
Self Control.................... +10
Weapon Group................. +5

SKILLSAND KILL CATEGORIES

AwarenessGroup............. +5
Body Development . .. .. +5
Martial ArtsGroup.... ... +10
Armor « Heavy.............. 11
Armor ¢ Light. ... . 9
ArmoreMedium .. ... . 10
Artistice Active ... . 2/4
Artistice Passive ... . . 2/5
AthleticeBrawn ... .. . | 37
Athletice Endurance ... .. 217
Athletic » Gymnastic 15

Awareness ¢ Perception... 4/14
Awareness ¢ Searching ... 2/6
Awarenesse Senses. ... .. 37
Body Development .. . ..
Combat Maneuvers. | 512

Communications......... 3/3/3
Crafts.......................... 4/10
Directed Spells................ 9
Influence........................ 2/6
Loree General................. 1/3
Lores Magical........... .. . 3/6
Lores Obscure................ 37

Loree Technica............. 2/6
Martial Arts Combat Man 4/9
Martial Artse Strikes ... ... 2/5
Martial Artse Sweeps .. . 2/5
Outdoor « Animal............ 27
Outdoor  Environmental 2/5

Power Awareness........... 37
Power Manipulation ... 6/12
PowerPoint Development.. 8

Science* Basic............. 2/5
Science * Specialized ... ... 8
Sef Control..................... 2/4
Special Attacks.. ... ... | 5
Special Defenses. ... .. 6
Subterfuge- Attack ... .. . . 8
Subterfuge « Mechanics . .. 4
Subterfuge » Stedlth ... 2/7
Technical « General. .. ... .. 37

Technical ¢ Professional. . . . | 8
Technical « Vocational ..5/12

Urban..........ccooooiiiii 4
Weapon « Category 1.... ... 5
Weapon ¢ Category 2 ... ... 8
Weapon ¢ Category 3 .. ... ... 8
Weapon « Category 4 ...... .. 8
Weapon ¢ Category 5 . 15

Weapon * Category 6. ... . .. 15

The weapon categories are; 1-H Concussion, |-H Firearms, |-H

Edged, 2-Handed Firearms, 2-11anded, Missile. MissileArtillery,

Poleanns, and Thrown. The player should assign one of the cateogires

to each of the weapon categories shown above.

Everyman Skills: Time Sense and choice of one non-
Restricted Martial Arts Combat Maneuvers skill

Occupational Skills: Meditation
Restricted Skills: Channeling

SPELL DEVELOPMENT*
Base List (al)............. 6/6/6 Closed List (1-5). . .. .. 10/10
Open List (1-10) ............. 88 ClosedList  (6-10).....12
Open List (11-15) ... .. 12 Closed List (11-15) ... ... 25
Open List (16-20) ... .18  Closed List (16-20)......... 40
Open List (214)............... 25  Closed List (21+) ... .| 60

*: When playing in apulp campaign, this skill isonly alowed if the
GM isrunning aHighMagic campaign.

TRAINING PACKAGES
See Section 170 for a listing of TP costs for this

profession.
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6.3.5*ZEN MONK

Zen monks or Mentalism-based Monks are semi spell
users who combine the realm of Mentalism with the realm
of Arms. Their base spells deal with personal movement
and the control of their own body and mind, while their
arms capabilities are concentrated in unarrnored, unarmed
combat. The Zen monk uses his incredible mental focus
and concentration to accomplish his incredible feats. The
Zen monk gains his incredible powers of self-mastery
through long sessions of practice and mediation.

"Do notfocus on your defeating your enemy, remain
calm and he will defeat himself."

Prime Stats: Self Discipline and Presence

ZEN MONK SPELL LISTS

The Zen monk has six base lists. The full description of
these lists may be found in Section 20.2. For a slightly
higher devel opment cost, he may aso develop Open Men-
talism spell lists. Full descriptions of these lists can be
found in Spell Law (pages 137-146). Other spell lists may
he developed, but will cost a larger number of development
points.
Body Renewal: Increasing the healing rate of the caster's

body.
Evasions: Allowing the caster to makeincredibleevasive

maneuvers.

Body Control: Allowing the caster to alter his appearance
and perform special attacks.

Monk's Awareness. Enhancing the senses of the caster
and the ability to sense the thoughts of others.

Mind's lllumination: Allowing the caster to unlock the
power of his mind.

Monk'sFocus Allowing thecaster toresist pain and focus
his physical and inner strength.

PROFESSION BONUSES

Athletic* Gymnastics ... ... +5 Power Awareness............ +5
Awareness Group............. +5 Sdf Control.................. +10
Body Development .......... +5  Subterfuge Stealth........... +5
Martial ArtsGroup......... +10 Weapon Group................. +5
SKILLSAND SKILL CATEGORIES
Armor sHeavy....... 11  Power Awareness........... 37
Armor eLight.........9 PowerManipulation...... 6/12
Armor « Medium.............. 10  Power Point Development .. 8
ArtisticeActive.............. 2/5 ScienceeBasic............. 2/5
Artigtice Passive............. 2/4  Science e Speciaized ... .. .. 8
Athletice Brawn.............. 37 Sdf Control.................... 2/4
Athletice Endurance ... 2/7  Specid Attacks............ 5
Athletice Gymnastic ... . .. 1/5 Specid Defenses.............| 6
Awareness » Perception... 4/12  Subterfuge » Attack ........... 8

Awareness * Searching.... 2/6
Awarenesse Sensss . ... 2/6
Body Development ... 4/14
Combat Maneuvers....... 5/12

Subterfuge « Mechanics . .. 4
Subterfuges Stealth ... . 217
Technical « General......... 37

Communications.......... 3/3/3  Technicd « Vocational... 5/12
Crafts..................... 410 Urban.................. 37
Directed Spells............... 10 Weapon « Category 1...... | 6
Influence...................... 2/7  Weapon « Category 2 ........ 8
Lore *Generd...... 1/3 Weapon « Category 3..... ... 8
Loree Magical................ 3/6 Weapon e Category 4 .. ... .. 8
Lores Obscure................ 3/7  Weapon « Category 5... . ... 15
Loree Technical.............. 2/6  Weapon « Category 6.. . . . .. 15

Martial Arts Combat Man .. 4/9
Martial Artse Strikes.. ... .. 2/5
Martial Artse Sweeps ... 2/5
Outdoor » Animal............ 27
OutdooreEnvironmental .. 2/7

The weapon categories are: |-H Concussion, 1-H Firearms, 1-H

Edged, 2-Handed Firearms, 2-Handed, Missile, Missile Artillery.

Polearms, and Thrown. The player should assign one of the categires

to each of the weapon categories shown above.

Everyman Skills Time Sense and choice of one non-
Restricted Martial Arts Combat Maneuver

Occupational Skills: Meditation
Restricted Skills: Channeling

Weapon ¢ Category 7——15

SPELL DEVELOPMENT*
Base Ligt (all)........ 6/6/6 Closed List (1-5) ... 10/10
OpenList(1-10)............ 88 Closed List (6-10) ... 12
Open List (11-15) ... 12 Closed List 01-15) ... ... 25
Open List (16-20)............. 18  Closed List (16-20) ... 40
Open List (214) ... 25 Closed List (214)......... 60

*: When playing in apulp campaign, this skill isonly alowed if the
GM isrunning a High Magic campaign.

TRAINING PACKAGES
See Section 170 for a listing of TP costs for this
profession.



NEW/REVISED SKILLS COST TABLE T-6.1

Skill Categories

_ Combat MA Strikes MA Combat Sdf Specid Specia
Professon Maneuvers and Sweeps Maneuvers Control Attacks Defenses
Rolemaster Standard Rules
Fighter 39 3/5 512 2/6 2/6 25
Thief 412 37 5 2/6 2/8 25
Rogue 410 37 5 219 2/9 25
Warrior Monk 49 13 3/8 13 2/10 4/9
Layman 412 3 6 217 511 20
Magician 18 9 18 6 15 30
[llusionist 18 9 18 6 15 30
Cleric 10 6 12 5 10 30
Animist 10 6 12 5 10 30
Mental ist 14 3 6 3 12 18
Lay Hedler 14 3 6 3 [2 18
Hedler 18 6 12 27 15 18
Sorcerer 18 9 18 5 15 0
Mystic 18 6 12 5 15 18
Ranger 512 4 8 217 3/9 30
Pdadin 4/10 6 12 27 2/8 30
Monk 5/12 2/5 4/9 2/4 5 6
Dabbler 6/14 4 8 217 6 30
Bard 6/14 3 6 217 6 15
Magent 6/14 3 6 2/6 4 15
Arcane Companion
Arcanist 18 9 18 5 18 30
Wizard 18 9 18 5 8 30
Chaotic 5/12 5 9 6 8 25
Magehunter 412 3 6 2/6 4/9 20
Treasure Companion
Channeling Alchemist 10 6 2 5 10 30
Essence Alchemist 18 9 18 6 15 30
Mentdisn Alchemist 14 3 6 39 12 18
Black Ops
Academic 7 4 8 4/10 7 25
Fighter (Modern) 3/9 317 5/12 2/6 2/6 25
Layman (Modern) 4/12 3 6 217 5/11 20
Rogue (Modern) 4/10 37 5 2/6 217 25
Scientist 11 6 14 4/12 10 25
Technician 5/12 4 8 217 6/12 25
Thief (Modem) 4/12 3/7 5 2/6 2/8 25
Warrior Monk (Modern) 4/9 13 3/8 13 2/10 4/9
Martial Arts Companion
Taoig monk 512 2/5 4/9 2/4 5 6
Zen monk 512 2/5 4/9 2/4 5 6
Pulp Adventures
Academic (Pulp) 7 4 8 4/10 7 25
Fighter (Pulp) 3/9 37 5/12 2/6 2/6 25
Layman (Pulp) 4/12 3 6 27 5/11 20
Noble Savage 5/12 3 6/12 2/6 3/9 20
Rogue (Putp) 4/10 37 5 2/6 217 25
Technician (Pulp) 5/12 4 8 217 6/12 25
Thief (Pulp) 4/12 37 5 2/6 28 25
Warrior Monk (Pulp) 4/9 13 38 U3 210 4/9
Hesdler (Pulp) 18 6 1 27 15 18
Sorcerer (Pulp) 18 9 18 5 15 0
Mystic (Pulp) 18 6 12 5 15 18
Ranger (Pulp) 5/12 4 8 217 39 30
Monk (Pulp) 5/12 2/5 49 2/4 5 6
Bard (Pulp) 6/14 3 6 27 6 15
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7.0
SKILLS

The new and revised martial arts skills form the founda-
tion of this companion. It is important that the Gamemaster
gain afirm understanding of the contents of this section, as
these skills will change the skill selection strategy of
players who wish to develop characters proficient in the
martid arts.

Between the first and second printing of RMSR, there
was an important change in the definition of Everyman,
Occupational, and Restricted skills. For those readers that
do not have the second printing, the changes are briefly
summarized below:

Inthe RMSS, skillsare classified as Normal, Everyman,
Occupational, or Restricted. Normal skills are developed
per the standard rules outlined in RMSS, Each rank pur-
chased with development points by the character translates
to asingle new rank in the skill. Everyman, Occupational,
and Restricted skillsarehandled differently. For Everyman
skills, each rank developed in that skill actually resultsin
two skill ranks. For Occupational skills, each rank devel-
oped in that skill actually results in three skill ranks. For
skillsclassified as Restricted, every two ranks developed in
that skill actually results in a single skill rank. Note that
developed skill ranks are those "purchased” with develop-
ment points (i.e., not gained through training packages,
adolescence, etc.).

71
OVERVIEW

Listed here is the overview of the affected skill catego-
ries and skills. In each following section, each category is
shownwithall of thenew skillsthat belong to that category
(old skills are not listed).

COMBAT MANEUVERS

New skills areintroduced in this skill category, as well
assomeskillsare dlightly revised to accommodate the new
rules presented in this companion. The new skills intro-
duced are Blind Fighting, Weapon Style (Basic), and
Wesapon Style (Advanced). The revised skills are Missile
Deflecting, Tumbling Evasion, and Two-Weapon Com-
bat.

LORE KILL GROUP
A few new skills are introduced in this skill group. The
new skills in Lore General are Martial Styles Lore and
Weapon Styles Lore. The new skill in Lore ObscureisVital
Points Lore.

MARTIAL ARTS COMBAT MANEUVERS
Thisnew skill category introduces some new skills. The
new skills introduced are Adrenal Deflecting, Adrenal
Evasion, Blind Fighting, Martial Arts Style (Basic), and
Martial Arts Style (Advanced).

MARTIAL ARTS SKILL GROUP
Thisskill groupisdrastically different fromitsoriginal
presentation in RMSR. Aside from the addition of the
Martial Arts Combat Maneuvers skill category, the four
separate Degree skills for Martial Arts Strikes and Martial

Arts Sweeps have been replaced with asingle skill foreach
type of attack. The Nerve Strikes skill isintroduced in the
Martial Arts Strikes skill category and the Locking Holds
skill is introduced in the Martia Arts Sweeps skill cat-

egory.

SPECIAL ATTACKS
Some new skills are introduced in this skill category.
Thenew skills areintroduced are Feint and Racial Attacks.
In addition, the Disarm Foeskill is revised according to the
new method for resolving special attacks, whichisfurther
explained in Section 14.3.

SPECIAL DEFENSES
Thisskill category presentsasingle new skill — Adrenal
Resistance. In addition, Adrenal Defense and Adrenal
Toughness have been revised according to the rules pre-
sented in thiscompanion.

CHI POWERS KILLS
Chi Powers skills comprise an optional set of skills that
allow the practitioner to transcend the limitations of his
body to accomplish supernatural feats. As such, not all chi
powers skills may be suitable for all campaigns. Chi
Powers skills are presented separately in Section 10.0.

1.2
COMBAT MANEUVERS

Standard Skills Weapon Style (Basic),
Two-Weapon Fighting

Restricted Skills: Blind Fighting, Missile Deflecting,
Tumbling Evasion, Weapon Style (Advanced)

Applicable Stat Bonuses: Ag/Qu/SD

Skill Rank Progresson: Combined

SKill Category Progression: 0+ 0+«0+0<0
Group: None

Classification: Static Maneuver, Special, and OB

BLIND FIGHTING

The Blind Fighting skill allows its practitioner to over-
come some of the penalties associated with not being able
to see one's opponent. This skill trains the practitioner to
use senses other than sight during combat. Normally a
character will have at least a-100 modifier to hisOB if he
isfighting an opponent he cannot see. A successful Blind
Fighting static maneuver can be used to offset the OB
penalty for not being able to see one's opponent. To
determine the effect of such an attempt, roll (open-ended)
and add the Blind Fighting skill bonus. Then refer to the
Maneuver/Movement Table (T-4.1) using the"Extremely
Hard" column. Iftheresultisanumber, that numberisused
to offset the current penalty for vision. Successful use of
thisskill will never increasethewielder's OB; it can only
offset penaltiesdueto not being ableto seeone's opponent,
A failureresult when attempting this skill will result in the
character not being able to take any action thisround. An
extraordinary successwhenattemptingthisskill will allow
the character to completely offset thepenally for not being
able to see his opponent. (SD)



MISSILE DEFLECTING

This skill provides a bonus for using the body or a
weagpon or a shield to deflect or even catch a thrown
weapon or missile directed at the user. To determine the
effect of such an attempt, roll (open-ended) and add the
MissileDeflectingskill bonus. Thenrefer totheManeuver/
Movement Table (T-4.1) using the "Extremely Hard"
column against thrown weapons or the "Sheer Folly”
column against missile weapons. If the result is a number,
itissubtracted from the weapon'sattack roll (in additionto
the normal DB). If the missile or thrown object misses, the
charecter has a chance of catching the item. Roll d100
(open-ended) and add the modification received earlier
from the Movement/Maneuver Table; if the result is over
100, the item has been caught; if desired. The Missile
Deflecting skill requires a 100% activity action. Theroll is
modified by -20 for each additional missile that the charac-
ter wishestotry to deflect that round. Resolve each missile
attack separately. { SD}

TUMBLING EVASION
Thisskill provides abonus for evading attacks by using
tumbling maneuvers. The skill rank (not the skill rank
bonus) is added to the tumbler's DB for all other attacks.
The Tumbling Evasion maneuver is resolved during the
round it is actively used and it requires a 60% activity
action.{ Ag}

TWO-WEAPON FIGHTING
Thisskill allowsacombatant to fight with twoweapons
simultaneously. Heisallowed to maketwoweapon attacks
for each melee attack action, and may engage two oppo-
nents providing neither opponent is receiving any posi-
tional combat modifiers for their OB (e.g., if either oppo-
nent isreceiving a +15 bonus for Flank Attack or a +20
bonus for Rear Attack the attacker would not be able to
srikebothopponentsinthe

same round).

Two Weapon Fighting skill smust bedeveloped for each
two-weapon combination (eg., shortsword/handaxe, ra
pier/dagger, etc.). The OB for each weapon attack is equal
to the skill bonusfor the Two-Weapon Fighting skill for the
combination of those two weapons or one of the individual
weapon OBs, whichever is the lesser bonus.

Against 1 Opponent: There is no negative attack modifi-
cation against one opponent.

Against 2 Opponents: Thereisa-20 modification toboth
attacks.

Parrying or Specia Attacks: The user must reduce both
weapon OBs by the same amount (i.e., the amount of his
parry or specid attack). Against one opponent, the user
increases his DB by the amount of his parry. Against two
opponents, the amount of his parry must be split between
the two opponents as the user sees fit.

Using the off-hand: The two-weapon combination is
developed for a specific weapon and hand combination.
For example, aRogue trained in a rapier/dagger combi-
nation might have decided to use the rapier |eft-handed
and ihe dagger in his right. Switching either weapon to
the other hand incursthe normal -20 penalty for using the
off-hand for each weapon. { St}

WEAPON STYLE (ADVANCED)

This skill allows the wielder to become more skilled in
combat with his chosen weapon. The Advanced Weapon
Style skill incorporates the most difficult combat tech-
niques. The Advanced Weapon Style skill bonus repre-
sents the of fensive bonus of the character while using his
weapon in the manner prescribed by the weapon style.
Each weapon style must be developed separately. Refer to
Section 8.0 for more on weapon styles. { Ag}

WEAPON STYLE (BASIC)
Thisskill allows the wielder to become more proficient
at fighting with his chosen weapon. The Basic Weapon
Style skill incorporates very effective combat
techniques. The Basic
Weapon Style skill bo-
nusrepresentstheoffen-

—

sive bonus of the charac-

ter whileusing hisweaponin

the manner prescribed by the weapon

style. Each weapon style must be devel-

oped separately. Refer to Section 8.0
for more on weapon styles. {Ag}
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7.3
LORE - GENERAL

Standard Skills: Martial Arts Style Lore,
Weapon Style Lore

Restricted Skills: none

Applicable Sat Bonuses Me/Re/Me

Skill Rank Progresson: Standard

Skill Category Progression: Standard

Group: Lore

Classification: Static Maneuver

MARTIAL ARTSSTYLE LORE

This skill provides a bonus for recognizing a particular
martial artsstyle. Thisskill allowsthe user to anticipatethe
most common types of attacks of amartial arts style, aswell
as recognize the respected masters of martia arts styles.
Successful lore static maneuvers may alow the user to
anticipate attacks of a person using a mania arts style. A
successful Martial Arts Style Lore static maneuver will
givethe character aspecia +2 bonustohisinitiativeroll for
the duration of the combat providing the opponent contin-
ues to use the same martial arts style. This skill requires
25% activity action in the round that it is attempted.
Obscure, secret, or forgotten martial artsstyleswill impose
anegative modifier on the use of this skill. {Me}

WEAPON STYLE LORE

This skill provides abonus for recognizing a particular
weapon style. Thisskill allowstheuser to anticipate the most
common types of attacks of a weapon style as well as
recognize the respected masters of weapon styles.
Successful lorestatic maneuvers may allow the userto
anticipate attacks of aperson using aweapon style. A
successful Weapon Style Lore static maneuver will
give a special +2 bonus to the initiative roll for the
duration of thecombat, provided the opponent contin-
ues to use the same weapon style. This skill requires
25% activity action in the round that it is attempted.
Obscure, secret, or forgotten weapon styles will im-
pose anegative modifier on theuseof thisskill. { Me}

74
LORE « OBSCURE

Standard Skills: Vital Points Lore
Restricted Skills. none

Applicable Stat. Bonusess Me/Re/Me
Skill Rank Progression: Standard
Skill Category Progression: Standard
Group: Lore

Classification: Static Maneuver

VITAL POINTS LORE

This skill provides a bonus for recognizing the
vital pointsof attack on afoe. Thisknowledgeisvery
specialized and is often guardedjeal ously. The study
of vital pointsisvery complex and takesinto account
the time of day, season, and emotional state of the
target in some of the more advanced and esoteric
techniques. Thisskill must be taken for each general
type of foe (i.e., humanoid, reptile, etc.). A success-
ful Vital Points Lore static maneuver against an

opponent can alow the practitioner to modify his next
critical roll by 2 points during melee combat in the current
or following round. This skill requires a 25% activity
action in the round that it is attempted. {Me}

7.5
MARTIAL ARTS« COMBAT

MANEUVERS

Standard Skills Adrenal Deflecting,
Martial Arts Style (Basic), Adrenal Evasion
Restricted Skills: Martial Arts Style (Advanced),
Blind Fighting
Applicable Stat Bonuses: Ag/Qu/SD
Skill Rank Progresson: Combined
Skill Category Progresson: 0«0¢0+0°0
Group: Martial Arts
Classification: Static Maneuver, Special, and OB

ADRENAL DEFLECTING

Thisskill provides abonus for using thebody, weapon, or
ashield to deflect or even catch athrown weapon or missile
directed at the user. To determine the effect of such an
attempt, roll (open-ended) and add the Adrenal Deflecting
skill bonus. Then refer to theManeuver/Movement Table.T-
4.1, in the Rolemaster Standard Rules book, using the
"Extremely Hard" column against thrown weapons and the
"Sheer Folly" column against missile weapons. If the result
isanumber, itissubtracted from the weapon'sattack roll (in
addition to the normal DB). If the missile or thrown object




misses, the character has a chance of catching the itern.
Roll d100 (open-ended) and add the modification
receivedearlierfromthe Movement/Maneuver table;
if the result is over 100. the item has been caught; if
desired. Every Adrenal Deflecting attempt requires
60% activity action. The roll is modified hy -20 for
each additional missile to he deflected that round.
Each missile attack must he resolved separately. {SD}

ADRENAL EVASION

This skill provides a bonus for evading a single
attack by using atumbling maneuver. To determine
the effect of such an attempt, roll (open-ended) and
add the Adrenal Evasion skill bonus. Then refer to
the Maneuver/Movement Table. T-4.1, in the
Rolemasier Sandard Rules, using the "Hard" col-
umn against melee and thrown weapons and the
"Extremely Hard" column versus missile weapons.
If the result is a number, it is subtracted from the
attack'sroll (in addition to the normal DB). The skill
rank (not the skill rank bonus) isadded tothetumbler's
DB for all other attacks. The Adrenal Evasion skill is
rolled for during the round it is actively used and it
requires 60% activity action. {Ag}

BLIND FIGHTING

This skill trains the practitioner to use senses other
than sight during combat. Normally a character will
haveat least a-100 modifier to hisOB if heisfighting
an opponent he can not see, A successful Blind
Fighting static maneuver can be used lo offset the OB
pendlty for not being able to see one's opponent. To
determine the effect of such an attempt, roll (open-
ended) and add the Blind Fighting skill bonus. Then
refer to the Maneuver/Movement Table (T-4,1) using the
"Extremely Hard" column. If the result is a number, that
number is used to offset the current penalty for vision.
Successful use of thisskill will never increase the wielder's
OB, it can only offset penalties due to not being able to see
one'sopponent. A failure result when attempting this skill
will result in the character not being able to take any action
this round. An extraordinary success when attempting this
skill will allow the character to completely offset the penalty
for not being able to see his opponent, {SD}|

MARTIAL ARTSSTYLE (ADVANCED)

This skill allows the user to become more skilled at a
specific type of unarmed combat. The Advanced Martial
Arts Style skill represents the most difficult unarmed
combat techniques. The Advanced Martial Arts Style skill
bonus represents the offensive bonus of the character while
using his martial arts attacks in the manner prescribed by
the martial arts style. Each individual martial arts style
must be developed separately. Refer to Section 9.0 for
more information on martial arts styles. {Ag}

MARTIAL ARTS STYLE (BASIC)

This skill allows the user to become more proficient at a
specific type of unarmed combat. The Basic Martial Arts
Style skill represents very effective unarmed combat tech-
niques. The Basic Martial ArtsStyleskill bonus represents
the offensive bonus of the character while using his martial
ats attacks in the manner prescribed by the martial arts
style. Each individual martial arts style must be developed
separately. Refer to Section 9.0 for more information on
martial arts styles. {Ag}

7.6

MARTIAL ARTS STRIKES
Standard Skills: Boxing, Martial Arts Striking
Restricted Skills: Nerve Strikes
Applicable Stat Bonuses: St/Ag/St
Skill Rank Progression: Normal
Skill Category Progresson: Normal
Group: Martial Arts
Classification: Offensive Bonus

BOXING
The Boxing skill represents using one'sfiststo strike at
an opponent's upper body and torso, while protecting
oneself from similar blows. This skill uses the Arms Law

Martial Arts Strikes Attack Table and may not exceed the

Degree 1 damagethreshold. { St}

Optional Rule[Cor€]: If hard or spiked protective cover-
ings (e.g., the Roman cestus) areworn, use the Degree 2
damage threshold on the Martial Arts Strikes Attack
Table.

MARTIAL ARTS STRIKING

This skill represents the attacking forms of the "hard"
martial arts. This, skill uses the Arms Law Martial Arts
Strikes Attack Table and may not exceed the Degree 1
damage threshold. Accompanied by aWeapon Style skill
or Martial Arts Style skill, this skill can exceed the Degree
1 limitation. All criticals should be rolled on the Martia
Arts Strikes Critical Table. { St}
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MARTIAL ARTS
SWEEPING
This skill represents
the attacking formsof the

"soft" martial arts. This

skill uses the Arms Law

Martial Arts Sweeps At-

tack Table and may not

exceed the Degree 1

damage threshold. This

skill accompanied by a

Weapon Style skill or

Martial Arts skill can

exceed these limitations.

All criticals should be

rolled on the Martial Arts

Sweeps Critical Table.

{Ag}

Optional Rule [Corg]:
If the character has 10
or more skill ranks, he
can use the Degree 2

NS YIA XX

Optional Rule[Corg]; If thecharacter has 10 or moreskill
ranks, he can use the Degree 2 damage threshold on the
Martial Arts Strikes Attack Table rather than the Degree
1 damage threshold, but he must suffer a specia -20
modifier.

NERVE STRIKES

This skill provides an offensive bonus to strike an
opponent precisely at a vulnerable nerve cluster. Depend-
ing on the resolution of the attack, the opponent can be put
in extreme pain, temporary paralyzed, or even killed. This
skill uses the Arms Law Martial Arts Strikes Attack Table
with the Nerve Strikes Critica Table substituted for the
Martial Arts Strikes Critical Table. This skill may not
exceed the Degree 1 damage threshold unless a Weapon
Styleskill or Martial Arts Styleskill that allows the user to
exceed this limitation accompanies it. {Ag}

1.7
MARTIAL ARTS SWEEPS

Standard Skills: Martial Arts Sweeping, Wrestling
Restricted Skills: Locking Holds

Applicable Stat Bonuses: Ag/St/Ag

Skill Rank Progression: Normal

Skill Category Progression: Normal

Group: Martial Arts

Classfication: Offensive Bonus

LOCKING HOLDS

Thisskill provides an offensive bonus to render an oppo-
nent helpless with an immobilizing technique. Thistech-
nique is usually only effective while the martial artist is
applyingconstant forceand pressuretomaintainthel ocking
hold. This skill uses the Arms Law Martial Arts Sweeps
Attack TablewiththeL ockingHoldsCritical Tablesubsti-
tuted for the Martial Arts SweepsCritical Table. Thisskill
may not exceed the Degree 1 damage threshold unless a
Weapon Styleskill orMartial ArtsStyleskill that allowsthe
user to exceed this limitation accompaniesit. { Ag}

damage threshold on
the Martial Arts Sweeps Table rather than the Degree 1
damage threshold, but he must suffer a specia -20
modifier.

WRESTLING
This is the skill of using one's arms and legs to grapple
an opponent and immobilize him. Note that it is not
normally intended to be injuriousto either partner, though
injury may result. Thisskill may be used toimmobilize an
opponent who does not wish to be immobilized, but it is
assumed that injury is not theintent. Attacks are resolved
on the Arms Law Martial Arts Sweeps Attack Table and
may not exceed the Degree 1 damage threshold on the
Martial Arts Sweeps Attack Table. All criticals are re-

solved as Grappling criticals. {SD}

Optional Rule [Corg): If the wrestler's body size is
considerablylarger than hisopponent's, hemay usethe
Degree 2 threshold on the Martial Arts Sweeps Attack
Table. Ifthewrestler'sbody sizeisconsiderably smaller
than his opponents, he suffers a special modifier of-20
to his OB and he must use the Degree 1 damage
threshold on the Martial Arts Sveeps Attack Table.

7.8
SPECIAL ATTACKS

Standard Skills: Disarm Foe (Armed), Disarm Foe
(Unarmed), Feint (Armed), Feint (Unarmed)

Restricted: Racial Attack

Applicable Stat Bonuses: St/Ag/SD

Skill Rank Progression: Combined

Skill Category Progression: 0«0+ 00+ 0

Group: None

Classification: Static Maneuver and Offensive Bonus

See Section 14.3 for details on how to use specid attacks
during acombat round.



DISARM FOE (ARMED)

This skill provides a bonus to remove a foe's weapon
with your weapon. If the disarming skill check is success-
ful,theopponentwill drophisweapon. Dependingon how
successful the character isin his disarming attempt, the
Gamemaster may decideto let the player decidewherethe
disarmed weapon will go. To determine the success of the
disarming attempt, make a static maneuver and add the
character's skill bonus. The opponent'’s total usable OB
(eg., his OB before delegating parry or special attacks)
withhisweaponistakenasanegativemodifiertothestatic
maneuver. There are four separate skills for the user to
develop, representing weapon categoriesagainst whicha
character canbetrained: 1-Handed, 2-Handed, PoleArm,
andTwo-WeaponCombinatinn.{Ag}

DISARM FOE (UNARMED)

This skill provides a bonus to remove a foe's weapon
while unarmed. If the disarming skill check is successful,
the opponent will drop his weapon. Depending on how
successful the character is in his disarming attempt, the
Gamemaster may decidetolet theplayer decide wherethe
disarmed weapon will go. To determine the success of the
disarming attempt, make a static maneuver and add the
character's skill bonus. The opponent's total usable OB
(eg., his OB before delegating parry or special attacks)
with his weapon istaken as a negative modifier to the static
maneuver. There are four separate skills for the user to

develop, representing weapon categories against which a
character can betrained: 1-Handed, 2-Handed, Pole Arm,
and Two-Weapon Combination. {Ag}

FEINT (ARMED)

This skill provides a bonus to trick your opponent to
react to a false melee attack and weaken his defenses. A
successful feint maneuver may result in atemporary reduc-
tion in the total DB of the target. To determine the success
of thefeint attempt, take the amount of the character's Feint
skill bonus committed to the attack and make a static
maneuver roll. The opponent's total usable OB (eg., his
OB beforedelegating parry or special attacks) issubtracted
from this roll. Then refer to the Maneuver/Movement
Table T-4.1, in Rolemaster Sandard Rules, using the
"Extremely Hard" column. If the result is a number, this
number is subtracted from the target's normal DB.

A Feint maneuver may negate some or all of a target's
DB dueto shield bonus (including magical shields), parry-
ing actions, skills that increase the DB of the target, or the
target's Quickness modifier. Any positional DB or inher-
ent DB of atarget will not be reduced by aFeint maneuver.
Examplesof positional DB arefighting from higher ground
or being behind some sort of cover. An inherent DB could
be general magical protection or high quality armor, both
of which cannot be affected by afeigned attack.

If the Feint maneuver is successful, half of the OB
committed for the feint is regained for the normal melee
attack. If the feint fails, all OB shifted to the feinting
maneuver islost for thisround. However, the player must
still make hisattack action. { Qu}

If the character develops Situational Awareness. Feint-
ing, he may apply this skill bonus against Feinting attacks
made against him in addition to any other modifiers.

FEINT (UNARMED)

This skill provides a bonus to trick your opponent to
react to a false melee attack and weaken his defenses. A
successful Feint maneuver may result in a temporary
reduction in the total DB of the target. To determine the
success of the Feint attempt, take the character'sFeint skill
bonus committed to the attack and make a static maneuver
roll. The opponent's total usable OB (e.g., his OB before
delegating parry or specid attacks) is subtracted from this
roll. Then refer to the Maneuver/Movement Table T-4.1,
in Rolemaster Sandard Rules, using the "Extremely Hard"
column. Iftheresult isanumber, this can be used to negate
some of the target's DB.

A Feint maneuver may negate some or all of atarget's
DB duetoshieldbonus(includingmagical shields), parry-
ing actions, skills that increase the DB of the target, or the
target's Quickness modifier. Any positional DB or inher-
ent DB of atarget will not be reduced by aFeint maneuver.
Examplesof positional DB arefighting from higher ground
or being behind some sort of cover. An inherent DB could
be general magical protection or high quality armor, both
of which cannot be affected by afeigned attack.

If the Feint maneuver is successful, half of the OB
committed for the feint is regained for the normal melee
attack. If the feint fails, all OB shifted to the feinting
maneuver is lost for thisround. However, the player must
still make his attack action. {Qu}

If the character develops Situational Awareness. Feint-
ing, he may apply thisskill bonus against Feinting attacks
made against him in addition to any other modifiers.
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RACIAL ATTACKS

This skill provides a bonus to use a natural weapon
attack available to the character. The bonus of this skill is
treated in al ways like a normal OB for purposes of
attacking, parrying, using other specia attacks, etc. Ex-
amples of natural weapon attack are horn attacks, claw
attacks, tail lashes, or even biting attacks. Generally, dl
races with aspecid racial attack may learn this skill as an
Everyman skill regardiess of profession. The relative
strength and effectivenessof eachracial attack will vary by
race and must be determined by the Gamemaster. See
Sections 8.0 and 9.0 for more details on how to integrate
racial attacks into weapon styles and martial arts styles.

7.9
SPECIAL DEFENSES

Standard Skills: Adrenal Defense

Restricted Skills: Adrenal Toughness,
Adrenal Resistance

Applicable Stat Bonuses. None

Skill Rank Progression: Combined

Skill Category Progression: 0«0« 0+0+0
Group: None

Classification: Special

ADRENAL DEFENSE

The Adrenal Defense skill alows the user to avoid
attacks with missile or melee weapons during combat. The
skill bonus of the defender is added to his DB versusmelee
attacks. Against missile attacks the skill bonus is halved
and added to his DB. To use Adrena Defense, an indi-
vidual mustbeawarethat heisunder attack. In addition, the
character must not be wearing armor and can not have a
shield orlargeobject inhishands. Torepresentthedivision
of concentration necessary to avoid multiple attacks tar-
geted at the user in the same round, Adrenal Defense
requires 40% activity action in the combat round. { None}

This Adrenal Defense activity does count as one of the
three allowable actions in atactical round (this restriction
may be negated by using the proper Weapon Style or
Martial Arts Style skill). The 40% activity required for
Adrenal Defense does apply against the 100% activity
limit for the round (this restriction may be lessened by
using the proper Weapon Style or Martial Arts Style skill).

ADRENAL RESISTANCE

The Adrenal Resistance skill enhances a character's
inner strength to resist negative modifiers due to pain or
wounds. To determine the penalty that can be offset, make
an open-ended roll, adding this skill bonus, and all other
applicable modifiers. Take the resulting number and refer
to the "Extremely Hard" column of the Maneuver/Move-
ment Table T-4.1, in Rolemaster Standard Rules. If the
result is a number, it can be used to reduce any
negative modifiers due to the pain from concus-
sion hit loss or wounds by theamount shown. This
skill requires a 20% preparation action in the
round it is attempted, and the effects last up to an
entire hour. Note that the Gamemaster may decide
in the case of using this skill to resist pain from
extremely seriouswounds that there may be arisk
of further aggravating theinjury. {None}

This skill requires a 10% activity action each
round it is used, regardiess of the amount of
negativemodifiersfromwoundsoffset. TheAdre-
nal Resistance activity does not count against the
three-action limit in a tactical round. The 10%
activity action required for this skill does apply
against the 100% activity limit for a given round.

ADRENAL TOUGHNESS

The Adrenal Toughness skill allows the user to
toughen his body to withstand blows that would
otherwise inflict damage. This skill requires tak-
inga20% preparation action intheround immedi-
ately priortotheuseof thisskill (or duringthesnap
action phase of the same round). Then the charac-
ter must make astatic maneuver modified by the
skill bonus. If successful, theindividual may re-
ducethe severity of any critical by oneduring the
next round or the remainder of the current round.
(Inthecase of an 'A’ critical, the critical ismodi-
fied by -20). In addition, any Self-inflicted critical
stemmingfromtheindividual strikingasurfaceor
object with his hand or foot is nullified com-
pletely.{None}



8.0
WEAPON STYLES

Nothing broke the silence except the hissing of blades and the sharp exhalation ofbreath as the pack of thugs
circled their prey warily. The old swordsman held his blade aloft as he stood his ground before his numerous
adversaries. He moved in a slowly turning circle, keeping hisfoesfrom attacking directly at his back, and he rotated
his blade through the seven positions of guard. The young toughs were armed with a variety of weaponsfrom
awards to clubs to chains, and several suffered in silence the painfrom their wounds that were inflicted when they
had first rushed the old man.

The crash ofarms echoed once again down the deserted street and thefaint sound of the city guard's alarm
could be heard approaching. The city guard would be here soon. The old man'sface remained calm as his sixfoes
rushed at him simultaneously, trying to bring down their prey before the advent of the guard. The old man pivoted
smoothly to his left, leaving empty air for the most impetuous of his attackers. His blade then shimmered in the air, a
solid arc of metal, as it cut through the arm of the bravo holding a spiked club who had moved to attack from the
side. The two thugs armed with swordsfound themselves holding their stomachs as the old man ducked low under
the hissing attack of the chain-wielding man and spun low under their guard, bringing his blade around in a deadly
arc.

Momentary silence was broken by the sound of weapons dropping to the ground andfeet racing down the
cobblestone street. The old man raised himselffrom his crouching position and calmly cleaned his weapon as he
watched the bandits attempt toflee from the newly arrived city guard. They would not getfar and he would know the
reasonfor this attack soon enough. They were new to this city or very well paidfool s, since no sane man would
attempt to ambush the weapons master of the royal guard unless he did not value his life.

81 8.2
OVERVIEW CREATING
The Weapon Style skills are a new concept presented in A WEAPON STYLE

this companion. Each Weapon Style skill offers a set of G od hei
Unique capabilities and benefits to the practitioner in corn- | am]:arnastergaeﬁqcourag t%(]:reatlet el rcti)wn'vcxileﬁpon
bat. The additional training required by the weapon style gty ‘.EfedoL use m‘lﬁ ﬁlrl games.ak e[:u €S and guide meds
allowsits user to become more ef ficient and economical i~ 9€t& ere will help to make the process easier an
the use of his weapon. prqwde game balance. Weapon styles are created using a
The weapon stylist's advanced training in the use of his po!nt-lga%d system. These points ae referred to as style
weapon allows him to exceed certain limitations that POINtS” and they are only used during the creation of the
restrict the common practitioner of his specific weapon. gﬁgﬁggg;ﬁ;ﬁ:g :Sf;eé:sﬁegfzgjtaﬂfehs\?\gﬁpe&:wlg
For example, awegpon stylist can have a reduced fumble skill (based on its total style point cost). Section 8.3

range or bonus to melee initiative as a benefit of his
training. presents some examples of created weapon styles.

The mechanics of using weapon styles are the same as ~ * Basic Weapon Styles can range from 0 to 30 style points.
any other Combat Maneuver skill. When in combat, the *Advanced Weapon Stylesrangecan fromover 31 toupto
wegpon stylist will always use the lesser of his Weapon 60 style points. Itis not advised to create aweapon style
Style skill OB or his Weapon skill OB. As long as the that uses more than 60 style points.
weapon stylist is using his Weapon Style skill, he can
receive the special benefits conferred by this skill. . . STEPS_ OF CREATION ] }

Any modifiers that directly affect a character's OB will Thefirst stepin creating anew weapon styleischoosing
aso affect his Weapon Style skill OB (except professional ~ the general focus of the weapon style. The style can be
category bonuses that only affect Weapon skills). Allow- based oncanbeanindividual weapon, agroup of related
able OB modifiers to weapon styles include spells, item  Weapons, or aweapon category. The broader the range of
bonuses (assuming it is the primary weapon of the style), ~Weaponsthestyleincludes, themoreexpensivetheweapon
and some skill bonuses (e.g., a +10 OB bonus due to a Style will be to learn. In addition, the type of weapon
successful Adrenal Strength maneuver). chosen will dictate some of the options available for the

Any bonuses that aweapon style confers upon acharac-  Weapon style. If the weapon style is based upon a two-
terareonly applicable while the character is actively using ~handed weapon, any optionsthat require the practitioner to
that Sty|e (| .., the character is attacki ng usi ng the weapon have ahand free will not be avallableW|th| nthis SpeCIflC
Style). If aplayer decides to not use his Weapon Style skill ~ Weaponstyle. Chooseoneof thefollowing weapon catego-
to attack, none of the benefits of that weapon style will be ~ fiesasthe primary focus of the new weapon style.
available even if the player chooses to use the weapon * One-handed Edged or One-handed Concussion
associated with that particular weapon style. See Section Weapon Categories
14.2.1 for further discussion. Allowed choices for the weapon style: Standard op-

tions; Melee weapon options; One hand free options
» Two-handed or Pole Arm Weapon Categories
Allowed choices for the weapon style: Standard op-
tions; Melee weapon options
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Part 11
Section 8.2

Cresating a
Weapon Style

* Missile Weapon Category
Allowed choices for the weapon style: Standard op-
tions; Missile weapon options
« Thrown Weapon Category
Allowed choices for the weapon style: Standard op-
tions; Thrown weapon options; One hand free options
* Artillery Weapon Category
It is not possible to create a weapon style with
theArtilleryWeaponcategory.

8.2.1 « STANDARD OPTIONS

This section presents a series of charts that show the
costs for the various standard options that are available. If
a cogt shows as a dash ("—"), that option may not be
selected.

BASE WEAPON STYLE COST

Melee  Misdle Thrown
Singleweapon............... 5. ... 5. 5
Related weapons........... 0. 10.......... 10

Category of wegpons ... 20..........20..........20

Single Weapon — The weapon style uses a singl e specific
weapon.

Related Weapons — The weapon style uses a specific
group of related weapons(i.e., all club-like weapons).

Category of Weapons — The weapon style uses an entire
weapon category (e.g., 1H Edged Weapons, 1H
Concussion Weapons, 2H Weapons, Pole Arms, Missile
Weapons, or Thrown Weapons, etc,).

COSTFOR
MODIFYING INITIATIVE ROLLS
Méelee Missle  Thrown
+1 toinitiativerolls......5...........10.......... 10
+2toinitiativerolls.....10...........15.......... 15

+4toinitiativerolls ... ... 5. —_— —

COST FOR
REDUCING FUMBLE RANGE
Melee  Missle Thrown
-1 to fumblerange......... 5. ... 10........... 10
-2tofumblerange ........ 10 — 15
-3to fumblerange....... 15 ... — —

Note: The mi nimum fumble range that may begained
through this ability is 01-02.

COST FOR
REDUCINGRANGEPENALTIES
Melee Missle Thrown
-10 to range penalties .... 10.......... . 10.......... 10
-20 to range penalties ... —.........20.......... 20
-30 to range penalties .. — . ... .. . 30........ —

Note: A range penalty cannot be brought above +0.

COST FOR
MODIFYING CRITICAL ROLLS
Melee Missile  Thrown
+1 tothecriticd roll. ... . 15...........30..........30
+2 to thecriticd roll...30..........— . .. ... —

+3 to thecritical roll. .. ... 50........... —_— —

Note: Modification is chosen by the attacker after the
critical roll is made.

COSTFOR
BONUS TO SPECIAL ATTACKS
Melee Missle Thrown
+10 bonusto skill......... ! 5. 5o 5
+15 bonusto skill........ .. 10............ 10........... 10

Note: The bonus applies to one specific skill in the Specid
Attacksskill category while using thisweapon style.

COSTFOR
BONUS TO SELF CONTROL
Melee Missle  Thrown
+5 bonustoskill...........10...........10.......... 10
+10 bonus to skill.......... 5. 5. 15

Note: The bonus applies to one specific skill in the Self
Control skill category whileusing thisweapon style.

COST FOR
BONUSTO NON-RESTRICTED SKILL
Melee Missle  Thrown
+5 bonus to skill............. S YT 5
+10 bonus to skill.......... 10............ 10.......... 10

Note: This bonus appliesto one other specific skill thatis
not classified as Restricted (excluding skillsinthe
Special Defense skill category) while using this weapon
style.

COST FOR
BONUS TO RESTRICTED SKILL
Méeee Missile  Thrown
+5 bonus 10 skill..........20...........10.......... 10
+10 bonusto skill........ .. 5. 15.......... 15

Note: This bonus appliesto one other specific skill that is
classified as Restricted (excluding skillsin the Specia
Defense skill category) while using this weapon style.




8.2.2 « MELEE WEAPON OPTIONS

This list shows other options that are available when
"building” weapon styles that use melee weapons. All the
Advantages gained from these options are only available
when acharacter is using his weapon style. The style point
cog isshown in brackets ("[]" after each entry).

Adrenal Defense, Greater—The character has special-
izedinintegratinghisAdrenal Defensetechniqueswithin
his weapon style. The character may ignore restrictions
for objects in his hands while using Adrenal Defense if
heisusing weapons associated with this weapon style. In
addition, an Adrenal Defense maneuver only requires
10% activity and it does not count against the three
actions per round limit (though he must still allocate no
more than 100% activity to all of hisactions). [30 points]

Adrenal Defense, L esser—The character has specialized
in integrating his weapon attacks within his Adrenal
Defense techniques. The character may ignore restric-
tions for objects in his hands while using Adrenal De-
fense if he is using weapons associated with this weapon
gsyle. Additionally, an Adrenal Defense maneuver only
requires 30% activity and it does not count against the
three actions per round limit (though he must still allo-
cate no more than 100% activity to all of his actions). [10
points]

All-Around Attack—The character can make attacks
againgt foes who have a positional modifier (such as
flank orrear) against him without changing his facing or
position. The OB is penalized by double the positional
bonus of the opponent (i.e., attacking a foe to the rear
results in a-50 OB modifier). [15 points]

All-Around Defense—The character can choose to negate
one positional bonus that a foe has against him during a
combat round by taking a 10% action. [15 points]

W eapon-Breaker—The character has learned to incorpo-
rate special maneuvers into his attacks that are designed
to cause his opponents' weapons to break. Any foe
fighting the character has his breakage numbers in-
creased by one for the duration of the combat (e.g., if the
weapon's breakage numbers are normally 1 through 5
they will be 1 through 6 while the foe is fighting this
character). In addition, the foe must modify the weapon
strength rolls by -10. [10 points]

8.2.3*MISSILEWEAPON
OPTIONS

This list shows other options that are available when
"building" weapon styles that use missile weapons. All the
advantages gained from these options are only available
when acharacter is using his weapon style. The style point
cost is shown in brackets "[]" after each entry.

M ovement—Movement penalties to OB are halved while
using this weapon. For example, if using this weapon, a
character may move using a 40% action and only suffer
a-20 to his OB with the weapon, [10 points]

Reloading, Lesser—The reload action for this missile
weapon takes 10% less activity (to aminimum of 20%)-
[10 points]

Reloading, Greater—-The reload action for this missile
weapon takes 20% less activity (to a minimum of 20%).
[20 points]

8.2.4« THROWN WEAPON
OPTIONS

This list shows other options that are available when
"building" weapon slylesthat usethrown weapons. All the
advantages gained from these options are only available
when acharacter is using his weapon style. The style point
cost is shown in brackets "[]" after each entry.

Movement—M ovement penaltiesto OB are halved while
using this weapon. For example, if using this weapon, a
character may move using a40% action and only suffer
a-20to his OB with the weapon. [10 points]

8.2.5+« OTHER OPTIONS

This list shows other options that are available when
"building" weapon styles. All the advantages gained from
these options are only available when a character is using
hisweapon style. The style point cost isshown in brackets
"[]" after each entry.

Additional Melee Weapon Attack—This weapon style
allows two distinct weapon strikes per attack action.
Through extensive training the character can use a one-
handed weapon in your off-hand along whenever the
character uses his weapon style. The cost for this option
is triple the base weapon style cost for the secondary
weapon type (see Section 8.2.1). Skill with thisweapon
must be devel oped separately as anormal weapon skill.
When a character takes an attack action, he makes an
attack roll for each weapon with the restrictions shown
below. [varies]

#1) The OB for each weapon attack is the lesser of the
Weapon Style skill bonus or the skill bonus for the
weapon.

#2) Any penalty for parrying or special attacks must
modify both weapon OBs equally. If the character is
attacking two separatefoes, theamount of OB dedicated
fortheparry or special attack may be split between them,

#3) The character can strike one opponent with both
attacksat noextrapenalty.

#4) The character can attack two separate opponents
as long as neither of the opponents is receiving aposi-
tional bonus against the character. The character must
take a-20 modifier to both weapon OBs (thisisapplied
after restriction #1).

Example: /f a weapon style includes additional
attacks with a mace held in the off-hand, the cost for
this option would be 15 style points (5 x 3). The
character could choose to attack with each weapon
against Ihe same opponent or to attack two separate
opponents with a special -20 modifier.

Paired Weapon Attack—This weapon style allows en-
hanced combat strikesby usi ngtwoweapons. Unlikethe
additional mel eeattack option, thepairedweaponattack
doesnot all ow an extrastrike but makeseach strike more
deadly. For purposes of determining the melee OB for
the single attack, the lesser of the Weapon Style skill
bonus and the primary weapon OB is used.

Any attack that deliversacritical will do an additional
critical of two levelsless severity (using the samedice
roll). If the normal critical result isan 'A’ critical, the
secondary critical istreatedasan ‘A’ critical modifiedby
-40 (modified rolls less than zero result in no effect). If
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the normal critical result isa 'B' critical, the secondary
critical is resolved as an 'A' critical modified by -20
(modified rolls less than zero result in no effect). The
type of additional critica delivered should be deter-
mined by theGM (butisnormally themost common type
for the paired weapons). When fighting creatures that
takeLarge or Super Largecriticals, noadditional critical
is delivered. The cost for this option is double the base
weapon cost of the secondary weapon. [varies]

Additional Unarmed Attack—This weapon style spe-
cializesinusingstrikes, kicks, and other unarmed fight-
ing techniques while in melee combat. The unarmed
attack skill must be developed separately. The cost for
this additional attack is 10 pointsfor aDegree 1 damage
threshold and 15 pointsfor aDegree 2 damage threshold
(damage thresholds cannot be taken higher than Degree
2). When thisstyleiscreated, thetype of unarmed attack
(either Striking or Sweeping) must be chosen. When a
character, takes an attack action, the restrictions shown
below must also be observed. [10 or 15 points]

#1) The OB for the unarmed attack is the lesser of the
Weapon Style skill bonus or the skill bonus for the
unarmed attacking skill.

#2) Any OB penalty for parrying or specia attacks
must modify both attacks equally. If the character is
attacking two separate foes, the amount of OB dedicated
the parry or specia attack may be split between them.

#3) The character can strike one opponent with both
attacks at no penalty.

#4) The character can attack two separate opponents
as long as neither opponent has a positional bonus
against him. In addition, he must take a-20 modifier to
both his weapon OB and unarmed attack OB.

Additional Thrown Weapon Attack—This weapon style
specializes in thrown weapons in melee combat. The
thrown weapon skill must be developed separately. The
cost for this additional attack istriple the base cost of the
thrown weapon attack. When a character takes an attack
option, the restrictions shown below must also be met.
[varies]

#1) The OB for the thrown weapon is the lesser of the
weapon style bonus or the skill bonus for the thrown
weapon.

#2) Any penalty for parrying or specid attacks must
modify both weapon OBs equally. If the character is
attacking two separate foes, the amount of OB dedicated
to the parry or specia attack may be split between them.

#3) The character can strike one opponent with both
attacks at no penalty.

#4) The character can attack two separate opponents
aslong asneither of the opponentshasapositional bonus
against him. In addition, he must take a-20 modifier to
both weapon OBs.

Example: If the weapon style includes an additional
thrown weapon attack that includes all short knives,
the costfor this option would be 30(10 x 3).

Defensive Ward—This style specializes in using a par-
ticular weapon or object to parry incoming attacks. The
character may not attack with his secondary weapon or
object, while using those benefits to his defense. Each
round, the character can choose one of the following
options. [10 points]

#1) Increase the normal DB from his secondary weapon
by 10 against one opponent (e.g., anormal shield would
give +30 DB instead of +20).

#2) Affect an additional opponent with his DB dueto
his parrying item. The additional opponent cannot have
apositional bonus on the character.

Example: A weapon style that incorporates a main-
gauche as a defensive weapon coutd use the passive
DB ofthe main gauche against two opponents or he
could use it with an additional +10 DB against one
opponent.

Shield Training—This style specializesin using a shield
to its maximum potential during combat. One type of
shield must be picked when thisoption ischosen. Avail-
able shield types are target (this includes al "buckler"-
sizedshields),normal,full,andwall shields. Eachround,
the character can choose one of the following options.
[20 points]

#1) He can increase his shield DB against one oppo-
nent by 15.

#2) He can affect an additional opponent with his
shield DB. Theadditional opponent cannot have aposi-
tional bonus on the character. This option cannot be
chosen with a style that uses wall shields.

Example: A weapon style that incorporates the use
ofafull shield could increase its DB by 15 against
one opponent, or use hisnormal shield bonus against
two opponents,

#3) Hecan make aShield Bash attack on the Ram/Butt
Attack Table. The maximum result is limited by the
Small damage threshold (target shieldsalso suffer an OB
penalty of -20toreflect their small size and weight). The
weapon skill for the shield must be devel oped separately
as aone-handed concussion weapon.




8.3
SAMPLE
WEAPON STYLES

Hereare some sampl e weapon stylesthat illustrate how
the styleswork. Whil ethese sample weapon styles
draw inspiration from historical weapon systems, they are
only approximate model s of the historical systems. For the
historical evolution of weapon styles, see Section 2.0.

The format of the each weapon style example is as
follows:

*Name of Weapon Style
» Whether theweapon styleisBasic or Advanced, followed
by thetotal style points used to create the weapon style

(in brackets,"[]").

* A description of the weapon style's origins and history
followsthisinformation. Also included are some of the
more common combat techniques that the style uses.

* A list of skills that a character will probably want to
developal ong withthisweaponstyle. Theseskillsarenot
"required” but will probably be desired to take full
advantage of the style.

*A breakdown of the abilities and costs for the weapon
Style (costs are shown in brackets, "[]"). These abilities
are listed as "Core" because they define the style and
should be used with all power levels.

8.3.1« JAPANESE WEAPON STYLES
Japanese weapon fighting systems were highly devel-
opedthroughout thehistory of thissmall island nation. As
aresult,the style pointsrangesfor Japanese weapon styles
may be changed from the original ranges given for the

skillsin Section 8.1.

Optional Rule [Core]: When designing Japanese weapon
styles, Basic Weapon Styles range from 0 to 35 style
pointsand Advanced Weapon Stylesrangefrom 36to 45
stylepoints.

BO-JUTSU (QUARTERSTAFF)

Basic Weapon Style [30 style points]

Description—This weapon style specializes in the use of
the staff as aweapon. The wooden staff, whileinelegant
compared to the sword, was nevertheless an effective
weapon in combat and could not be neglected by the
bushi (warrior class) infeudal Japan. Thestandardlength
of staff for training was the six foot staff that was aso
known asthe rokushaku-bo.

While the art of bo-jutsu focuses on tactics that can be
used to subdue an aggressive swordsman, it isalso useful
against other types of weapons. The training concen-
trates on methods of blocking, parrying, and thrusting
against an opponent. Thewielder isalsotaught to use the
longer range of his weapon to keep foes at bay and to
prevent foes from closing the range to apoint where the
staff becomesineffective.

Formal trainingin the use of the staff asaweapon was
taughtinoverthreehundreddifferenttraditionsinfeudal
Japan. For more information on the historical develop-
ment of the Japanese martial arts, see Section 2.4

Recommended Skills—Bo (Quarterstaff) weapon skill

Weapon Style Abilities [Core]—Bo (Quarterstaff) melee
attack [5 points]; +2 bonustoinitiative [10 points]; All-
around defense[15 points]

[AI-JUTSU (SWORD)

Advanced Weapon Style [55 style points]

Description—Ilai-jutsu is the Japanese art of sword fight-
ing that seeks to perfect the single deadly stroke of a
sword. The essence of this system is the focus on light-
ning speed and unwavering accuracy with the goad
of cutting down an enemy with one stroke. Much of the
training involves defensive maneuvers to protect the
adept from unexpected attack. Unlike many other Japa
nese martial arts, much of the training for this style is
done as a solo exercise. Because this style seeks to
prepare the wielder to react to unexpected attacks, much
of the training begins from a low crouching position to
simulate combat that starts from a sitting position.

Partll
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Wegpon Style Name Type of Weapon Style Skill Tota Style Point Cost Sample
Japanese Weapon Styles Weapon
Bo-jutsu Basic Weapon Style 30 Styles
lai-jutsu Advanced Weapon Style 55
Ken-jutsu Advanced Weapon Style 60
Kusarigamarjutsu Advanced Weapon Style 35
Kyu-jutsu Advanced Weapon Style 35
Naginata-jutsu Basic Weapon Style 20
Shuriken-jutsu Basic Weapon Style 25
So-jutsu Basic Weapon Style 30
Tetsubo-jutsu Basic Weapon Style 30
Tessen-jutsu Basic Weapon Style 20
European Weapon Styles
ClassicFencing Advanced Wespon Style 35
Itdian Fencing Basic Weapon Style 20
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There are four distinct areas of emphasis in the art of
iai-jutsu. The first is the nukitsuke, or draw; the second
is the kiritsuke, or cutting action; the third is the chiburi,
or removal of blood from the blade; and the fourth is the
noto, or return of the blade to the scabbard.

This discipline teaches the swordsman to evade mul-
tiple attacks from the front, side, and rear. The adept of
this weapon style spends several hours each day practic-
ing his draws and attacks with his blade. A central god
of this style is to reach a state of meditative awareness in
which the adept can react instantly to any attack. Over
four hundred formal traditions taught the art of iai-jutsu
in feudal Japan. See Section 2.4 for moreinformation on
the historical development of Japanese martial arts.

Recommended Skills—Katana weapon skill, Quickdraw,
Meditation, Alertness, Sense Ambush, Adrenal Defense

Weapon Style Abilities [Core]—Lesser Adrenal Defense
[10 points]; Katana melee attack [5 points]; Reduce
fumblerangeby 3 (to minimum fumbl e range of 01-02)
[15 points]; +10 bonus to Quickdraw maneuvers [10
points]; All-around defense [15 points]

KEN-JUTSU (SWORD)

Advanced Weapon Style [60 style points]

Description—Ken-jutsu is the Japanese art of offensive
sword fighting. In feudal Japan, the slightest error in
combat with askilled opponent meant death. Tosurvive
in a sword fight to the death, the Japanese warrior
codified and practiced many strikesand countersthat he
might encounter in aduel. After time, these techniques
werestandardizedandincorporatedintoagrowingcanon
of swordmanship. Mostindividual schoolsof ken-jutsu
practiced a policy of secrecy regarding their attacking
techniques to preserve an advantage over their competi-
tors. The result of this practice was that individual
swordsmen seeking to improve their skills would travel
fromschool toschool infeudal Japan, fightingwithother
studentsand learning what new techniquesthey could in
the case of a defeat.

Ken-jutsuisanextremely deadly andfocused fighting
style. Techniques in ken-jutsu involve cutting (kiri) and
thrusting (tsuri). Like most Japanese martial arts, train-
ingwasalwaysdonein natural terrain against opponents
to mimic combat conditions.

Some ken-jutsu styles taught two-sword combat. At
the height of the waning states period in Japan, there
were over seventeen hundred distinct styles of ken-jutsu.
See Section 2.4 for more information on the develop-
ment of Japanese martial arts.

Recommended Skills—Katana wespon skill, Medita-
tion

Weapon Style Abilities [Core]—Katana melee attack [5
points]; All-around attack [15 points]; +2 bonustoinitia-
tive [10points]; +2todl critica rollsinflicted [30 points]

KUSARIGAMA-JUTSU
(SICKLEAND CHAIN)

Advanced Weapon Style [35 style points]

Description—The kusarigama is several weapons in one.
Itis at once abladed weapon, astick weapon, and aflail.
The user of akusari-gamacan slash or cut theenemy with
hisblade, entangle him with hischain, clubhimwith his
hardwood handle, and strike him with the iron weight at
the end of the chain. The use of this weapon required
expert skill and patience to overcome better-armed op-
ponents. Themostimportant skill taught istheensnaring
or maki technique. The wielder was taught to entangle
hisopponent at the moment of hisattack. The versatility
of this dangerous weapon required extensive training
and practiceto learn properly. See Section 2.4 for more
information on thedevel opment of Japanese martial arts.

Recommended Skills—Kursarigama weapon skill, Dis-
arm Foe

Weapon Style Abilities [Core]l—Kusari-gama melee at-
tack [5 points]; +15 bonus to Disarm Foe (IH-edged)
attempts[10 points]; Reduce kusari-gamafumblerange
by 3 (to minimum fumblerangeof 01 -02) [10 points]; +2
bonusto initiative [10 points]

KYU-JUTSU (LONG Bow)

Advanced Weapon Style [35 style points]

Description—Kyu-jutsu isthe Japanese art of bowmanship.
The longbow has long had an important place in Japa-
nese history. At the end of the tenth century, Masaisugo
Zensho formalized techniques for the bow and arrow.
Thedai-kyu or traditional bow used by Japanese archers
possessed an asymmetrical shape; up to two-thirds of the
bow's length was above the archer's left hand. The bow
itself was made of a combination of wood and bamboo
toughened by fire treatment. The bow's great length
reguired several mentostringit successfully. Three- and
four-men bows were the most common type of bows
used by archers. The arrows used by Japanese archers
while of auniformthreefeet in length, possessed several
different types of heads depending on their use. Some
arrows made noise as they flew and were used to either
terrorize the enemy or as signals. Other arrows were
specifically designed topenetratearmor ortocut through
cords.



The yugamae, or correct posture, was of the utmost
importanceinthebattl efiel deffectivenessoftheJapanese
bowman. Thebowmanwastrainedtounifywith histarget
and his bow to release his arrows with the maximum
accuracy. The mechanical movements of reloading the
bow and drawing the bow wereformalized and practiced
often so that they became unconscious actions of the
bowman. Inaddition, thearcher was trained in sustained
long distance shooting to pin enemy forces down.

See Section 2.4 for more information on the develop-
ment of the Japanese martial arts,

Recommended Skills—Dai-kyu missile weapon skill,
Meditation

Wespon Style Abilities [Core]—Dai-kyu missile attack
[5 points]; Reduce dai-kyu range penalties by 10 [10
points]; Reduce dai-kyu reloading time by 20% [20
points]

NAGINATA-JUTSU (HALBERD)

Basc Weapon Style [20 style points]

Description—In Japan, the naginata (similar to ahalberd)
became an effective weapon against mounted or un-
mounted foes in the hands of an expert. In open terrain,
the naginaia was an excellent weapon because its reach
allowed the warrior to keep his foe at bay while at the
sametimelaunchingattacksagainst him. In combat, the
wielder of the naginata used short slashes and circular
movements to harry and attack his foe. As with most
Japanese weapon systems, training with the naginata
was on open terrain to simulate battlefield conditions.
However in wooded or close terrain, the naginata be-
came much lessuseful . See Section 2.4 for moreinfor-
mation on the development of Japanese martial arts,

Recommended Skills—Naginaiaweapon skill

Wespon Style Abilities [Core]—Naginata melee attack
[5points]; +4 bonustoinitiative [15 points]

SHURIKEN-JUTSU
(THROWING WEAPONS)

Basic Wespon Style [25 style points]

Description—This weapon style speciaizes in learning
how to throw shuriken (Japanese throwing weapons)
accurately and quickly at a target. This weapon style
incorporates specia throwing techniques to ensure more
accurate results. Shuriken range in appearance from iron
bolts that can bethrown for greater range and penetration
to the familiar bladed star that can be thrown for agreater
chance to hit the target.

This weapon style aso covers the techniques for
readying ashuriken secretly for aquick attack against an
unsuspecting opponent. The wielder uses his own body
to shield the preparation of the weapon, until his foe is
within range and then he unleashes with adeadly attack.
The master of shuriken-jutsu is taught to throw quickly
and accurately at the vulnerable parts of the body rarely
covered by armor: the face and neck.

Typically thisweapon styleistaught aspart of training
in the art of the ninja (the ninjawere spies and assassins
infeudal Japan), For moreinformation onthehistorical
development of the Japanese martial arts, refer to Section
24,

Recommended Skills—Thrown Shuriken weapon skill,
Missile Deflecting, Quickdraw

Weapon Style Ahilities [Core]—Shuriken thrown attack
[5 points]; Reduced shuriken range penalties by 10 [10
points]; +10 bonusto Quickdraw maneuvers [10 points]

S0-JUTSU (SPEAR)

Basic Weapon Style [30 style points]

Description—The yari or spear is one of the oldest weap-
ons used in Japan and figures prominently in the reli-
gious and cultural traditions of Japan. The spear did not
initially comeinto wide favor with the bushi, or profes-
sional warrior since they associated the sword and ken-
jutsu with their rank and station in life. However, the
warrior-priests of Japan known as so-hei embraced the
weapon and developed sophisticated techniques using
the spear.

The warrior using the yari, or spear, trained to become
skilled with his thrusts (tsuki) and in maintaining the
correct combat distance for the effective use of the spear.
The spear was used from the ground or horseback in most
cases. A benefit of thetraining in the use of the spear was
that the warrior became very skilled in anticipating
tactics of hisfoes and in closing the engagement distance
so that he could use his primary weapon (usually a
sword).

Only after the Muromachi period in feudal Japan was
the spear welcomed by the bushi class and taught for-
mally in schools. Some four hundred formal traditions
taught the use of the spear by the end of Japan's feudal
era. See Section 2.4 for more information on the devel-
opment of Japanese martial arts.

Recommended Skills—Y ari weapon skill, Feint, Adrenal
Defense

Wesapon Style Abilities [Core]l—Lesser Adrenal Defense
[10 points]; Yari melee attack [5 points]; +10 bonus to
Feint maneuvers [5 points]; +2 bonus to initiative [10
points]
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TESSEN-JUTSU (IRON FAN)

Basic Wegpon Style [20 style points]

Description—This weapon style specialized in the use of
the fan as a weapon. In feudal Japanese society, the fan
was considered part of the dress and equipment of the
professional warrior. In some socia situations, awarrior
might be required to leave his swords with his host, but
with afan (tessen) carried in his sash hewas never totally
unarmed. If need required it, the warrior could defend
himself with his tessen from attackers. In actuality, the
fan referred to by this weapon style only appeared to be
the classica fragile fan; in fact, the actual fan used by
practitioners of this weapon style was different. The
tessen came in two types. Thefirst type only appeared to
be afan, asit could not be opened. The second type could
be opened. In both cases, iron was used to construct the
tessen to giveit the strength and durability it needed to
survivecombat. Thesolid (or unopenable) tessen wasthe
more popular type to use since it had greater strength.

In combat the tessen was used in much the same
manner as a short stick. It was used to block incoming
attacks and retaliate with poking attacks against vital
points. The wielder of this style carefully selected
sashikata (or the proper way of wearing the tessen) to

TETSUBO-JUTSU (IRON STAFF)
Basic Weapon Style [30 style points]
Description—The tetsubo was a solid iron bar used in

much the same manner as a staff. The tetsubo was of
varying lengths and shapes. It often had a circular or
hexagonal cross-section. The bar would taper from one
end to the narrower handle. This weapon required im-
mense physical strength to wield properly and could be
dangerousto the wielder if not treated with respect. The
art of tetsubo-jutsu concentrated on using (and maintain-

haveitinstantly availableif need arose. Training withthe
tessen involved learning how to block attacks (uke)
parry incoming attacks (nagashi), striking (uchi), and
thrusting (tsuki). However, the tessen was primarily
viewed as a defensive weapon, for use only when the
warrior's true weapons were not available.

Almost one hundred different traditions formalized

the use of the tessen in combat in feudal Japan. For more
information on the historical development of the Japa
nese martial arts, see Section 24.
Recommended Skills—Tessen weapon skill, Quickdrav
Weapon Style Abilities[ Core]—Tessen (Iron Fan) melee
attack [5 points]; +1 bonustoinitiative [5 points]; +10
bonus to Quickdraw maneuvers [10 points]

ing) the tremendous force generated by swinging the
staff while attacking.

The drawback to this weapon was that its immense
weight could be aliability to the wielder if faced with a
quicker opponent. The wielder had to swing his weapon
very rapidly to prevent quicker opponents from taking
advantage of openings in his defense. See Section 16.3
for more information on the development of Japanese

martial arts.
. , 8.3.2 - EUROPEAN WEAPON
Resctcr?nrgg]nded Skills—Tetsubo weapon skill, Adrenal STUBS

European culturesdid not develop fighting systemsto a
high adegreeas Asian cultures. Asaresult, thestylepoint
ranges for European weapon styles may be reduced from
the original ranges given for the skills in Section 8.1
Though European weapon styles are more highly devel
oped than their European martial arts styles, they still far
below the averagelevel of sophistication of Eastern weapon
fighting systems.

Weapon Style Abilities [ Core]—Tetsubo mel ee attack [5
points]; +10 bonus to Adrenal Strength maneuvers [10
points]; Reduce tetsubo fumble range by 3 (to the mini-
mum fumble range of 01-02) [15 points]




Optiond Rule [Core]: When designing European weapon
styles Basic Weapon Styles range from 0 to 25 style
points and Advanced Weapon Styles range from 26 to 45
stylepoints,

CLASSIC FENCING

Advanced Weapon Style [35 style points]

Description—Many fencing schoolsarosein Italy, France,
and Spain to teach the effective use of the blade. While
differentfencingstylesdidexistduringthegol denageof
fencing, they also shared many traits. The common
gtance for single rapier fencing is to present only the
wegpon arm and side of your body to your opponent to
limit his targets for attack. The use of the point, rather
than the edge is also emphasized. Fencing emphasizes
straight-line attacks with the target being the face or
stomach of the opponent. The later fencing techniques
introduced the lunge, aquick strike made by extending
the arm as the lead foot extends out and bends to attack
your opponent from a greater range. Unlike Olympic
fencing, combat fencingisamuch morecautiousaffair.
The true winner is he who strikes without being hit in
return, not just he who strikes first without regard for
personal safety. Sec Section 2.7 for moreon thedevel op-
ment of European martial arts.

Recommended Skills—Rapier weapon attack, Feint-
ing, Disarm Foe (1H Weapons)

Weapon Style Abilities [Core]l—Lesser Adrenal Defense
[10 points]; Rapier melee attack [5 points]; +2 to Initia-
tiverolls[10 points]; +10 OB Bonusto Feint [5 points];
+10 OB Bonus to Disarm Foe (1H Edged) [5 points]

ITALIAN FENCING
(WITH DAGGER OR CLOAK)

Basc Weapon Style [20 style points]

Description—Many fencing schools arose in Europe to
teach the effective use of the blade. Some of the first
fencing schools were opened in Italy. Common with
Italian fencing masters was the teaching of techniques
for using a secondary object in the off-hand to parry
attacks. When fencing with adagger in the off-hand, the
dagger was used as a defensive weapon to parry the
thrusting attacks of the opponent rather than an addi-
tional offensive attack as might be first thought. In fact,
the object carried in the off-hand was not always a
dagger, in some cases a cloak or buckler was used
instead. The reasoning behind this teaching was direct
and simple. The blade had the longest reach and as such
should be used for attacking the opponent. It was consid-
ered unwise to maneuver close enough to your opponent
to thrust a dagger into his ribs when you could do the
same from a much greater range with the blade. The use
of these items in combat was to parry incoming attacks
sothat the blade would be free to attack in turn. Fighting
cloaks were made out of stiff material and were smaller
than normal cloaks of the period. The cape was be sturdy
enough to withstand the abuse of being cut or thrust with
arapier. Typically the cape was held either by the collar
or at one edge close to the hem. The cloak could be used
offensively to entangle a blade or twirled or flicked at
your opponent to confuse them. The bucklers were
likewise very small shields that were primarily used
defensively though a wielder could punch afoe with a
buckler. See Section 2.7 for more on the development of
European martial arts.

Recommended Skills—Rapier weapon skill, Feinting,
Disarm Foe (1 H Weapons)

Weapon Style Abilities [Core]—Rapier melee attack [5
points]; Defensive ward (using a dagger or a cloak to
parry incoming attacks) [10 points); +1 to initiative [5
points]
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9.0
MARTIAL ARTS STYLES

The slow rhythmic beating of the drum began as the two masters bowed to each other from opposite sides of the
rough dirt ring. Arrayed in a semi-circle behind their masters, their students held banners and signs proclaiming the
strength and power of their schools. One master was a slender young man in a white robe embroidered with wading
and flying cranes, | later learned his name was Chu Ho and that he was the youngest man to be awarded the rank of
master ofthe Imperial Tiger style in over forty years and as such he was known as the Young Master to hisfriends.

Hisface appeared impassive as he stared at his adversary across the ring. The other master, an older man in an
ornate but threadbare robe stood motionless on the other side ofthe ring. 1 later learned his name was Hsieh Fu
and that he was known as the Iron Palm in the martial arts world.

Their students yelled and clamored behind their masters, urging each to victory. | narrowly avoided being caught
in a fight between some of the more impetuous studentsfrom each side. Luckily another bystander intervened and
calmed the students down. When | looked back at the ring, the masters were circling slowly around each other as

the pace ofthe drumbeats began to increase,

uddenly Chu Ho moved closer to Hsieh Fu and launched a lightning-like volley of hand strikes aimed at his
head and throat that | recognized from the teachings of my master as thefeared Seven Claws of the Tiger attack.
Hsieh Fu ducked back and raised his arms to deflect most of the blows, but one slipped through and hit him on the
side of the head. Momentarily dazed by the blow Hsieh Fu let his attention waver for an instant and the younger
Chu Ho sensed his advantage. Chu Ho crouched low and unleashed a viscous spinning kick against the older
master's legs. Hsieh Fu was knocked down on hisside, but he used his motion to tumble awayfrom Chu Ho. Chu Ho
followed the path of the older master's retreat, stamping and striking at the rolling form that was barely out of his

reach.

Somehow the Young Master made a mistake; perhaps he wasfollowing too closely or became overeager sensing
hisfoe's imminent defeat. In any case, he launched his trademark Seven Claws ofthe Tiger attack once more
against Hsieh Fu. At the same instant, Hsieh Fu reversed his roll and tumbled inside the Young Master's defenses.
Hsieh Fu then unleashed a twisting and spinning kickfrom the ground that simultaneously knocked the Young
Master back afew steps and put Hsieh Fu back on hisfeet. Before Chu Ho could guard himself, Hsieh Fu closed
with him again and launched one blow into the center ofthe Young Master's chest. Chu Ho flewfifteenfeet back
from the center ofthe ring into the suddenly quiet group of his students. | now recalled why Hsieh Fu was called the

Iron Palm in the world of martial arts.

Hsieh Fu bowed again to thejudges and the unconscious Chu Fu before striding out of the ring. Halfthe crowd
followed him and his students back to his small school at the outskirts ofthe city. | think that this week, Hsieh's
school of martial arts will be getting a record number of new students.
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OVERVIEW

TheMartial Arts Styleskillsareanew concept presented
inthiscompanion. Each Martial ArtsStyleskill represents
a set of unique capabilities and benefits to the user in
combat. Training inamartial arts style allows its user to
become more efficient and economical with hisunarmed
attacks.

The martial artist's advanced training in unarmed com-
bat allows him to exceed certain limitations to which the
common unarmed combatant is bound. For example, a
martial artist could haveimproved attack skillsor abonus
to initiative as a benefit of his training.

The mechanics of using martial arts styles are the same
asany other Martial Arts Combat Maneuvers skill. When
incombat, themartial artist will alwaysusethelesserof his
Martial Arts Style skill OB or the appropriate unarmed
martial artsattack OB. Aslongasthemartial artist useshis
Martial Arts Styleskill, he canreceive the specia benefits
conferred by this skill.

Any modifiersthat directly affect acharacter'sunarmed
combat OB will asoeffecthisMartial ArtsStyleskill OB.
Allowable OB modifiers to martia arts styles include
spells and skill bonuses that affect OB (e.g., a +10 OB
bonus from asuccessful Adrenal Strength maneuver).

—From the Writings of Chiang Shun

Any bonuses that a martial arts style confers upon a
characterareonly applicablewhilethecharacterisactively
using that style (i.e., the character is attacking using the
martia artsstyle). If aplayer decidesto not use hisMartial
Arts Style skill to attack, noneof the benefits of the martial
artsstylecan beused. See Section 14.2.1 for further discus-
sion.

9.2
CREATINGA
MARTIAL ARTS STYLE

Gamemastersare encouraged to createtheir own martial
artsstylesfor useintheir games. Therulesand guidelines
detailed herewill helptomakethe processeasier and more
game-balanced. Martia arts styles are created using a
point-based system. These points are referred to as style
points and they are only used during the creation of the
Martia ArtsStyleskill. Afteramartial artsstyleiscreated,
itwill either beclassified asaBasic or Advanced Martial
Arts Style skill (based on itstotal style point cost).

» Basic Martial Arts Style skills range from 0 to 30 style
points.
» AdvancedMartial ArtsStyleskillsrangefrom 31 toupto

60 style points. It is not advised to create amartial arts

style that uses more than 60 style points.



STEPS OF CREATION

The first step in creating a martial arts style is deciding
what types of martial arts attacks will be available in the
style. The martial arts style can be based on severd
different degrees of martial arts attacking techniques. The
more techniques that a martial arts style encompasses, the
more expensive the martial arts style will be to learn.
Section 9.3 provides some exampl es of created martial arts
styles,

9.2.1- STANDARD OPTIONS

This section presents a series of charts that show the
codsfor the various standard options that are available. If
a cost shows as a dash ("—"), that option may not be
selected.

BASE COST
MARTIAL ARTS STYLE COST

0 points. .. Allow upto 2 degreesof attacks [maximum
damage threshold of Degree 2]

5points ... Allow upto 5 degrees of attacks [maximum
damage threshold of Degree 3]

10points... Allow upto 7 degrees of attacks[ maximum
damage threshold of Degree 4]

20 points ... Allow up to 11 degrees of attacks [maxi-
mum damage threshold of Degree 4]

The degree thresholds may be associated with any of the
followingskills:Martial ArtsStriking,Martial ArtsSweep-
ing, Nerve Strikes, and L ocking Holds (in any combina-
tion; so ifacharacter istaking 7 degrees of attacks, hecould
takedinMartial Arts Striking, 2inMartial ArtsSweeping,
and 1 in Locking Holds). The damage threshold for Nerve
Strikes must be less than or equal to the damage threshold
for Martial Arts Striking and the damage thresholds for
Locking Holds must also be less than or equal to the
damagethresholds for Martial Arts Sweeping. Themartial
arts attacks are cumul ative, so if a player wishesto allow
Degree 3Martial Arts Striking attacks hecan alsousethe
Degree 1 and Degree 2 damage thresholds if he wishes,
Optional Rule [Cor€]: If the Gamemaster desires, he can

allow aplayertoreceiveaspecial +5 modificationto OB

for each damage threshold below the maximum for his
style that he decidesto use in an attack.

COSTFOR
MODIFYING INITIATIVE ROLLS

5points . +1initiativebonus
10points. . +2initiativebonus
15poaints. . +4 initiative bonus

COST FOR
BONUS TO SPECIAL ATTACKS

5 points . +5 OB to one Special Attacks skill
10points . +10 OB to one Special Attacks skill

COSTFOR
BONUS TO SELF CONTROL

5 points ... + 10 bonus to one Sef Control skill
10 points ...+15 bonus to one Sdf Control skill

COSTFOR
BONUS TO NON-RESTRICTED &KILLS

5 points. .. +5 bonus to one specific skill that is not
classified as Redtricted (excluding skills in
the Special Defenses skill category)

10 points ... + 10 bonus to one specific skill that is not
classified as Restricted (excluding skills in
the Special Defenses skill category)

COSTFOR
BONUS TO RESTRICTED SKILLS
[10].......... +5 bonus to one specific skill that is classi-
fied as Restricted.
[15] ... +10 bonus to one specific skill that is cas-

sified as Restricted,

9.22 - ADRENAL DEFENSE
OPTIONS

This list shows options that are available when "build-
ing" martial arts styles that use the Adrenal Defense skill.
All the advantages gained from these options are only
available when a character is using his martial arts style.
The style point cog is shown in brackets "[]" after each
entry),

Adrenal Defense, Greater—The martial artist has spe
cialized in integrating his Adrenal Defense techniques
within hismartial artsstyle. Themartial artist may ignore
restrictions for objects in his hands while using Adrenal
Defense if he is using weapons associated with this
martial arts style. In addition, an Adrenal Defense ma-
neuver only requires 10% activity and it does not count
against the three actions per round limit (though he must
still allocate no more than 100% activity to al of his
actions). [20 points]

Adrenal Defense, Lesser—The martial artist has special-
ized in integrating his martial arts attacks within his
Adrenal Defense techniques. The martial artist may
ignore restrictions for objects in his hands while using
Adrenal Defense if he is using weapons associated with
this martial arts style. Additionally, an Adrenal Defense
maneuver only requires 30% activity and it does not
count against the three actions per round limit (though he
must still allocate no more than 100% activity to all of his
actions). [10 points]

9.23 « SPECIAL OPTIONS

This list shows specia options that are available, when
"building” martial arts styles. All the advantages gained
from these options are only available when a character is
using his martial arts style. The style point cost is shown in
brackets "[]" after each entry.
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Additional Strike—The martial artist can make an addi-
tional martial arts strike during his attack action. The cost
for this option varies according to the highest damage
threshold in themartial arts style. A Degree 1 attack costs
5 style points, a Degree 2 attack costs 10 style points, a
Degree 3 attack costs 15 style points, and a Degree 4
attack codts 20 style points. Each of the restrictions listed
below must be followed to use this ability. [5, 10, 15, or
20 points]

#1) The OB for both strikes is the lesser of the Martial
Arts Styleskill OB orthemartial artsattack skill OB used
in either strike.

#2) If the martial artist attacks one opponent with

#3) 1f the martial artist attempts to attack two separate
opponents, each attack suffers a-20to the attack roll. The
martial artist may attack two separate opponents as long
asneither isreceivingany positional bonus(notethat the
All-Around Attack ability can eliminate this require-
ment),

#4) If the martial artist decides to parry or attempt a
special attack, he must reduce that OB for each attack by
the amount of OB dedicated to hisparry or special attack.
Against one opponent, aparry simply increases his DB,
against two opponents he may split his parry as he sees
fit.

All-Around Attack—The martial artist can make attacks

against foes who have a positional modifier (such as
flank or rear) against him without changing his facing or
position. The OB is penalized by double the positional
bonus of the opponent (i ,e., attacking afoeto the rear you
results in a-50 OB modifier). [10 points]

All-Around Defense—The weapon stylist can choose to

negate one positional bonus that a foe has against him
during a combat round by taking a 10% action. [10
points]

Weapon Kata—The martial artist can use a weapon with

hismartial artsstyle. A weapon katarepresentsaweapon
attack that istaught as part of the martial artsstyle attack.
The martial artist uses cither his Martial Arts Style skill
OB or his martial arts attack skill OB, whichever is the
lesser of the two, with an additional -20 modifier as his
total OB using the weapon. The martial arts style must
include at least a Degree 2 martial arts attack skill to
include this option (Degree 3 if the weapon requirestwo
hands to wield or if the kata uses two-weapons kata or
paired weapon kata). The martial artist uses the normal
fumble range for his weapon while he is using the
weapon kata (unless modified by the martial arts style).
The weapon's normal attack table is used to determine
the result of the strike (instead of the martial arts attack
tables). Any criticals delivered are the determined nor-
mally for the weapon. Refer to Section 9.2.4 for more
options for weapon katas. [5 points]

9.2.4 « WEAPON KATA OPTIONS

These optionsonly apply if themartial artsstyle hasthe

WeaponKataoptionandwhilethemartial artistisusinghis

weapon along with martial arts style. These options do not
apply to normal unarmed attacks made with a martial arts
style incorporating weapon katas. The style point cost is
shown in brackets "[]* after each entry.

COSTFOR
REDUCING FUMBLE RANGE

5 points ... Reduce fumble range by 1
10 points ... Reduce fumble range by 2

Note: Fumble ranges cannot be reduced by 01 -02 with this
option.

COST FOR
MODIFYING CRITICAL ROLLS

15 points ... £1 to the critical roll.
30 points ... 2 to the critical roll.

both attacks,

Note: Modification ischosen by the attacker after the
critical roll is made.

SPECIAL WEAPON KATA OPTIONS

Two-weapon Kata—The martial artist has learned how to
fight with paired weapons while using his weapon katas.
Both weapons must be included as weapon katas for the
martial arts style being used. In addition, the martial
artist must abide by all restrictions for two-weapon
combat. [15 points]

#1) The OB for each weapon kata attack is the lesser
of the Martial Arts Style skill OB or the martial arts
attacking skill OB. The -20 modifier to OB due to
weapon katas still applies,

#2) There is no modification for attempting two at-
tacks against the same opponent.

#3) If themartial artist attemptsto attack two separate
opponents there is an additional -20 modifier to both
attack rolls. The martial artist may attack two separate
opponents as long as neither isreceiving any positional
bonus(notethat the All-Around Attack ability canelimi-
nate this requirement).

#4) 1f the martial artist decides to parry or attempt a
special attack, he must reduce the OB for each attack by
the amount of OB dedicated to his parry or special attack.
Against one opponent, aparry simply increases his DB,
against two opponents he may split hisparry as he seesfit.

Paired Weapon Kata—The martial artist has trained to
fight with identical paired weapons using his weapon
kata. Unlike the Two-Weapon Kataoption, this does not
allow the martial artist two separate strikes; instead, the
one attack is more lethal.

Any attack that deliversacritical will doan additional
critical of two levels less severity (using the same dice
roll). If the normal critical result is an ‘A" critical, the
secondary critical istreated asan 'A’ critical modified by
-40 (modified rolls less than zero result in no effect). If
the normal critical result isa 'B' critical, the critical, the
secondary critical isresolved asan 'A’ critical modified
by -20 (modified rolls less than zero result in no effect).
The type of additional critical delivered should be deter-
mined by the GM (but isnormally the most common type
for the paired weapons). When fighting creatures that
take Large or Super Large criticals, no additional critical
is delivered. [5 points]

Weapon-Breaker—The martial artist has learned to in-
corporate special maneuvers into his attacks that are
designed to cause his opponent's weapons to break. Any
foe fighting the martial artist while the martial artist is
using his weapon kata has his breakage numbers in-



creased by one for the duration of the combat (e.g., if the
weapon's breakage numbers are normally 1 through 5
they will be 1 through 6 while the foe is fighting the
martial artist). Thefoe must alsomodify weapon strength
rolls by-10. [10 points]

9.2.5 SPECIAL MANEUVERS

Special maneuvers are aHeroic option for martial artsin
his campaign. For each martial arts style, there can be a
number of assorted special maneuvers reflecting special
attacks, defenses, or techniques associated with the par-
ticular martial artsstyle. Thecreationof special maneuvers
islefttothe Gamemaster's imagination, but afew caveats
should apply.

For Basic Martial Arts Styles, there should be at most
one special maneuver available. For Advanced Martia
Arts Styles, there should be no more than three special
maneuvers available. I ncluding too many special maneu-
versinamartial artsstylewill tendtodilutethefocusof the
style, and impose unnecessary bookkeeping on both the
Gamemaster and players. Specia maneuvers should add
uniqueness and flavor to a martial arts style, but not
overshadow it.

If a specia maneuver has an effect that is similar or
better than an already existing skill, it should be balanced
in one of two ways. Either the special maneuver should rely
on the bonus of the similar skill, or it should have a more
limitedapplicability,

9.3
EXAMPLE
MARTIAL ARTS STYLES

Here are some martial arts styles that illustrate how
martial arts styles may be developed. White these styles
draw inspiration from actual martial arts styles, they are
only approximate models of historical systems. For a
historical evolution of martial arts styles, please see Sec-
tion 20.

The format of the each martial arts style example is as
follows:

» Name of Martial Arts Style

» Whether the martial arts style is Basic or Advanced,
followed by the total style points used to create the
weapon style (in brackets, "[]").

SAMPLE MARTIAL ARTSSTYLES

MA StyleName Type of MA Style Skill Total Style Point Cost
Chinese Martial Arts Styles

Choy Lee Fut Style Basic Martia Arts Style 25
CobraStyle Basic Martial Arts Style 30
Cotton Fist Style Basic Martial Arts Style 10
Crane Style Advanced Martial Arts Style 55
Dragon Style Advanced Martial Arts Style 60
EightDrunkenFairies Advanced Martial Arts Style 40
Hsing-i Style Advanced Martial Arts Style 3H
KingCobraStyle Basic Martial Arts Style 25
Iron Robe Style Advanced Martial Arts Style 50
Monkey Style Basic Martial Arts Style 30
PaKuaChu'anStyle Advanced Martial Arts Style 50
PrayingM antisStyle Advanced Martial Arts Style 55
Snake Style Advanced Martial Arts Style 60
Tiger Style Basic Martial Arts Style 30
Two Instruments Style Basic Martial Arts Style 30
WingChunStyle Basic Martial Arts Style 15
Indonesian Martial Arts Styles

Baru Pentjak-Silat Basic Martial Arts Style 25
Harmimau Pentjak-Silat Basic Martial Arts Style 30
Kumango Pentjak-Silat Basic Martia Arts Style 30
Japanese Martial Arts Styles

Ju-jutsu Basic Martial Arts Style 15
Nin-jutsu Basic Martial Arts Style 30
Sumali Basic Martial Arts Style 25
Korean Martial Arts Styles

Hwarang-do Advanced Martial Arts Style 60
Tae Kwon Do Basic Martial Arts Style 0
Okinawan Martial Arts Styles

Karate Basic Martial Arts Style 30
European Martial Arts Styles

Savate Basic Martial Arts Style 15
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* A description of themartial artsstyle'soriginsand history
follows this information. Also included are some of the
more common combat techniques that the style uses.

* A list of skills that a character will probably want to
develop along with thismartial arts style. These skillsare
not "required” but will probably be desired to take full
advantage of the style.

* A breakdown of the abililies and costs for the martial arts
style (cogts are shown in brackets,"[]"). The abilities are
listed as "Core" because they define the styleand should
be used with all power levels.

* Finally, any special maneuvers or techniques used by the
martial arts style are listed as well as any specia skills
that might be learnt by practitioners of the martial arts
style. These abilities should only be used in games of
Heroic or Fantastic power levels.

9.3.1 CHINESE MARTIAL
ARTS STYLES

The Chinese martial arts have arich history of excel-
lence. The introduction in Section 2.0 as well as the
historical information on Chinese martial arts in Section
2.1 serve as agood background for this section. If desired

some of the style points ranges for Chinese martial arts
styles may be changed from the original ranges given for

the skills in Section 9.1.

Optional Rule [Core]: When designing Chinese martial
arts styles, Basic Martial Arts Styles range from 0 to 35
style points and Advanced Martial Arts Styles range
from 36 to 60 style points.

CHOY LEE FuT STYLE
(SOUTHERN EXTERNAL STYLE)

Basc Martial Arts Style [25 style points]

Description—The Choy Lee Fut style was developed
during the nineteenth century in China. It started as
primarily aSouthern styleand it later spread to Northern
China. This style was originally taught to secret rebel
societiestrying to overthrow the Manchu Dynasty in the
nineteenth century. Therefore this style was developed
with a desire to teach the basics of martial arts to its
students in the shortest possible amount of time. The
Choy Lee Put stylefocuses on aggressive punching and
kicking attacks until the opponent is conquered. This
style uses|ong-range attacks to defeat foes quickly. Itis
best known for its knuckle jabs, uppercuts, and round-
house swings. High and low kicks are used, as well as
several types of kicks with 360 degree spins are featured
as well. The Choy Lee Fut stylist tries to throw an
opponent off-balance by moving directly at him all the
while throwing hard strikes. Many of the moves of a
fighter using this martial art look strikingly similar to
techniques of Western boxing. See Section 2.1 for more
information on the historical development of Chinese
martial arts.

Recommended Skills—Martia Arts Striking, Martial Arts

Sweeping, Adrenal Deifense

Martial Arts Abilities [Core]l—Lesser Adrenal Defense
[10 points]; Degree 3 Martial Arts Striking attacks and
Degree 2 Martial Arts Sweeping attacks [5 points]; +2to
initiative rolls [10 points]

Special M aneuver s—None

COBRA STYLE
(SOUTHERN INTERNAL STYLE)

Basc Martial Arts Style [30 style points]

Description—The Cobra style is an ancient Chinese mar-
tial an. It is designed to be totally defensive in nature,
modeled after acobralying in the grass. A master of the
Cobrastyle will not execute acrobatic defensive maneu-
vers, rather hewill expend as little energy as possible to
avoid attacks. Most attacks against the stylist will be
sidestepped rather than blocked directly. The attacks of
the Cobra stylist are relentless and deadly when they are
finally executed. These quick and deadly attacks are
focused on the eyes and throat with hand strikes. Itis said
that Cobra stylists have developed deadly dim mak
techniques that allow them to kill or maim with merely
atouch.

The basic stance of the Cobra style is adefensive one,
with the adept keeping his stance low to the ground and
raising his hands and arms near his chest. This position
mimics acobrarising from the ground with an outspread
hood. A variant of the Cobrastyleisthe King Cobrastyle.
See Section 2.1 for more information on the historical
development of Chinese martial arts.

Recommended Skills—Martid Arts Striking, Adrenal
Defense, Contortions, Nerve Strikes

Martial Arts Abilities [Corel—Lessr Adrenal Defense
[10 points]; Degree 3 Martial Arts Striking attacks and
Degree 2 Nerve Strikes attacks [5 points]; +10 OB bonus
toall Feint maneuvers[5points]; +1 toinitiativerolls[5
points]; Dagger weapon kata [5 points]

Special Abilities—This style has a signature attack (the
Strike of the Cobra). In addition, if the GM is allowing
Chi Power skills, this style allows access to Chi Power:
Distance Strike.

Strike of the Cobra—The Cobra style teaches the
martial artist to strike without mercy when hisfoe is
hurt. Ifthe Cobra stylist inflictsa critical against his
opponent, he gainsa special+10 bonus (non-cumu-
lative) to his OBfor his next attack against that same
opponent.

COTTON HST STYLE
(NORTHERN INTERNAL STYLE)

Basic Martial Arts Style [10 style points]

Description—The Cotton Fist style is a northern style of
Chinese kung fu. The name of this martial an conveys
weakness, softness and slowness. This style is taught to
its students very slowly. A saying about this style is
"Cotton Fist, ten years stay at home" means that a
student will need to practice for ten years to be able to
defend himself. The cotton fist emphasizes soft training
and perfection of movement. While this style is not
perfect for the goal of self-defense, it is important in
teaching the mental aspects of martia arts.

Recommended Skills—Martial Arts Sweeping, Adrenal
Defense, Meditation

Martial Arts Abilities [Core]l—Lesser Adrenal Defense
[10 points]; Degree 2 Martial Arts Sweeping attack [0
points]

Special Abilities—If theGM isallowing Chi Power skills,
this style should allow access to either Chi Powers:
Falling Leaf or Chi Powers: Sticking Hands.



CRANE STYLE
(SOUTHERN EXTERNAL STYLE)
Advanced Martial Arts Style [55 style points]
Description—The Crane style is an ancient Chinese mar-
tid art whose movements originally were formed to
develop both muscular control and spiritual strength.
The Crane style emphasizes rapid footwork and evasive
techniques, coupled with relentless attacks. While the
Crane style is considered to be the most beautiful of all
Chinese Kung Fu martial arts styles, it is also one of the
most complex with over ten thousand movements con-
tained in ten basic form sets.

Folklore states that the Crane style was developed
after amonk observed a fight between an apeand awhite
crane. Initially themonk expected the ape with its greater
physical strength to easily crushthe crane. But thewhite
crane managed to avoid the powerful attacks of the ape
and inflict accurate painful blows with its beak. The
crane maintained its perfect composure as it used its
short wings for balance and the long-range attack of its
beak against the larger ape. Finally the ape retreated back
tothe forest after being severely hurt and the unharmed
white crane resumed the protection of its eggs,

In combat, the Crane stylist will amost arrogantly
disdain any physical contact with an opponent, instead
opting for a single fierce blow, usually delivered from
long range. The elusive footwork of the Crane stylist
serves to help him avoid the attacks of his opponent. In
most cases, a forceful opponent will be thrown off
balance by such evasion as he strikes air. Once the
opponent has lost his balance by missing his target, the
Crane stylist will beready to strike at the weakest point
exposed by his off-balance foe. If a Crane stylist instead
chose to physically block an incoming attack with
strength, hisfoe could usethe block to stabilize himsel f
anddeliver an immediate counter-attack. By concentrat-
ing on avoiding blows, the Crane stylist can rob an
opponent of his trained block and counter-punch tech-
niques.

The basic stance of the Crane styleis the royal pecking
form. The Crane stylist raises both arms up parallel to his
body and forms the shape of a crane's beak with his
hands. One foot of the stylist is kept raised to quickly
strike or block. This stance actual ly mimicsthewarning
posture of the true white crane. Should the strike of a
Crane stylist miss, he will always attempt to retreat and
set up another long-range strike rather than close with his
opponent and grapple. Variants of the Crane style are the
Black Crane and the Imperial Crane styles. The Black
Crane style emphasizes footwork and the basic hand and
foot strikes while the Imperial Crane style emphasizes
the use of weapons within thetraditional Cranestyle. See
Section 2.1 for more information on the historical devel-
opment of Chinese martial arts.

Recommended Skills—Martia Arts Striking, Martial Arts

Sweeping, Nerve Strikes, Adrenal Defense, Feint

Martial Arts Abilities [Corel—Greater Adrena Defense

[20 points]; Degree 4 Martial Arts Striking attacks, De-
gree4 Martial Arts Sweeping attacks, and Degree 3 Nerve
Strikesattacks[20 points]; + 10 OB bonusto Feint maneu-
vers [10 points]; Broadsword weapon kata [5 points]

Special Abilities—This style has aspecial maneuver (Wad-

ingin the Reeds) and aspecial attack (Beak of the Crane).
In addition, if the GM is allowing Chi Powers skills, this
style allows access to either Chi Powers: No Shadow
Attack or Chi Powers: Continuous Strikes.

Wading in the Reeds—The Crane stylist practices
elusivefootwork to prepare attacks. When an attack
completely misses a Crane stylist (i.e., no hits or
criticals are delivered), the stylist gains a special
+75 modification to his OB ifhe chooses to attack the
foe that missed in the next combat round.

Beak of the Crane—The Crane stylist learns how to
focus his energy to deliver punishing blows to his
opponent. Ifthe martial artist takes a 15% prepara-
tion action in agiven round, he may attack during the
following combat round with a special + 75 modifi-
cation to his OB.
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DRAGON STYLE
(NORTHERN INTERNAL STYLE)

Advanced Martial Arts Style [60 style points]

Description—The Dragon style is an ancient Chinese
martial art originally designed to develop alertness and
concentration. This martial arts style emphasizes con-
trolled breathing with powerful attacking movements.
The Dragon stylist uses flowing movements that explode
into powerful strikes using entire force of his body. The
Dragon style uses continuous advancing and retreating
motions, like the movements of a serpent to prevent the
opponent from landing a solid blow. The powerful hiss-
ing sound emitted by the stylist is a product of his
concentrated breathing and focusing of energy.

The Dragon stylist trains his hands to have powerful
grasping strength to grab or twist [imbswith great force.
The grip of an advanced Dragon stylist issaid to be almost
unbreakable. In addition, the legs are used to deliver
powerful lashing kicks. The Dragon style emphasizes
simultaneous attack and defense techniques during com-
bat. While one hand is attacking, the other hand is held at
guard, ready to grab or twist an attacker's incoming limb.

In defense, the Dragon stylist withdraws before a
strike, absorbing its power and retaliating only when he
believes his foe has over-extended himself. The dragon
crouch is the basic blocking technique of the Dragon
style. The stylist crouches low with his hands set in the
dragon claw form and positioned in front of him. In all
the varied forms of this style, the martial artist's eyes
appear to look directly outward like the eyes of areptile,
no matter how much his head moves about. See Section
2.1 for more information on the historical development
of Chinese martial arts.

Recommended Skills—Martial Arts Striking, Martial Arts
Sweeping, Locking Holds, Adrenal Defense, M editation

Martial Arts Abilities [Core]—Greater Adrenal Defense
[20 points]; Degree 3 Martial Arts Sweeping attack,
Degree 2 Locking Holds attack, Degree 2 Martial Arts
Striking attack [10 points]; Quarterstaff weapon kata [5
points]; Metal whip weapon kata[5 points]; Broadsword
weapon kata [5 points]; Reduce weapon fumbl e range by
2 for all kataweapons (to minimum fumble range of 01-
02) [10 points]; +10 bonus to all Adrenal Strength
maneuvers [5 points]

Special Abilities—This style has two special attacks (Lash
of the Dragon and Claws of the Dragon). In addition, all
Adrenal Strength maneuvers only take a 10% prepara-
tion action. Finally, if the GM is allowing Chi Power
skills, this style should allow accessto either Chi Powers:
Cloth Lance, Chi Powers: Fists of Iron, or Chi Powers:
Resist Pain.

Lash of the Dragon—By rapidly spinning a length
of cloth (at least a six-foot length of cloth), the
Dragon stylist can attack on the Whip Attack Table
with a -20 modification to his normal OB.

Claws of the Dragon—The Dragon stylist can
choose to attack on the Medium Claw Attack Table
instead of his normal Martial Arts Sriking Attack
Table. The martial artist suffers a special -20 modi-
fier to his OB white using the Medium Claw Attack
Table and the Martial Artist must use the lesser of
his Martial Arts Striking skill OB or his Dragon
style skill OB for the attack.

EIGHT DRUNKEN FAIRIES
(NORTHERN EXTERNAL STYLE)
Advanced Martial Arts Style [40 style points]
Description—The Eight Drunken Fairies or Drunken
Boxing styleis avery deceptive martial arts style. While
using the techniques of the Drunken Boxing style, the
martial artist appears to stagger and lurch without any
control over his body. In actuality, the martial artistisin
complete control of himself at all times during this
display. The apparently uncontrolled movements of the
adept of this style serve to distract and bewilder his
opponent, allowing the martial artist to strike unexpect-
edly.

The Drunken Boxing style uses equal amounts of
striking and locking attacks. Many of the striking tech-
niques involve punching, but some unique kicks are
included aswell. It isdifficult to master without superb
balance and coordination, but it is aquite effective style
in combat.

Recommended Skills—Adrenal Defense, Martial Arts
Striking, Martial Arts Sweeping, Adrenal Strength

Martial ArtsAbilities [Corel]  Greater Adrenal Defense
[20 points]; Degree 3 Martial Arts Striking attacks and
Degree 2 Martial Arts Sweeping attacks [5 points]; +1 to
all initiative rolls [5 points]; +15 bonus to Adrenal
Strength maneuvers [10 points]

Special Abilities—This style has a specia attack (the
Drunken Fist) and a specia defense (the Drunken Stag-
ger). In addition, all Adrenal Strength maneuvers only
take a 10% preparation action (this does not affect the
Drunken Fist attack). Finally, if the GM is allowing Chi
Power skills, this style should allow access to either Chi
Powers: Rise of the Phoenix, Chi Powers: Fists of Iron,
or Chi Powers: Resist Pain,

Drunken Fist—By focusing his internal energy and
striking an opponent, a master ofthe Drunken Box-
ing style can do triple normal concussion damage to
hisfoe. To successfully accomplish thisfeat, a spe-
cial Adrenal Srength maneuver must be made with
a 40% preparation action. Ifthe maneuver is suc-
cessful, the next round the martial artist can attack
with a +10 OB modifier and do triple concussion
damage.

Drunken Stagger—By moving in unpredictable
patterns, an adept of the Drunken Boxing style
learns how to launch unexpected attacks against his
opponent. Ifan adept takes a special -20 modifier to
his OB, his attack happens in such an unexpected
manner that his opponent will lose half of his DB
against the attack.

HSING-I STYLE

(NORTHERN EXTERNAL STYLE)

Advanced Martial Arts Style [35 style points]
Description—The Hsing-i style is an ancient Chinese
martial art that has also been called Hsing-i Lu-ho
Ch'uan or | Ch'uan. Most records suggest that Hsing-i
was created in the mid-sixteenth century in Shanghai,
China. Hsing-i is composed of five basic movements.
Beyond these basic five movements, Hsing-i has an
additional twelve sets of movements based on animals—
Dragon, Tiger, Monkey, Horse, Water-skimmer (in-



sect), Cock, Hawk, Snake, Eagle, Bear, Swallow, and
Leopard. Hsing-i uses linear movements with strong
fundamental balance. When attacking, an adept strikes
like a wave crashing on the shore—rising, striking,
falling, and overturning.

The five basic postures correspond to the five basic
elements in Chinese philosophy—fire, water, metal,
wood, and earth. The fire stance is an explosive posture
from which attacks can be launched with either hand or
foot. Themetal stanceisdefensiveand can beused easily
to block an opponent's attack. The water stance is a very
stable, widestance in which the adept can attack with his
fists. Thewood stanceisavery low stancethat is flexible
enough for the adept both to be protected from attack and
able to attack. The earth stance is a wide stance that
allows the adept to deflect attacks easily.

The practitioner of Hsing-i uses punches, low dtrikes,
and stances similar to those of the Shaolin hard martial
arts. Like the hard schools of martial arts, the student is
also taught to advance in a straight line; however, the
Hsing-i body postureisunusual, astheshouldersarekept
rounded and many low stances are used. In this martial
arts style, blocking is through circular motions that seek
to deflect incoming attacks rather than directly opposing
them. In addition, the practitioner mimicsthe actions of
an animal much more closely than in hard schools that
are based on animal attacks. The true master of Hsing-i
learns how to see into the forms of the various animal
styles and grasp their essences. Thisintuition can then be
used to read the intent of the opponent. At the highest
level of mastery, the Hsing-i stylist will be free of form
and thought and be able to react instinctively to any
threat. This state of mind is called "no form, no mean-
ing."

There exist several similar branches of this style that
espousephilosophicandstylisticdifferences. TheWang
Hsiang-chai branch teaches that the postures are not as
important as the focus of the will. The Sun Lu-t'ang
branch simplifies and merges many of the basic move-
ments and forms to provide a less complicated martial
art. See Section 2.1 for more information on the histori-
cal development of Chinese martial arts.

Recommended Skills—Martial Arts Striking, Martial Arts
Sweeping, Locking Holdsskill, Adrenal Defense, Adre-
nal Speed, Meditation

Martial Arts Abilities [Core]l—Lesser Adrenal Defense
[10points]; Degree 3 Martial Arts Striking attack, De-
gree 3 Martial Arts Sweeping attack, and Degree 1
Locking Holds attack [10 points]; +15 bonus to Adrenal
Speed [10 pointg]; +1 toinitiative[5 points]

Special Abilities—This style hasaspecial technique (State
of NoMind). In addition, all Adrenal Speed maneuvers
only take a 10% preparation action. Finally, if theGM is
allowing, Chi Power skills, this style shoul d all ow access
to either Chi Powers: Light Feet, Chi Powers. Sense
Wesakness, or Chi Powers: Fantastic Leap.

State of No Mind—The Hsing-i stylist teams how to
anticipate the attacks ofhis opponents. Any success-
ful Martial Arts Style Lore or Weapon Style Lore
static maneuver results in twice the normal combat
bonus (because of the stylist's superior ability to
read the intentions of his attackers).

KI NG COBRA STYLE
( NORTHERN EXTERNAL STYLE)

Basic Martial Arts Style [25 style points]

Description—The King Cobrastyle is a variant style of the
Cobra style (see above). The unarmed attacks and move-
ments of this fighting system are very similar to the
Cobrastyle. Where the King Cobra style differsisin its
heavier reliance on weapons. This style aso teaches its
students how to prepare and use poisons (such as snake
venom) in combat to disabletheir foes. Throwing knives
and daggers are often used by adepts of this martial arts
style.

Recommended Skills—Adrenal Defense, Martial Arts
Striking, Martial Arts Sweeping, Thrown Dagger attack
skill, Poison Lore, Using/Removing Poison

Martial Arts Abilities [Core]l—Lesser Adrena Defense
[10 points]; Degree 3 Martial Arts Striking attacks and
Degree 2 Nerve Strikes attacks [5 points]; Dagger weapon
kata [5 points]; Paired-weapon dagger kata [5 points]

Special Abilities—This style has a special attack (the Spit
of the Cobra). In addition, if the GM is allowing Chi
Power skills, this style allows access to Chi Powers:
Poison Fist.

Spit of the Cobra—The King Caobra stylist learns
how to integrate his thrown weapon attacks into his
martial art. The stylist can make an additional thrown
weapon attack during his normal attacking action if
he has a weapon ready. This additional attack would
be subject to all the normal restrictions outlined in
the "Additional Thrown Weapon Attack" option
profiled in Section 8.2 under One Hand Free Op-
tions.

IRON ROBE STYLE
(NORTHERN EXTERNAL STYLE)

Advanced Martial Arts Style [50 style points]

Description—The Iron Robe martial arts style is a very
disciplinedanddifficultstyletolearn. Thestudentspends
many years learning how strengthen his body against
attacks fromall directions and ignore pain. Thisstyleof
martial arts requires the student lo subject himself to
intensephysical paintolearn how to control hisreactions
andstill functionincombat. Offensivelythisstylerelies
on strong hand and foot attacks, and very few locking or
throwing techniques are used. Adepts of this style rely
upontheirdefensiveskillsandtheability tooutlast their
opponentstowinchallenges.

The name of this style comes from the ability of the
adept to absorb blows that would seriously injure or even
kill an unarmed man. An adept of the iron robe style does
not fear weapons and would never resort to armor, as it
wouldimplythathedlidnotthink hismartial artsabilities
were enough to protect himself from harm.

Recommended Skills—Martial ArtsStriking, Martial Arts
Sweeping, Adrenal Defense, Adrenal Strength, Stunned
Maneuvering, and Chi Power: Resist Pain (if Chi Powers
skills are used)

Martial Arts Abilities [Corel—Lesser Adrenal Defense
[10 points]; Degree 4 Martial Arts Striking attacks and
Degree 3 Martial Arts Sweeping attacks [10 points];+15
bonusto Stunned Maneuvering [10 points];+10 bonusto
Adrenal Strength [5 points]; +10 bonustoAdrenal Tough-
ness [15 points]
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Part 11
Section 9.2

Creating a
Martial Arts
Style

Special Abilities—This style has a special maneuver (In-
ner Air) and a specia attack (the Toppling Kick). In
addition, all Adrena Strength and Adrenal Toughness
maneuvers take only a 10% preparation activity to use
(this has no effect on the Inner Air maneuver). Finaly, if
the GM is allowing Chi Power skills, the style should
dlow either the Chi Powers. Invincible Stance, Chi
Powers: Invulnerability, or Chi Powers. Rise of the
Phoenix skills.

Inner Air—WIith a successful Adrenal Toughness
maneuver using a 40% preparation action, the Iron
Robe adept may reduce any one critical by two
levels. An 'A' critical is resolved as an 'A' critical
with a special modification of -40 (with modified
rolls ofless than 01 resulting in no extra damage). A
'‘B' critical is resolved as an 'A’ critical with a
special modification of -20 (with modified rolls of
less than 01 resulting in no extra damage).

Toppling Kick—The Iron Robe stylist can attack
with a unique spinning kick that rises from the
ground to strike an opponent. The stylist gains a
special +2 modifier to initiative if he uses this attack,
but he must also suffer a special -10 modifier to his
OB.

MONKEY STYLE
(SOUTHERN EXTERNAL STYLE)
Basic Martial Arts Style [30 style points]

Description—The Monkey style is a Chinese martia art
that traces its origins back to the early twentieth century
in Peking, China. It is said that the Monkey style was
createdwhen KuaSee, Chinesefightingexpert, killedan
officer when heresisted being drafted into the Manchu
army. Kua See surrendered to police and was placed in
jail in Peking. At that time, Chinese authorities used
monkeys as "watchdogs." If a prisoner broke out, the
monkeys sounded aloud chattering alarm that aerted the
prison guards. Kua See began to study the movements of
his simian jailers over the course of his ten years of
imprisonment and ended up designing afightingstyle.

The appearance of the Monkey style is very deceptive.
It appears comical at times, but isactually an extremely
effectivemartial artsstyle. TheM onkey style specializes
in attacking from the ground using techniques that are
physically very demanding. A Monkey stylist learns
how to handle falls and unleash powerful kicks from a
prone position. Spinning and twisting movements are
used to conceal the atarget of an attack. Hand attacks are
model ed after thecl awing and scratching hand attacksof
amonkey. Unlike many Chinese martial arts, the Mon-
key style uses very low defensive crouches to avoid
attacks and aggressive leaps when attacking.

The Monkey style uses a basic defensive stance in
which the stylist is ready to roll away from attacks
against him. Several different variants of the Monkey
styleexist: Stone Monkey Style, Wooden Monkey style,
and Drunken Monkey style. Of the three, the Drunken
Monkey styleisthe most exotic. Inthe Drunken Monkey
style the practitioner fakes drunken staggers and weaves,
all the while ready to unleash a surprise attack. See
Section 2.1 for more information on the development of
Chinese martia arts.

Recommended Skills—Martial Arts Striking, Adrenal
Defense, Adrenal Evasion, Adrenal Balance, Adrenal
Leaping, Climbing, Acrobatics

Martial Arts Abilities [Core]—Greater Adrenal Defense
[20 points]; Degree 2 Martial Arts Striking attacks [0
points]; +10 bonus to Adrenal Evasion maneuvers [10
points]

Special Abilities—This style has two specia maneuvers
(the Monkey's Leap and the Monkey's Evasion), Also,
if the GM is allowing Chi Power skills, this style allows
either the Chi Powers. Fantastic Legp, Chi Powers:
Leaping Strike, or Chi Powers; Lizard's Climb skill.

Monkey's Leap—The Monkey stylist can attack
while leaping towards or away from hisfoe. The
result ofthis maneuver is that the Monkey may also
position himselfup to 10' away, suffering only a -20
modifier to his OB. A Monkey stylist could use this
maneuver to attack and then scale a wall for in-
stance. If the maneuver is successful, the stylist'sDB
is doubled against onefoe.

Monkey's Evasion—With a successful Adrenal
Evasion maneuver against an attacker, the Monkey
stylist gains a + 15 flank positional bonus for his next
round if he so desires (this is in addition to the
normal benefits gained from Adrenal Evasion). The
stylist can gain this positional bonus on any target
within normal attack range when he starts his Adre-
nal Evasion maneuver. The Monkey stylist can also
choose as a result of this maneuver to position
himself up to 10' away from one opponent.

PA KUA CHU'AN STYLE
(SOUTHERNINTERNALSTYLE)
Advanced Martial Arts Style [50 style points]

Description—The Pa Kua Chu'an style is an ancient
Chinesemartial artsstyle. The name of thestyleliterally
means the "eight trigrams." Legend holds that an em-
peror of China, Fu His (2,953-2,838 BC), invented the
eight symbolic trigramsafter pondering the scarred mark-
ings on the back of a tortoise shell. These trigrams were
later incorporated into the I Ching. The eight trigrams
figuratively expresstheevolution of natureanditscycli-
cal changes - representing heaven, earth, metal, wood,
water, fire, soil, and man. The Pa Kua stylist attains
mastery of his art through the practice of the eight
fundamental postures of the martial arts style. These
postures are based on an ingenious inspiration of apply-
ing various animal forms to the eight trigrams. Each
fundamental posturedemonstratesthekey actionsof the
dragon, snake, stork, hawk, lion, monkey, and bear.

Justaslife'sexpressionsarefoundintheeighttrigrams
of the | Ching, a Pa Kua adept asserts that all possible
bodily movements are found within the eight fundamen-
tal postures. Thisispracticed by "walkingthecircle," the
principle exercise leading to the perfection of Pa Kua
Ch'uan, This martial art does not contain specific fight-
ing techniqueslike most other martial artsstyles. Instead,
PaKuaCh'uan is a system of defense designed to avoid
aggression though constant movement. The master may
perform elusive circular gyrations that alow him to
circle behind his attacker for a fraction of a second,
sufficient timetofell hisattacker with asingle blow of
the palm. The stylist'sinternal energy isfocused into his
palm strike, enough to stun even the most hardy foe.



The chief stance of this style involves "walking the
circle." The Pa Kuastylist uses his footwork to walk and
rotate his body while going through the complicated
hand movementsof thestyle. Fightingaskilled practitio-
ner of thisstyle can be very bewildering as your opponent
will seem to spin away out of your field of vision before
you can strike him. See Section 2.1 for more information
on the development of Chinese martial arts,

Recommended Skills—Martial Arts Striking, Nerve
Strikes, Adrenal Defense, Subduing, Meditation

Martial ArtsAbilities [Core] — Greater Adrenal Defense
[20 points]; Degree 4 Martial Arts Striking attack and
Degree 3 Nerve Strikes attack [10 points]; All-Around
Defense [10 points]; +10 OB bonus to Subduing attacks
[10 points]

Special Abilities—This style has a special maneuver (Walk-
ing the Circle) and a specia attack (Stunning Strike).
Also, if the CM is allowing Chi Power skills, this style
allows access to either the Chi Powers: Buddha's Palm or
Chi Powers: Distance Strike.

Walking the Circle—The Pa Kua adept continu-
ously trains to avoid and sidestep blows. His elusive
footwork allows hint to negate positional bonus
modifiers that foes have against him.per combat
round by taking a 10% activity action during the
combat round. Thisability can he used against up to
two foes per round.

Stunning Strike—By focusing his energy into one
precise blow, a Pa Kua stylist can stun an opponent.
When attempting a Subduing attack, the stylist can
receive a special +2 modification to a critical roll (if

any).

PRAYING MANTIS STYLE
(EXTERNAL STYLE)

Advanced Martial Arts Style [55 style points]

Description—The Praying Mantis style is a Chinese mar-
tial arts style said to be created 350 years ago by a
Chinese fighting master named Wang Lang. The story
goes that Wang Lang was a skilled fighter who traveled
to the Shaolin Temple to challenge its monks in combat
but he suffered several humiliating defeats at the hands
of themonks. While he wasmediating upon hisfailures,
heobserved afragile-looking praying mantisengagedin
combat with a much larger cicada. Wang decided to
capture the insect and use its defensive and offensive
movements as the basis for anew fighting style. Wang
observed that the insect could defend itself from attacks
fromall directions. Armed with hisbewildering array of
insect moves, Wang overwhelmingly defeated the senior
monks of the Shaolin Temple. Wang's Praying Mantis
school of martial arts became one of the most prominent
schools of martial artsin Chinaduring hislifetime.

The Praying Mantis style is a very effective close-
combat fighting style, A Praying M antis stylist does not
attempt long-range attacks against his foe, instead he
remains in a defensive position until he has closed the
distance to his foe. The style leaches the practitioner to
launch powerful short-range blows with little prepara-
tion or room for motion. Like many Chinese martial arts,
the Praying Mantis adept always keeps one hand free to
defend at all times. There are few pure blocking move-
mentsinthe Praying Mantisstyle. Thestylististaught to
strike at an incoming limb while deflecting it or to rely

upon elusive footwork to avoid the blow. Once the stylist
has closed with his foe, he can then unleash a devastating
series of short-range blows. The style primarily uses
elbow and hand strikes since these types of attacks are
very effective in close quarters. Some waist high kicks
are aso taught, but they are not primary attacks in of this
style.

The on-guard position of the Praying Mantis style
mimicsthe actual insect's fighting position, with the
hands resembling the poised feelers. The original Pray-
ing Mantis style iscalled the Seven Stars style (so hamed
forits footwork pattern). Variants of the original styleare
the Six Harmonies style that incorporates softer and
more circular movements, and the Eight Steps style,
which alters the footwork pattern of the original style.
See Section 2.1 for more information on the historical
development of Chinese martial arts.

Recommended Skills—Martial Arts Striking, Martia Arts

Sweeping, Locking Holds, Adrenal Defense, Adrenal
Speed

Martial ArtsAbilities[Core]—Greater Adrenal Defense

[20 points]; Degree 3 Martial Arts Striking attack, De-
gree 2 Martial Arts Sweeping attack, and Degree 2
Locking Holds attack [10 points]; + 10 bonus to Adrenal
Speed maneuvers [5 points]; Three-sectioned staff
weapon kata [5 points]; Broadsword weapon kata [5
points]

Special Abilities—This style has a special attack (the

Mantis Punch) and a special defense (Stance of the
Mantis). Inaddition, any Adrenal Speed maneuversonly
take a 10% preparation action. Finally, if the GM is
allowing Chi Power skills, this style allows access to
either the Chi Powers: Sticking Touch or Chi Powers: No
Shadow Attack skills,

Mantis Punch—The Praying Mantis adept learns
how to focus his energy to deliver several precise
strikes within one punching attack. The result ofthis
attack is that the opponent will also take an Unbal-
ancing critical of two levels less severity than any
critical inflicted by an attack table (same roll). While
using this ability, a special modifier of-20 is applied
to the OB of the Mantis stylist (to represent the
increased control findfocus required for executing
this technique successfully).

Stance of the Mantis—The Praying Mantis stylist
learns how to use his martial arts expertise to ma-
neuver and attack in very close confined spaces. The
stylist suffers half the normal penalty for fighting
within a cramped or enclosed space (see Section
14.6). In addition, as a result of this close inward
stance, all Martial Arts Sweeping attacks against the
martial artist suffer an additional -20 modifier due to
the stylist's understanding of stances.

SNAKE STYLE
(SOUTHERN EXTERNAL STYLE)

Advanced Martial Arts Style [60 style points]
Description—The Shake style is an ancient Chinese mar-

tial art originally developed tohelp practitioners develop
endurance and concentration. It is aso an effective
fighting art. The Snake style emphasizes controlled
breathing and flowing movementsthat incorporate elabo-
rate finger and hand movements. The movements or
forms of the Snake style actually resemble the motions of
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Part 1 (against another Shake stylist, the difficulty of this
Section 9.2 maneuver roll is "Absurd"). If successful, he will
_ gain +6 initiative and +15 OB against thefoe.
Creating a
Martid] Arts Snake Rising From the Grass—The Shake stylist
Syle can usethismaneuver to regain hisfeetfromaprone
position with only a 25% activity action. This ma-
neuver is treated as a "Hard" Moving Maneuver.
Failure meansthat themartial artist must expend the
normal 50% activity action to regain hisfeet.
TIGER STYLE
(SOUTHERN EXTERNAL STYLE)
Basic Martial Arts Style [30 style points]
Description—The Tiger style is an ancient Chinese mar-
tial art originally developed to strengthen the bones,
tendons, and muscles. The Tiger style is a brutal attack-
ing style that uses both powerful kicks and clawing
motions. The Tiger stylist istaught to fight ferociously,
attacking any unguarded portion of his opponent.
asnake. Incomparison to the Cobrastyle, the Snake style The Tiger style concentrates on hand attacks and
is much more expressive. The adept will coil his body powerful kicks. The main hand attack is called the claw
and twist his arms to mimic the motions of the snake. of the tiger. The Tiger stylist also practices using his
Like the Cobra style, the main attack of the Snake style hands todisarm or hold his enemy's weaponsto unleash
is hand attacks that strike at the weak points of an powerful kicking attacks. These attacks emphasize
opponent, like the throat or eyes. The defensive postures strength and muscular tension in the martial artist.
also emphasize avoiding attacks rather than blocking. The Tiger style uses an upright stance with the hands
When an attacker strikesat the Snake stylist, the Snake &t in the claw of the tiger form. There are many variants
stylist is taught to strike the attacker's limb as it comes of the Tiger style that have been developed throughout
into range or to quickly sidestep the attack and deliver a the years. Some of the most common variants are the
pin-point strike of hisown. A Snake stylist will almost Leopard style, White Tiger style, Imperial Tiger style,
never trade blows with an opponent. Rather he istaught and Drunken Tiger style. See Section 2,1 for more
to attack and retreat to avoid counterstrikes. There are information on the historical development of Chinese
severa variants of the Snake style but common to all of martial arts.
these styles are precise strikes and twisting arm motions  Recommended Skills—Martial Arts Striking, Martial Arts
intended to disguise the true target of the attack. Sweeping, Adrenal Defense, Disam Foe (Unarmed),
Unlikeflashier martial arts, thereare few preparatory Adrenal Strength
stances or threatening gestures in thisstyle. Rather, the 145 Arts Abilities [Core]—Lesser Adrenal Defense
Snake stylist will a\{0|d and sidestep a}ttacks until an [10 points]; Degree 3 Martial Arts Striking attack and
opportunity presents itself and then quickly and fero- Degree 2 M:a\rtial Arts Sweeping attack [5 points]; +10
ciously "."ttaCk a ayveak_ point. The lack of flamboyant or bonustoAdrenal Strengthmaneuvers[5points]; +100B
threateni ng movesinthismartial artsstylecan beseenas bonus to Disarm Foe (1 H-edged) maneuvers [10 points]
astrength; afoewill not know what styleof martial artist . . . .
heis facing until it is most likely too late. See Section2.1  SPecial Abilities—Thisstyle hasaspecial attack (Claw of
for more information on the historical development of ~ the Tiger). Inaddition, all Adrenal Strength maneuvers
Chinese martial arts, only tgke a10% preparation rpund. Finally,iftheGM is
ded Skills—Martial Arts Striki N allowing Chi Power skills, thisstyleallows accesstothe
Recommen Ils—Martial Arts Striking, Nerve oy poyers: Leaping Strikeand Chi Powers: Continuous
Strikes, Adrenal Defense, Contortions Strikes skills
Martial Arts Abilities [Core]—Greater Adrenal Defense . ) .
[20 points]; Degree 4 Martial Arts Striking attacks and Claw of the Tiger—The Tiger sylist may choosg o
Degree 3 Nerve Strikes attacks [10 points]; Additional aftack on the Claw Attack Table (with a Medium
martial artsattack [20points];+1 toinitiative[5points]; damage threshold) instead ofthe Martial Arts Sirik-
Dagger weapon kata [5 points] ing Attack .Table while attapkmg with Fhls style: The
. . . . . martial artist suffers a special -20 modifier to his OB
Special Abilities—This style has aspecial attack (Hidden while using the Claw Attack Table and the Martial
Strike) and a special maneuver (Snake Rising from the Artist must use the lesser ofhis Martial Arts Striking
Grass). Also, iftheGM isallowing Chi Power skills, this sill OB or his Tiger Martial Arts Syle OB
style allows access to the Chi Powers: Poison Fist skill. '
Hidden Strike—The Snake stylist has spent years Two INSTRUMENTS BOXING
learning how to disguise the true target of his at- (NORTHERNINTERNAL STYLE)
tacks. Ifthe martial artist has taken a 20% prepara- Basic Martial Arts Stvle [30 stvl int
tion action in the previous round, he may attempt to asc' gr 'a r. S y,e [30 style points] , ,
make a "Very Hard " static maneuver to mislead his Dgscrlpt|pn—Th|s martial at was Qevgl opedin Chlnaan'd
opponent about the true target of his strike thisround ittakesitsnamefrom the mechanicsit usestoattack. This
52 martial art stresses the use of double attacks that use the



momentum and speed generated by each other to over-
whelm the defenses of an opponent. The aimost rhythmic
nature of the timing of the strikes leads to the name of
"Two I nstruments" to describe thisboxing style. Despite
thevery aggressive foundation behind the strikingtech-
niquesusedinthisstyle, itremainsaninternal stylethat
focuses on the use inner energy to provide power behind
the blows, A skilled adept of this art can generate an
exhausting array of attacks without seeming winded
through thejudicious use of his inner energy. Refer to
Section2.1 formoreinformation on thehistorical devel-
opment of Chinese martial arts.

Recommended Skills—Martial ArtsStriking, Martial Arts
Sweeping, Adrenal Defense

Martial Arts Abilities [Core]--Lesser Adrenal Defense
[10 points]; Degree 3 Martial Arts Striking attacks and
Degree 2 Martial Arts Sweeping attacks [5 points];
Additional strike (up to Degree 3) [ 15 points]

Special Abilities—if the GM isallowing Chi Powerskills,
this style allows access to either the Chi Powers: Fists of
Iron skill or the Chi Powers: No Shadow Attack skill.

WING CHUN
(NORTHERN EXTERNAL STYLE)

Bagc Martial Arts Style [15 style points]

Description—The Wing Chun style was first developed
over two hundred years ago. The story behind the found-
ing of thismartial art is very interesting. The originator of
thisstyleisawoman namedY imWing Chun whowasthe
daughter of a food merchant. She was very beautiful and
due to be wed to her love Leong Bok Chao. A powerful
warlord heard of her beauty and demanded that she
become one of hiswives. Faced with the threat of death,
her father agreed to the match. Wing Chun was shocked
at the news but became resigned to her fate, she did not
want to see her father or her true love die trying to defy the
warlord. Fate intervened at this point. Wing Chun en-
countered Ng Mui a Shaulin nun who had been taught the
fighting arts of the crane and the dragon. When Ng M ui
heardtheunfortunateWing Chun'sstory, shedecidedto
help the girl. The nun counseled the young girl to delay
thewedding by ayear and sum to undergotraining in the
martia arts. Duetotheturmoil inthecountry at that time,
thewarlord accepted adel ay of ayear to break theexisting
betrothal to her true love, Leong Bok Chao. Wing Chun
trained hard in the arts that Ng Mui taught her. For her
part, Ng Mui simplified and streamlined the existing
martial arts she already knew intothisnew system. After
ayear thewarlord appeared toclaim his bride, the father
explained that Wing Chun had studied martial artssince
shewas young and would refuse to marry any man that
could not defeat her in unarmed combat. Sure of his
strength the warlord agreed to the challenge. Hisimpul -
siverush towardsWing Chunresulted in hisdefeat and he
left in shame. Wing Chun married her true love and the
martial art of Wing Chun was born.

There are three basic forms in this martial arts style.
Thefirst consists of simple arm blocks and strikes. The
second form consists of more advanced blocking tech-
niques that seek to deflect an opponent's attacks rather
thanmatchthem strengthtostrength. Thebasiclow kicks
of the martial an are introduced as well. The last form
teaches the use of finger strikes and other hand formsin

attacks. Thisform also introduces more footwork includ-
ing more low kicks and stances. While this martial art
may seem very simple to the novice, the experienced
martial artist can admire its elegant simplicity.

Recommended Skills—Martial Arts Striking Martial Arts
Sweeping, Adrenal Defense

Martial Arts Abilities [Core]—Lesser Adrenal Defense
[10 points]; Degree 3 Martia Arts Striking attacks and
Degree 2 Martial Arts Sweeping attacks [5 points]

9.3.2-INDONESIAN MARTIAL
ARTS

Indonesiahasarich tradition of martial arts based on the
system of fighting called pentjak-silat. All of pentjak-silat
is evasive. Its normal responses to an attack are quick
deceptive movements that seek to avoid direct contact with
the opponent's strikes. Nearly all the movementstaught in
this style of combat may be performed unchanged, either
empty-handed or armed. The krisand parang (machete) are
blades often used with this fighting system. The penljak-
silat stylistisalert and reactivetoattacks. Alt pentjak-silat
styles are practiced with rhythmic music that serves to
heighten the atmosphere during training sessions. Most
pentjak-silat movements are based on the movements of
animals. Thepentjak-silatstylistdoesnotgothroughwarm-
ing-up exercises, it is structured so the stylist can react
without an opportunity to warm-up. To achieve thisdegree
of readiness, the stylist practices and trains to achieve
flexibility and strength. When sparring, the pentjak-silat
stylist is taught to view his partner as his "enemy" it;
preparation for actual combat. This martial art has more
than twenty separate hand forms. Some of the more esoteric
hand forms have descriptive names like the arrowhead fist,
the beak hand, thetiger'sclaw fist, and the cranefist. Full-
armextensionsduringstrikingarerarely done. Thepentjak-
silat stylist is wary of locking his arm in a straight line,
preferring to stop before hisarm is fully extended.

BARU PENTJAK-SILAT

Basic Martial Arts Style [25 style points]

Description—This style of pentjak-silat developed in the
coastal area of Sumatra that has firm ground. The Baru
stylist concentrates on developing and maintaining se-
curefootholdswhile fighting. Often during combat, the
stylist will dig his feet into the ground to offer a firm
foothold. By using his strong footholds, the stylist can
attack with great speed and power. Thismartial artsstyle
uses a good balance of leg and arm tactics to attack
opponents. For more information on the history of Indo-
nesian development of martial arts, see Section 2.3.

Recommended Skills—Martial Arts Striking, Martial Arts
Sweeping, Adrenal Defense, Adrenal Strength

Martial Arts Abilities [Core]—Lesser Adrenal Defense
[10 points]; Degree 4 Martial Arts Striking attacks and
Degree 3 Martial Arts Sweeping attacks[10 points]; +10
bonus to Adrenal Strength maneuvers [5 points]; Kris
weapon kata [5 points]

Special Abilities—If the GM is allowing Chi Power skills,
this style allows access to the Chi Powers: No Shadow
Attack skill.
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HARMIMAU PENTJAK-SILAT

Basic Martial Arts Style [30 style points]

Description—The uneven and slippery ground found in
the region of Sumatra has had a great influence on the
development of this martial art. The Harimau (or tiger)
fighter considers an upright posture during combat as
ineffective it is easily to lose one's balance on the
dippery ground. The stylist prefers to get close to the
ground. In some cases the stylist hugs the ground, using
his legs, arms, and his back, side, or belly for support.
The fighter practices attacking from this low posture
with powerful kicks and other attacks. He may also
spring up quickly at his enemy, surprising him with
powerful clawing attacks. For more information on the
history of Indonesian development of martial arts, see
Section 2.3.

Recommended Skills—Martial Arts Striking, Martial Arts
Sweeping, Adrenal Defense, Adrenal Balance

Martial Arts Abilities [Core—Lesser Adrenal Defense
[10 points]; Degree 3 Martial Arts Striking attacks and
Degree 2 Martial Arts Sweeping attacks [5 points]; +10
bonus to all Adrenal Balance maneuvers [5 points]; +1 to
initiative [5 points]; Kris weapon kata [5 points]

Special Abilities—This style has one special maneuver
(Balance of the Tiger). In addition, if the GM isallowing
Chi Power skills, this style allows access to the skills Chi
Powers: L eaping Strike and Chi Powers. Light Feet.

Balance of the Tiger: The Harimau stylist suffers
half the normal penalty for fighting on dlippery or
unstable surfaces (see Section 14.6), In addition any
Unbalancing criticals suffered by the stylist while he
is using this martial arts style are reduced by one
level of severity. Ifhe receives an 'A" Unbalancing
critical, resolve as an 'A’ critical with a special
modification of -20 (modified dice less than 01 result
in no extra damage).

KUMANGO PENTJAK-SILAT

Basic Martial Arts Style [30 style points]

Description—The loose and sandy soil found in the region
of Sumatra has strongly influenced the development of
this martial art. This version of pentjak-silat prefers to
use an upright stance. This style uses an effective balance
of aam and leg attacks, but often arm strikes only serve to
distract the opponent, setting him up for a powerful kick.
Stylists sometimes slap a free hand against a thigh or
throw sand to distract their foe. The skillful footwork
found in this style sets up the powerful leg strikes found
in this system. The aimost rhythmic movements of this
style can lull the opponent to underestimate the fighting
skill of the adept. For more information on the history of
Indonesian development of martial arts, see Section 2.3.

Recommended Skills—Martial Arts Striking, Martial Arts
Sweeping, Adrenal Defense

Martial Arts Abilities [Core]—Gresater Adrenal Defense
[20 points]; Degree 3 Martial Arts Striking attacks and
Degree 2 Martial Arts Sweeping attacks [5 points]; Kris
weapon kata [5 points]

Special Abilities—Ifthe GM is allowing Chi Power skills,
this style allows access to the skill Chi Powers: Light
Fest.

9.3.3 « JAPANESE MARTIAL ARTS

This is an overview of a sampling of Japanese martial
arts styles.

JU-JUTSU

Basic Martial Arts Style [15 style points]

Description—Ju-jutsu isan ancient Japanese martial art that
stressesunarmedtechniques. Ju-jutsuincludesmethodsof
kicking, striking, throwing, andjoint-locking. Fromwithin
the ju-jutsu forms came the systemized development of
strikingvital pointscalled atemi. ThisJapanese systemof
classifyingvital pointsremained lessdeveloped than the
Chinese methods dueto therestriction of thesetechniques
to the warrior class, which predominately focused its
energiesonswordmanship. Many differentversionsof ju-
jutsuexist, hutthey areall considered moredefensivethan
offensive. For more aggressive attacks, most Japanese
warriorswould useother formsof martial arts. See Section
2.4 for more information on the development of historical
Japanese martial arts.

Recommended Skills—Martial Arts Striking, Martial Arts
Sweeping, Adrenal Defense

Martial Arts Abilities [Corel—Lesser Adrenal Defense
[10 points]; Degree 3 Martial Arts Sweeping attacks and
Degree 2 Martial Arts Striking attacks [5 points]; +1
initiativewhileusingthisstyle[5points]

NIN-JUTSU

Basic Martial Arts Style [30 style points]

Description—Theancient art of Nin-jutsu coversawidearray
of techniques and styles. The focus of the style is reflected
inthetraditional role of the ninja, who was atrained spy in
Japanese feudal society. The ninjaused his skillsto accom-
plishhismissions, which usually involved spying or sabo-
tage.Nin-jutsual sotaughthand-to-handcombattechniques,
A ninjawas trained early in life to master the many skills
requiredinhistraining. Thefirst phasesof trainingempha-
sized balance, mental toughness, endurance, and athletic
abilitiessuch as swimming, jumping, and climbing. In later
phases, the ninjabegan to learn to use weapons and practice
unarmed combat. Most ninjas were taught the use of the
sword, staff, spear, chain, and theshuriken. Thefinal phases
oftraini nginvol vedtheartsof di sgui se,camouflage, poison,
and map-making. Ninjasweretaught to beself-reliant and
to act independently over long periods of time.

Theunarmedcombat of theni njafocused onlearninghow

to deliver punishing attacks to unarmored foes and how to
escape capture from more heavily armored guards. Most of
the stances and attacks taught to a ninja were very practical
and direct. Koppokitsu or bone-breaking techniques were
aso taught a the advanced levels of training within this
martial artsstyle. See Section 2.4for moreinformationonthe
historical development of Japanese martial arts.

Recommended Skills—Martia Arts Striking, Martia Arts
Sweeping, Nerve Strikes, Adrenal Defense, Adrenal
Strength, Stalking and Hiding, Climbing, Swimming,
Contortions, Adrenal Leaping, Adrenal Concentration,
Adrenal Balance, Poison Lore, Disguise, Thrown Weap-
ons, Ambush, Sense Ambush

Martial Arts Abilities [Core]l—lesser Adrenal Defense
[10points]; Degree3 Martial ArtsSinkingattacks, Degree
2 Nerve Strikes attacks, and Degree2 Martial Arts Sveep-
ing attacks [10 points]; +10 bonus to Adrena Evasion
maneuvers [10 points]



Special Abilities—This style has a special maneuver that
issignature technique (Yodo Aruki). In addition, if the
GM isallowing Chi Power skills, thisstyleallowsaccess
to the skills of Chi Powers. Falling Leaf, Chi Powers:
Hold Breath, Chi Powers. Light Feet, Chi Powers:
Lizard's Climb, and Chi Powers: Resist Elements.

Yodo Aruki ("Sdeways Walking")—The ninja
learns how to walk quickly with unique steps andfoot
motions to avoid easy tracking by guards. Those
unfamiliar with these techniques suffer -30 to any
Tracking maneuvers made against the ninja.

SUMAI
Basic Martial Arts Style [25 style points]

Description—The art of sumai is an ancient Japanese form
of wrestling that is today known as Sumo. Sumo also
relies onclosequarter grapplingbutismuchlessdanger-
ous than its ancient precursor. Sumai uses grappling in
conjunctionwithkicking, butting, and striking attacks.
The sumai attacks are based on strength and weight
rather than many martial artstechniquesthat emphasize
speed and mobility, Sumai is designed to knock one's
opponent to theground where they may betrampled. The
martial artist useshishipsand legstothrow hisopponent
off balance, then immobilizing or dispatching his foe
with a small blade slipped into the gaps of the armor.
Sumai is practiced standing with an emphasison wide,
powerful stances. See Section 2.4 for moreinformation
onthehistorical development of Japanesemartial arts.

Recommended Skills—Martial ArtsStriking, Martial Arts
Sweeping, Adrenal Strength, Adrenal Toughness,

Martial Arts Abilities [Corel—Degree 3 Martid Arts
Sweeping attacks and Degree 2 Martial Arts Striking
attacks [5 points]; +10 bonus to Adrenal Strength [5
points]; +15 bonus to Stunned Maneuvering [10 points];
+5 bonus to Adrena Toughness maneuvers [10 points]

Special Abilities—This style has a special defense (Rooted
in Earth). In addition, all Adrenal Strength and Adrenal
Toughness maneuvers take only a 10% preparation ac-
tion. Finally, if theGM isallowing Chi Power skills, this
style allows access to the skills of Chi Powers: Resist
Pain and Chi Powers, Invulnerability.

Rooted in Earth—The Sumai stylist has learned to
keep his balance and stance no matter how fierce the
blows against him, Asa result, alt successful Adrenal
Toughness maneuvers may reduce any Grappling or
Unbalancing criticals against the adept by two lev-
els of severity.

9.3.4 « KOREAN MARTIAL ARTS

Korean martial artshavetraditionally focused on empty-
handed techniques for fighting. The unarmed fighting
systems listed here represent only a small sampling of
Korean martial arts. For some more information on Korea,
refer to Section 2.5.

HWARANG-DO
Advanced Martial Arts Style [60 style points]
Description—Hwarang-doisanancient Koreanmartial art. It
isalsoahealingart. The original system wasconceived by
aBuddhist priest and taught to the young members of the
roya family and other nobles. Collectively these men were
known as the hwarang, their ranks included famous
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generdsand leaderswhoinspired therest of thecountry
with their deeds. The name hwarang-do means "way of
the flowering manhood" and its members followed a
code of ethics that promoted loyalty to country and
parents, trust and brotherhood between friends, cour-
age, andjustice. DuringtheYi Dynasty, theteaching of
this art was discouraged and its masters and practitio-
nersretreated toremotemonasteriesinthemountainsto
continue their teachings. This continued until 1960
when thefirst public school was opened in Korea.

The study of this martial art encompasses the
developmentofinnerenergy throughmeditationand
breathing. Thefightingtechniquesofthissystemare
complex,involvingthousandsof differentcombina-
tions. For example, over three hundred separate
styles of kicks are taught. More advanced training
teaches the use of pressure points andjoint locking.
The adept of this style also strives to develop his
inner energy to increase his awareness of his sur-
roundings. Also important in this martial art is the
study of the healing arts. Since the practitioner of
hwarang-do is required to have an advanced know!-
edge of the human body to use some of the advanced
attackingtechniques, heal so studiesthewaystoheal
the body. Herbal medicine, bone setting, acupunc-
ture, and other traditional medicinesaretaughttothe
hwarang-do adept. For more information on Korea
and Korean martial arts, refer to Section 2.5.
Recommended Skills—Martial Arts Striking, Mar-
tial Arts Sweeping, Nerve Strikes, Locking Holds,
Adrenal Defense, Adrenal Strength, Meditation, First
Aid, Prepare/Use Herbs
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Martial ArtsAbilities[Corel—Greater Adrenal Defense

[20 points]; Degree 4 Martial Arts Striking attacks,
Degree 3 Nerve Strikes attacks, Degree 2 Martial Arts
Sweeping attacks, and Degree 2 Locking Holds attacks
[20 points]; All-Around Attack [ 10 points]; +10bonusto
al Adrenal Strength maneuvers [5 points]; Broadsword
weapon kata [5 points]

Special Abilities—IftheGM isallowing Chi Power skills,
thisstyleallowsaccesstotheskillsChi Powers;, Buddha's
Palm, Chi Powers: Sense Weakness, and Chi Powers:
Resist Elements,

TAE KWON DO

Basic Martial Arts Style [30 style points]

Description—Tae kwon do isamartial art that emphasizes
usingtheentirebody toattack. Punching,jumpingkicks,
blocks, and dodges are all used in this martial art.
Training consists of practicing the attack and defense
forms and hardening the body. This unarmed combat
system still survives to present day. For more informa-
tion on Korea and Korean martial arts, refer to Section
25.

Recommended Skills—Martial Arts Striking, Martial Arts
Sweeping, Nerve Strikes, Adrenal Defense, Adrenal
Leaping

Martial Arts Abilities [Core] Lesser Adrenal Defense
[10points]; Degree4Martial Arts Striking attacks, Degree
2 Martial Arts Sweeping attacks, and Degree 1 Nerve
Strikes attacks [ 10 points]; +1 initiative bonus [5 points];
+10 bonus to all Adrenal Leaping maneuvers [5 points]

Special Abilities—Ifthe GM is allowing Chi Power skills,
this style alows access to the skill of Chi Powers:
Leaping Strike.

9.3.5* OKINAWAN

MARTIALARTS

Okinawa has along history of martial arts. It is ideally
situated between mainland Chinaand Japan and as a result
has benefited from ideas and techniques from both coun-
tries.

KARATE
Basic Martial Arts Style [30 style pointg]

Description—Karate is an aggressive martial art that
seeks to disable an opponent as quickly as possible.
K arateemphasizes kicks and strikes in extensivetraining
to improve strength, speed, and flexibility. Primarily
front and side kicks are emphasized, though flying or
jumping kicks are also taught. Blocking techniques em-
phasize deflecting strikes or stopping them directly to set
the opponent up for afierce counter-attack. Many unique
weapons have also been introduced into forms of karate,
some of which include the nunchaku, sai, tonfa, and
kama. See Section 2.6 for information on Okinawan
martial arts.

Recommended Skills—Martial Arts Striking, Martial Arts
Sweeping, Nerve Strikes, Adrenal Defense

Martial Arts Abilities [Corel—Lesser Adrenal Defense
[10 points]; Degree 4 Martial Arts Striking attacks,
Degree 2 Martial Arts Sweeping attacks, and Degree 1
Nerve Strikes attacks [10 points]; Nunchaku weapon
kata [5 points]; Reduce nunchaku fumble range by 1[5
points]

9.3.6 « EUROPEAN
MARTIAL ARTS

European cultures did not develop fighting systemstoas
high adegreeasAsian cultures. Asaresult, the style points
ranges for European martial arts styles may be reduced
from the original ranges given for the skillsin Section 9,1.
Optional Rule [Core]: When designing European martial

arts styles, Basic Martial Arts Styles range from 0 to 20

style points and Advanced Martial Arts Styles range

from 21 to 40 style points.

SAVATE
Basic Martial Arts Style [15 style points]

Description—Savate is a French form of unarmed combat
that focuses on leg and fool attacks. The influence of
English style boxing eventually added some more effec-
tive hand strikes. Thismartial art was not followed asa
primary form of combat. It was seen as a gentleman's
sport that was used for exercise, sparring, and sdf-
defense when a weapon was not available. This martial
art aso incorporated the use of the gentleman's walking
cane or stick into its attack and defense techniques.

Recommended Skills—Martial Arts Striking, Feint

Martial Arts Abilities [Corel—Degree 2 Martia Arts
Striking attacks [0 points]; +10 OB bonus to Feint
maneuverswhileusingthisstyle[10points]; Clubwespon
kata while using this style [5 points]
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CHI

The Chi Powers skillsare an optional set of skills for use
with this companion. The purpose of Chi Powers skills is
to represent the incredible feas that have been associated
with martial artists. The Chi Powers skills are presented in
three levels of power Core, Heroic, and Fantastic. Not dl
the Chi Powers skills may be appropriate for the
Gamemaster's game (each Gamemaster should evaluate
each skill to determineits fate in hisworld).

10.1
CREATING YOUR OWN

If a player or Gamemaster wishes to develop new Chi
Powers skills, keep in mind several guidelines that were
used in the creation of all the Chi Powers skills presented
in this companion. No Chi Powers skills give automatic
combat capabilities to unskilled practitioners. These skills
areusedin concert with other combat skill sthat thewiel der
possesses. All Chi Powers skills require a significant
investment intimeand effort to learn. No Chi Powers skill
should create a spell effect that is greater than an average
10thlevel spell presented in Spell Law.

10.2
MAGICAL EFFECTS

A Chi Powers skill isdeveloped after instruction in the
secret techniques needed to cultivate the specific power,
and then isfurther developed by the student undergoing a
rigorous training regimen that may take many years to
complete. The effects of Chi Powers skills should be
considered asmagical in nature and thus shoul d be detect-
able by users of magic or possibly even with Power
Perception static maneuvers.

10.3
METHODS OF TRAINING

The following two examples are taken from actual
training methods used by martia artists in ancient China
for the devel opment of incredible skills. In ancient China
there are recorded descriptions of the training practices
followed by martial artiststo developtheir chi powers, the
time required for complete mastery of a single technique
could be anywherefrom five to twenty years of continuous
training. This brief section is designed to give the Game-
master some ideas of how charactersin hiscampaign might
train to develop Chi Powers. The word kung used in the
titles of these samples is Chinese and loosely means
"method of training." Both of the examples given show
ways that characters might develop the Chi Powers: Dis-
tance Strikeskill. See Section 2.1 for further information
on the historical development of Chinese martial arts.

POWERS SKILLS

10.3.1* RED SAND PALM KUNG

The Red Sand Palm Kung alows the adept to make
motions of striking an opponent with his pam from a
distance and directly injure his target through the force of
the adept's Chi, In most cases, death will result in a matter
of weeks.

Initially thetraining beginswith abasin of very finered
sand. The student trains by scooping up the fine sand with
both of his hands and closing his palms together while he
attempts to crush the grains of sand. The student will
practice this exercise for hours every day until, after years
of continuous training, the student can cause the fine sand
to move without touching it while holding his hands at a
distance of severd inches. The student would then repest
this training with coarser sand until he could achieve the
same results at a distance of roughly one foot. Next the
student would replace the sand with small iron beads and
follow the same process. After success was achieved with
the beads, larger iron balls would be placed in the basin.
When astudent isfinally ableto cause an iron ball tojump
out of the basin by merely rubbing his pams sharply over
thebasin, hewill have achieved mastery of thisskill. Atthis
point, the new adept can now focus his power to injurean
opponent from a distance.

10.3.2* ONE FINGER KUNG

The One Finger Kung seeks to achieve effects similar to
the Red Sand Palm Kung. In this form of training, the
student begins by attempting to move alargeiron bell by
pressing it with onefinger. After continuous practice, the
student is soon able to make the iron bell move with only
thelightest touch. The next goal of the student isto practice
this exercise until he can make the iron bell move from a
distance of several feet by merely pointing at it with his
finger. The final stage of the bell training involves the
student practicing until he can cause the clapper to ring
inside theiron bell without the bell moving.

The next stageof traininginvolvesattemptingtoextin-
guishtheflameof alighted candle from adistance oftento
twenty feet away. When the student can accomplish this
feat,aglasslanternwithalitcandleinsideissubstitutedfor
thefinal phaseof trai ning. When thestudent reachesalevel
of mastery at which he can extinguish the candle without
breaking the glass of the lantern, he will have achieved
mastery of this skill. At this advanced level of skill, an
opponent can be injured even if a door or other obstacle
dood in one's way.

104
CHI POWERS SKILLS

Each new Chi Powers skill is detailed in this section.
Following the skill name, the recommended power level
(Core, Heroic, or Fantastic) for each skill is shown in
brackets. These are suggestions for the Gamemaster and
may not be suitable for all campaigns. Only the new Chi
Powers skills are shown in each category.
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10.4.1 « LORE OBSCURE
Standard Skills: Chi Powers Lore
Restricted Skills: None

Applicable Stat Bonuses: Me/Re/Me
Skill Rank Progression: Standard
Skill Category Progression: Standard
Group: Lore

Classfication: Static Maneuver

CHI POWERS LORE [CORE]

Thisskill providesabonusfor recognizing and knowing
the capabilities of chi powers. In addition, this skill aso
illuminates someof the esoteric training techniquesused to
develop chi powers. Successful useof thisskill will allow
the user to be able to observe whether chi powers are being
used.{Me}

10.4.2« MARTIAL ARTS
COMBAT MANEUVERS

Standard Skills: Chi Powers: Cloth Lance,
Chi Powers: Leaping Strike
Restricted Skills: Chi Powers: Sticking Touch
Applicable Stat Bonuses: Ag/Qu/SD
Skill Rank Progression: Combined
Skill Category Progression: 00«00+ 0
Group: Martial Arts
Classification: Static Maneuver, Special, and OB

CHI POWERS: CLOTH LANCE [HEROIC]

The character learns how to spin awet ten-foot length of
cloth rapidly enough to serve as a weapon. The tightly
wound cloth can serve as a staff. The wieider of the cloth
lance can attack on the Quarterstaff attack table. The
wielder can alsoreleasethetension intheclothto attack on
the Three-Sectioned Staff attack table. { Ag}

CHI POWERS: LEAPING STRIKE [HEROIC]

The character learns how to focus hisinternal energy to
makeincredibleleaping
and tumbling attacks.
Upon asuccessful use of
this skill, the character
may cover up to 30
through a series of leaps
and rolls and attack an
opponent with no pen-
alty to his OB. This skill
requires a 20% prepara-
tion action in the previ-
ous round. {Ag}

CHI POWERS:
STICKING TOUCH
[HEROIC]

The character learns to
synchronize his move-
ments with his target's
actions. A successful static
maneuver will alow the
character to move in con-
cert with his opponent's
every move. Any attempt

by the character to stay in contact with his opponent is
consdered to automatically be successful. If his opponent
movesin away that the character physically cannot move, the
stickingtouchisbroken. { Em}

10.4.3 +« SELF CONTROL

Standard Skills: Chi Powers: Hold Breath, Chi Powers:
No Shadow Attack, Chi Powers: Resist Elements, Chi
Powers. Resist Pain

Restricted Skills: Chi Powers: Falling Leaf, Chi Powers:
Fantastic Leap, Chi Powers: Light Feet, Chi Powers:
Lizard's Climb, Chi Powers: Sense Weakness

Applicable Stat Bonuses: SD/Pr/SD

Skill Rank Progresson: Standard

Skill Category Progression: Standard

Group: None

Classfication: Static Maneuver

CHI POWERS: FALLING LEAF [HEROIC]

The character learns to focus the power of his mind to
accomplishincrediblefeats of levitation. A successful static
maneuver will allow the character to reduce the severity of
afall by hisskill bonus times two in feet. The severity of afall
may never bereduced below that of a 1' fall. A 20% activity
action isrequired theround after thefall to recover (assum-
ing the character is alive and conscious). { Em}

Example: If a character has a bonus of +45 and
makes a successful static maneuver to use this skill,
he may take 90' off the distance of any fall. If the
character isfacing afall of 110" he may treat it as
afall of20' (110-90). Ifthe character isfacing afall
of 12', hemay treat it asa fall of only 1' (the minimum
distance afall can be reduced to with this skill).

CHI POWERS: FANTASTIC LEAP [HEROQIC]
The character learns to focus his power to accomplish
incredibleleaps. A successful static maneuver allowstheuser
to leap up to 20' horizontally or 15" vertically. This skill
requiresa20%preparationactioninthepreviousround. { Ag}




10.4.4+ SPECIAL ATTACKS Part |
Standard Skills: Chi Powers: Continuous Strikes Section 104

Restricted Skills: Chi Powers: Buddha's Palm, Chi Powers
Chi Powers; Distance Strike, Chi Powers: Skills

CHI POWERS: HOLD BREATH [CORE]
Normally, a character can hold his breath for 5 rounds
plushistemporary Constitution stat (not bonus) divided by
10. Thus, acharacter with a 90 temporary Constitution stat

can hold his breath for 14 rounds (orjust around two and a
half minutes). The character can make a static maneuver to
increase the amount of time he can hold his breath. If the
maneuver is successful, he can hold his breath up to twice
aslong as normal. This skill requires a 20% preparation
action in the round prior to holding breath. { SD}

CHI POWERS: LIGHT FEET [CORE]

The character learns to focus the power of his mind to
make his steps light and quick. A successful static maneu-
ver will allow the character to run on snow, sand, or a
smilar unstable surface without a movement penalty due
to terrain. Also, the character can avoid any applicable
penalties associated with fighting on these types of terrain.

{Ad}

CHI POWERS: LIZARD'S CLIMB [CORE]
Thecharacter learnsto climb vertical wallswith hisback
facing the wall. A successful static maneuver allows the
user to make a Climbing maneuver with only half the
normal activity required. This skill requires a20% prepa-
ration action in the round prior to climbing, { SD}

CHI POWERS: NO SHADOW ATTACK [HEROIC]

The character learns how to focus his internal energy to
deliverlightning-quick attacksto hisopponent. A success-
ful static maneuver allows the character to roll an addi-
tional die for initiative. The character may choose which
dieto use for hisinitiativeroll. Thisskill requires a 10%
preparation action in the previous round. { Qu}

CHI POWERS: RESIST ELEMENTS [CORE]

The character can ignore effects of normal heat and cold
through the use of this skill. In addition, the character can
makeastatic maneuverto gain abonusof +20toRRsversus
magical fire and cold attacks. To gain this benefit, this skill
requires active concentration by the character (e.g., a 50%
action) while it is being used. The character will expend
exhaustion at doublethe normal rate while using thisskill
(whenexhausted, this skill cannot be used). Examples of
normal ranges of heat and cold that can be resisted through
the use of this skill would be walking on hot coals or
ignoring the effects of near zero temperatures, f{SD}

CHI POWERS: RESIST PAIN [HEROIC]

The character can make a static maneuver to ignore the
effectsof pain. If the maneuver is successful, the character
may ignore any penalties from loss of concussion hits for
10minutes per point of Constitution bonus (with amini-
mum of 10 minutes). This skill requires a 20% preparation
action in the previous round. { SD}

CHI POWERS: SENSE WEAKNESS [FANTASTIC]

The character learns to sense weak spotsin his opponent's
defenses. A 40% preparation action isrequired to attempt
tosensethevulnerable spot. A successful static maneuver
will allow thecharacter to possibly inflict more damage on
asuccessful attack in the following round. The character
may re-roll any onecritical inflicted in an attack made in
thefollowinground.Ifthecritical isre-rolled,thecharacter
must abide by the result of the second roll {In}

Fists of Iron, Chi Powers: Elemental Fist,
Chi Powers. Poison Fist
Applicable Stat Bonuses: St/Ag/SD
Skill Rank Progression: Combined
Skill Category Progression: 0«0«00+0
Group: None
Classification: Static Maneuver and Offensive Bonus

CHI POWERS: BUDDHA'S PALM [FANTASTIC]

The character learns how to focus the internal energy of
his body to strikean opponent with thisdeadly attack. This
skill requires a30% preparation round to focus and marshal
the internal energy needed. Upon a successful static ma-
neuver, the character may severely disrupt an opponent's
internal energy. If, in the following round, the character
makes a successful unarmed attack, his opponent receives
a specia negative modifier to all Chi Powers and Self
Control maneuvers. For each level of critical inflicted by
the martial arts attack, a specia -20 modifier is applied to
the opponent (e.g., a'C' critical would result in a special -
60 modifier to the opponent). This negative penalty re-
duces by 10 points per round after it isfirst inflicted (to a
minimum of 0). { None}

CHI POWERS: CONTINUOUS STRIKES [HEROIC]
The character learns how to use his inner energy to
lengthen the duration of his attacks. This skill requires a
60% preparation action. On the round after this preparation
(withasuccessful static maneuver), themini mum percent-
age activity needed for amelee attack is halved (to 30% for
melee attacks and 15% for missile attacks). { Qu}

CHI POWERS: DISTANCE STRIKE [FANTASTIC]

The character learns to project the force of his attacks
without making physical contact with hisopponent. If the
static maneuver is successful, the character may make a
normal melee attack with his chosen melee weapon or
martial arts attack. The opponent may not parry this strike
(but all other defensive bonuses apply). Seethechart bel ow
for other modifiers. This skill requires a 40% preparation
action in the previous round. {Em}

DISTANCE STRIKE MODIFIERS

Rangetotarget. ... -2 per 1
Striking through an interposing object.................. -70

CHI POWERS: ELEMENTAL FIST [FANTASTIC]

The character learns to summon the power of the ele-
ments while attacking. A successful static maneuver al-
lows the user to inflict an additional elemental critical
(Cold, Heat, Electricity, or Impact) of equal severity each
time heattackswithan unarmed attack. Thisskill requires
a40% preparation action in the previous round. This skill
must be developed separately for each type of element.
{Em}
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Part Il CHI POWERS: FISTS OF IRON [HEROQIC]
Section 104 The character learns how to focus the power of his mind
into his attacks. A successful static maneuver allows the
user to resolve al unarmed martial arts attacks during that
combat round ontheMaceAttack Table. Thisskill requires
a 20% preparation action in the previous round. The
damage threshold of the Degree being used by the martial
artist also modifies his OB (as shown in the chart below).

Chi Powers
Skills

{Pr}
FISTS OF IRON MODIFIERS
Degree 1 attack OB........... ... . .. ... -60
Degree 2 attack OB. . . . -40
Degree 3attack OB -20
Degree4 attack OB........ ... ... . .. -0

CHI POWERS: POISON FIST [FANTASTIC]

The character learns how to channel his inner power to
deliver punishing damage to an opponent. This skill re-
quires a special 30% preparation round to focus the internal
energy necessary. Upon asuccessful static maneuver, the
character's next unarmed attack in the following round will
cause his opponent to suffer a debilitating injury. The
opponent suffers a specia -10 modifier to all skills and
maneuvers for each level of critical inflicted by the un-

armed attack (e.g., a 'C' critical would result in a special -
30 modifier to the opponent). This negative penalty re-
mains for one round for each concussion hit of damage
delivered with the attack. Thisskill does not effect magical
creatures or opponents with the Large or Super Large
critical type. { Em}

10.4.5« SPECIAL DEFENSES
Standard Skills: Chi Powers. Invincible Stance

Restricted Skills: Chi Powers: Invulnerability,
Chi Powers: Rise of the Phoenix

Applicable Stat Bonuses: St/Ag/SD

Skill Rank Progression: Combined

Skill Category Progresson: 0« 0«00 0

Group: None

Classification: Static Maneuver and Offensive Bonus

CHI POWERS: INVINCIBLE STANCE [FANTASTIC]
The character that masters this skill learns how to use his
own inner power to resist the effects of other Chi Powers
skills. Any Chi Powers skill that someone attempts to use
against him, suffers a special penally equal to the number
of skill ranks the character possesses in this skill. {None}

CHI POWERS:INVULNERABILITY [FANTASTIC]

Thisskill allows the character to focus his inner energy
to resist attacks. The type of attack that this skill resists
must be chosen when this skill is first developed (eg.,
Edged weapons, Concussion weapons, Unarmed attacks,
etc.). The character can harden his body to this type of
attack through practice and inner strength. This skill re-
quirestaking a20% preparation action in the round imme-
diately priortotheuseofthisskill (orduringthesnapaction
phase of the same round). Then the character must make a
staticmaneuver. If successful, theindividual may halfthe
concussion damage delivered from the attack and reduce
the severity of any critical by two levels of severity. If the
critical result isan 'A' critical, treat it as an 'A’ critical
modified by -40 (modified rollsless than zero result in no
effect). If the critical resultisa 'B' critical, resolve it asan
‘A’ critical modified by -20 (modified rolls less than zero
resultinnoeffect). { None}

CHI POWERS: RISE OF THE
PHOENIX [FANTASTIC]

The character learns how to summon the power and
strength of the legendary phoenix into his body. This skill
requires a special 40% preparation action in the round
immediately prior to the use of this skill (or during the snap
action phase of the same round). Upon a successful static
maneuver, the character may temporarily ignore the effects
of any one critical that he has received. The character may
delay theeffectofthiscritical for uptotwo roundsper point
of Self Discipline stat bonus (with a minimum of two
rounds).



10
CHARACTER CREATION

This section outlines the new options available for
character creation in RMSS using this companion. Some
guidelines for including martia arts skills in the Adoles-
cent devel opment stageare briefly stated. For those players
who wish to use new talents and flaws, new tables are
introduced that focus on the martial arts. Some character
conceptsthat fitwell into martial artsarebriefly profiled to
spark player or Gamemaster imaginations. In addition a
number of random tables for generation of martial arts
organizationsand teachersare included in the next section
to make the Gamemaster'sjob even easier.

11.1
WHAT REMAINS
UNCHANGED

The stats, potential stats, and stat bonuses use the same
generation rules as presented in RMSS. The determination of
raceand cultureremai nsthesameaspresentedinRMSS. The
determination of profession remainsthe sameasin RMSS

EXAMPLE

Melissa is generating a new character far a cam
paign. Havingjust read through the contents of this
companion, she decides that she wishes to make a
Warrior Monk character. Thiscampaign is using the
point total character creation method, and Melissa
has 660 points available to spend. Melissa chooses
to play a Common Man culture in the campaign
world that is known for its knowledge of martial arts.
Noting that the prime requisites for the Warrior
monk are Quickness and Self Discipline, Melissa
decides to spend her points asfollows (potentialsare
in brackets, fallowed by total modification far stats):

Sat Racial Total
Sat Value Mod Mod Mod
Ag 90(95] +5 = +5
Co 75[92] +2 = 42
Me 65[84] = 0]
Re 55[82] = 0
SD 90[100] +5 +2 = +7
Em 25[64] -2 = -2
In 35[68] = 0
Pr 55[94] = 0
Qu 92 [93] +6 = 46
St 76[89] +2 +2 = +4

Melissa has thefoundations ofa strong character
here. Melissa decides her Warrior monk character
will be known as Ming Te, the Ginger Blossom.

11.2
ADOLESCENCE SKILL
DEVELOPMENT

With the advent of many new martial arts skills in this
companion, playersand Gamemastersmay wishto allow
acertainraceor culturetogain martial artsskillsduring
adolescence to reflect arace's or culture's preoccupation

with martial arts. This is acceptable as long as only non-
Redtricted skills are taken. Remember during adolescence
development that characters are assumed to be products of
their raceand culture and not of their profession. Therefore
any martial arts skills granted during adolescent develop-
ment are representative of the expertise of the race or
cultureinitsentirety. A balanced solutionisto allow arace
or culturewith ahigh degree of integration with the martial
arts to gain martial arts skills as hobby ranks.

EXAMPLE (continued)

Melissa decides that her character, Ming Te, comes
froma region in the campaign world that hasa great
knowledge of the martial arts. The Gamemaster
decides to model her character's culture as a
Ruralman culture with the following additional stan-
dard hobby skills: Meditation, Martial Arts Strikes,
Martial Arts Sweeps, Basic Martial Arts Style, Adre-
nal Concentration, Adrenal Leaping, and Martial
Arts Lore.

Melissa has 12 hobby ranks to spend and she
decides to spend them as follows. Acrobatics 1,
Climbing 1, Cooking 1, Dancing 1, Salking I, Swim-
ming 1, Weapon Sill 1, Martial Arts Strikes 2,
Martial Arts Sweeps 1, Basic Martial Arts Syle 1,
Martial Arts Lore 1.

11.3
BACKGROUND OPTIONS

Some new background options are available to charac-
terscreated using this companion.

11.3.1 « STANDARD
BACKGROUND OPTIONS

Inadditiontothenormal backgroundoptionsaslistedin
RMSR, there are a number of new background options
availabletothemartial artist. A player can choosetoroll on
the Martial ArtsTalents Chart instead of the normal talent
tablesprovided in RMSR. See Section 11.3.3 and 11.3.4 for
the Martial Arts Talents and Flaws charts.

If you decide to use the Talent Law point-based system
instead of RMSR's background options, Talent point costs
arealso included for each new talent and flaw included in
this companion.

1152« TRAINING PACKAGES

For onebackground option (or 10 Talent Pointsif using
TalentLaw), the character may chooseto purchase asingle
training package at half cost. The training package will be
learned in half the normal amount of time as well. Thisis
a one-time bonus; if the training package is purchased
again, it must bepurchasedat full cost and will requirethe
full amount of timeto learn. See Section 18.0 for the new
training packagesintroduced inthiscompanion.
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11.3.3 - MARTIAL ARTS
TALENTS CHART

Roll on this chart (or use the point totals in brackets if
using Talent Law). If the player is not using Talent Law,
treat the talents listed here as Major Talentsfor purposes of
determining the cost of the talent in background options.

11.3.4 « MARTIAL ARTS FLAWS
CHART

Roll on thischart, or use the point totals if you are using
Talent Law.

SPECIAL NOTE ABOUT FLAWS

If players have picked flaws that do not actually restrict
their characters in any real way, the Gamemaster should
feel freeto havethe player roll for another flaw or choose
oneforthem. Thereisnothingwrongwithallowingplayers
to change flaws during the course of the campaign, but a
flaw should always be detrimental to acharacter in some
"real" way. The flaws listed here correspond to Major
Flaws if Talent Law is not being used.

EXAMPLE (continued)

Melissa has 6 background options to spend (or 60
talent points if using Talent Law), She chooses to
spend her points as follows?

She spends three background points to select the
Inner Chi talent and rolls far her randomly selected
flaw that turns out to be the Family Enemyflaw. She
spends a background option to gain extra languages
since her character will befrom aforeign culture
compared to the rest oftheparty. She spends another
background option to gain a special +5 bonus in the
Martial Arts Combat Maneuvers skill category. Her
last background option she spends to half the cost
and time ofthe Martial Arts Opera Performer train-
ing package.

114
APPRENTICESHIP

Apprenticeship character development remains un-
changed from RMSS. Thiscompanion includes new train-
ing packages for characters who wish to specialize in the
martial arts.

TRAINING PACKAGES
The martial artist can use any of the standard training
packages presented in RMSR except for the Martial Artist
and Weapon Master training packages, which have been
revised in this companion. See Section 18.0 for the new
training packagesintroduced in this companion.

MARTIAL ARTSTALENTS CHART

01-10 Respected Teacher— You were taught by a

respected teacher. Most other practitioners in
the martial arts world will give you respect
because of his reputation. [5 points]

11-24 Good School—Y ou come from a good school
of martial arts that is well respected. Y ou will
beabletocall uponyourfellow graduates of the
school for help if you are in need. [5 points]

25-32 Heir to Secrets — You are the next in line to

learn the secret maneuvers of your martial arts

style (or weapon style) from your master. Ifthe
style is Basic, you gain a specia one-time
bonusof 10 skill ranksinyour styleskill. If the
styleisAdvanced, yougainaone-timebonusof
only 5 skill ranks in your style skill. [25 points]

Natural Talent—You gain a special bonus of

+10 to any one martial arts or weapon style

(your choice). [5 points]

33-40

41-48 Natural Gift — You may learn one Basic Mar-

tial Arts or Basic Weapon Style skill as an
Everyman skill or you may treat one Advanced
Martial Arts or Advanced Weapon Style skill
asanon-Restricted skill. [10 points]

49-57 Secret Scrolls — You gain a special bonus of
+20 to one Combat Maneuvers or Martial Arts
Combat Maneuversskill dueto secret training
knowledge that you possess. [7 points]
Smooth Footwork—Y ou weretaught early on
that footwork isthe most important component
of amartial arts or weapon style. As aresult,
you may move up to 20% of your base move-
ment rate each round with no penalty to your
OB. [7 points]
66-77 Powerful Strikes— Y ou are immensely strong
and have a focused will. You have a specid
bonusof +10to all Adrenal Strength maneu-
vers. Onasuccessful Adrenal Strengthmaneu-
ver, you may inflict triple damage instead of
double damage. [7 points]

Inner Chi—Y our Chi Powersskillsarehighly

developed. You gain aspecia bonus of +20 to

all Chi Powers skillsin the Self Control skill
category. You may also pick two Chi Powers
from the Self Control skill category and de-
velopthemasnon-Restrictedskills.[12points]

83-89 Kung Training — You have received exten-
sivephysical training.Y ougainaspecia bonus
of +10to Adrenal Leaping, Adrenal Landing,
Adrenal Balance, Adrenal Strength, and Adre-
nal Speed static maneuvers because of your
intensephysical training.[5points]

90-100 Family Martial Art—Your family is associ-
ated with a particular martial arts or weapon
style. Youmay learnthisstylewithout paying
fees associated with teachers. You also gain a
special bonusof +20whileusingyour family's
martial artsor weapon style. [9 points]

58-65

78-82




MARTIAL ARTS FLAWS CHART

01-07 The Challenged—You are constantly challenged
by other students of martial arts who believe
stories about your prowess to be overrated. The
challengeswill become more frequent the longer
you slay in one areg, as other studentswill travel
toyour location. In addition, the challenges will
be more frequent in more highly populated
aress. At least once per session, the Gamemas-
ter should have a challenge occur. [-5 points]

08-14 Lesser Requirement — To use your martial arts
or weapon style, a minor restriction must be
obeyed. Failure to meet this requirement will
result in a -15 modifier to the martial arts or
weapon style bonus until the situation is recti-
fied. An example of a lesser requirement could
be a three to five hours of practice each day. [-
5 points]

15-21 Dirty Fighter — You have gained areputation as
an unscrupulous fighter who uses dirty tricks.
Whether thisis true or not, you will have to be
on guard against these types of tricks being used
against you. As aresult of your suspicion, you
suffer a-1 to all initiatives. Your reputation
makes people doubt your words. This may
result in opponents ganging up on your charac-
ter in supposedly fair fights, or using poison
against you, surprise attacks, etc. [-5 points]

22-25 Poor Stance — All attacks using any martial arts
or weapon styles are modified by -10 due to
your poor understanding of the fundamental
attacking stances of the styles. [-5 points]

26-31 Disdain — You have great disdain for any single
weapon category (excepting the Missile Artil-
lery weapon category). This weapon category is
treated asa Restricted category for you and you
treat wielders of weapons from this category
with open contempt. [-5 points]

32-36 Opposing School—An opposing martial arts or
weapon style chosen by the Gamemaster exists
that isvery effective against your martial artsor
weapon style. When facing an opponent using
this opposing style, you have a specia -20
modifier toyour martial arts or weapon style for
the duration of the combat. [-5 points]

37-44 Family Enemy—Y our family has a very skilled
enemy who hails from an opposing school of
martial artsstyleor weapon style. Your foewill
seek to hinder and ruin you at every turn. [-5
points]

45-49 Outlawed Martial Art — Your favorite martial
arts or weapon style is outlawed in the land.
Combatants caught using this style are placed
under immediate arrest and may face death at
the hands of the government. Y ou must practice
and train in your martial arts or weapon stylein
secret. [-3 points]

50-54 Weak Chi — All Chi Powers skill maneuvers are
modified by -20 due to your lack of inner Chi.
[-5 points]

55-59 Bloodlust— When you enter any type of combat,
you find yourself starting to lose control. Every
round you are in combat there is a cumulative
5% chance that you will seek to kill your oppo-
nent no matter what the initial conditions of the
match were. [-5 points]

60-65 Secret Society—Y ou are a member of a secret
society that is suppressed by the government.
You owe your training and skills to the other
members of the secret society and are sworn to
support the cause of your society withyour life.
If you ae discovered as a member of this
society, you will be imprisoned or possibly
executed. [-10 points]

66-71 Weak WristsFeet — You have a good under-
standing of your martial arts or weapon style but
you are hampered by your physical attributes.
Your weak wrists or feet result in a specia -20
modifier to any martial arts or weapon style and
a -10 modifier to any moving maneuver you
attempt. [-10 points]

72-78 Secret Flaw — All of your techniques in your
martial arts styles or weapon styles have a secret
flaw. If afoe realizes one of your flaws, he will
gain aspecial +20 OB against you whileyou are
using martial artsstyles or weapons styles. Y ou
may not eliminate this flaw through training or
further development. [-7 points]

79-84 Secret Weakness — You have a secret weak
point, that, if struck, incapacitates you. If a
natural 13isrolled forany critical result against
you, you will become unconscious for 10 hours
in addition to thecritical result. [-15 points]

85-90 Demanding Master — You have a demanding
teacher who has pressured you into accepting
onerous tasks for him. Failure to respect the
wishes of your teacher will lead to a bad repu-
tation in the martial arts world as well as the
anger of the teacher's other students. [-3 points]

91-95 Missile Disdain—The Missile and Thrown
Weapon skill categories are treated as Restricted
skill categories for you and you scorn those
fighters who use such "weak" weapons. [-7
points]

96-100 Flawed Stance — All of your martial arts or
weapon style attacks that result in acritical are
reduced by one level because of your lack of
understanding the techniques of attack (an 'E'
to 'D', 'D' to 'C, ... and al 'A’ criticals are
modified by -20). [-10 points]
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115
YOUR ROLE

Itisvery important to determine a character's role within
the campaign. The ideas presented in this section do not
target how to use the rules or skills to your best advantage
when creating a character who uses martial ats. Rather,
they concentrate on creating good character concepts that
will be fun to play campaign. Here are some sample
character concepts for martial artists. They are meant to
serve as inspiration for player characters as well as non-
player characters (NPCs).

THE HEALER

When you first started training in the martial arts, you
were interested in learning how to make yourself more
powerful. Finally after years of training, you have reached
one of the highest levels of accomplishment in your chosen
martial art. However, you no longer have the desire to fight
others to prove your strength and power. The more you
learned about the natural functions of the body and how to
heal it, the more fascinated you became. Your master
recognized your interest and began to teach you the deeper
secrets of the body. Your calm and unruffled demeanor
hides a great martial arts talent, but you are more interested
in avoiding combat than showing your prowess.

Quote: "/ am sorry | had to do that to you but you
would not listen. St till and | will get some medicine
tofix your arm—at least it is a clean break. Whoever
taught you to lunge with a knife in that manner?"

The healer is an interesting type of character concept to
play. It couples the aggressive nature of the martial arts
skills presented in this companion with an enlightened
restraint. This character concept allows for alot of fun role
playing opportunities. Interestingly enough, traditionally
skilled martial arts masters were also the local doctors of
their communities due to their advanced knowledge of the
body.

THE COWARD

Since you were little you have always been afraid of
others and confrontation. Admitting your fear to yourself,
you then set out to become the best fighter you could
possibly become. You never act in a manner to give
offense, even though your martial arts skills are very
advanced. If you are forced to defend yourself, you attack
without mercy until your foes have fallen. Most of your
opponents do not last long, victims of both your skill and
their overconfidence.

Quote: "<whap, whap, thump... thud> Now doyou
realize that you should havejust taken my money and
left me alone?"

The coward is a challenging type of character concept to
play. In most cases, it is not asuitable character concept for
players, asthey will be constantly seeking danger through-
out the campaign. As aNPC, this character concept comes
into its own and can be a very intriguing addition to the
campaign. Having the players trying to maneuver the
immensely more skilled but cowardly NPC into helping
them fulfill aquest can lead to many exciting role playing
sessions.

THEYOUNGSTUDENT
You havejust finished several years of apprenticeship
with ademanding master. Y ou have decided to set out to
see the world and to use your martial arts skills. You are
confidentinyourabilities, butyourconfidenceistempered
by the memory of how easily your master can still defeat
you.

Quote: "Well | had fofollow my master aroundfor
three yearsbeforehe would teach me anything. I'd
better be good by now. "

The young student is a typical character concept for
martial arts. Since most starting characters will be just
learning the more advanced martial arts, this character
concept fitsinwell with thelevel of skill of the character.
Thisis a very flexible character concept with many pos-
sible variations. Anyone choosing this character concept
should ask themselves several questions: Did the young
student part on good terms with his master? Why is the
student decidingtoleavetheshelter of histutor now?Were
there other students of the master training with him? Did
the student gel along with them or was there a bitter
conflict?Theseand similar questionswill helpestablisha
strong character background.

THE YOUNG MASTER

Youareachildprodigy of martial arts. Y ou havetrained
in the martial arts since you were born and have gained
great fame as a child martial artist. Now that you are an
adult, you have become an accredited master of your
particular style over the objections of some who cry that
you are too young. You strive to be respectful to your
fellow masters, but someone always seems willing totest
your "mastery."

Quote: " The young reed bends with the wind, the old
tree breaks under the strain. "

Theyoungmasterisaninteresting character concept for
martial artists. The player who wishesto use this concept
for their character must be willing to invest either back-
ground options or development points to make sure that a
high level of proficiency in the martial arts is obtained.
Like some of the other character concepts presented a-
ready, thisconcept carrieswithinitthe seedsfor campaign
ideas and plots. Perhaps the other older masters of his
martial arts style wish to humiliate the character, or they
seektousehisyouthful naivetefortheirownends. I neither
case, somei nteresti ng gaming sessionscoul d be generated
from this concept.

THE STREET PERFORMER

You are a skilled showman or perhaps a martial artist
downonbhisluck. Whateverthecase,youmakeyourliving
by demonstratingyour martial artstal entsinthestreets. I f
you areskilled, the spectatorsthrow you money. Y ou soon
learned that thedemonstration of the more showy maneu-
vers of your style gained greater wealth than other more
effective maneuvers. As a result you tend to fight in a
showy or flashy way that is disdained by some purists but
is still very effective.

Quote: "Allow me demonstrate my humble skills.
You will be witness to the first time this daring feat
has been attempted since the tragic death of my
former master many years ago. "



The dtreet performer is a very interesting character
concept for martial artists. The character gets to use his
martial artsskills and display his prowessin an arena other
than combat. The player should describe what his character
is doing to earn his money as a performer, because it can
lead tointeresting role playing and character devel opment.
Players who chooseto follow this character concept should
adso probably receive a more flamboyant description of
their character's combat actions during gaming sessions.
Interesting plots can develop from this character concept.
Perhapsthe character wishesto be respected asatraditional
martial artist after a time. What must he do to earn the
respect of the other masters? Another option could be the
existence of a Performers Guild that has secret connections
to other organizations and its own shadowy motives. This
concept should generate a lot of player interaction within
the party asthevarious playersrole-play their reactionsto
the street performer’stalents.

THE SECRETIVE MASTER

You are the inheritor of a secret style of martial arts.
Perhaps it is a style taught by your family or a secret
society. You have sworn never to reveal ittooutsiders. As
aresult, you have studied another more common type of
martial artsto use in public places. Y our secret mastery
means that you can never claim the respect and accolades
due to amaster of the martial arts, but itisasmall priceto
pay for the knowledge you have gained.

Quote: "Now wethat arefinallyalone, | canunleash
my Shooting Stars Fist technique? | hopeyou will be
able to appreciate my mastery before you die."

The secretive master is an interesting character concept
for martial artists. This character concept may appea to
playerswho like to have asecret agendaor playerswho like
starting out with the deck stacked against them. It is also
can create interesting NPCs for long-term campaigns. This
concept alows for a lot of plot development that can be
shared between the player and the Gamemaster as they
decide why the weapon style or martial arts styleis being
kept secret. Perhaps it is secret because it is associated with
an organization or group of people thought long dead that
was once a threat to the established order. Or maybe the
style isasecret art of a powerful organization; to acciden-
tally reveal itssecretspublicly wouldresultindeath for the
offender. Inany case, thisconcept lendsitselfto long-term
plot threads as the Gamemaster reveal s the reasons behind
the secrecy of this martial art. It is important that this
concept be honored if a player wishes to develop thistype
of character. If the Gamemaster does not have the time or
the inspiration to weave this plot line into the ongoing
campaign, the player isbetter off using adifferent charac-
ter concept.

THE HEADSTRONG SHOWOFF

You have never listened lo the words of your master,
who always cautioned you to act with restraint and respect.
Y ou know that you are the best and you are not afraid
to proveit. Those who will not fight you are cowards
who fear the public humiliation of being defeated in
public. You are amaster at provoking afight, when
you wish, to prove your mastery in the martial arts,

Quote: "Your style is as pathetic and weak as
you are yoursdlf. 1 am young and strong and
my martial arts skills are superior to yours. If
you admit that your skills are inferior to mine,
| will not fight you since | was always taught to
respect my elders. Well, | await your answer,
old man!"

The headstrong showoff isavery dynamic charac-
ter concept for martial artists. Thisconcept, if chosen
by a character, will most likely propel the entire
player group careening from one misadventure to
another. Theheadstrong showoffislikeabull trapped
inachinacloset. If aGamemasterisrunningatightly
scripted campaign, this is probably not awise con-
cept to encourage characters to play. This concept
will keep the group involved in the thick of things
and the Gamemaster on his toes. An interesting
variant to play on this character concept i sthe showoff
whofinally realizes that heis not the best. How does
the character react to this realization? Does he feel
fear, shame, acceptance, anger, etc., and does he
change his outlook on life or continue on the same
path?

Part |1
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THE VENGEFUL STUDENT

Y our best friend or family waskilled before your eyes,
only you managed to escape a similar fate. You were
helpless to save them, as you lacked any combat skills.
Since that fateful day, you have sworn to avenge their
deathsby slaying their murderers. Toreachyour goal, you
have obsessively trained in martial arts sothat you can take
your vengeance personally,

Quote:" Youkilled myfamily, nowpreparetodie..."

The vengeful student is a classic character concept for
martial artists. Thisconcept providesstrongmotivationfor
their narrow focus in the martial arts aswell as a strong
emotional background to the character history. Good role
playing can lead to the other members of the parly taking
up thecharacter'squest for vengeance. It isrelatively easy
for a Gamemaster to integrate this plot thread into his
campaign. If thecharacter succeedsinavenginghisfamily
or friends, it can beaclimactic captoalongcampaign. For
the health of along-term campaign, however, itisimpor-
tant that this character grow beyond this rather narrow
concept to amore fully three-dimensional character.

FINAL CHARACTER
PREPARATION

To add the final touches to a newly created character,
take alook in some of the other sections of this companion.
Perhaps the character specializes in the use of a unique
weapon. Section 13.0 details many new weapons used
almost exclusively in martial arts styles. If your character
has a specia history, some of the options for talents and
flaws in this section may be useful in fleshing him out.
Other helpful areas include Section 12.0, which details
some of the training methods used in learning martial arts
and Section 2.0, which describes the historical develop-
ment of martial arts throughout the world.

EXAMPLE (continued)

Melissa and the Gamemaster talk about her charac-
ter in the context ofthe campaign. The Gamemaster
informs Melissa that she isfrom a distant nation
since the current campaign setting has had little
martial artsin it up to thispoint. Melissa decidesthat
her character was a performing actor/acrobat in a
traveling troupefrom her homeland. The troupe ran
afoul of both the law and the local criminal powers
and wasforced to leave. Melissa's character could
not be reached in time and she is left penniless in a
foreign land.

Melissa decides that her character will be very
refined and cultured and designs her martial arts
style (with the Gamemaster's approval) to be el-
egant and graceful as well. Melissa decides to call
her martial arts style the Slken Ribbon. After the
martial arts style is defined and Mdlissa's starting
equipment is chosen, she is ready to play in She
campaign.



120
MARTIAL ARTS IN THE CAMPAIGN

A martial artist learns hisskillsthroughintensive train-
ing and tutoring. One of the most interesting things that a
Gamemaster can bring into amartial arts campaign is the
introduction of the methods and resources needed to be-
comeproficientinmartial arts. Adding thisdegreeof detail
and information brings depth and verisimilitude to the
campaign.

12.1
FINDING A TEACHER

If a player wishes a character to learn a certain martial
artsskill,hemustfind ateacher toinstruct him. The success
of finding ateacher depends on the location of the charac-
ter, the local attitude to martial arts in general, and the
difficulty of the martial arts skill. For more information on
creating cultures and organi zations that support martial
arts see Section 3.0 and read further in this section.

If the Gamemaster wishes to let random chance deter-
mine whether the character will find a qualified teacher,
consult thefollowing chart to determine success:

Roll 1d100(open-ended) andapply thefol lowingmodi-
fications. Consultthechart bel owtodeterminetheresul tof
finding ateacher.

MODIFICATIONS
TO FINDINGA TEACHER

Basic Martial Arts Style or Weapon Style 0
Advanced Martial Arts Style or Weapon Style -20
The martial arts skill is normally a Restricted skill -20
Popular style (as decided by the GM) +10to+40
Large urban area (i.e. acity) +15
Culture/ society that discourages martia arts

(GM's discretion) +5 to +20
Small urban or large rural area -5t0-20
Very rural urea -20to -40

Culture /society that does not promote martial arts -40
Outlawed martial artsor weapon style -50

TYPE OF TEACHER

01-40.. . . Organization
41-100. ... Individual teacher

FINDINGA TEACHER CHART

-26 or less Spectacular Failure
You search high and low and fail to find a teacher or school
willing to teach you your desired martial art. You do. however,
succeed in finding the attentions of the locd authorities (or a
powerful underworld organization) that brands you adangerous
subversive and imprisons you without atrail You languish in
prison for 1-10 (high open-ended roll) months before you are
finally freed.

-25t025 Absolute Failure
You fail miserably. You lose a fair amount of money in the
pursuit of your teacher.

26t0 75 Failure
You fail to find any qualified teachers. The loca martial
artists do not think anyonein thisregion practicesthe martia art
that you desire to learn. Perhaps you should try elsewhere.

UM 66 Unusual Event

You are taken in by a fraud who teaches you useless lessons

in exchange for your hard-earned money. You discover the

scheme after several months, but you do not catch the criminal.
You only learned a lesson in caution.

76t0 90 Partial Success
You do not find a teacher of the exact martia arts skill that
you were looking for but, you do find a skilled teacher.

UM 100 Unusual Success
You find agreat teacher whoiis able to teach you your desired
martial arts skill as well as several other skills that you are
interested in. The teacher takes a personal interest in your
training and considers you a friend.

91to 110 Near Success
You find ateacher able to teach you your desired martia arts
skill, but he does not have the time to teach you. He gives you
some other names in this region and adjoining regions to try.
You may roll again on thistable if you desire with aspecid +10
modifier,

111to175 Success
You find aqualified teacher willing and ableto teach you the
desired martial arts skill.

176 or more Absolute Success
A legendary teacher of your desired martial art agrees to take
you on as his student. When determining whether a martial arts
styleor weapon styleisaBasic or Advanced skill, you may treat
the style as if it costs ten fewer styie points. This represents the
superior teaching methods of your new instructor.

Individual sthattrain acharacter intheuseof hismartial
artsskillshaveaveryimportantinfluenceonthecharacter's
life. In terms of game mechanics, a player who has a
character that specializes in martial arts skills can easily
spend approximately 30% to 60% of hisavailabledevelop-
ment pointseach level on his martial artsskills. Itisthen
becomes equally important to attempt to make sure that
someofthecharacter'sroleplayingandcampaigninvol ve-
ment will stem from his martial arts skills.

Here are some chartsto determine some random charac-
teristicsabout thecharacter'spast, presentor futuremartial
artsteachersand organi zations.
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TYPE OF ORGANIZATION

01-10 Blood-related Clan—You are taught your mar-
tial arts skills by aclan of related martia artists.
All members of the clan share some common tie
of blood (i.e., they were born in the same vil-
lage, descended from the original members of
some secret organization, etc.).

Family—You are taught your martial arts skills
by members of your family. Your family may
have a secret martial arts or weapon style that
you have been taught as well.

School—You are taught your martial arts skills
by aloose organization of martial arts students,
headed by a chief instructor. The school usually
accepts monetary payment for training, but you
may have worked out a special deal with the
instructors (GM's choice).

Religious Order—You are taught your martial
arts skills by areligious organization. You were
also taught the precepts and beliefs of the reli-
gious order. You have been taught to support
the order and your brothers in the order at all
costs.

Secret Society—You are taught your martial
arts skill by a secret society. You have been
taught the beliefsand goals of the secret society.
You know several other secret society members
within your region and you know you can turn
to them for aid.

81-100 Clan—You are taught your martial arts skills
by aclan of martial artists. All members of this
group share a common bond of love for the
martial arts, coupled with respect tor the
organization's goals. Loyalty and respect are
expected among clan members.

OTHER DETAILS
A few other decisions flesh out an organization that
teaches martial arts skills. Among other things, the Game-
master must decide how large the organization is, what are
its goals, itsstructure, and any other interests the organiza-
tion may have.

Popularity—Is the organization popular? Has it recently
won a famous challenge from a rival school, or been
granted some favor by a powerful figure? Is the organi-
zation losing popularity, has it lost an important chal-
lenge, or has it been involved in a scandal? Is the
organization relatively unknown, isit asecret organiza-
tion or newly founded?

11-20

21-40

41 -65

66-80

Example: Médlissa and the Gamemaster talk some
more about the background of her character. Ming
Te.

Goals—What are goals of the organization? Is the organi-
zation serving as a front for another secret organization
or clan? Does the organization have political motives?
Does the organization serve areligious movement? Isthe
organization out to simple gain money and political
power? Does the organization strive to uphold a rigid
moral or religious code of ethics?

Structure—What is the structure of the organization? Is it
based on areligiousorder? | sthe organi zation composed
of only masters and students? Does a council of masters
preside over the organization? Is there asingle master of
the organization, and if so how is he elected? Is the
organization split into several independent branches?

Wealth—How wealthy is the organization? Is it impover-
ished? Is it moderately wealthy with several training
halls and many members? Is it wealthy with branchesin
many cities and access to ready cash? How does the
organization raise its money? Does the organization
have funding from another source, does it have member-
ship dues, or does it have other revenue generating
means?

Advancement—How do you advance within the organi-
zation? |s advancement through seniority of the student
or of the master of the student? Is advancement handled
through popular acclaim or vote, and if sowhois allowed
to vote? Is advancement handled through formal chal-
lenges, and if so what are the regulations regarding
challenges?

Other interests—Does the organization have any other
interests besides promoting martial arts? For example
the organization could be involved in banking, chal-
lenges, providing instructors, providing bodyguards,
providing mercenaries, producing duelists, acting as the
enforcement arm of another organization, training assas-
sins, training doctors, or providing arbitrators.

Recent Events—What recent events have occurred to the
organization since characters have become involved
with it? Has there been a scandal (political, religious,
law, or moral)? Has a split or schism occurred in the
ranks of the organization recently? Has the organization
had a sudden loss or gain of popular favor, and if so what
occurred? Are (here upcoming martial arts competitions
that will involve the organization?

MASTER'SBACKGROUND
Gamemasters may use the following chart to create a
background for NPC martial artists or teachers with whom
the characters interact during the campaign. This can make
the Gamemasier'sjob a little easier by removing some of
the burden of creation.



01-02

03-06

07-10

11-13

14-17

18-20

21-24

25-28

29-31

32-35

36-38

39-42

MASTER'S BACKGROUND CHART

Fake Credentials—Y our master is afake with
very little real knowledge of the martial arts.
Y ou soon discover this, but you are not yet sure
why he is posing as amartia arts instructor.
Secret Society Member—Your master is a
member of a secret society that has been out-
lawed by thecurrent government. Hewill toy to
recruit you into the secret society as a new
member.

Drunkard—Y ourmasterisadrunkard. Hewill
go on drunken binges, getting into fights and
creating anuisance of himself, every time he is
under a great deal of stress. On any given night,
thereisa 15% chancethat heisdrinking, whether
alone or in atavern or pub.

Chi Knowledge—Y our master has knowledge
of Chi Powers skills. He may teach you the Chi
Master trai ning package if you so desire.
Challenger—Y our master strivesconstantly to
challenge othersto prove hismartial arts skills
aresuperior. Heoftenrequiresyoutochallenge
other master's students. Y ou do not have many
friendsin the martial arts world.

Secretive—Y our master carries secrecy to an
extreme. You must practice in a closed room
withhimandheisconstantly checkingfor spies
looking to steal his secrets. Progress with this
master is 50% slower than normal due to his
excessive precautions and reluctance to part
with his secret knowledge of the martial arts,
Hermit—Your master is a hermit. To learn
martial arts skills from him, you must travel to
aremote rural location where he livesto learn
hisskills.

Partial Knowledge—Y our master only taught
you the initial forms of your martial arts skill.
You cannot learn any Restricted martia arts
skillsfromthisteacher. Inaddition, yourteacher
does not know any martial artsskillsbeyond 10
ranks.

Paranoid—Y our master is a skilled practitio-
ner of the martial arts, but he is extremely
paranoidthatothersareouttosteal hissecretsor
do him harm. You must constantly reassure
your master that you are not plotting against
him. Y our master has strictly forbidden you
from talking with other martial artists.

Poor Teacher—Your master is a very poor
teacher. He is impatient and does not explain
himself. Progress under this master takes twice
as long as normal due to his poor teaching
techniques.

Rival School—Y our master has a rival school
thatchall engeshisteachings.fyouarel earning
amartial arts style or aweapon style, thisrival
school aso teaches an opposing martial arts
style or weapon style.

Disgraced—Y our master hascommitted some
action in his past that has permanently dis-
graced his reputation. Some of his dishonor
carries to you since you are his student. Y our
master hopes you can repair the wrong that he
did.

43-45

46-49

50-53

54-57

58-60

61-63

64-66

67-70

71-72

73-75

76-78

79-81

82-84

85-86

87-90

91-95

Hidden Knowledge—Y our master possesses
hidden knowledge of amartial arts skill. Y our
master can teach you martial arts skills thought
logt (i.e., an ancient martial arts or weapon style
or amartial arts skill not normally allowed in
thisculture).

Retired Soldier—Y our master has had a long
career in the military. You may make use of
some of his military contacts if necessary.

Former Bodyguar d—Y our master used to be
ahighly respected (in specialized circles) body-
guard. You may make use of some of his con-
tacts in bodyguard guilds and the underworld.

Highly Respected—Your master is univer-
sally respected for his wisdom and strength.
Being hisstudent, you are accorded someof the
same respect.

Excellent Teacher—Y our master is an excel-
lent teacher. Y ou may leam your martial arts
skillsat half the normal rate.

Full Knowledge—Y our master has complete
knowledge of hischosen martial artsand weapon
styles. He knows all the secret maneuvers and
specia attacks associated with them as well.

Enemies—Y our master has made some very pow-
erful enemiesin thecourse of hislife. Ashisstudent,
you haveinherited their enmity. They may seek to
strike at your master through you - bewarned!
Vengeful—Y our master isvengeful. If anyone
does him wrong, he will attempt to exact re-
venge no matter the cost.

Blood-Guilt—-Y our master suffers from guilt
due to al the enemies he killed in his youth.
Y our master will nottakeanother life, evenifit
costshimhisown. Unfortunately, yourmaster's
enemies are not so restricted.

Cursed—Your master is cursed. The exact
nature of the curse is up to the Gamemaster.

I mpoverished—Y our master is very poor. Y our
training facilities are substandard.

Debtor—Your master owes a large debt to
another organization or person. He hastrained
youin secret to prevent you fromincurring any
of hisdebt. Y ouwant tohel pyour master inany
way possible.

Outlaw—Your master is an outlaw. As his
student, you are branded an outlaw by the gov-
ernment as well.

Wandering M onk—Y our master is a wander-
ing monk. He teaches you your martial arts
skills on the road.

Wealthy Patron—Y our master has a wealthy
patron that keeps him well supplied. You are
indebted to this wealthy patron as well.

Rival Students—Y our master has several more
advanced students who consider you adanger-
ousrival. They makelifehardforyouandtry to
have you dismissed.

96-100 Many Students—Y our master has many stu-

dents(twicethenormal number forthisculture/
organi zation)andyoumustconstantlycompete
for his attention.
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12.2
TRAINING METHODS

While there are many historical methods used to help
train martial artists ranging from running with weights to
leaping in and out of pits or training on top of small round
wooden pillars, all of these methods share some common
factors. The training method seeks to develop the martial
artist physically through exercise, and emotionally and
intellectually through sparring and set forms,

EXERCISE

Exercise is one of the most important training methods.
Martia arts require a high degree of flexibility and strength
from their practitioners. Much of the exercise and training
methods used in martial arts styles focus on making the
student more limber and flexible. Examples in history
ranged from lying weights to one's body while exercising
to practicing atop of small structures to promote balance, to
hardening the body by striking objects repeatedly.

SPARRING

Most martial arts styles teach their more advanced
students through sparring, or controlled fighting with an-
other student. Sparring allows the student to prepare him-
self for actual combat in a safe environment. The student
becomes comfortablewith striking an opponent and being
struck to prevent fear from freezing his reactions in an
actual combat situation. In addition sparring helps the
student understand the reasons and methods behind his
martial arts techniques through experience.

SET FORMS

Included inmany martial artsstylesare several setforms
(katas). A st form is a predefined series of movements,
strikes, and counter-strikes using the martial artsstylethat
astudent can practice on his own. The set forms allow the
student to gain confidencein hisability andinstill trained
reactions to certain types of attacks. Through extensive use
of set forms, the student can react to attacks without
thinking because he has practiced counters so often that
they have becomeinstinctive.

ANCIENT TRAINING METHODS
The following methods are ancient training methods
once used in Chinafor practitioners of the martial arts. It is
hoped that these exampleswill stimul ate Gamemasters and
players to create their own unique training methods for
their martial arts.

Climbing Wall Kung—With thistraining, askilled adept
can with hisback against awall, move freely on the wait
throughthestrength of hisheelsand elbows. Likealizard
the adept will be able to use the small cracks and
protrusions on the wall to scde it. The student first
practices lying on his back and moving with only the
strength and coordination of his heels and elbows. Then
atrainingwall withprotruding bricksandledgesisbuilt
andthestudent practicesclimbingitwithonly hiselbows
and heels. After the student has masteredthis, the protru-
sions are reduced and weight is added to the student's
body. After many years of practice, the student will be
abletoscaleawall withtheeasy and dexterity of alizard.

Dragon Claw Kung—Dragon Claw Kung strengthens the

hands of the adept so that afoe feelsasif atalon has struck
his body as the powerful fingers of the adept press into
him. During basic training, the student attemptstolift a
small-mouthed jar by grasping the top with his fingers.
At first thejar will slip through his grip, but after severa
months of training and directing the strength of the
forearms into the fingers the adept will be able to easily
raseand lower thejar. Thenext stepinthetrainingisto
gradually fill thejar withliquid and repeat theraisingand
lowering process. When the adept has mastered lifting
the jar filled with liquid, empty the jar and fill it with
sand. Repeating the procedure until this too is mastered,
then the adept will gradually fill thejar with lead until he
can raise and lower thejar filled completely with lead.

In advanced training, the adept puts thejar aside and
practices the same hooking finger grip empty-handed
with dynamic tension. Each morning the adept will
practice this motion as if he was trying to grasp the sun.
Atitsultimatepinnacle, "birdsflying acrossthe sky will
fall asif shot with arrows at astretch of gripping fingers.
Wild horses can be managed as if bridled on the reinsin
one's hands."

Hing Kung—Withthistraining, astudent learnsto stepas

lightly asabutterfly. Thetraining beginsby filling a one-
hundred pound earthen vessel with water. The student
practices walking around on the edge of the vessd
without upsettingit. After thisexercise is mastered, the
student then ties some wei ghtsto his body and repeatsthe
exercise. When the student can step around the vessdl
withoutspillingadrop, hebeginstolessentheamountof
water in the vessel while at the same time increasing the
weight on hisbody. Hecontinuesto practice until hecan
successfully walk around the edge of the nearly empty
vessel while carrying weights equal to his body weight.
The next phase of the training involves replacing the
earthen vessel with areed basket filled with rocks. Once
again the student continues to practice, al the while,
removing rocks from the basket until the student can
walk around the edge of the empty basket without upset-
ting it.

In advanced training, the student beginsto practiceto
walk on sand. Using small-grained sand, the student lays
down apath one foot deep, three feel wide, and ten feet
long. The sand path is then covered wilh rice paper and
thestudent practices walking along it. When the student
can walk the length of the path without causing the
fragile paper torip, the paper is removed and the student
practices walking on the sand until not even afootprint
can be seen.

Iron Forearm Kung—The Iron Forearm Kung is one of

thesimplesttrainingmethodstomaster. Thearmtraining
begins by striking theinner and outer forearms against a
wooden post or pole. As the arms become stronger, the
student can begin hitting harder and for alonger duration
of time. After six months of training, the student will
begin practicing against asturdy tree with coarse bark.
Thisportion of thetrainingwill continuefor two years,
afterwhichthestudentwill havegainedimmensestrength
in hisforearms. The next phase of thetraininginvolves
hitting smoothrockswilhtheforearms. After the student
becomes used to this training, substitute uneven rocks.
When the student can shatter rocks with his iron-hard
forearms, histrainingiscomplete.



Iron Sweeper Kung—The Iron Sweeper Kung develops
the strength and toughness of the student's legs. The
student begins by practicing the low Horse Stance each
day, which develops the leg muscles. After severad years
of strengthening the legs, the student begins to practice
low Kkicks against a wooden post driven into the earth.
Each day the student practices leg sweeps against the
pole until he breaks it. Another larger wooden poleis
driven into the ground, and the student practices his leg
sweepsagainst it until ittoo breaks. The final phase of the
training involves the student practicing against alarge
tree, until by dint of continual batteringheisabletostrike
the tree with enough force to bring the tree swaying and
cause the leaves tofall.

L eaping Kung—The student begins by digging aholetwo
feet deep and three feet wide. Standingin thistrench, the
student practicesleaping out toground level. Every two
weeks, additional weights are added to the body and the
trench isdug aninchdeeper. Aftercontinuing for several
years, the adept will be able to leap out of atrench seven
feet deepwithover ten poundsof weightsattached to his
body. Then the adept will be abletojump across achasm
or leap to the top of asmall building with ease.

Speed Running Kung—Initially the adept attaches lead
weightsto theanklesand then practicesrunningin open
fieldsuntil winded. The adept will continue to increase
theweightson hisanklesevery two weeks. After several
years, hewill beabletorunten mileswhile wearing the
weights. Eventually the student will practice running up
and down hillsides. After removing the weights, the
adept will feel as light as a butterfly.

Water Dividing Kung—Water Dividing Kung concen-
trates strength in the backs of the palms and arms. The
adept begins by burying a dozen ten-foot long bamboo
poles vertically threefeet in the ground. Then the student
ties a rope in and around the upper part of the poles, in
effect creating awall. The disciple then starts to practice
by pushing both hands through the center of the bamboo
row, then spreads him arms outward. As practice in-
creases, asmall gap will appear. Eventually the disciple
will be able to bend open the bamboo poles and walk to
the other side. When this is accomplished, the adept will
add additional poles on each side and repeat this training
until twenty poles can be pushed apart with ease. Should
an unruly crowd ever detain an adept or block his
passage, his Water Dividing Strength will havethe force
to part the mob as an earthquake splits the ground.

Wooden Man Kung—The Wooden Man Kung involves
practicing strikes against a wooden structure that re-
sembles aman. The student begins by practicing slowly,
emphasizing the accuracy of his strikes. As the student
becomes more accurate, he begins to strike in faster and
more complicated patterns moving around the wooden
dummy as he attacks from all angles. After several
months of practice, the student will be able to strike the
dummy with fast and accurate blows that will become
second natureto himin an actual fight with an opponent.

12.3
REPUTATION

An important part of running a martial arts cam-
paign isthe role that reputation plays in the campaign
world. In the world of martial arts, reputation has
carried heavy weight. For example, the variousmartial
arts styles are differentiated by their reputation of
effectiveness. A teacher with a good reputation as a
skilled fighter will draw many more students than a
teacher with a poor reputation as a fighter. Fighters
with ahigh reputation in their martial arts skills may
draw morechallenges. Reputation allowsthecharacter
to be known by other martial arts practitioners who
may then decide to help or hinder the character based
on his reputation.

REPUTATION IN THE CAMPAIGN

Reputation should not be measured as a statistic
during the campaign. The Gamemaster should keep a
rough rule of thumb approximation of the character's
reputation inthe martial arts. Thereare several factors
to consider when assigning areputation to a character
inacampaign, but the someof theguidelinespresented
below can make thejob easier.

WHO TAUGHT THEM

The principle teacher or organization that trained
the character in the use of his martial arts skills plays
an important role in a starting character's reputation.
The starting character's reputation should be higher
than normal if heistaught by ateacher or organization
with a high reputation, or lower than normal if the
opposite case holds true. However, the true measure of
a character's reputation isin his actions.
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GAINING AND LOSING REPUTATION

Martial artists can gain and lose reputation by participat-
ing in challenges and tournaments against other martial
artists. A martial artist who continually refuses challenges
will losereputation as will amartial artist who indiscrimi-
nately challenges opponents. A martial artist who continu-
ally winschallenges and tournamentswill gain reputation
as a skilled martial artist.

SIGNATURE MOVES,
DEFENSES, OR ATTACKS

Have the player of the martial arts character outline
some specia signature moves, defenses or attacks that his
character is especially skilled at performing. The action
does not have to be explicitly tied to a specific game
mechanic, unless desired. For example, a martial artist
could be famous for his Crossing Fists technique when
attacking (Martial Arts Strikes) or he could be famous for
his Arrow Cutting Technique (Adrenal Deflecting). There
isatwo-fold purposefor having the player dothis. First, it
offers the Gamemaster some details regarding the charac-
ter that he can easily work into the campaign, and second
it causes the player to think alittle more deeply about his
martial arts character.

124
CHALLENGES

Challenges occupy an important place in the martial arts
world. Through the mechanism of challenges, martial
artists attempt to prove that their particular martial arts
style or training is superior to another. Challenges can
make the campaign more interesting for playerswho have
created characters that specialize in the martial arts.

MOTIVATIONS FOR CHALLENGES

The most common motivation for entering a contest or
accepting a challenge is the desire to build up one's
reputation. In most cases, amartial artist makes hisliving
through his skill at arms, and success in these types of
contests helps to improve hisjob prospects. Perhaps the
martial artist wishes to prove his martial arts style is
superior to al others and become a famous martial artist.
Challenges can also be motivated by the desire to revenge
oneself on a hated enemy by defeating him in a public
arena.

TYPES OF CHALLENGES

There are many types of challenges ranging from infor-
mal duels in the street to very structured tournaments
involving hundreds of martial artists. Important thingsfor
the Gamemaster to consider are the place of challenges in
the society and the rules and regulations that govern
challenges. If challenges are illegal, then players run the
risk of breaking the law or being thrown injail by issuing
one. A littleforethought on the legality and regul ations of
challenges can make a campaign very interesting. For
example if losing in achallenge results in exile or loss of
life, characterswill be much more wary about offending
other martial artist.

RESOLUTION

Depending on the situation, challenges can be resolved
inanumber of ways. A challengecanbeuntil thefirst blow,
first blood, death, until an opponent givesup, or it can also
involvethe environment (e.g., first person to be pushed out
oftheringloses). See Section 14.6 for moreinformation on
how to resolve these types of challenges and some ideas for
creating interesting challenges for players.
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MARTIAL ARTS WEAPONS

The use and development of weapons has always been
linked with martial arts. Certain styles of martial arts may
emphasi ze the use of weaponry more than others, but most
martial arts styles have some association with weaponry.
The types of weapons used with martial arts have varied
wildly, depending onthelocation andtimeperiodin which
the martial art developed.

Of dl the of the historical martial artsstylesoftheworld,
the Chinesemartial artsstylesarefamousfortheirwideand
inventive use of weaponry. One example of a Chinese
martial artsstylethat formulated theefficient useof bizarre
weapons is Choy-Li-Fut which taught the use of the smok-
ing pipe and wooden bench as weapons. Of course, martial
arts also encourage the use of more obvious weapons such
as the sword, spear, or staff.

Thereareliterally hundreds of different types of martial
arts weapons that have been used with various martial arts
styles throughout history. Presented here are some of the
most popular martial arts weapons, as well as some of the
more obscure weapons to inspire the imagination of the
reader. In the case where multipleattack tables are listed
for the same weapon, the wielder may choose before he
strikes which attack table to use on his opponent. In all
cases, thewielder needsonly to develop asingleskill with
the specific weapon in order touseit, no matter how many
different attack tablesthe weapon may use.

A common theme among the martial arts weaponslisted
in this section is their limited effectiveness against fully
armored opponents. Traditionally, these weapons were
designed to be used against other martial arts masters who
worelightornoarmor. Many of theunusual weaponslisted
required great skill to use, and as a result a martial artist
using oneof these unusual weaponswasin effect advertis-
ing hismartial artsprowessandexpertise. Littleeffort was
expended in |earning to use very large smashing weapons,
as the encumbrance of such weapons did not play to the
strengths of amartial artist - speed and mobility.

131
USING WITH
ARMS LAW

Most of the weapons presented below are done so in an
abbreviated format from the full attack table format pre-
sented in Anns Law. Instead, each weapon has a descrip-
tion(andabrieflistingofitsvital statisticsneeded for Arms
Law is given in the Appendix). For those weapons that
could not use an exi sting ArmsLaw attack tabl e, new attack
tablesare given to represent their capabilities. Thisinfor-
mationwill supersedeany information already printed on
the Weapon Statistics Chart (p, 138, Arms Law).

Note: The new attack tables and statistics can be
found in the Appendix. What is presented below are
simply descriptions of the weapons.

13.2
WEAPONDESCRIPTIONS

Thissection containsacompletelisting of all martial arts
weapons that are covered by this book.

13.2.1 « CONCUSSION WEAPONS
This sub-section contains descriptions of al weapons

that deliver their damage by "bashing” their victim (this

includes both one-handed and two-handed weapons).

HAMMER, COPPER
The copper hammer is a Chinese weapon used in certain
styles of martial arts. The copper hammer has a short
handl e attached to alarge round copper ball. This weapon
isusually paired with another for usein combat. The heavy
blows delivered by this weapon can be devastating to an
unarmored opponent.

JTTE

Thejitte isaweapon that originated in feudal Japan. The
jitte consists of a fifteen-inch iron rod mounted on along
hilt with asquare hook jutting from the rod where it meets
the hilt. Thejitte was used by law enforcement officersin
feudal Japan for whom it was also a symbol of their
position. Thejitte was created to disarm swordwielding
samurai, and an entire array of sophisticated combat tech-
niques were developed by the pracitioners of this weapon.
In the hands of a master, thejitte can easily break a sted
blade or rip it from the hands of the unsuspecting owner.

Note: The wielder of thejitte has a special +15
bonus to Disarm Foe-Armed skill maneuvers.

NUNCHAKU

The nunchaku is a unique weapon first developed in
Okinawa. The nunchaku consists of two pieces of hard-
wood connected by a short rope. The length of each piece
of wood ranges from twelve to fourteen inches. The con-
necting rope can beanywherefrom onetofiveincheslong.
Incombat thewiel der of thenunchakuwrapsthenunchaku
around hisbody to generate high speeds and then strikeshis
opponent with blinding speed with the extreme end of one
of the hardwood segments. The crushing force generated
by thisweapon isimmense when applied with skill. Com-
monly, the nunchaku is used with both hands, but skilled
practitioners can use the nunchaku with only one hand.

Note: The nunchaku is normally developed as a 2-
Handed weapon, but can be developed as a I-H
Concussion weapon. If wielded as a one-handed
weapon, the wielder suffers a special -20 OB modi-
fier to represent the decreased effectiveness of the

weapon.

RPNl . L T
- _l‘-):_.“._.’d_ y M 32 i TR

Part 11

Sections13.(
311,132
Martial Arts
Wesapons
Using with
ArmsLaw

Weapon
Descriptions

MARTIAI
ARTS
COMPANIC

73



Part 11
Section 132

Weapon
Descriptions

74

RING, METAL

The metal ring is an unusual wegpon used in some

—
e
styles of Chinese martial arts. Thisweaponisactually N&%

alarge two-to four-foot-diameter metal ring. Thering

was used in a deceptive manner to catch a foe's
weapon or weapon am and disarm him. The meta
circumference of the ring was also useful in parrying
attacks against the wielder. The ring could be used
offensively as acrushing implement, but its primary
focus was as a defensive weapon.

Note: The wielder of the ring has a special +15
bonus to Disarm Foe-Armed skill maneuvers.

STAFF, THORN

The thorn staff is a weapon that was first used in
Chinese martial arts. The name thorn staff is actu-
ally misleadingasthethorn staff wasactual ly atwo-
to three-foot rod ending in ahilt much like a sword
handle. The "thorns' in this case are sharp one-or
two-inch metal slivers pressed into therod portion
of the weapon. Against an unarmored opponent, a
blow from thisweapon caninflict painful scraping
wounds. Even against armored opponents, the heavy
core of the thorn staff generates crushing blows not

4 unlikeamace.

STAFF, Bo

The bo staff is a universal weapon found in
many different martial arts styles in both Japan
and China. The staff measures some six feet in
length and is usually made of wood. The ease of
use of this weapon coupled with itsinexpensive
nature make this a popular weapon with martial
artists.

STAFF, Jo
The jo staff is a shorter version of the bo staff. It is
designed to be more easily maneuverabledue to its lighter
weight and shorter length. Thejo staff was used widely in
feudal Japan by the warrior classes.

STAFF, THREE-SECTIONED

The three-sectioned staff is a weapon first developed in
China, The three-sectioned staff is actually made up of
three equal pieces of hardwood ranging from two to three
feet in length each. The pieces are connected by metal links
oracordtwoto fiveincheslong. In combat thisweapon can
be used to attack not unlike aflail, with the free end of the
staff striking the opponent. This weapon is also useful in
trapping opponent's weapons between the sections of the
staff.

Note: The wielder ofthe three-sectioned saff has a
special +10 bonus to Disarm Foe-Armed skill ma-
Neuvers.

TETSUBO
The tetsubo is a heavy iron staff approximately six feet
in length, Tetsubo is the Japanese name for this weapon,
which hasmany counterpartsinother Asiancountries. The

s
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staff typically has either a circular or hexagonal cross-
section and aflaring shape that iswidest at the striking end
and narrowest at the handle. This weapon requires im-
mensephysical strengthto useeffectively.

Note: The user ofthis weapon must have a Srrength
stat bonus of +5 or greater in order to use this
weapon effectively. If the Srength stat bonus is less
than +5, this skill should be classified as Restricted.

TONFA

The tonfais a weapon first developed for use in martial
artsinOkinawa. Originally peasantsusedthetonfaintheir
daily work but the martial artists of the island soon devel-
oped it as a weapon. The tonfa resembles a rectangular
wooden block measuring one and ahalf feetin length and
four inchesin width. Thetonfahasashort wooden handle
near one end of the rectangular block that sticks perpen-
dicularly from the broad plane of the weapon. Thetonfais
held with the broad rectangular surface parallel to the
forearm and a short section of several inches projecting
beyond the fist. The tonfa is useful both as a blocking
weapon and an attacking weapon.




1322 « BLADES

This sub-seclion contains descriptions of all weapons
that deliver their damage by "dlicing” their victim (this
includes both one-handed and two-handed weapons).

KAMA

The kama is aweapon originally developed in Okinawa.
Nominally arice harvesting implement, the kama became
adangerous weapon in the hands of the Okinawan martial
artists. The kama consists of a hardwood handle with a
short edged blade set perpendicularly to the handle. The
kamacan be used in combat either singly or in sets. In short
range combat, the kama is particularly deadly, as it could
be used to chop, block, hook, or slash an opponent.

KATANA

The katana is a long, curved single edged sword devel-
oped infeudal Japan. Thebladeof thekanataisthreetofour
feetin length. Thekatanawasusually wielded by members
of the samurai class in Japan and was considered a symbol
of both their status and honor. The katana's hilt is long
enough for two hands and it is primarily made of wood and
covered with decorative silk cords. The tsuba or guard of
the katana is typically made of metal and decorated with
beautiful detail work. The secrets of themaster swordsmiths
who manufactured the kaianas were jealously guarded
from competitors. The kalana is legendary for its strength
and sharpness.

Note: Normally, the katana is a developed as a 2-
handed weapon. However, it may be developed in-
stead as a 1 -handed Edged weapon. Ifa katana is
used one-handed, the wielder suffers a special pen-
alty of -20 to his OB.

KNIFE, BUTTERFLY

Thebutterfly knife isaChinese weapon that originated
in the Southern provinces of China. Butterfly knives are
modeled after the chopping cleavers used by butchers.
Usually the knives are used in pars. The shape of the
butterfly knife is distinctive, with a flat, heavy, wide,
single-edged blade and a curved handle to protect the
fingers of the wielder.

KNIFE, CIRCULAR

Thecircular knife is adistinctive Chinese weapon con-
sisting of a two-to three-foot wooden rod with a long,
single-edged, curved blade spanning from end to end. The
circular knifeisused with both hands and can be adisori-
enting weapon for the uninitiated foe to face. Typical
attacks using this weapon involve sweeping and spinning
strikes to take advantage of the very long blade surface.

KNIFE, WILLOW LEAF
The willow leaf knife isathin curved single-edged knife
that is used with several Chinese martial arts. The typical
length of the blade of this weapon isjust over two feetlong.
This weapon very closely resembles the scimitar in both
appearance and effectiveness.

KRIS
The kris is an extremely long double-edged blade from
Indonesiaand Malaysia. The kris has auniquewavy blade
shape that widens as the blade approaches the hilt. The

more waves the blade of a kris possesses, the deadlier it is
supposed to be in combat, as a wavy blade can cause a
larger wound and dlips more easily in between the ribs of
a foe. Many stories surround the mystical properties of
these blades; itissaid that akrisislethal even when stabbed
in the shadow or footprint of a foe.

Al

The sai isaweapon that was simultaneously developed
in many countries in the Eastern Hemisphere, but it was
first formalized in several fighting stylesin Okinawa. The
sal isashort metal weapon with abluntrod fifteentotwenty
inches in length, flanked by two broad tines projecting
forward about five inches. The sa is usualy paired with
another. In combat the sai is primarily used defensively.
The blunt rod serves to channel attacks down towards the
tines, where the weapon can be trapped and snared. Typi-
cally the wielder of the sai carries an extrasa as areserve.

Note; The wielder ofthe sai has a special+ 10 bonus
to Disarm Foe-Armed skill maneuvers.

SWORD, CHINESE

The Chinese sword is the most common sword
design found in ancient China. The Chinese sword is
a straight, double-edged sword with a blade two to
threefeetin length. Typically thehilt of thesword is
wrapped with silk and along tassel is attached to the
end of the hilt. The hilt or guard of the sword is
minimal and the sword presents a streamlined ap-
pearance.

SWORD, NINE-RING
The nine-ring sword is a wide blade used in some
Chinese martial arts. The descriptive name of the sword
comes from the series of nine small metal rings attached to
the upper, non-edged side of the blade near the tip of the
sword. These rings are useful in catching an opponent's
blade, as well as creating a | ot of noise to warn others that
afight is occurring.

Note: The wielder of the nine-ring sword has a
special +5 bonusto Disarm Foe-A rmed skill maneu-
Vers.

SWORD, SPRING

The spring sword or urumi isan ancient Indian weapon.
This weapon consists of about four steel bands each one to
two inches wide and six feet long attached to a sword
handle. Both edges of each sted band are very sharp. The
spring sword is kept coiled up when not in use, and when
itisreleaseditiscapable of producing extraordinary noise,
dust, and sparks as it is whipped through the air. It can be
used to create adefensive screen by rapid circular move-
ments of the wielder. An adept can safely bring the spring
sword to a stop by wrapping it around his waist.

WAKIZASHI

The waskizashi was the most common sword used in
feudal Japan. The waskizashi has a curved, single-edged
bladethatisroughly twofeetlong. A widerrangeof people
in feudal Japan could use the waskizashi compared to the
range of people that could usethe kanata. This weapon was
made usi ng the same superior swordcrafting techni ques of
the Japanese swordsmiths used for the katana
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13.2.3+ CHAINS

This sub-section contains descriptions of al weapons
that deliver their damage at a slightly extended range by
using achain to extend their reach. Skill with thistype of
weapon is developed in the Thrown Weapons skill cat-
egory (though the weapon is not actually thrown).

CHIGIRIKI

The chigiriki is a feudal Japanese weapon that consists
of astaff with an attached meta chain that is three to ten feet
long ending in ametal weight. The chain can be used to
ensnare aweapon or even disarm an opponent by wrapping
the chain around their weapon and thenjerking the weapon
out of hishands. The metal weight can aso deliver punish-
ing blowsto an opponent. In addition, the wielder can close
with an entangled opponent and make strikes with the
wooden ends of the staff.

Note: The wielder ofthe chiginki hasa special +10
bonus to Disarm Foe-Armed skill maneuvers.

KUSARI-GAMA

The kusari-gamais afeudal Japanese weapon that,
like the chigiriki, incorporats an iron chain. Instead
of ausing awooden staff, the kusari-gama is a short
sickle attached to a three to ten foot metal chain that
ends in a metal weight. The chain is often used to
ensnare an opponent in order for the wielder of the
kusari-gama to safely close the range and use his
razor-sharp sickle on the helpless foe. This type of
weapon wasfavored by the ninjain feudal Japan and
required much skill to use.

Note: The wielder of the kursari-gama has a
special +15 bonus to Disarm Foe-Armed skill
maneuvers.

MANRIKI-GUSARI

The manriki-gusari is yet another chain-based weapon
developed in feudal Japan. It is a metal chain approxi-
mately two feet in length withweightson either end. This
chain weapon wasinvented todisarm an opponent without
spilling blood. The chain can aso be used to immobilize,
hobble, or even choke an opponent. By holding the chain
taut between the hands, the user can block sword strikes.
Similar types of chain weapons were developed in other
countries using the same principles of attack and defense.

Note: The wielder ofthe manriki-gusari has a spe-
cial +5 bonus to Disarm Foe-Armed skill maneu-
vers.

13.24 - POLE ARMS
This sub-section contains descriptions of all weapons
that areall long and generally have awooden shaft (e.g., a

Spear, €tc.),

FORK, TIGER
Thetiger fork isaweapon that wasoriginally used to kil l
tigersinChina. Thetigerfork resemblesalargetrident with
widecurvingoutertines. Thesetines prevented atiger from
charging up the fork, much like the tines on an European
boar spear. Lighter versions of the tiger fork were also used
in certain Chinese martial art styles.

NAGINATA

The naginataisaweapon that developed in feudal Japan.
The naginatahas athick, curved, single-edged blade nearly
three feet in length attached to a slightly longer staff. The
naginata became a very popular weapon in Japan dueto its
versatility, it could be used for both thrusting and slashing.
The naginata can be used to make sweeping attacks at
exposed portions of the foe. The short handle length allows
the wielder to make many short chopping or thrusting
strikes against his foe. Only the most determined, or
foolhardy, warrior can penetrate the swirling defense of a
skilled practitioner of the naginata.

NINE-DRAGON TRIDENT

The nine-dragon trident is a weapon developed for use
in certain styles of Chinese martial arts. The nine-dragon
tridentisanimmenseweapon weighing near twenty pounds
and extending nearly six feet in length. The immense
weight of this weapon comes from the many blades and
hooks mounted on its end. The nine-dragon trident can be
used to strike or sweep an opponent. In addition, the trident
can be used to disarm a foe with a corkscrewing motion
after a blade strikes against one of its many protruding
hooks at the end of the weapon.

Note: The wielder of the nine-dragon trident has a
special +15 bonus to Disarm Foe-Armed skill ma-
neuvers.

YARI
The yari is the principle spear used in feudal Japan. The
yari isalittleover six feet in length, and it istipped with a
straight, double-edged blade. This weapon is primarily
designed lo be a thrusting weapon rather than a thrown

weapon.
13.25 «MISSILE WEAPONS

This sub-section contains descriptions of all weapons
that deliver their damage by striking their victims from a
distance. All of these weapons require "ammunition" of
some type (usually arrows) and the ammunition is fired
through a mechanical process (e.g., a bow propels the
arrow, etc.).

DAI-KYU

The dai-kyu isavery large Japanese bow. Unlike West-
ern bows, the dai-kyu is asymmetrical with the handle
placed on the lower one-third of the bow so that the upper
portion of the bow is much longer. The reason for this
design isto allow this bow to be used while on horseback
or while the archer is kneeling. The typical dai-kyu is
approximately seven feet long. As aresult, this bow pro-
duces more power than the typical longbow.

Note: The time required to string this bow is double
that ofa normal long bow. In addition, the percent-
age activity needed to fire this bow is increased by
10% (from 30-60% to 40-70%).

HAN-KYU
The han-kyu is a small, compact bow developed in
feudal Japan. The kan-kyu is designed to be concealed in
clothing and assmall aspossible. The ninjaclansof feudal
Japan devel oped thisbow in order |o conceal their weapons
when in disguise.



13.2.6 « THROWN WEAPONS

This sub-section contains descriptions of all weapons
that deliver their damage at a distance but do not use a
mechanical deviceto propel thewesapon (usingthethrower's
skill alone).

CLAW,FLYING
The flying claw is a weapon used in certain types of
Chinese martial arts. The flying claw consists of a metal
weight, stylized to resembleaclaw, attached to along cord
or light metal chain. Theflying claw isused toensnarean
opponent and draw him off balance in order to leave him
vulnerable to other attacks.

Note: A 60% activity action is needed to reload
(rewind) this weaponfor another attack.

DART, ROPE
Therope dart isaweapon used in some styles of Chinese
martial arts. The rope dart consists of a long rope or light
metal chain that hasametal dart at one end. The wielder of
the metal dart uses specialized maneuversto wind therope
around hisbody, and thentounwindit at ahigh velocity to
shoot the metal dart at his enemy.

Note: A 60% activity action is needed 10 reload
(rewind) this weapon,

DART, THROWN

Small thrown darts are used in various styles of martial
arts. Typically the darts are conceal ed From the opponent
until the last moment and then hurled at the face and eyes.
Traditionally, darts are hidden in the deeves of agarment.
Most martial arts masters look upon these weapons with
disdain, asthey imply that thewielder'smartial artsskills
are too weak to be used in melee combat.

SHURIKEN
The shuriken is atype of throwing dart developed in
feudal Japan. Shuriken come in many shapes and styles.
The most accurate types of shuriken are those shaped like
long narrow darts. Other styles of throwing darts were
developed withthreetoten points, leadingto thepopularly
known "star shuriken." Star shuriken do not have high
penetrating power and thus are aimed at the face and the

throat in order to slow an attacker.

13.2.7 « UNUSUAL WEAPONS

This sub-section contains descriptions of all weapons
that are unusual in nature, perhaps not normally thought of
asweapons, or operateslightly differently than most weap-
ons.

FAN

The fan is a popular accessory that is also used as a
weapon in some Chinese martial arts. One reason for its
popularity isthat in Chinesesociety, afan could becarried
without comment. A man's fan was carried in the waist-
band or sleeve and it contained 9,16,20, or 24 ribs. The fan
can be used closed to deliver precise blowsto an opponent
and then opened to confuse and distract the opponent. An
opened fan can also be used to momentarily screen the sight

of afoein order to launch sneak attacks, A variant of this
weapon is the iron fan, developed in Japan. The iron fan
lived up to its descriptive name, as it had sharp iron blades
for ribs (treat weapon strength as 65 - 76).

FINGERNAIL RAZORS
Thefingernail razors are aspecial weapons used in some
Chinese martial arts. They resemble small, sharpened,
metal razors, which are inserted underneath the finger-
nails. They are typically used in to make asurprise attack.

Note: If an attack from this weapon results in a
bleeding wound, the bleeding is increased by one
point per round. It isalso possible to coat the razors
with a poison, but this could prove as dangerous to
the wielder as thefoe. Any attack that results in a
critical transmits the poison, but the wielder has a
5% chance of poisoning himself each round.

FLUTE

The flute isamusical instrument that is also used
as a weapon in some Chinese martial arts. It was
thought that themusi c of thefl ute hel ped the wielder
to channel his inner power or chi. In practice, the
fluteiswielded in much the same manner asashort
stick with an emphasison thrusting attacks with the
end of the flute.

SHUKO

The shuko is a weapon developed by the ninjain
feudal Japan, The shuko are worn over the hands and
have metal plates with four spikes extending from the
palm. Usually the shuko were used to aid in climbing,
but they could also be used to make raking attackswith
the palm spikes.

Note: The individual wearing shuko while climbing

gains a special bonus of +15 to Climbing skill

maneuvers. Martial Artsstriking attacks while wear-

ing the shuko can be resolved on the Claw Attack

Table (maximum of Small results) if desired.

WHIP, NINE-SECTION

The nine-section whip isaweapon devel oped in ancient
China. It consists of nine flattened metal links, each three-
tofive-inchesinlength attached together. Thefarthest link
from thehandl e of the whip has a sharp point. Thisweapon
is employed in combat by snapping the sharpened metal
link at afoe. The heavier weight of the metal linksallowed
for moreforceto begeneratedthan by astandard hidewhip.
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14.0

RULES

Thissection integratestherul es and optionspresented in
this book into the RMSS rules for combat. These rules are
offered as suggestions to Gamemasters, but as always
Gamemasters are the fina judge of what to include or
discard in their campaign.

141
THE TACTICAL ROUND

Thisis a brief overview of the tactical round discussion
presented in the RMSR Sections 18 through 26. This
overview is meant to show how the options presented in
this companion are to be integrated with Rolemaster, It is
assumed that the reader has a firm understanding of the
fundamental concepts presented in RMSR covering com-
bat and the brief overview presented here is only for the
purpose of clarity.

When it is necessary to impose a tactica sequence on
events, the RMSR uses ten second rounds. Within each
round, a character can attempt different actions that take a
differentamount of the 100% total activity availablein that
round. In the course of normal events, the sum of a
character's actions cannot exceed 100% activity for a
round, and a character cannot normally exceed three ac-
tionsin around.

1411 SEQUENCINGACTIONS

Actions are normally performed in the foll owing order
duringaround (unlessacharacter cancelshisaction or has
previously declared an opportunity action).

1) Action Declaration Phase—All players declare the
actions of their characters. Each player may declare an
actionin each action phase aslong as they abide by their
total activity percentage limitation in the round. Nor-
mally thislimitation is 100% activity in one round.

2) Initiative Determination Phase—I nitiativeisdetermined
in the combat round by rolling two ten-sided dice and
adding the character's Quickness stat bonus, plus any
additional modifiers. Actionsin each action phase of the
round are resolved in highest initiative result order.

3) Snap Action Phase—Snap actions are resolved in the
order of initiative results and are modified by -20. A
movement action may not take more than 20% of the
character's movement rate.

4) Normal Action Phase—Normal actions are resolved in
the order of initiative results. A movement action may
not take more than 50% of the character's movement
rate.

5) Deliberate Action Phase—Deliberate actions are re-
solved in the order of initiative results and are modified
by +10. A movement action may not take more than 80%
of the character's movement rate.

14.1.2« UNUSED ACTIVITY

At the end of the deliberate action phase, any unused
activity (up to a maximum of 80%) may be used as
movement that is resolved simultaneously with all other
moving individuals after all of the deliberate actions have
been resolved.

14.1.3 « OPPORTUNITY ACTIONS

A player may decide to have his character enter an
opportunity state when his chance for action arrives. As
s00n as a character enters an opportunity state, the rest of
his activity for that round is canceled. The opportunity
action may then be resolved during any action phase after
it has been declared. The character may not perform any
other action until his opportunity action is resolved or
canceled. However, the character may use up to 20%
activity at the end of the deliberate action phase for move-
ment.

1414 CANCELINGACTIONS

Any time before his actions are resolved, a player may
decide to cancel the remaining actions of his character. If
the canceled actionstotal lessthan 60% of his activity, the
character may move 10% of his normal movement as a
deliberate action. If the canceled actions total more than
60% of activity, the character may choose one of the
following:

* Move 50% of his norma movement as a deliberate
action.
» Engagein meleeasadeliberateaction with an additional

-60 OB modification.

» Make amaneuver as adeliberate action modified by an

additional -60.

1415 THE ACTIONS

This is a summary of actions that may be taken in a
tactical round.

ATTACK ACTIONS

In RMSR, the ability of acombatant is measured by his
skill in his chosen form of attack. The total of this skill is
referred to as the offensive bonus (OB). The entire RMSR
combat system is predicated on the fact that the OB of a
combatant represents the total skill of the individual in
combat with that weapon and is available for both of fense
and defense. Traditionally part of the OB is sacrificed into
aparrying action to avoid blows.
* A Full Melee attack requires 60% to a 100% activity

action.
* A Press and Melee attack or a React and Melee attack

requires an 80% to 100% activity action.

If the melee attack is attempted with less than a 100%
activity action, anegative modifier equal to the percentage
below 100% activity is applied to the attacker's total OB.
A character cannot attack with less than the indicated
minimum.

* A missile attack requires a 30% to 60% activity action.

If the missile attack is attempted with less than 60%
activity action, anegativemodifier equal to the percentage
below 60% activity is applied to me attacker'stotal OB. A
character cannot attack with less than the indicated mini-
mum.



PREPARATION ACTIONS

Certain types of skills require a preparation action dur-
ing theround. A preparation action requires agreat deal of
mental focus and concentration and as aresult, a character
islimiled to one preparation action per round. Examples of
skills or situations requiring preparation actions include
preparing spells and preparing Adrenal or Chi Powers
skills.

OTHER ACTIONS
Other actionsallowed in theround include spell casting,
static maneuvers, moving maneuvers, and movement.
Please refer to the appropriate section in RMSR for further
details.

14.2
SPECIAL MECHANICS

This section offers a brief overview of the specia
mechanics used to resolve the new skills presented in this
companion, as well as suggestions for running martial arts
combats.

1421 « STYLE COMBAT BONUSES
It is very important for the players and Gamemaster to
understand in what order modifiers should he applied to
skill bonuses, especially when using martial artsorweapon
styles, to avoid confusion when using thisbook, follow this
simple procedure to determine the final OB honus.
» Choose the martial arts or weapon styleattack to be used;
» Determinewhat attack formwithinthestylewill beused;

» Take the lesser of the two bonuses (style or attack form)
and use this as the OB for the attack action;

* Apply any modifications to this OB due to positional
bonuses, environment, spells, items, wounds, or other
factors as determined by the Gamemaster;

» Thisisthefinal OB to be used for the attack action, which
can now he dealt with normally.

Example: Yang Chung, the Fierce Tiger, isaskilled
adept of the Leaping Blade style with a total style OB
of +85 and a broadsword OB of +110. Currently
Yang Chung isfighting a pack of bandits who have
ambushed his caravan. Yang Chung is at -20 due to
being thrown offhis horse when his horse panicked.
Seeing a bandit near him, Yang Chung moves to
engage hisfoe.

Yang Chung's player announces he is going to
use his Leaping Blade style and attack the bandit
who is threatening him. Tofigure out the bonuses,
let's take things one step at a time. The attackform
within the weapon styleisthe broadsword. Sncehis
weapon style OB islessthan hisbroadsword OB, we
will use the weapon style bonus as the OB for the
attack. Now it is time to apply any modifiers to the
current OB. Yang Chung has a special—20 modifier
due to being thrown off hishorse. He has no special
bonuses due to spells, items, or position. Thus the
total OBfor hisattack is +65 (85 - 20). As with any
attack action, Yang Chung's player can decide to
further reduce his OB by parrying his opponent's
attack.

14.2.2« WHEN ISA STYLE
BEING USED?

Itisvery important for the player and the Gamemaster to
agree when the bonuses from a Martial Arts Style or
Weapon Style skill can be applied. The basic rule of thumb
is shown below.

* The bonuses from aMartial Arts Style or Weapon Style
skill areonly considered activeif thecharacterisactively
attacking an opponent using the style.

The reasoning behind this ruling is simple and direct.
These skills are considered a special form of combat that
integratesseveral different typesof skill swithinhisattack-
ing techniques.

Most of the benefits that can be gained by using amartial
arts style or weapon stylereally only apply to combat, but
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there are some benefits that can be considered applicable
outside of melee combat and may come into question
duringplay.

COMBAT RELATED BENEFITS

Most of the benefitsconferred by aMartial Arts Style or
Weapon Style skill can be considered combat related
benefits. Examplesof combat related benefitsinclude (but
are not limited to):
* Lesser and Greater Adrenal Defense
* Initiative bonuses
* Fumblerangereduction
Critical modifications
» Range penalty reduction
Special Attacks skill bonuses
Special Defenses skill bonuses

To further clarify the situation, consider some more
examples with the one of the heroes of this companion,
Y ang Chung, also known as the Fierce Tiger, This charac-
ter is using the Leaping Blade style, which incorporates
Lesser Adrenal Defense, broadsword attacks, and initia-
tive bonuses.

Example 1. Yang Chung isstill embroiled in his life
or death struggle with the pack of bandits. If Yang
Chung attacks using his Leaping Blade style, he
gains all ofthe benefits ofhis Weapon Syle skill this
round If Yang Chung decides to make normal melee
attacks using his higher broadsword OB, he losesail
benefits associated with his Leaping Blade weapon
stylefor this round. This is very clear-cut and as a
result it is the easiest situation to adjudicate.

Example 2: Having successfully leaped across the
stream, Yang Chung begins to taunt the bandits.
Several bandits attempt to duplicate his feat, but they
fall short and are caught in the strong current ofthe
river. One bandit, more level headed than his fellows
readies his crossbow and aims at Yang Chung who
is standing across the river. Yang Chung's player
decides it is time to beat a hasty retreat, and decides
to have Yang Chung attempt to move awayfrom the
bandits towards the sheltering cover of the forest
while using his Adrenal Defense skill against the
missile attack. Ifthe Yang Chung was attacking with
his Leaping Blade style, he could use his Adrenal
Defense skill with only a 30% action and he would
gain a special +2 bonus to his initiative. Yang
Chung's player argues that he should not be penal-
ized in this case simply because he has no one to
attack.

Question—In the above examples, should the player be
allowed to have his Adrenal Defense action considered
a 30% action?

Answer—No. The Adrenal Defense action should be
considered a 40% action for the following reason. The
Lesser and Greater Adrenal Defense options available
withMartial Arts Stylesand Weapon Stylesskillsallow
a reduction in the required Adrenal Defense activity

because the style skill allows the attacking action to be
combined withthe Adrenal Defenseaction. The Weapon
Style or Martial Arts Style skill alows for improved
coordination between the two skills. In one sense the
Adrenal Defenseskill isalwaysa40% action, but certain
weapon and martial arts styles allow some part of that
action to be incorporated i nto an attack with no penalty.

Question—-In the above examples, should the player be
allowed to use hisspecia initiative bonus?

Answer—No. Theinitiative bonusis part of the attacking
technique of the style. In areal sense the bonus only
appliesagainst thefoethat thestylistisattackingsincehe
will be committing the majority of his activity for that
round to his attacking action. Theinitiative bonus con-
ferred by Weapon StyleorMartial ArtsStyleskillsisdue
to the elusive positioning and feinting movements built
intothesystemthat momentarily confuse and distract the
opponent.

NON-COMBAT RELATED BENEFITS
Someof thebenefits conferred by aMartial ArtsStyleor
Weapon Style skill can be considered non-combat rel ated
benefits. Examples of non-combat related benefits in-
clude:

» Adrenal skill bonuses

 Other skill bonuses, such as bonuses to Missile Deflect-
ingor Adrenal Evasion

For example if the Leaping Blade style gave a special
+10bonustoal | MissileDeflectingmaneuvers, thisbonus
would be active if the style was actively being used.
However Missile Deflecting isa 100% activity action in
therounditisbeingused. It would beimpossibletoattack
and use Missile Deflecting in the same round, assuming a
norma 100% activity.

In the case of this and related examples, the special
bonus conferred by the style is allowed even though the
practitionerofthestyleisnotactivelyattacking.However,
the total skill bonus (including the special bonus from the
style itself) cannot be higher than the style skill that
conferred that bonus,

Example 3: The Leaping Blade style also offers a
special +10 bonus to all Missile Deflecting maneu-
vers. Yang Chung's player argues that he should be
able to use his special bonus to Missile Deflecting,
even though he can not also attack with his style this
round. The Gamemaster agrees that this is reason-
able and calculates the bonus that Yang Chung will
receive. His normal bonusfor Missile Deflecting is
+80. The special bonus conferred by hisstyleis +10,
but his total style skill is only +85. Thus his revised
Missile Deflecting skill is +85 which is then modified
by -20 because Yang Chungfell off his horse at the
beginning of the combat and injured himself. Yang
Chung can use his Missile Deflecting skill in this
case with a +65 bonus (85 - 20).



14.3
USING SKILLS
IN COMBAT

This section discusses the use of typical skills that a
martial artist will use during combat and gives guidelines
for the Gamemaster to resolve any questions that might
arise.

14.3.1+« UNARMEDATTACKS
AND PARRYING

It is important to note that RMSR assumes that martial
artists do not suffer any disadvantage in fighting opponents
with weapons. A martial artist can parry attacks from
weapons without penalty. He is assumed to be able to use
terrain, footwork, and body positioning to be able to avoid
incoming blows. The same argument also applied to ani-
mal attacks - the martial artist is not at any special disad-
vantage when parrying animal attacks.

large object that would be useful in parrying missiles, the
Gamemaster may assign a bonus to the attempt (eg., a
shield might give a+20 bonus and a small pot might give
a +5 bonus). In the case of a Failure result, the character
loses the benefit of any DB due to Quickness. In the case
of an Extraordinary success, the character is assumed lo
safely deflect the missiles.

TUMBLING EVASION

The Tumbling Evasion skill requires a 60% activity
action in the round it is attempted. This action represents
the character performing hisevasion techniques, The char-
acter attempting Tumbling Evasion may not have any large
objects in his hands or be encumbered (suffering from a
Moving Maneuver Penalty) while he is performing the
maneuver. If the maneuver is successful, the Garnemasler
should let the player position hischaracter where hedesires
(as long as it is within 10' from where the Tumbling
Evasion maneuver was attempted). In the case of aFailure
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14.3.2 « STATIC
MANEUVERS

Static maneuvers are allowed within
combat situations. The only restriction
is that there is a special -20 modifier to
represent the added difficulty of attempt-
ing a typically non-combat static ma-
neuver that generally requires some con-
centration during combat. This modifier
would also apply to Chi Powers and Self
Control skillsthat are usually attempted
during combat. This ruling takes prece-
dence over the first and second RMSR
printings (thisrule is actually errata for
these printings).

14.3.3« COMBAT
MANEUVERS

This sub-section discusses the vari-
ous combat maneuvers that a character

might want to perform in acombat round.

WEAPON STYLES

Both Basic and Advanced Weapon Style skill are used
during a character's attacking action. Only one weapon
style at a time can be used in a combat round. The
advantage in using a weapon style is that the stylist gains
the unique benefits of hisstyle for that round. See Section
14.2 for further discussion on using weapons styles during
combat.

MISSILE DEFLECTING

The Missile Deflecting skill requires a 100% activity
action during the round. While engaging in Missile De-
flecting, thecombatant is considered to be careful ly watch-
ing and gauging the flight of all missiles towards him. The
difficulty of the Missile Deflecting maneuver is directly
proportional to the number of missiles the character at-
tempts to deflect in a given round. If the character has a

result, the character loses the benefit of any DB due to
Quickness. In the case of an Extraordinary success, the
character isassumed to automatically avoid any one attack
directed at him thisround (choose beforeresultsarerolled).

14.3.4- MARTIAL ARTS
COMBAT MANEUVERS

This sub-section discusses the various martial arts com-
bat maneuversthat acharacter might want to performina
combat round.

MARTIAL ARTS STYLES

Both Basic and Advanced Martial Arts Styles are con-
sidered to be used in a character's attacking action. Only
one martial arts style at a time can be used in a combat
round. Theadvantage in usingamartial artsstyleisthat the
martial artist gainsthe unique benefitsof hisslyle for that
round. See Section 14.2 for further discussion on using
martial arts styles during combat.
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Optional Rule [Heroic]—Martial artists can attempt to
use higher attack forms within their own style. If the
martial artist triesto useamartial arts attack with ahigher
damage threshold than the current martial artsstyleheis
using, he may use the more sophisticated attacking
technique with an additional -20 modifier for every
Degreeheisexceeding the style'slimitation. Themartial
artist is still constrained by his Martial Arts Style skill
bonus when determining his available OB.

Example: Shih Yung, the Sone General is a master
at the Iron Robe Advanced Martial Arts Syle with a
total style OB of + 70 and an expert at Martial Arts
Sweeping with an OB of +65. While using his style,
he wishes to use a Degree 3 Martial Arts Sweeping
attack against his foe. Snce the Iron Robe style only
incorporates Degree 2 Martial Arts Sweeping at-
tacks into its style, Shih Yung will have an additional
-20 modifier to his OBl. Now Shih Yung's total
bonus to attempt this attack wilt be +45 (take the
lesser of the style OB and the sweeping OB, then
apply any negative modifiers).

ADRENAL DEFLECTING

Adrenal Deflecting requires a 60% activity action dur-
ing the round it is attempted. While engaging in Adrenal
Deflecting, the combatant is considered to be carefully
watching and gauging the flight of all missiles towards
him. The difficulty of the Adrenal Deflecting maneuver is
directly proportional to the number of missiles the charac-
ter attemptsto deflect in agi ven round, If the character has
alarge object that would beuseful in parrying missiles, the
Gamemaster may assign a bonus to the attempt (e.g., a
shield might give a+20 bonus and a small pot might give
a +5 bonus). In the case of a Failure result, the character
loses the benefit of any DB due to Quickness. In the case
of an Extraordinary success, the character is assumed to
safely deflect the missiles.

ADRENAL EVASION

The Adrenal Evasion maneuver requires a60% activity
action in theround it is attempted. The character attempt-
ing Adrenal Evasion may not have any large objectsin his
hands or beencumbered whileheisperformingthe maneu-
ver. If the maneuver is successful, the Gamemaster should
let the player position hischaracter where he desires as long
asitiswithin 10' from where the Adrenal Evasion maneu-
ver was attempted. In the case of a Failure result, the
character loses the benefit of any DB due to Quickness. In
the case of an Extraordinary success, the character is
assumed to avoid any two attacksdirected at himthisround
(choose before results are rolled).

1435 « SELF CONTROL

This sub-section discusses the various skills in the Self
Control skill category that a character might want to
perform in a combat round.

ADRENAL KILLS
Thereisno penalty for attempting back-to-back Adrenal
skills. As long as the player alocates the 20% activity
required for preparation time during the round, he may

attempt an Adrenal skill during the following round. The

roll for success of theadrenal skill in the next round comes

at the end of the Deliberate Phase of the current preparation
round. Please notethat only one preparation action may be
taken each round.

Optional Rule [Core]—Gamemasters may wish to add
additional restrictions on attempting the Adrenal skills
back-to-back (i.e., round-lo-round). Thisrestriction may
bejustified by stating that these types of skills require a
good deal of internal energy to be expended that exerts a
considerable strain upon the user if he does not get a
chanceto"rest". This canbemodeled in gameterms by
adding an additional -10 modifier to the static maneuver
for each consecutive round that these types of skills are
being used.

Example: Shih Yung has performed the following
skills in consecutive rounds: Adrenal Srength, Ad-
renal Speed, and Adrenal Speed. His player now
wishes to attempt another Adrenal Speed static ma-
neuver and the Gamemaster informs him that he will
suffer an additional—30 modifier to his attempt since
he has performed these type of skillsfor the three
prior rounds.

Optional Rule [Heroic]l—Gamemasters may wish to al-
low characters to carry the effects from an Adrenal
maneuver to carry over from round to round. If the
Gamemaster allows this, the character should make a
new static maneuver every round (using the Adrenal
skill). Thisskill roll suffersfrom aspecial penalty of -10
per round beyond the first round (thisiscumulative; so
carrying Adrenal Speed toasecond round isa-10; athird
round will be -20; a fourth round will be -30; etc.).

STUNNED MANEUVERING
A successful Stunned Maneuvering skill will allow the
wielder to attempt a non-attack action. The Stunned Ma-
neuvering skill is declared in addition to the maneuver
attempted and is resolved at the start of the Action Phase
the maneuver was declared in. The maneuver will take
place in the normal initiative sequence of actions.

14.3.6 «SPECIAL ATTACKS
Each Special Attacks skill represents the ability of the

character to do something unusual during his attacking

action. Most Special Attacks skills areresolved in combat
thefollowing way:

* It is assumed, unless stated otherwise, that the Specia
Attacks skill is available to all weapons of the same
general type listed in the skill description (e.g.. Disarm
Foe-Armed (Polearm) would apply to all weaponsin the
Polearm category).

* The character must take an attack action to use his Special
Attacksskill.

« Ifthe Special Attacksskill hasahigher bonusthanthe OB
of the skill used to deliver the special attack, the Special
Attacks skill bonusislimited to the skill OB. This means
acharacter cannot be more skilled with aspecial attack
than he is with the weapon he is using to deliver the
special attack.



* |f the Special Attacksskill bonusislower than theweapon
OB usedtodeliverthespecial attack, thereisnomodifier
to the Special Attacks skill bonus.

* The character may sacrifice someof hisweapon OB (up
tohisSpecial Attacksskill bonus)toincreasehischances
of thesuccess of hisspecial attack. Thisisadded to the
roll for the success of the specia attack maneuver. If the
character has any remaining bonus left, he may alocate
it between attacking and parrying as normal.

Example: The Laughing Swordsman, a notorious
bandit, has a weapon OB of+65 with a broadsword
and a +80 bonus for the Disarm Foe skill. The
character decides to disarm his opponent. Since his
Disarm Foe skill bonus is higher than hisapplicable
weapon OB, hisDisarm Foeskill bonusis reducedto
+65. The player decides to apply 30 points of his
Disarm Foe skill bonus to his roll to disarm his
opponent. The other 35 points are allocated to his
weapon attack OB. The player splits his OB into a
+25 bonus far attack and a +10 bonus to defense
(e.g., aparry).

The opponent of the Laughing Swordsman is ac-
tually Hsio Tung, an experienced arms instructor.
Hsio's Feint skill bonusis +80, but his broadsword
OB is +120. Knowing the large reward on the
Laughing Bandit if he is captured, Hsia decides to
attempt a quick Feintto penetrate hisdefenses. Snce
Hsia's Feint skill bonus is less than his weapon OB,

his Feint skill bonusremainsat +80. Hsio decides
to allocate all 80 points (the maximum he can) to
his Feint attempt ofthe remaining 40 points ofhis
broadsword OB, Hsio places all 40 into defense
and attempts a +0 OB attack.

The chancesfor success of each maneuver are
asfollows: the Laughing Swordsman has a modi-
fier of-90 to his disarming attempt (his 30 Dis-
arm Foe skill bonus minus Hsio Tung's total
useable OB of 120). Ifthe Laughing Swordsman
succeeds, his opponent will beat hismercy; Hsio
Tung has a modifier of+15 to hisfeinting attempt
(his 80 Feint skill bonus minus the Laughing
Swordsman's total useable OB of 65}. If Hsio
Tung succeeds, he will be able to nullify some or
all of the Laughing Swordsman's defenses and he
will receive a +40 bonus to his weapon OB (he
will get half of the points he put into the Feint
maneuver back ifhe succeeds). Ifeither combat-
antfails his maneuver, he must still attack.

RACIAL ATTACKS

Aracial attackisgenerally consideredan Everyrnan
skill for the race that use them. Racial attacks might
include a tail bash, bite attack, claw attacks, etc.
Racial attackscan be incorporated into Martial Arts
Stylesor Weapon Slylesskills. Treat aracial weapon
attack with a Small damage threshold as the point
costequival enttoamartial artsDegree 1 attack and
aracial weaponattack withaM ediumdamagethresh-
old as the point cost equivalent to a martial arts
Degree 2 attack. Normally, Racial Attack skills
cannot progress above Medium damage (or Degree 2
effectiveness).

14.3.7+ SPECIAL DEFENSES

This sub-section discusses the various skills in the
Specia Defenses skill category that acharacter might want
to perform in acombat round.

ADRENAL DEFENSE

Adrenal Defense is quite possibly the most important
skill foramartial artistto develop. Itisnearly the only skill
that grants a defensive honus to the wielder, and it is
certainly the most effective. The greatest strength of Adre-
nal Defense isthe fact that its bonus can apply to all attacks
that the user perceives. Unlike parrying, which can only
increaseyour DB agai nst oneopponent, Adrenal Defense
ean increase your DB against many opponents and if the
user isalso attacking, he may also parry against hisoppo-
nent as well! This advantage really comesinto play isin a
combat situation against multiple foes, because his Adre-
nal Defense bonuswill apply against all attackers (as long
as heisaware of them).

However, the great strengths of Adrenal Defense are
balanced by somefairly seriousrestrictions. Touse Adre-
nal Defense a character must obey the following restric-
tions.

* Not wear any armor (i.e., AT 5 or higher)

* Not be encumbered (i.e., no MMPs from weight penal -
ties)
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* Not have a large object in his hands (i.e., hands must be
free)

» Beawareof the attacks directed against him (notethat this
does not necessarily mean "see the attacks")

» Take a40% activity action (as one of the three allowable
actions in around)

There are some further modifications and limitations
that apply to Adrenal Defense.

» Adrenal Defense is less effective against missile and
thrown attacks. For purposes of defending against mis-
sile and thrown attacks, the total Adrenal Defense bonus
is halved.

» Adrenal Defense cannot be used against directed spell
attacks.

The reasoning behind these restrictions on the character
using Adrenal Defense are shown below.

No Armor—-This is an ironclad restriction and should be
strictly observed by both the players and the Gamemas-
ter. As a corollary to this restriction, the Gamemaster
should not create spells or non-encumbering items that
allow the user to gain the benefits of any armor type
greater than AT 4. Failure to follow this guideline will
lead to imbalance in the game.

Not Encumbered—This is another ironclad restriction.
This restriction makes common sense, a martial artist
cannot effortlessly dodge attacks from all sides when he
iscarryingalargeiron chest or weighed down with many
items.

Free Hands—This restriction can be bypassed with some
weapon styles or martial arts styles that allow the user to
wield certain weapons with Adrenal Defense at no pen-
alty.

Attack Awareness—This is another important restriction
that should be strictly observed. This restriction means
that Adrenal Defense does not apply to surprise attacks
and ambushes, it does not apply to attacks delivered by
unseen opponents, and it does not apply if the senses of
the user are obscured.

Optional Rule[Heroic]|—The defender can be"aware" of
his opponents through other senses than sight if the
Gamemaster considers it appropriate.

Percentage Activity—The last restriction is that the user
must take a 40% activity action to use his Adrenal
Defense skill. This restriction can be bypassed in certain
situationsif the user has the appropriate L esser or Greater
Adrenal Defense option in aweapon style or martial arts
style. To qualify for the reduced activity for Adrenal
Defense, the user must be using the styletoattack during
the round.

ADRENAL RESISTANCE

Adrenal Resistance can be avery powerful skill if the
combatant is suffering from high negative modifiersdue to
wounds or criticals. The disadvantage of this skill is that
injuries can become aggravated due to the lack of ability to
discern pain from wounds while this skill is active. In
general, if the character engages in vigorous activity (e.g.,
combat, climbingacliff face, etc.) while using thisskill to
avoid the penalties from his wounds, he will run arisk of

doing further injury to himself. The higher (he negative
modifier of the wound, the greater the chance of aggravat-
ing an injury. The results of aggravating the injury should
generally be either longer recovery lime or a greater
penalty once this skill ceases to be active.

1438 « CHI POWE RS SKILLS

There is no penalty for attempting back-to-back Chi
Powers skills. Aslong asthe player allocates the appropri-
ate preparation action during the round, he may attempt the
skill during the following round (or during the same round
if allowed in the skill description). If the skill is being
prepared for the following round, the static maneuver for
the Chi Powers skill comes at the end of the Deliberate
Phase of the current preparation round. Remember that a
character is limited to one preparation action per round.
Optional Rule [Core]l—Gamemasters may wish to add

additional restrictions on attempting the Chi Powers
skills back-to-back (i.e., round-to-round). This restric-
tion may bejustified by stating that these types of skills
requireagood deal of internal energy to be expended that
exerts a considerable strain upon the user if he does not
get a chance to "rest". This can be modeled in game
terms by adding an additional -20 modifier to the static
maneuver for each consecutive round that these types of
skills are being used.

Optional Rule [Heroicl—The Gamemaster may wish to
reduce the penalty to an additional -10 modifier for the
static maneuver for each consecutive round that a Chi
Powers skill is used.

Optional Rule [Heroic]|—Gamemasters may wish to a-
low characters to carry the effects from an Adrenal
maneuver to carry over from round to round. If the
Gamemaster allows this, the character should make a
new static maneuver every round (using the Adrenal
skill). Thisskill roll suffersfrom aspecia penalty of-10
per round beyond thefirst round (this is cumulative; so
carrying Adrenal Speed toasecond roundisa-10; athird
round will be -20; a fourth round will be -30; etc.).

14.4
STYLEVERSUSSTYLE

If desired, the Gamemaster can introduce another ele-
ment into the combat equation that adds extra depth when
using martial arts styles or weapon styles.

1441 SAME STYLES[HEROIC]

One of the great benefits of learning a martial arts style
or weapon style is that the attacking and defensive tech-
niques are taught through formalized exercises and train-
ing. If opponents are fighting using the same martial arts
style or weapon style during combat, the person with the
higher style bonus should receive some additional benefits
due to his greater knowledge of the style
* The person with the higher style skill bonus receives a

special initiative modifier of +1 per full 10 points of skill

difference.



14.4.2 OPPOSING STYLES
[HEROIC]

If opponents are fighting using different styles and one
of the stylesisconsidered an opposing style of the other, the
practitioner should receive some specia benefits. An op-
posing style is structured to be as effective as possible
against the another style's principal attacks and counters.
A martial arts style or weapon style is only considered an
opposing style ifthe Gamemaster has designated it as such.
The practitioner of the opposing style gains the following
benefits:

» Attacks during the snap action phase, only suffer a-10
modification for the practitioner;

 The opponent suffers a -20 modifier to his style skill.

1443 KNOWN STYLES [HEROIC]

The benefit of formalized training in weapon or martial
arts styles can also become adrawback if your opponent is
familiar with your style. A person who is knowledgeable
about a particular style can easily anticipate the actions of
an opponent using that style. If the combatant makes a
successful Martial Arts Style Lore or Weapon Style Lore
static maneuver, he gainsaspecia +2bonustohisinitiative
for the duration of the combat (as long as his opponent is
using the known style).

14.4.4UNKNOWN STYLES
[HEROIC]

If a combatant is using a martial arts style or weapon
stylethatinthe Gamemaster'sviewiscompletely unfamil-
iar to his opponent (e.g., the style is foreign or highly
secret), the combatant should get some special benefits.
The possessor of the "secret” style gets a special bonus of
+5tohisinitiativeforthefirstroundof combat. Thisbonus
decreases by 1 per round (until the bonus reaches zero).

14.5
NON-LETHAL COMBAT

Non-lethal combat can play an important role in martial
arts campaigns. The ideas in this section can be used to run
challenges between martial artists and simulate sparring
practices.

1451 - CHALLENGESAND
SPARRING

An important part of a martial arts campaign is chal-
lenges and sparring between martial artists. The terms of
the contest can vary from First blood to death. This section
is meant to help Gamemasters resolve these types of
contests during game sessions. In the case of non-lethal
combat, both opponents attempt to regulate their attacks to
not seriously injuretheir opponent. The terms and conven-
tions of the contest allow both opponents to safely hold
back their attacksin order |o avoid seriously harming one
another. In gameterms, thisismodeled by using Subduing
criticalsinstead of thenormal critical typeindicated by the
attack table.

QUICK RESOLUTION METHOD

Some challenges end at the first blow or first touch. When
the challenge is only to a first blow, consider the first truly
damaging blow is to determine the match. Before the chal-
lenge, the Gamemeaster should determinewhat level of critical
severity would end the match. For thetypical challenge, agood
choice would be the first 'A' or 'B' critical inflicted on a
combatant. Of course, higher level criticalscould also be used
to determine the winner of the challenge, but the degree of
potential damageinflictedby thesecriticalsismoreinlinewith
amuch moreseriousduel and thus should bemodeled with the
detailed challengeresol utionmethod inthenext section. When
determining the result of acritical delivered in afirst blow
competition, roll all criticals on the Subduing Critical Strike
Table. Comparing the severity of the blow actually delivered
against therequired level of severity forthechallengecan help
the Gamemaster describe the results of a challenge.

Example: Li Chung has accepted a challengefrom
his rival Sun Wei. The Gamemaster rules that the
rivals have a high degree of animosity towards each
other so that the challenge will he to thefirst really
punishing blow, a 'C' critical. Thefirst round of
combat ends uneventfully, but the second round of
combat, Sun We open-ends his attack roll and
overwhelms Li Chung's defenses, landing an 'E
critical. The challenge is over. The Gamemaster
decides that this was an impressive victory, since the
severity of the critical was much higher than the
challenge conditions. The Gamemaster describes
the scene asfollows to Li Chung's player:

"Sun Wei stands in the challenge ring, his hands
are loose at his sides. He slowly moves into a sloppy
defensive position and awaits yourfirst action. Ea-
ger to wipe the arrogant look off hisface, you move
forward to execute an intricate hand strike against
him. Suddenly he crouches low, avoiding your strike
and executes a twisting leg strike that catches you
underneath your chin. Before your body can even hit
the ground, two lightning-fast punches strike your
chest. You lay on the ground gaspingfor air. You do
not think your ribs are broken. Sun Wei's laughter as
heexitsthe challenge ring echoesinyour ears." The
Gamemaster then tells the player that his character
has suffered 23 hitsandan 'E' critical. When rolling
for the critical result, the Gamemaster uses the
Subduing Critical Attack Table.

DETAILED RESOLUTION METHOD

Not al challenges or sparring matches end at the first
truly damaging blow. In some cases, the opponents wish to
fight until one soundly defeats the other. This type of
contest isusing "challenge points" to track the progression
ofthecontest. A "challenge point” is an abstract method to
keep track of the amount of damage inflicted on an oppo-
nent. The number of challenge points inflicted on an
opponent are computed as shown below.
» Each point of damage is considered to be equal to a

challenge point.

 Each 'A’ critical delivered is worth 5 challenge points.
 Each 'B' critical delivered isworth 10 challenge points,
* Each 'C' critical delivered is worth 25 challenge points.
 Each 'D' critical delivered isworth 40 challenge points.
» Each 'E' critical delivered is worth 60 challenge points.
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The first combatant to inflict the agreed amount of
challenge points on his opponent is considered to win the
contest. The number of challenge points required towin a
match also serves a gauge of the intensity of the contest.
Onceagain, all criticalsinflicted during non-lethal combat
areresolved on the Subduing Critical Strike Table (instead
of thenormally indicated critical striketable).

CHALLENGEPOINTS
Type of Match Challenge Points
Light sparring; first heavy blow......................... .. 25
Normal sparring . ............................50
Intense sparring; three heavy blows................ ... 75
Tournament match; knockdown ... . 100
Championship match 150
Fighttoneardeath....................................... 20

Depending on how closely the challenge point totals
between the contestants are when the match is declared
over, the Gamemaster can decide how closely matched the
opponents were. For example, if a challenge match is
declared to be a 100 point match and the final challenge
pointtotalswere 110and 61 for thecontestants, it could be
said that the winner was clearly superior to his opponent.
If on the other hand, the challenge point totals were much
closer, the contestants would appear evenly matched.

This abstract method can be applied to other types of
situations. For example, in the case of ring matches where
the firstto exit thering loses, atotal of 50 challenge points
delivered in asingle round could be required to force your
opponent outside of the ring.

14.6
UNUSUAL
ENVIRONMENTS

Inmartial atsmovies, theheroandvillainusually fight
in an unusual environment. Fights can take place on
slippery rooftops, asthe martial artislsexchangeblows and
then make daring leaps across the void to the next rooftop
or they can take place withthemartial artidsrunning onthe
heads of spectators, using each head as astepping place as
they move. Fights can also occur in the closed confines of
acloset. Anelaborate fight could takeplacein highwooden
scaffolding, asthe combatants strike at each other and leap
to the next level of scaffolding, or moreprosaically, afight
can occur on muddy, slippery ground. The possibilitiesare
as endless asthe Gamemaster's imagination. The best way
toresolve these situationsistoplanin advance what game
modifications an environment will cause. The following
discussions and tables of modifiers are meant to spark the
Gamemaster'simagi nation. Criti cal resultsshouldbemodi-
fied as appropriate to the environment. Depending on the

type of game that the Gamemaster wishes to present, he
may adjust these modifications to reflect a more redlistic
style of combat or he may adjust them to allow for a more
heroic style of combat.

FIGHTING IN RESTRICTED QUARTERS

Attemptingto fightinaconfinedor constrainedenviron-
ment isdifficult. Imaginetryingto fight in anarrow alley
or a cramped tunnel with atwo-handed sword. This chart
givesthe Gamemaster someguidelinesfor modeling these
types of situations (the modifiers shown are modifiers to
OB). This table purposely does not give fine-grained detail
by breaking out all the possible modifiers due to restricted
environments. Ideally thistablewill beused asaguidepost
for the Gamemaster to base his own decisions.

Constrained—This is meant to model the less than opti-
mal situations for fighting. A constrained environment is
an environment where the combatant does not have his
normal range of movement necessary for the use of his
weapon. Asarough rule of thumb, acombatant needs an
open area of space around his body with aradius approxi-
mately equal to his height to use his weapon without
restriction. In the constrained environment, the combat-
ant is limited to one-half to three-quarters of his normal
range of movement. Some examples could be attempting
to fight in an outdoor setting that has a moderate number
of trees and bushes. In urban environments this might
represent a room filled with a lot of furniture. Another
example could be attempting to fight while knee high in
water.

Cramped—This is meant to model adverse conditions for
fighting. In the cramped environment, the combatant is
limited to under half of his normal range of movement.
Some examples could be attempting to fight in a small
tunnel that does not allow the combatant to stand upright,
or attempting to fight while chest high in water. In an
urbanenvironmentthismightrepresentfightinginavery
small room.

Nearly Immobilized—This is meant to model nearly
impossible conditions for fighting. In the nearly immo-
bilizedenvironment,acombatant hasalmost noability to
move. An example could be attempting to fight while
wedged in avery narrow alley that is barely wide enough
for aperson to pass through sideways. Another example
could be attempting to fight in a very low tunnel that
forces the combatant to craw! forward.

FIGHTING ON UNSTABLE OR SLIPPERY FOOTING

Thissection meanttomodd fighting onuncertainground,
in all of these cases, the melee combatant will suffer the
greatest disadvantage because he needs to shift his weight
to make melee attacks. Combatants that use thrown weap-
ons or missile weapons will be affected to a much lesser
extent becausethey will not haveto adjust their footing as
often. Any criticalsdelivered to acombatant whoiis fight-

RESTRICTED QUARTERSMODIFIERS

Unarmed 1H Wesapon 2H Weapon
Constrained -10 -20 -20
Cramped -30 -40 -60
Nearly -80 -100 -120
Immohilized

PoleArm Thrown Missle
-30 -10 -10
-80 -30 -50
-150 -80 -100




ing on slippery or unstable footing will also do an addi-

tional Unbalancing critical. Note that the modifiers shown

below are all modifiers to OB.

Optional Rule[Heroic]: The Gamemaster may allow char-
acters with the Acrobatics or Tumbling skill to reduce the
result of any Unbalancing critical by the number of skill
ranks they have developed in that skill. If a character
possess hoth skills, he may decide which skill to use.

MODIFIERS FOR SLIPPERY SURFACES

Melee Thrown Missile

Unstable -20 -10 N/A
Slippery but Stable -40 -20 -10
Slippery and Unstable -60 -30 -20

Unstable Footing—This is meant to model fighting on
teetering structures such as loose scaffolding or fighting
in loose sand. Any critical delivered aso delivers an
Unbalancing critical (sameroll) of two levels less sever-
ity. In the case of 'A" criticals, an 'A' Unbalancing
critical isgiven with a-40 modifier totheroll. In the case
of 'B' criticals, an 'A" Unbalancing critical is given with
a-20 modifier to the roll. If a critical result says that a
character is knocked down or falls down, this should be
modified as appropriate to the environment. In the case
of unstable wooden scaffolding, the character may fall
from the structure. All moving maneuvers have their
difficulty increased by one column (i.e.. Medium ma-
neuvers become Hard maneuvers, etc.).

Slippery but Stable Footing—This is meant to model
fighting on slick floors. Any critical delivered also deliv-
ers an Unbalancing critical (same roll) of one level less
severity. In the case of 'A’ criticals, an ‘A" Unbalancing
critical is given with a -20 modifier to the roll. All
moving maneuvershave their difficulty increased by one
column (i.e., Medium maneuvers become Hard maneu-
Vers, etc.).

Slippery and Unstable Footing—This is meant to model
fighting on a slippery unstable structure or perhaps
fightingin very slippery mud. Any critical delivered also
deliversan Unbalancingcritical (sameroll). If acritical
result says that a character is knocked down or falls
down, this should be modified as appropriate to the
environment. In the case of an unstable structure, the
character may slip and fall. All moving maneuvers have
their difficulty increased by two columns (i.e.. Medium
maneuvers become Very Hard maneuvers, etc.).

FIGHTING ON RESTRICTED FOOTING

Attemptingtofightin an environment where footing and
space is limited is very difficult. This case is meant to
represent combat that takes place along narrow ledges and
small rooftops. This is differentiated from the Restricted
Quiarters case because the combatants have the room nec-
essary for motion but they do not have the ability to move
freely due to lack of available footing. In this case, the
Gamemaster can decide some skills cannot be attempted
(Adrenal or Tumbling Evasion for example) and other
skills may be at reduced effectiveness. In situations where
the combatants are almost forced to stand in the same place
because of the environment, any DB due to Adrenal De-
fense or Quickness could be halved. Any critical delivered
also delivers an Unbalancing critical (same roll) of one

level less severity. In the case of 'A' criticals, an 'A'
Unbalancing critical isgivenwitha-20 modifier to theroll.
If acritical result says that a character is knocked down or
falls down, this should be modified as appropriate to the
environment. In the case of an unstable structure, the
character may slip and fall. All moving maneuvers have
their difficulty increased by two columns (i.e, Medium
maneuvers become Very Hard maneuvers, etc.).

Optional Rule [Heroic]: The Gamemaster may allow char-
acterswith the Acrobatics or Tumbling skill to reduce the
result of any Unbalancing critical by the number of skill
ranks they have developed in that skill. If a character
possess hoth skills, he may decide which skill to use.

14.7
CINEMATIC COMBAT

Martial arts combat as seen in movies can be a large
motivating factor for players deciding to play martial
artists in acampaign. The players often create their charac-
ter with a desire to emulate what they have seen in other
mediums. Unfortunately, this natural desire can put the
Gamemaster in aslight bind. One of the foundations of the
Rolemaster system is realistic and potentially deadly corn-
bat. Itisdifficult to satisfy players' wishes to fight alarge
number of combatants when the Gamemaster knows that
he may end up accidentally killing the player's character
through an ill-timed critical roll. This section deals with
ways to minimize this problem and ways to run cinematic
combat within the Rolemaster system.
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MOVING MANEUVER ATTACKS

In the movies, martial artists seem to be able to make
incredible attacks as they are moving through the air or
tumbling towardstheir foes. Redlistically, these attacksare
not too probable, but they arefuntotry and emulatein arole
playing game.

If a martial artist is making a moving maneuver that
takes him near an opponent (e.g., aleaping maneuver or a
tumbling maneuver), he may make a moving maneuver
attack. The martial artist takes a modifier to his normal
attack roll depending on the difficulty of the maneuver (see
chart below). Unless the opponent can make an orientation
roll, he may not return the attack against the martial artist
that round. The orientation roll is modified by one degree
of difficulty less than that of the maneuver made by the
attacking martial artist.

MOVING MANEUVERATTACK MOD
Routine....................... -10
Easy. -20
Light .. -40
Medium ... -60
Hard ... -70
Very Hard ... -80
Extremely Hard . . .. ... ... .. ... ........-90
Sheer Folly -100
Absurd -120

FIGHTING LARGE GROUPS

Typically in the movies, amartial artist will take on a
large number of opponents and win! Thistype of action is
difficultto model impartially in the RMSS, because one of
its hallmarksiscombat realism. What isnecessary for this
type of situation to work isthat the Gamemaster must make
adetermination of the level of skill of the large group of
opponents. If the opponents are all relatively unskilled
compared to the martial artist (as a measure, if the average

OB/DB combination of an individual attacker is less than

half that of the martial artist), the Gamemaster can modify

the normal combat sequence. If the opponents are all
relatively skilled comparedtothemartial artist, thecombat
should proceed according to the normal RMSS

When fighting alarge number of unskilled opponents, a
martial artist may do one (and only one) of the following
each round.

» Each strike in melee combat may be considered as being
abletoattack touptothreeunskilled opponents(noneof
the unskilled opponentsmay havearear positional bonus
againstthemartial artist unlessthemartial artist'scurrent
style possesses the All-Around Attack option).

 Any criticals delivered are modified by +1 per rank of
attack skill used on thecritical roll. A result of 100 or 66
cannot be attained this way (treat a 66 as a 65 and a 100
or higher as a 99).

These are powerful optionsthat will allow martia artists
to defeat large number of foes with relative ease and should
be considered carefully before being allowed into the
campaign.

FIGHTING WITH MAKESHIFT WEAPONS

Martial artists can attack with makeshift weapons with
their martial artsskills. A martial artist may turn apiece of
furniture or a ribbon or scarf into a dangerous weapon in
cinematic combat.

In game terms, the use of the makeshift weapon can
result in aspecial modifier to the martial artist's attack OB
(+5 to +25) with anegative modifier toinitiative (-1 to-5)
due to the unfamiliarity of the makeshift weapon.

14.8
USING MARTIAL ARTS IN
MODERN SETTINGS

When using this companion in modern settings, it is
recommended to only use the Core rules. In addition, none
of the Chi Powers skills or spell lists should be allowed. It
is strongly recommended that Weapon Style skills not be
applied to firearms.

Many of the martial arts styles and weapon styles al-
ready described in Sections 8.3 and 9.3 can be used in the
modern setting with a few minor modifications. It is
probably best to not alow any specia maneuvers or
techniques with any martial arts styles. Some more martial
arts taught in the modern era are briefly listed in abbrevi-
ated form.

Akido—Akidois a Japanese martial art that stresses the
use of pressure points to subdue an enemy. Akido spe-
cializesin Degree 3 Nerve Strikes and Degree 2 L ocking
Holds.

Generd Military Training—Military training offers a
very basic introduction to martial arts, usually no un-
armed attacking forms are higher than Degree 2

Specia Forces Training—Special forces training offers
some more advanced techniquesin martial arts. Usually
astriking attack form is known to Degree 3 and in some
rare cases Lesser Adrenal Defense might be known as
well.
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150
CREATING STYLES

Thefirst thing to do when starting to create anew martial
arts style or weapon style is to try to develop a mental
picture of style. Try to imagine how askilled practitioner
of this style would fight. After the concept of the style has
been determined, it is time to turn to the mechanics of
actually figuring out the point cost of the style. If the style
is primarily weapon based, it should he aweapon style. If
the style is primarily unarmed combat based, it should be
amartial arts style.

The next decisions revolve around the characteristics of
the style. If the style is very aggressive, it should include
initiative bonuses and in the case of unarmed combat, high
damage threshold martial arts attacks. If the style is very
defensive, it should include Lesser or Greater Adrenal
Defense and other combat options that do not directly
relate to attacks. If the style promotes mobility, it should
have bonuses for movement-related skills in combat.

If the Gamemaster allows special maneuvers or tech-
niques with a martial arts style, he should follow these
general guidelines. Basic martial arts styles should not
have morethan two special maneuvers. Advanced martial
arts styles should not have more than four special maneu-
vers. When designing a special maneuver or technique
keep in mind several points. Special maneuvers or tech-
nigquesshould have some relevance tothe overall style and
not he included to prop up some shortcoming of the style.
If a special maneuver has effects that can substantially
affect gameplay, it must rely on astatic maneuver to seeif
it was performed successfully. If a specid maneuver or
techniqueduplicatesorimprovestheeffectsof anexisting
skill, it should rely on that skill bonus to determine the
success of the static maneuver. Special maneuvers and
technigues aremeant to hel p flesh out aparticular style, and
should be secondary to the actual style skills chosen with
the style point system as outlined in Section 9.1.

It is important that the Gamemaster carefully consider
thetotal stylepointcost ofthe newly created style. Thetotal
style point cost will determine whether the styleisconsid-
ered an Advancedor Basic style, whichwill havean effect
onhow easy itistolearn thenew style. Thetotal stylepoint
cost becomes more important if the Gamemaster is using
the optional cultural modifications to martial arts styles
and weapon styles as shown in this section,

CHARACTER-CREATEDSTYLES
If the Gamemaster allows, players can have their char-
acters create their own martial arts style or weapon style.

The creation process follows al of the above guidelines

with the Gamemaster acting as the final arbitrator for what

isallowed in thestyle. The mechanicsfor character-created
styles are as follows.

* The character must know all the skillsthat the style will
incorporate (e.g., if the style incorporates Adrenal De-
fense, the character must know Adrenal Defense);

» The character must develop 10ranksin the style before he
can usethe style. Thisrepresents the research and train-
ing that he must undergo when creating the style;

» When the character has developed 20 ranks in the style,
it can be taught to others and is considered area style.

15.1
CULTURES AND

MARTIAL ARTS

This section presents some additional examples of ap-
plyingthiscompanion to historical cultures. We havemade
apoint of including anon-Eastern culturein this book to
emphasize the point that the martial arts style and weapon
style system can be applied to any culture or society.

Asaquick review, the style point ranges that determine
Basic or Advanced status of a martial arts style or weapon
styles as follows.

STYLE POINT COSTS

0to 30 style points
31 to 60 style points

Basic Weapon Style
Advanced Weapon Style

Basic Martial Arts Style
Advanced Martial Arts Style

0 to 30 style points
31 to 60 style points

Optiond Rule [Core]: The Gamemaster may decide to
modify these style point ranges for different cultures. It
is not recommended that the Gamemaster change any of
the point ranges by greater than +/- 10 style points. See
the examples in Sections 8.3 and 9.3 for variable point
ranges dueto culture.
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16.0

MORE OBSERVATIONS
ON MARTIAL ARTS

In Gamemaster Law, Section 19.1, there is a discussion
regarding whether martial arts are unbalanced in compari-
son to other forms of attacks. This discussion illuminates
many of the design decisions made by the authors of
Rolemaster and deserves close attention by Gamemasters
who wishtothink further about therole of martial artsin the
campaign. This section will briefly summarize the main
points of that argument and then re-examine the argument
in light of thechangesin martial arts contained within this
companion,

16.1
ORIGINAL ARGUMENT

Theoriginal argument looked at the offensive capabili-
ties of the Warrior monk and fighter and compared them at
several different levels of development. Examining the
Master Character Table (T-5.8, page 334 in RMSR), we
look at the Warrior monk and fighter professions at several
levels. The Master Character Table entries were created
with the intent of maximizing offense and defense at each
level (training packages and hobbies were not used but
Adolescent skill ranks were used).

THE MASTER CHARACTER TABLE
At the first level, the Fighter has an OB of 50 and the
Warrior monk an OB of 30. The Fighter has a DB of 30
(shield) and the Warrior monk has aDB of 25 (Quickness
and Adrenal Defense). It seems the Fighter has the advan-
tage at the first level with a combined OB/DB of 80
compared to the Warrior monk's combined OB/DB of 55.
At the fifth level, the Fighter has an OB of 95 and the
Warrior monk an OB of 70. The Fighter has a DB of 30
(shield) and the Warrior monk has a DB of 74 (Adrenal
Defenseisreally startingtokick in). TheWarrior monk has
the advantage here with a combined OB/DB of 144 com-
pared to the Fighter's combined OB/DB of 125.
Atthetenth level, the Fighter hasacombined OB/DB of
152 while the Warrior monk has a combined OB/DB of
202! The Warrior monk continues to pull away from the
Fighter asthey both gohigher inlevels. Fromthisanalysis,
it does appear that the Warrior monk is unbalanced in
regard to the Fighter.

DEVELOPMENT POINTS

What offsets the Warrior monk's superiority in com-
bined OB/DB? The Warrior monk does not have the
advantage of gaining martial arts skill ranks during Ado-
lescent development. In additiontheWarrior monk'sMar-
tial Arts Group bonusis lower than the Fighter's Weapon
Group bonus. This means is that the Warrior monk is
spending much more DP in order to offset this advantage.
On average the Warrior monk will spend twotofivetimes
the DP compared to the Fighter to gain his combat skills.

INTO THE FRAY

Ignoring (he issue of DPs for now, let uslook at atenth
level Fighter and Warrior monk squaring off for combat. If
the combatants start out at the distance, the Fighter because
of his overall lesser expenditure in DPs for his combat
abilities will have skillsin a missile or thrown weapon
attack. The Warrior monk will suffer a penalty to his
Adrenal Defensetrying to defend against these attacks. In
this case, the Fighter managesto inflict some preliminary
damage before the melee combat begins.

Let us assume however that the combatants start nose to
nose. Who will win this battle? The Fighter has the edge
in concussion damage, as hearly all weaponscaninflict 30
points of damage against an unarmored foe. The average
martial arts attack will inflict 10 concussion points of
damage against an armored foe. (Assuming of course that
the Warrior rnonk is unarmored in order to take advantage
of hissuperior Adrenal Defense and the Fighter isarmored
because it would be foolish not to) The Fighter appears to
be ahead here, as he can inflict enough damage on the
Warrior monk to take himinto penalties dueto concussion
points damage. Most weapons inflict their first critical
against unarmored foes at 85 whereas most martial arts
attacksinflicttheirfirstcritical at 103 versusarmored foes.
But the Warrior monk's combined OB/DB total is on
average 50 pointshigherthantheFighter's, thismeansthat
the Warrior monk will on average inflict more criticals
compared to the Fighter.

The Warrior monk appears as more effective in combat
by a slim margin. If the combat can last for more than
several rounds, theedgewill start to goto the Fighter asthe
concussion damage mounts against the Warrior monk.

In the case of a battle with multiple foes, the Warrior
monk ismuch more effective than the Fighter because his
Adrenal Defensebonuscan beused against multiplefoes.
The Fighter is limited to using his shield and parrying
against the opponent heisattacking. A Warrior monk will
suffer much less damage on average against multiple
opponentsthan the Fighter because of the Adrenal Defense
skill.

OTHER TYPES OF OPPONENTS

The Warrior monk has other weakness against other
types of opponents and situations. If aWarrior monk is
takenby surprise, hisAdrenal Defenseoffersnoprotection
and attacks against him if successful will be very deadly.
Unlike the Fighter, the Warrior monk has no armor to
protect him if his defense fails.

In addition, the Warrior monk is much more vulnerable
to animal attacks which tend to attack the upper torso.
Examination of the Animal Attack Tableswill reveal that
AT 1istheworst armor typetohaveagainst animal attacks
by alarge margin.

When facing Undead, the Warrior monk has several
problems. First hisspecializationinmartial artshas prob-
ably left him without a serious |ong range attack, so he will
haveto closewiththe Undead creatures. In addition, most
Undead require amagical weapon to strike them.



BONUS ITEMS
The above point is important regarding magical bonus
items and Warrior monks is important enough to be re-
peated. There are not very many magical itemsto improve
a Warrior monk's combat abilities, unlike that of the
Fighter,

16.2
CORE RULES

How do things change after the inclusion of the core
rules from the Martial Arts Companion?

With the advent of the core rules, several things change
drastically for the Warrior monk. The most important
changes are the redefinition of both Adrenal Defense and
martial arts attacks. Adrenal Defenseis no longer a"free"
skill in the sense that the Warrior monk must state that he
is using Adrenal Defense which will take 40% of his
availableactivity duringthecombat round. Itisimportant
to remember that if the Warrior monk decides to attack as
well as use this skill, then his OB will be modified nega-
tively by this division of concentration per the standard
rules of RMSR. The unified martial arts attacks skills
significantly reducetheoverall development point cost for
the martial artist who wishes to specialize in unarmed
attacks.

THE MASTER CHARACTER TABLE

Looking above at our previous discussion, at the first
level the combination of OB/DB for the Fighter remains at
80 while the Warrior monk's drops to a meager 15 (itis45
ifthemartial artist does not use Adrenal Defense!). Atfifth
level the Warrior monk begins to gain back some ground,
the Fighter's total OB/DB combination is 125 and the
Warrior monk'stotal OB/DB combinationis 104. It isstill
not even, but it is beginning to approach parity. At tenth
level, the Warrior monk again surpasses the Fighter'swith
acombined OB/DB total of 162 to the Fighter's combined
OB/DB total of 152. At higher levels, the Warrior monk
continuestopull away slowly fromtheFighterthoughata
slower rate.

DEVELOPMENT POINTS

This change would seem to make the Fighter ascendant
over the Warrior monk except for another important change.
Martial artsattackshave beenchanged andincorporatedin
one skill instead of four separate skills for each type of
martial arts attack. The Warrior monk now has more
development points available per level, but thisis some-
what balanced by the need lo develop a Martial Arts Style
skill in order to become an effective unarmed combatant.

INTO THE FRAY

L et usagai nexaminethecombat betweenthetenthlevel
Warrior monk and Fighter. Ifthecombatants again start off
at adistance, the edge still goes to the Fighter but it is a
smaller edge. The missile or thrown weapon attacks still
greatly reduce the Warrior monk's Adrenal Defense bo-
nus, but the Warrior monk hasgreater versatility duetohis
lessened expenditure of development points. The Warrior
monk can respond with amissileor thrown weapon attack

of hisown or he can utilize specialized defense maneuvers
like Adrena Deflectionsto increase hisdefense against the
missile or thrown weapon attacks. While both of these
options were available to a Warrior monk created with
RMSR, they probably would not have been valid options
dueto the high development pointexpenditurerequired for
the melee combat skills.

Let us again examine the two combatants once they
arrive in melee combat. The Fighter still has the edge in
armor protection. Inaddition, the reduction of the Warrior
monk's combined OB/DB has put the two professions in
relative parity. In this case, the Fighter seems to win out
with the clear edgein concussion damage and at | east parity
incritical inflictionwiththeWarrior monk.

What balances this seeming disparity istheinclusion of
the Martial Arts Style skills. Certain Martial Arts Style
skills can allow the Warrior monk to use his Adrenal
Defense as a 10% activity rather than a40% activity. This
resultsin the Warrior monk gaining a additional 30 points
in his OB/DB combination. In addition, a Martial Arts
Style skill can allow the Warrior monk to gain special
bonuses in combat such as an initiative bonus or bonus to
certain combat-related skills while using his style. It is
important o remember that the Fighter may al so choose to
specialize in Weapon Style skills that offer some of the
same advantages if he desires.

The other points made in the original Gamemaster Law
argument regarding other types of opponents and bonus
items remain valid.

16.3
HEROIC RULES

If Heroic rules and options are used, how much docsthe
play balance shift?

With the inclusion of the Heroic rules and options, the
Warrior monk gains the benefit of specialized training
packages and background options during character cre-
ation. Because the Fighter also gains these options, play
balance remains unaltered. The Warrior monk also gains
the benefit of special maneuvers with certain Martial Arts
Style skillsthat allow him to gain short-term advantagesin
the combal round. In this case the Warrior monk becomes
slightly more effective in the combat round,

16.4
FANTASTIC RULES

If the Fantastic rules and options are used, how much
does the play balance shift?

If the Fantastic rules and options are used, the play
balance does shift towards the Warrior monk. The Warrior
monk now has access to Chi Powers skills and Cinematic
combat options that he can use to his full advantage. The
Fighter will also have access to these skillsand options, but
he will have to expend much more effort than the Warrior
monk to be effective at them.
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170
THE TRAINING PACKAGES cain 1

This section deals with the new training packages and
new training package options that are available to charac-
ters. For the basic rules for training packages see the RMSR.
Shown below are the new options available for training
packages.

PROFESSIONAL QUALIFIERS

The idea behind this concept is that certain training
packages should be easier to learn if the character meets
certain qualifications. The result is a reduced cost (and
sometimes time) for developing the training package. The
professional qualifiers needed for each training package (if
any) are listed in the description ofthe training package. If
a characler does not meet the slandards for the professional
qualifier, he may still learn the training package but he
must pay the full price for it. When a professional qualifier
is shown, the associated discount to the cost of the training
package is also shown.

LIFESTYLE SKILLS
Lifestyle skills are a new concept introduced in this
book. Lifestyle skills allow a character to develop certain
specific skills to a higher level of expertise than normally

possible with training packages. Only certain lifestyle TheTraining
training packages can offer this benefit. Examples of Packages
training packages using lifestyle skills in this companion

are the Chi Master, Weapon Master, and Temple Monk

lifestyle training packages. When a skill is designated as

being a"lifestyle" skill in atraining package, that skill may

be taken as high as 15 ranks by the training package (rather

than the normal limit of 10 ranks).

NOTES FOR MODERN OR PULP GENRE

Ifthe Gamemasteris running a Modern or Pulp era, only
certain things from each of the training packages are
applicable. The Gamemaster should examine each training
package and decide upon its appropriateness to the genre
he is running. For example, if running in a modern game,
all references to magic al skills should be ignored. In
certain cases, a training package may award ranks in a skill
that the Gamemaster is not using in his game. If this is the
case, the Gamemaster should feel free to adjust the cost of
the TP down by approximately 1 point per skill rank that is
not awarded.
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The Training
Packages

New  Traning
Package Cost
TableT-2.7

7

NEWTRAINING PACKAGECOSTTABLET-2.7(MARTIALARTYS)
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Time 106 30 46 8 143 10| 31 187 170 39 22 37 169 78 107 116
RM Sandard Rules
Fighter 26 20 27 70 49 42 25 41 4 31 17 25 68 55 32 44
Thief 31 23 30 70 51 45 29 39 48 33 13 19 69 56 A 51
Rogue 29 20 28 70 50 43 27 39 48 32 13 19 68 55 3 50
Warrior Monk 43 32 3 30 3 A 3 33 49 25 16 26 39 40 26 50
Layman 35 26 30 51 47 30 41 60 36 17 25 63 51 35 58
Magician 93 49 47 105 106 10 70 62 130 &4 28 31 135 83 76 145
Illusionist 93 47 44 106 106 110 70 58 122 &4 26 27 1% 8 76 145
Cleric 58 36 37 e7 80 80 47 4 104 62 26 31 109 74 57 100
Animist 57 35 4 94 78 78 46 54 96 61 24 31 18 74 56 98
Mentalist 66 39 40 62 59 69 44 46 97 46 24 31 75 56 42 95
Lay Healer 65 33 33 62 59 69 42 46 101 46 26 32 75 56 42 95
Headler 78 40 39 70 69 79 54 48 113 58 28 32 88 59 54 120
Sorcerer 93 49 47 103 103 109 70 59 132 82 30 32 12 & 76 145
Myslic 87 40 0 74 84 A 58 49 106 68 19 22 103 68 61 130
Ranger 36 26 30 82 58 51 33 45 62 40 17 26 8l 62 40 62
31 26 32 89 70 58 4 46 83 48 26 32 94 68 49 66
Monk ] 35 40 3 46 45 3B 37 58 3 17 26 51 46 33 62
Dabbler 43 30 32 82 59 56 37 42 62 42 14 20 83 59 41 68
Bard 41 27 28 4 51 50 31 35 63 37 16 22 65 45 36 63
Magent 37 25 28 55 53 49 31 9 57 36 12 18 64 47 36 62
Arcane Companion
Arcanist 97 48 47 103 14 |12 70 59 132 84 29 33 114 86 76 148
Wizard 97 43 47 1083 14 112 70 59 132 & 29 33 134 86 76 148
Chaotic 46 31 36 83 70 66 40 53 77 53 20 27 97 72 48 73
M agehunter 39 28 A 63 53 48 A 39 57 36 17 24 68 55 36 58
Treasure Companion
Channeling Alchemist 53 36 37 A 80 80 47 62 il 62 26 33 109 74 57 100
Essence Alchemist 70 40 38 1056 106 110 56 68 136 & 28 33 135 & 72 129
Mentalism Alchemist 62 37 38 62 59 69 41 46 96 45 24 31 75 56 41 92
Martial Arts Companion
Taoist Monk 50 £ 40 38 45 43 37 37 58 32 18 28 50 46 32 61
ZenMonk 51 35 40 33 45 43 39 37 58 3 17 26 50 46 33 &4
Black Ops
Academic 46 31 32 7 63 62 37 49 84 46 23 0 %6 59 44 74
Fighter 26 20 25 69 47 40 24 41 52 30 17 25 65 50 30 41
Layman 35 26 28 61 49 45 29 41 58 31 17 25 63 46 3 46
Rogue 29 20 25 69 48 42 26 39 46 31 13 19 65 50 32 46
Scientist 58 4 36 86 79 74 48 52 95 61 25 30 104 57 93
Technician 40 28 29 74 58 54 4 42 65 41 18 25 7 52 40 66
Thief 31 23 28 69 50 43 28 39 47 32 13 19 66 51 32 48
Warrior Monk 43 32 36 29 36 33 32 33 47 23 16 26 36 35 25 47
Pulp Adventures
Academic 46 31 32 77 63 62 37 49 84 46 23 30 86 59 44 74
Fighter 26 20 25 70 49 42 25 41 54 31 17 25 68 52 32 44
Layman 35 26 28 62 51 47 30 41 60 36 17 25 68 48 35 58
Noble Savage 50 38 43 63 4 49 30 46 69 34 31 64 70 57 36 54
Rogue 29 20 25 70 50 43 27 39 48 32 13 19 68 52 33 50
Technician 40 28 31 74 58 54 34 42 65 41 18 25 77 55 40 66
Thief 31 23 28 | 70 51 4 29 39 48 33 13 19 69 53 A4 51
Warrior Monk 43 32 36 30 3 34 33 33 49 25 16 26 39 37 26 50
Headler 78 40 39 70 69 79 54 48 113 58 28 32 88 59 54 120
Mystic 87 40 39 74 84 e7 58 49 106 68 19 22 103 68 61 130
Sorcerer 93 49 a7 108 1083 10 70 59 132 82 30 32 132 86 76 145
Ranger 36 26 28 82 58 51 B 45 62 40 17 26 81 58 40 62
Monk 51 35 3B 33 46 45 38 37 58 3 17 26 51 43 33 62
Bard 41 27 28 54 51 50 31 35 63 37 16 22 65 45 K] 63




Partlll

17.2
BODYGUARD(V)

The bodyguard specializes in protecting the life of a
patron from attackers. Thebodyguard learnshow to antici-
pate and counter attacksaswell asadvising hisclient onthe Bodvauard
best course for his own personal safely. V) you

17.1
ARMSINSTRUCTOR(L)

Thearmsinstructorisacharacter whomakeshisliving
by teachinghisskill at armsto wealthy students. Success-
ful arms instructors need not only skill in combat, but also
skill indiplomacy in ordertokeeptheir students corning

Sections17.1,
17.2

Arms
Instructor (L)

back for more training.

"Focus on your target when you strike. Better,
much better. A few more weeks and you might be
able to at least look like you knew what you were
doing when some young bravo slices you open in
the dueling ring. "

Time to Acquire: 106 months

"/ would not recommend that course of action. So
far | have managed in keep all of my clients alive,
but ifyou insist on going to inspect the outlying
estates with only afew men to protect you. | am
afraid you will not survive thefirst week. "

Timeto Acquire: 30 months
Starting Money: normal

Starting Money: normal + 1d10 (open-ended) Special:

Special: Current contract (2d10 bronze/month).................. 50
IMPressive sCar..................cc 50 Weapon, +5 non-magical................................. 40
Wealthy student (1d2silver/month)..................... 30 Armor, +5 non-magical................................... 30
Weapon, +10 non-magical................................. 60 Useful contacts in the city guard........................... 40
Extrad10 (open-ended) in money......................... 20 Useful contactsinthe underworld......................... 20
Monthly income(1d10students, 1d2 bpeach). . . .. 30 Friendly wealthy patron...................... NUPUPRRRRTR 60
Training hall inthecity................................. 30 Common healing herbs (1d5)............................... 40
Friendly patron........................................ 20 Friendly tAVern OWNET........coooviiieiicceeee 0
Certificatesofmastery....................................| 0 Category or Skill # of ranks

Category or Skill #of ranks Armor Lightskill category...................................... 1

Armor Light skill category....................................... 1 choice of one skill ... 1

Choice of one skill........................................ 1 Awareness Perceptions skill category.......................| n/a

Body Development skill category............................. n/a Sense Ambush.................... 2
Body Development ... 2 Awareness Searching skill category............................. 1

Combat Maneuversskill category.............................| n/a choice of one skill ... 1

choice of up totwo skills........................... 2 (total) Body Development skill category............................. n/a

Influenceskill category........................................ 1 Body Developrment 1
Leadership............................ 1 Combat Maneuversskill category............................| n/a

LoreGeneral skill category................................... 1 choice of one non-Restricted skill .......................... 1

Weapon StylesLore. ... 1 Influenceskill category...................................... 1
Special Attack skill category.................................... n/a choice of one skill....................................... 1
choice of up to two non-restricted skills........ 2 (total)  Urbanskill category...........................o 1
Urban skill category.................,.........................1 Streetwise. ... 1
CoNtaCting.........ooooiieii ]  Weapon skill category (choice)...........c.ccooooveiieienn.. 1

Weapon skill category A (choice)................................. 2 choice of one skill...................................... 1

choice of up to two skills.............................. 2 (total) Stat Gains: none

Weapon skill category B (choice)................................| [

choice of up to two skills....................... ..
Professional Qualifier: A total of 10
ranks in skills from any of the follow-
ing groups. Combat Maneuvers or
Weapon Group. [-3 points]
Slat Gains: none




CARAVAN GUARD (V)

The caravan guard isacharacter who escorts merchant
caravans from city to city and protects them from bandit
attacks. The caravan guard learnsin be ashrewdjudge of
character, as well as a fierce combatant. Because the
caravan guardisfrequently outnumbered by less-experi-
enced foes, he has learned to use strike quickly and deci-
sively to protect himself. In the course of hisjourneys, a
caravan guard will encounter many different cultures and
customs.

"Let me tell you of the time | escorted the silk
caravansfrom thefree cily of Morica. We were
caught in a great storm deep in the burning
wastes. Entire villages disappeared that year,
victim to the engulfing sand. But we survived,
through the grace of the gods and delivered the
silk on timefor our contract. The merchants had
thought we must have died in the desert and when
we arrived at our destination, each man thai
survived received a rich reward. | did not need to
work for the rest of that year. "

Time to Acquire: 46 months
Starting Money: normal

Special:
Friends with a wealthy merchant........................ 50
Useful contactinforeignsector............................ 50
Foreign merchandise (art, clothing).................. 40
Maps of foreign lands.................................... 20
Extrad10 (open-ended) inmoney........................ 30
Useful contacts in thecity guard......................... 20
HOISE ... 20
Friendswithtavernowner............cccoveveeiiieiiieinnenns 0

Category or Skill # of ranks

Armor Light skill category............................. 1
choice of one skill ... 1
Awareness Perception skill category.......................... n/a
choiceof one. skill.................................... 1
Body Developmentskill category............................. n/a
Body Development ... 1
Communicationskillcategory..................................... 2
choice of up to four languages..................... 4 (total)
Lore General skill category...........................oo 2
choice of up totwo skills........................... 2 (total)
Outdoor Animal skill category..................................... 2
choice of up totwo skills......................... 2 (total)
Outdoor  Environmental  skill category........ 1
choice of one skill.................................
Urban skill category.....

choice ofone skill...............................
Weapon skill category (choice)
choice of one skill..................c

Stat Gains. none

17.4
CHI MASTER (L)

The Chi Master has dedicated himself to leaning how to
focus the energy of his mind and body to perform super-
natural feats. Theyearsof dedicationandtrainingrequired
to reach the levels of mastery and control necessary have
imbued the him with astrong will and tireless energy.

"Through inner stillness we gain self-enlighten-
ment; a calm pond wilt reflect the moon. Anger
and violence block our awareness; turbulent
wafers reveal nothing."

Timeto Acquire: 81 months
Starting Money: normal

Special;
Scrolls (+10 to a general lore skill)...................... 40
Apprenticestudent.......................... 20
Small trainingareaintheoutdoors.................. ... 30
Common medicinal herbs(1d5)............................ 20
Reputation as a master of theesoteric martial arts.. 0
Category or Skill # of ranks
Chi Powersskills
One Chi Powers Lifestyleskill................................ 2
One other Chi PowersLifestyleskill..................... 2
Lore Obscure. ... 0
Chi PowersLore.......................................... 2
Martial ArtsCombat Maneuversskill category...... . .| n/a
choice of up to two non-Restricted skills.. ... 2 (total)
Martial ArtsStrikesskill category................................ 1
Martial Arts Striking.....................o 1
Martial ArtsSweepsskill category............................... 1
Martial ArtsSweeping.....................ococ 1
Self Control skill category..................................... 2
Meditation...................... 2

Professional Qualifier: A total of 10skill ranksinthe Self
Control skill category. [-3 points]

Lifestyle Skills: Two Chi Powers skills may be chosen as
Lifestyle skills.

Stat Gains: Self Discipline



17.5
MARTIALARTIST (L)

A martial artist is a warrior trained in the ways of
unarmed combat and maneuvering. However, a martial
artist is also schooled in the areas of knowledge and the
arts, especially in the care of the body. This is the generic
package for those players not interested in the more spe-
cifictraining packagesdetailed in thissection.

Note: This isrevised from the RMSR version

"/ have the honor to be a most humble student of
Master Lee of the Central District. | hope that |
do not disgrace my teacher in this competition.
You may dtrike first worthy opponent. "

Time to Acquire: 143 months
Starting Money: normal

Special:
Victory at local tournament............................ 50
Scrolls (+10 non-magic to a specific lore) ... 40
Scrolls (+5 non-magic to a lore category)............. 30
Common herbs (1d5).................... 50
Bracers(+5 Martial ArtsStriking)........................ 30
Book (+5non-magicto aspecific lore)................. 30
Reputation as a skilled fighter.............................. 0
Category or Skill # of ranks
ArtisticPassiVe. ... 2
choice of up to two skills........................... 2 (total)
Body Development skill category............................. n/a
Body Development ... 2
Lore General skill category..........................o.o 2
Martial ArtsStylesLore........................o.. 2
choice of up totwo skills.......................... 2 (total)
Martial Arts Combat Maneuversskill category......... n/a
choice of one non-Restricted skill.......................... 2
Martial Arts Strikesskill category................................ 3
Martial Arts Striking.................................. 2
NerveStrikes....................... 1
Martial ArtsSweepsskill category............................... 3
Martial ArtSSWeeping..................ocooo 2
Locking Holds....................oo I
Self Control skill category..........................ocoo, 2
choice of up to two skills......................... 2 (total)

Stat Gains: Strength, Agility

17.6
MARTIAL ARTS
CHALLENGER (L)

The martial arts challenger is a character who lives and
breathes in the martial arts world. He strives to prove
himself the most skilled and powerful practitioner of his
style of martial arts. By defeating all of the other martial
arlistsinthearea, he seekstoimprovehisreputationandthe
reputation of hischosen martial arts. Often the martial arts
challenger seeksto build hisreputation in order to open his
own martial arts school.

"I am known as the outstanding youth in this
district. | desire to test your knowledge of kung fu.
Would you oblige me with a test of skill?"

Time to Acquire: 110 months

Starting Money: normal

Special:
Victory at local tournament............................... 60
Victory at regional tournament............................ 30
Weapon, +10 non -magical. ..., ey 25
Scrolls (+10 to Martial Arts Style Lore)................ 60
Rival martial artsschool...................................... 40
Friendly martial artsteacher................................ 50
Rival martial artist ... 20
Reputation as agood fighter...............................| 0
Category or Skill # of ranks
Body Development skill category............................] n/a
Body Development. ... 2
Combat Maneuversskill category............................| n/a
choice of one skill.................................. SO 2
Influenceskill category.........................oo I
choice of one skill..................................... I
Lore General skill category...........................o 2
Martial ArtsStyleLore............................... I
Weapon StyleLore....................oo I
Martial Arts Combat Maneuvers skill category......... n/a
choice of one skill....................................... 2
Martial ArtsStrikesskill category................................ 2
Martial ArtsStriking........................... 2
Martial Arts Sweepsskill category............................... 2
Martial Arts SWeeping..........................oo 2
Self Control skill category........................ocoo, 2
choice of up to two non-Restricted skills..... 2 (total)
Special Attacks skill category.................................. n/a

choice of up to two non-Restricted skills ... ... 2(total)
Stat Cains: Strength

Professional Qualifier: Any training package that gives
Martial Artsattacksskill ranks. [-3 points|
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17.7

MARTIALARTS
CHAMPION(V)

Themartial artschampionisacharacterwhospecializes
in fighting for the causes of others. The he answers chal-
lenges posed to his family or employer. Not all martial arts
champions fight for money, some are affiliated with a
house or cause they serve by ties of blood or honor. Those
martial arts champions that fight for money receive much
less respect from their peers.

"l represent the honor of the House Fushan in this
matter. | demand an apology in order to repair
your slight against House Fushan's honor. | await
your answer. Ifyou do not wish In retract your
worth now. | will meet you tomorrow morning in
the central square and restore House Fushan's
honor over your unconscious body. "

Time to Acquire: 31 months
Starting Money: normal

Special:
Upcoming match ... 40
Weapon, +10 non-magical................................... 10
Ceremonial garb for challenges.. .., ... .| 60
Rival martial artist ... . 40
Ornate Weapon ... 30
Ornate armor.................coc 30
Favor from powerful organization.................... .. .| 50
Reputation asagood fighter..............................| 0
Category or Skill # of ranks
Armor Light skill category.......................................] 1
choice of one skill ... ..
Body Development skill category.............. .
Body Development..........ooooe
Combat Maneuversskill category........................... .| n/a
choice of one non-Restricted skill ... . 1
Influence skill category....................................... 1
Public Speaking ... 1

Martial Arts Combat Maneuvers skill category. ... ... .| n/a

choice of one non-Restricted skill ... .. . 1
Martial Arts Strikes skill category.............................. .. 1
Martial Arts Striking........................ 1
Martial Arts Sweeps skill category............................... 1
Martial Arts Sweeping...................................... 1
Weapon skill category (choice)................................. 2
choice of one skill ... . 2

Slat Gains; none

17.8
MARTIAL ARTS
OPERAPERFORMER(L)

The martial arts opera performer is acharacter who has
been trained at a very early age to participate in atype of
acrobatic operacompany. The character has been trained to
be flexible and acrobatic in order to accomplish the grace-
ful hut physically demanding traditional forms of the
opera. To mimic the great warriors and heroes of the past,
the performer has studied martial arts from a very young
age. Most martial artsoperaperformersbegin their appren-
ticeship at the age of six and continue in their profession the
rest of their lives.

"/ am the greatest performer of my time. My voice
is without parallel, my movements are as graceful
asthecrane, andmyskill isequal tothat of the

heroes ofold. "

Time lo Acquire: 187 months
Starting Money: normal

Special:
Close friends with a famous performer.......... .. .. . 40
Extra d10 (open-ended) in money...................... .| 50
Small gifts from patrons..................................... 20
Currently performinginaplay............................ 30
Instrument(+5non-magical)................................ 40
Friendly contacts with former troupe................ .| 60
Contacts in the artsworld ... .. 40
Richclothing................... ... 20
Reputationasaskilled performer.......................... 0
Category or Skill # of ranks
ArtisticActiveskillcategory.......................................] 5
ACting ... 2
choice of up to two skills.............................. 3 (total)
Athletic Gymnasticsskill category............................... 3
Tumbling ... 2
choice of one SKill ... 1 (total)
Communicationsskillcategory..................................| 5
choice of up to three languages.................... 5 (total)
Influence skill category............................................ 3
choice of up to two skills....................... .. 2 (total)
Martial ArtsStrikesskillcategory.............................. 1
Martial ArtsStriking.................................. 1
Martial Arts Sweeps skill category............................... 1
Martial ArtsSweeping........................................ 1
Self Control skill category......................................... 3
choice of up to two skills........................ 3 (total)

Stat Gains. Agility



17.9
NINJA (L)

The ninjais a character who has been raised by a secret
clan of spies and assassins. Most of the character's life has
been training for thejobsthat he is going to do for hisclan.
Inreturn for histraining, the clan expects absolute loyalty
- treachery is repaid in death for the offender. The clan
teaches many types of skills including disguise, assassina-
tion, stealth, and endurance along with its weapon skills.

"l can scale sheer wallsand enter through the
smallest opening. | am a shadow. Your enemy will
not see me until it istoo late. "

Timeto Acquire: 170 months

Starting Money: normal

Special:
Disguise kit (+10 to Disguise skill)........c.ccceveernnne. 40
Disguised weapon (staff/spear) .......cccoevrreeeene. 60
Current CoNtract .........ccoeevvireiiieieine 20
Secret identity (merchant) ..., 50
Common poison (1d2 dOSeS) .......ccccvveereeiieieennnns 30
Secret identity (Pilgrim) ..o, 40
Secret identity (beggar) .....ocooeiiiiiiiie e 40
Usefulunderworldcontact..........ccocvevvvieniniennnne, 80
Traditional black spying outfit ..........cccooiiiininnnns 0
Category or Skill # of ranks
AthleticGymnasticskillcategory.........ccccoeeviiiinnnnnnnnn. 4
choiceof uptotwosKillS.......ccovvviiiiiiiiiieee 4(total)
Body Development skill category ........ccevvenenns n/a
Body Development ... 1
Combat Maneuvers skill category .........coceevveerineenne n/a
choice of up to two SKillS......ccoovvviiiiiiiine, 2 (total)
Martial Arts Combat Maneuvers skill category ......... n/a
choice of one non-Restricted skill ............cccoenenenn 2
Martial ArtsStrikesskillcategory..........coooovvvieriiieennnn. 1
Martial  Arts Striking .......cccooe v, 1
Martial ArtsSweepsskill category ........ccccovvvveeiiiinnnnnns 1
Martial ArtSSWEEPING......ccoveirieeeiieeiie e 1
SelfControl skillcategory........cvveivieiiiiiiiieiiiiie e 2
choice of up to two SKillS.......ccccoveiiiiiiiiinnne 2 (total)
Subterfuge Attack skill category..........coccovviieeninnnnns n/a
choice of up to two SKillS.....ccccociiiriiiiinn . 2 (total)
Subterfuge Stealth skill category .........cccocevveriiiiiennns 5
choice of up to four skillS......cccoovriiiiiinnnnne 5 (total)
Urbanskillcategory.........cooviiiaiiiiiiiiiieeee, 1
choice of 0ne SKill ....ccviviiiiiiiicic I
Weapon skill category (ChoiCe)........ccoevuviiiviiiieninene 1

choice of one skill
Stat Gains: Agility, Constitution

17.10
SCHOOL MASTER (V)

The school master is a character who has spent many
years learning a specific martial arts style. Mis training
involved long hours of practice and conditioning, but now
the character is an acknowledged master of his given
martial arts style.

"l am Master Kim of the Water Flowing School.

My school teaches its students to use the energy of

their attackers against them. Our teachings allow

our students to gain inner calm andtranquility."

Time to Acquire: 39 months
Starting Money: normal
Special:
Friendly contact with another school . .. ... .
Students (1d10, income 1d2

Rival competing school in same area
Scrolls (+5 to a general lore skill)............... .

Training hall incity ... .. 35
Weapon, +5 non-magical ... ... . 20
Rival master of opposing style............................. 20
Certificate in his martial artsstyle........................| 0
Category or Skill # of ranks
Body Development skill category. ... ... ... na
Body Development. .. ... .. 1
Martial Arts Combat Maneuvers skill category ... ... . n/a
choice of up to two skills.................. .. 2 (total)
Martial ArtsStrikesskill category ... . 2
Martial Arts Striking ... 2
Martial Arts Sweepsskill category. ... . 2
Martial ArtsSweeping. ... 2
Self Control skill category.............. ... ... ] 2
choice of up to two skills................ .| 2 (total)
Special Attacks skill category ... ] n/a
choice of one non-Restricted skill.......................... 1
Weapon skill category (choice)..... ... 1
choice of one skill ... 1

Stat Gains: none
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71
SECRET SOCIETY
MEMBER (V)

The secret society member is a character who has been
pulled from other walks of life and introduced to a secret
movement. The current government does not support the
movement's goals and thus the movement must keep alow
profile. Members are taught how to fight and defend
themselves for the time when the movement will come out
of hiding and accomplish its goals.

"The Red Flag Society is dedicated tofreeing the
oppressed and overthrowing this corrupt regime.
Join with us, | know you are a true patriot. "
Time to Acquire: 22 months
Starting Money: normal

Special:
Friendly contact in the government ................... . 40
Friendly contact in the military forces.................. 20
Knowledge of members in another city................. 40
Friendly low-ranking underworld contact ........ . | 60
Wealth, 1d10 (open-ended).................................. 30
Symbol of secret society......................................] 0

B IR

Category or Skill # of ranks
Influenceskill category........................................... 1
choice of one skill........................................ 1
Martial Arts Strikes or Sweeps skill categories............ 1
choice of one non-Restricted skill........................... 1
Subterfuge Stealth skill category................................. 2
choice of up to two skills......................... .. 2 (total)
Urban skill category.............................................. I
choice of one skill ... 1

Stat Gains. none

1712
MARTIAL ARTS STREET
PERFORMER (V)

The martial arts street performer isacharacter who uses
hismartial artsskillstogain money from spectators. Hehas
aglibandagiletonguethat often appearsmoreskillful than
his martial arts skills. The martial arts street performer is
also looked down upon by "more serious" (and wealthier)
practitioners of the martial arts world. Yet one must cat,
anditishonest work. Sometimestheperformerisamartial
artist who has fallen on hard times and is without patron-
age. Thus it can be very dangerous to bait inept street
performers, as they may be skilled martial arts students
new to their trade who will bitterly resent any slur on
themselves and their newfound situation inlife.

'‘Watch now as | perform this maneuver for your
pleasure, risking my life and limbs in this danger-
ousfeat. No performer in this province has
attempted thisfeat since the unfortunate and
horrific death of Master Lo some thirty years
ago...'

Time to Acquire: 37 months
Starting Money: normal

Special:
Friendson thestreet ... 70
Scrolls (+5 to specific lore skill).......................... 30
Props (+10 to performances)................................| 50
Member of performing troupe........................... .. 40
Small-timeunderworldcontact ........................... 30
Extra money, 1d10 (open-ended).......................... 40
Friendly tavernowner........................................| 0
Category or Skill # of ranks
ArtisticActiveskill category....................................... 2
choice of two skills.............................. 2 (total)
ArtisticGymnasticskill category................................. 1
choice of one skill ... 1
Influenceskillcategory........................................ 2
PublicSpeaking............................................ 1
choice of one skill ... 1
Subterfuge Stealthskill category................................ 2
choice of one skill.......................................... 2
Urban skill category............................................ 3
choice of up totwo skills....................... .. 4 (total)

Stat Gains: none



1713
TEMPLEMONK (L)

The temple monk is a character who has spent most of
hislife in the sheltered walls of a temple learning both his
religious doctrines and his martial arts skills. The temple
monk is often surprised by the corruption in the material
world, but he is not defenseless thanks to his extensive
training. A temple monk strives to renounce the material
world and pursue only his spiritual development.

"Through strife and struggle, we gain knowledge
and wisdom. | would be honored to test my skills
against you. May my brothers give me guidance
and strength.”

Timeto Acquire: 169 months
Starting Money: normal

Special:
Scroll (+10 to ageneral lore skill)...................... . 40
Healing Herbs, 1d5 of uncommon potency........... 50
Healing Herbs, 1d10 of common potency............. 30
Scroll (+10 to Martial Arts StyleLore)............ ... 40
Prayer beads (+10 to Meditation skill)................... 0
Category or Skill # of ranks
Body Development skill category............................. n/a
Body Development ... 1
Lore General skill category...................................... 3
choice of up to three skills...................... . 5 (total)
Lore Technical skill category. ... .. 2
choice of one skill........................... 2
Martial Arts Combat Maneuvers skill category. .. ... .| n/a
One Lifestyle skill............................... .. 4
Martial Arts Strikesskill category................................ 2
Martial ArtsStriking........................ 1
Nerve Strikes.............ooo 1
Martial Arts Sweepsskill category............................. .. 2
Martial ArtsSweeping.................................... 1
Locking Holds........................................ 1
Self Control skill category..................................... 4
choice of up to two skills.......................... 4 (total)
Special Attacks skill category.............................. ] n/a
choice of one skill......................o 1
Special Defensesskill category............................. . n/a
choice of up to two skills......................... . 2 (total)

Stat Gains: Self Discipline

Lifestyle Skills: Two Martial Arts Styles skills from the
Martial Arts Combat Maneuvers skill category may be
chosen as Lifestyle skills.
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1714
WANDERINGMONK (V)

The wandering monk is a character who has spent some
time in training at the temples of the region, but later
decided that truewisdom isto be found by interacting with
thepeople. Inthecourseof histravels, thewandering monk
learns the need for a strong defense and gains a better
understanding of human nature.

"True knowledge is gained through experience in
the outer world and not through solitude and
meditation.”

Time to Acquire: 78 months

Starting Money: normal

Special:
Prayer beads (+10 to Meditation)........................ 50
Weapon,+5 non-magical............................. 30
Book (+10 to a specific lore skill).................... . 30
Book (+5 to alore category)................................ 20
Reputation asaholy hermit ... ... | 0
Category or Skill # of ranks
Artistic Passive skill category................................. 2
choice of one skill....................... 2
Body Development skill category............................] n/a
Body Development ... 1
Communication skill category. ... .. 4
choice of up to two languages...................... 4 (total)
Lore General skill category................................... 2
choice of up to two skills........................... 4 (total)
Lore Technical skill category.................................... 2
choice of one skill................... 2
Martial Arts Combat Maneuversskill category...... ... n/a
choice of one non-Restricted skill............................ 2
Martial Arts Strikesskill category. ............................ . 1
Martial Arts Striking......................... 1
Martial Arts Sweepsskill category............................. 1
Martial ArtsSweeping.................................... 1
Self Control skill category....................................... 3
choice of up to three skills........................ 3 (total)
Special Defenses skill category................................ n/a
choice of one skill...................... 1

Stat Gains: none

Part 11

Sections
17.13,17. 14

Temple Monk
L

Wandering
Monk (V)



Partlll

Sections
17.15,17.16

Warrior-priest
L

Weapon
Master (L)
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1715
WARRIOR-PRIEST (L)

The warrior-priest is a character who has studied a a
militant temple to serve in the enforcement arm of the
temple. The warrior-priest believes that he has been called
to defend hisreligion and the goals it professes.

"The prophet said to lead a man to enlightenment;
a teacher needs the classic works, the writings of
the scholars, and a strong arm. | am the arm that
leads souls to enlightenment.”

Time to Acquire: 107 months
Starting Money: normal

Special:
Recent advancementinorder............................. .. 40
Prayer beads (+10 to Meditation)...................... ... 70
Prayer scrolls (+10 to one genera lore skill)......... 60
Weapon, +5 non-magical..................................... 30
Herbs, 1d10 common healing herbs................... 20
Reputation asaholy warrior............................... 0
Category or Skill # of ranks
Body Development skill category............................. n/a
Body Development.......................................... 1
Lore General skill category...................................... 2
choice of up to two skills......................... .. 2 (total)
Lore Technical skill category................................... 1
choice of one skill ... 1
Martial Arts Combat Maneuversskill category. ... ... . n/a
choice of one skill ... . 2
Martial ArtsStrikesskill category.............................. 2
Martial ArtsStriking ... 2
Martial Arts Sweepsskill category.............................. 2
Martial ArtsSweeping ... 2
Self Control skill category...................................... 2
choice of uptotwo skills.......................... .. 2 (total)
Weapon skill category (choice).................................. 1
choice of one skill....................................... 1

Stat Gains: none

1716
WEAPON MASTER (L)

The weapon master is a character who has dedicated his
lifeto mastering the use of hisweapon. Hedesiresto bethe
most skilled practitioner of his chosen weapon in the
world.

Note: This is revised from the RMSR version.

"/ have studied the art of the sword far 30 years.
My swordplay is without comparison. | will not
accept your challenge because | will notfight a
boy who only thinks he is a man."

Time to Acquire: 116 months
Starting Money: normal

Special:
Weapon, +10 non-magical. ... ... 50
Victory inregional tournament ... . 40
Weapon, +5 non-magical. ... 30
Rival martial artist ... 40
Scrolls (+10 Weapon StyleLore).........................| 50
Books (+10 to aGeneral Lore skill)..................... 30
Reputation as a very skilled fighter. ... 0
Category or Skill # of ranks
Body Development skill category.......................... .| n/a
Body Development........................................ 2
Combat Maneuversskill category............................. n/a
Weapon Style Lifestyleskill................................ 4
Martial ArtsCombat Maneuversskill category. . ... .. n/a
choice of one non-Restricted skill........................ . 2
choice of one other non-Restricted skill................... 2
Martial ArtsStrikesskill category.............................. 1
Martial ArtsStriking................................... 1
Martial Arts Sweepsskill category............................... 1
Martial ArtsSweeping...................................... 1
Special Attacks skill category................................. n/a
choice of up to two non-Restricted skills ... .. 2 (total)
Weapon skill category (choice).................................... 4
choice ofone skKill................... 4

Stat Gains: Strength, Agility

LifestyleSkills: OneWeapon Styleskill from the Combat
Maneuvers skill category may be selected asalLifestyle
skill.



Length: 5-7 feet Range Modifiers: —
Weight: 6 - 8 pounds
Fumble Range: 0 - 08 UM
Breakage#s: 1,2,3,4,5,6,7
Strength: 65-75w
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ATTACK TABLE 18.1
CHIGIRIKI

POLE ARM
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ATTACK TARBLE 18.2 Length: | - 2 feet RangeM odifiers:
KAMA Weight: 3-5 pounds
Fumble Range: 01 -05 DM
Breakage #s. 1,2,3,4,5,6,7
ONE-THANDIED EDGED 65-75wW
9 8 7 6 5 4 3 2 A
/1BES 1BES 23ES 26ES 26ES | 150
1BES 18ES -  23ES 26ES 2BES | 149
8EK | 23EK 26EK =28EK | 148
1BES ' R3ES 26ES R20ES | 147
18l 23ES 26ES 28EK | 146,
GEE( 23EK . 26EK - 28ES | 146
8EK | 23ES 26ES (2BEP | 144
1BES © " Q3ES| 26EP 2BES | 14
1BEK. 23EX 26ES 28ES | 142
8ES 23ES 26ES 28EK | 141
1BES 23ES 26ES 2BES 140
> 13CK  15DK 1BEP 23Er 26EK 2BES 139
138 | 11CK 13CK 15DK 17DK 1808 23Ds 26ES ZBEP 138
137 | 11BK 13CK 15DK 17DK 18DS 2305 26ES 28DS 137
136 | 11BK 13CK 15DK 17DK 18DK 230K 26EP 2805 136
135 11BK 13BK 15DK 17DK 18D5 23DS 26DS 28DK 135
134 | 11BK 138K 15CK 17DK 180K 23D5 26DS 28DS 134
133 | 118K 13BK 15CK 17DK 18DS 23DP 26DK  2BDK 133
132 | 11BK 13BK 15CK 17DK 180K 2305 28DS 28DS 132
13 T1AK 13BK 15CK 17DK 1805 220K 26DK  26DP 131
130 11AK*§38K§?’]5CKT; 7cK™ 180K 2205 2808 26DS | 130
120, | 11AK 13BK '« 15CK 17CK " 18D8 200K 26DS 25DS | 129
128 | 11AP 13BK | 16CK '17CK 18DS 20DS 260P 25DK | 128
127 | 11AK lam 15CK 17CK - 180DP 20DP 26DS 2503 | 127
126 | 11AK 13AK 18BK (47CK 18CS 20CS 28DK 26DS | 128
126 | 11AS 13AK. 15BK 17CK -18C8 2008 260S 25DP | 128
124 117 13AK . 18BK “17CK 18CS 20CK 26DK 25CS | 124
123 ]1 13AP. 16BK “17CK. 18CK 2005 26DS 25CK | 123
122 1, 13AK 18BK 17CK .| 18BS |1t - {8CS 20CS 26DS 25CS | 122
121 11 "13AK " 18BK " 17CK | "18BK ' 188K " 20CP 18CK 19CP 25DP 23CS | 124
120 11 13AS 15BK 17BK 18BK 1BBK 20BK 20CK 18CS 19CS 25C5 23CK 120
119 11 13 15BK  17BK 1BBP 1BBK 20BK 20CK THCK 17CK 23CS 21C5 119
118 1" 13 15AK 17BK 1BAK 1BBS 20BK 20CS 18CS 17C5 23CK 21CP 118
117 b b | 13 15AK 178K 18AK 18BK 20BK 20CK 18CK 17CK  23C5 21Cs 117
116 11 13 15AK 17BK 1BAK 18BK 20BK 20CK 18C 17CS 23CK 21C5 116
115 11 13 15AK 17BK 1BAK 18BP 20BK 20CP 18CP 17CP 2305 ZICK 115
14 1" 13 15AK 17BK 1BAK 18AK 20BS 20BK 1885 17BS 23C5 21C5 114
113 11 13 15A5 17BK 18AS 18AK 20BK 20BK 18BS 1785 23CP 21CS 113
112 18AK  20BK  19BK 1885 17BK 23CS 21CP 112
111 18AK b_EOBP_ 18BK 16BS 21CK 19BS 11
110 ! j 1888 1885 21C8 1988 | 110
109 178K 1 14BP 20CK 17BK | 100
108 1788 14BS 20CS 1785 | 108
107 ¢ 168BK 1 14BK 20CS 178K | 107
108 | - 18681 1488 20CP 178BS | 108
108 “16BK | 14BK 20BS 17BP | 105
104 1685 1 14BS 208S 1788 | 104
103 1aBR 14BP 20BK 1785 | 103
102 18A8 ¢ 14AS 208S 17BK | 102
101 C4BAK © 13A5 1BBK 16BS | 101
100 16A5 13BS 17BK 16BS 12AP 13AS 18BS 16BS 100
99 14AK 13BP 16BS 16BP 12A5 11AK 18BS 14BP 99
98 14A5 13AS 16BK 16BS 12A5 11AS 16BF  14A5 98
a7 13AF 13A5 14BS 16BK 1ZAK  11AS 1BBS 14A5 a7
96 13AK 13AK 14BS 16BS 1MAS 11AP 168K 14AK 96
a5 13A5 13A5 14BF 16BK 11AF 11AS 16B5  14AS a5
94 13AK 12AK 14AS 16BS 10 11AK 1GBK 14A5 | 94
23 13A5 12AS5 14A5 15BK 10 11AS 16BS 14AK 93
92 13AK  11AP 10 11AK 16BS 14AS 92
A . 10 1DAS 15BP 12AP | 91
90 s 10 10AP 15AS 12AS | %0
89 ] 1 10, 8 13AK 10AK | 89
B |11 10 8 13Ad '10AS | 88
o7 Al | b 10 8 13AK 10K | o7
86 | 11 11 8 8 13AS 10AS | 68
05 R ANE 8 8 13AP 10AP | B85
84 11 11 7 8 13A3 | 10| 84
83 10 ., ]u'. 7 8 13AS 10| 83
82 10 Q- 7 a8 13AK 10 | 82
81 9 9 7 7 11AS 8| 81
B0 g 9 vy i 11AP a 80
79 9 g9 7 5 10AS F i 79
78 9 g 9 10 10AS 7 5 10AK 7 78
7 a 9 9 B OIDAK o 5 10AS 7 7
76 ] ) B B 10AS 6 5 1DAS 7 76
75 9 ] a # 10AP [ 5 10AP 7 75
74 a g A B 10 5 - 10 74
73 9 ] 8 8 a 5 - 10 - 73
72 9 9 2] 8 8 5 10 72
7 8 8. 8l 11 8 8 6 5 ~ 8 -1 n
70 8 1hs el ‘*1] T 8 [ 5 - 8 -1 10
60 | ;8: 8 BUE L] 1 ihis B 7. 6 - - [ ~| 69
68 8. -8 5| e 10N 0 & 7 ] - - [ - | 68
67 |ia e 15 5 8 B e B e | T
8 | .8 .8 B2 |48 »,hﬁ - - - 8 ~ | 68
85 7Rt B AR e 5 s = & 6 ~-] 65
64 | g8 8 [-11ie T e - = % - | 84
€3 7 et 8 [k 0 8h 8, Bty o 20 AR | 7
62 7 7 -8 [es 10 .58 -2 i = i iy Pt 82
81 7 [ T | gt g » = < = = -1 &
58-60 7 6 6 9 6 - 5860
54-57 7 6 1] 9 L] - - | 54-57
52-53 6 5 4 8 5 - - - - 8253
47-51 5 4 3] 4 A47-51
44-46 5 4 - B - 4446
42.43 4 4 ~ 5 = = = = = = = 42-43
ar-41 4 a - - 4 - = = = ara
3436 4 = - - - 34-36
27-31 2 - - - - - = = - = - 27-33




Length: 4 -0 [eet Range Modifiers: = ATTACK TABLE 18.3
Weight: 5 -8 pounds CATTAN
Fumble Range: 01 — 05 UM KATANA
Breakage#ts: 1,2, 3,4,5,6,7 AT |
Strength: 80 - 90 I'WO-HANDLED
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ATTACK TABLE 18.4
METAL WHIP

-IHIANDED CONCUSSION

Length:
Weight:
Fumble Range:
Breakage #s:
Strength:

5 - 8 leel

3 =7 pounds
01 -06 UM
1,23, 4.5,6

75 - 86

Range Modifiers: —
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Length: 2 -3 feet Range Modifiers: — ATTACK TARBLE 18.5
Weight: 2 -3 pounds -
Fumble Range: 01 - 07 UM NUNCHAKU
Breakage #fs: 1,2,3,4,5,6,7
Strength: 65-75w
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)| . b . E| 30 o TN g |
19CK 22CK 27DK  27DK  30EK 30EK 2BEK 30EK 34EK 34EK 37EK 40EK
19CK 22CK 27DK 27DK 30DK 30EK 2BEK 30EK 34EK 34EK 37EK 40EK
13CK  22CK 27DK 27DK 30DK 30DK 28DK 30EK 34EK 34EK 37EK 40EK
19CK  22CK 27DK 27DK 30DK 30DK 280K 30DK 34EK 34EK 37EK 40EK
190K 22CK 27DK 27DK 300K 30DK | 28DK 30DK 34DK 34EK 37EK 40EK
18CK  22CK 270K 27DK 30DK 300K | 28DK 30DK 34DK 34DK 37TEK  40EK
19BK 22CK 27DK 27DK  30DK 30DK 28DK 30DK 34DK 34DK 37DK  40DK
19BK  22CK 27DK 270K 30DK 30DK 28DK 30DK 34DK 34DK 370K 40DK
196K 22BK 27DK 27DK 30DK 30DK 28DK 30DK 34DK 34DK 370K 40DK
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24dBRY' 2 " v 7‘:* * ¢ 0 3 3 e 320
19AK  22AK 26CK 24CK 30CK 30DK A2CK
18AK  22AK 24CK 22CK 30CK 30CK 30CK
19 224K 24CK 22CK 30CK 27CK 30CK
19 22AK A0CK 24CK 22CK 30CK 27CK 30CK
19 224K A0CK 24CK 22CK 27CK 25CK 30CK
19 22AK 288K 24CK 22CK 27CK 25CK 30CK
19 22 28BK 24CK 22CK 25CK 25CK 30CK
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ATTACK TABLL 18.6 Length:

T TR Weight:
FETSUBO Fumble Range:
4 Breakage #is:
I'WO-HANDIED Strength:

5 -7 feet

10 — 18 pounds
01-09 UM
1,2,3,4,56,7

76 - 85

Range Modifiers:

17

20 19 18 12 11 10

L T R A B I |

| =4 o

| B Y A N |

39EK  S1EK
39EK 41EK
J9EK  41EK
390K 41EK
390K 41EK
39DK A1EK
390K 41DK
360K 41DK
36DK 410K
34DK 410K

\

29CK 39DK
29CK 36DK
209CK 36CK
29CK  36CK
29CK 36CK
29CK 3BCK
20CK 36CK
26CK 36CK
26CK 36CK

24CK_33CK 3

248

19BK  28BK
198K  26BK
19BK 26BK
198K 26BK
19AK  26BK
19AK  26BK
19AK  26BK
17AK  26BK
17AK  26BK
14AK _23BK
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Length: 5 -7 {eet
8 pounds

Weight: 4

Fumble Range: 01 - 06 UM

Breakage #s: 1,2

S8 ST S o)

Strength: 65-75w

Range Modifiers:

20 19 18 17

16 15 14 13

13CK - 150K %SEK };EK

13CK |
13CK 150K‘.j

3CK_ 1501(,15&1( ?EK
1&:15&; ;ggg% 71%5“
13BK ;aca 1unkﬁ.$rzﬁ
13BK  15BK 180K |
138K '15“ 16DK 17DK
13BK 158K 1 D

138G 15BK 15DK
13AK 158K 15DG
13AK. 158K 15CK
13AK 158G 15CK
13AK 15AK  15CK
13AG 15AK 15CK
13 15AK 15CK
12 15AK 15CG
13 15AK 158K
13 15AK _15BK

13 15AQ " 15BK
13 15 15BK
13 15 15BK
13 15 158G 17CG

16AK

*
1

WA LD D@D WD 0000t s
A EFE IS |
‘-_-isf -
-1

LR th ) =i [0 D 0 — = =4 A 3 €D GD 43 03 &3
=
=

| Ltathgrun NGO W

T A e

k- 1
Y

120EK 20EK 22EK'

(20EK  20EK \22EK 22
20EK mmﬁgm* ek 2
mxﬁ S R2EK
' 20DK | 226K -
20DK - 220K
200K K™ 220K 22EG

20DK 20DK 220K 22DK
20DK 200K 22DK 22DK
20DK 20DK 220K 22DK
20CK 20DK 22DK 22DK
20CK 20DG 220K 220K
20CK 20CK 22DK 22DK
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20CK 20CK 22CK 2ZDK
20CK 20CK 22CK 22DK
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20AK 20BG 228K 22CK
20AK Z20AK 22BK 22CG
20AK 20AK 22BK 22BK
20AG  20AK 22BK 22BK
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ATTACK TABLE 18.7
-SECTION STAFF

TWO-HANDED

140

118
17

55-60

50-54
47-49
36-46
3537

30-33
2429
18-24
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ATTACK TABLE

18.8
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Length:
Weight:
Fumble Range:
Breakage #s:
Strength:

2- 3 feet

2 — 4 pounds
01 -02 UM
1,:2: 3, 4,5

75 - 86

Range Modifiers:
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19.1 LOCKING HOLDS CRITICAL

STRIKE TABLE

A

B

e

D

Foe watches as you slumble aver

Foe manages to slip out of your grasp.

You to not move quickly enough to press

Glancing strike causes o soma concern

AL the critical mosmant you hasitiate and fos

Immotilize him. He is al your mercy.

on,

(4 10)

01-05 | your own teat. He is not worred your momentary advantage. slips away out of your grasp
+0H +0H +1H [rill Tk
You manage to inflict some minor Mistimed attack Is lucky 1o even strike the | Foa breaks out of your grasp easily T \‘fnu calch your foa in an arm lock lu:i Irtn Arm lock sats toe i for a weak smap kck
06-10 damage to your fos foe. Bettar luck next lime. mananes 1o break your grasp oo stuinhles hack a step Yoy have inftiative
. neat ronnd
+1H +2H +2H vaH Al
You maneuver your opponent into | Foe barely escapas out of your grasp. You | Your swift attack causes your foe 1o You step past foe's strike and entangle his Your anpﬁv?ﬁn::i cafches fos on e sida
an awkward stance, You gain gain initiative next round stumble backward and nearly fall. You waapon arm. Foe must parry next oound to [ of the bead. Ha is dazed by your Blow You
11-15
= iniliative next round have initiative next round. reclaiin his hatance. nove in 1o axploit the gap i his defanses
+2H +3H (+20) V2N - (%:20) 20 - @ - 410y
‘You catch foa In a painful wrist lock. | Foe senses your intent and concentrales | Your darting atlacks have your foe growing | You manage to tied foe up in an anm lock, | You grab toe s hand and marneuver him into
He manages lo break frea but your | on defending himsell, You have initiative | worried, He starts lo becoma mora He mus! parry next iound and you have thee path of your foot Toe Is doubdad over by
16-20 | have initiative next round next round detensive. You have Initiative for the next 2 | nftiative for the nixt two rounds as He the farce of the blow
rounds attempts to extract himself
+3H = {+10) (%10} +2H- (%-20) (-40) AN - G
Clever wrist Inck handicaps foe. You | You manage to pull foe's shirt over his | You sprain foe's weanon hand finger Jorking twistto foe's elbow nearly | You throw foe into the nearest hard ohject
21-30 | have Initiative for the naxt 2 rounds. | head dislocates it Foe drops his weapon and e hits hard. Mis neck is spralned
VIH = (+20) +1H = (-30) - (+10) +3H - (-20) - (+10) Il - (-20) Wil - 20 - (20)
You hwist foe's arm behind his back, | Brusing grip on his weapon arm causes | One-handed hold spins foe around and Your encircling ﬁ;ip sfs foe up for a brutal | Your controliing hokd spinds foo around in
31-40 He breaks frag but straing his foe to wince In pain. If fos is not wearing | nearly dislocates his shouldar. haad butt, Foa's nose is broken. You have | the direction you wish. You bave inittative
F nuscles arm greaves, he drops his weapon. Initiative next round next round
+5H - (%-20) +4H - (2-25) A5H - € V6H - € —(-20) - (120)
Toe attacks too slowly You grab his | You catch foe in a painful annlock, You catch foe’s lag as he makes an (ii- | You tie toe up Ina painful hotd. He | vou frab too's WEIPIN a1 as he attacks
weapon and nearly disarm him advisad altemp! 1o kick you. You thiow strupgies lulilely against your grip. You Your have fnitiativ for the nesd Shioe ronnds
41-50 him of-balance to the ground, He twists | have initiative for the next 3 rounds
hiis ankle
A2H - (%-25) VAH = 12 +5H - 26— (-20) A€ {4 10) - (030)
You grab foe and pull him off- ‘You manage to sprain foe's wrist with a | Controlling hold drives foe 1o the ground, | You leap Mr foe s stilke and grat m;m Strang Hold forces foe 1o 1l to b knans. 118
balanca. Ho falls hard 1o the ground. | final twist belore ha breaks free from your | You may altack next round with posilional | of his head, Throw foe 5 In the direction of | ther reclaves your knea in his face, His nose
51-55 hold modifiers. You have Initiativa naxt round. | your chioice. You have initiative for the naxt | is broken
2 rounds
SH-& +2H - € ~(-20) o~ (+20) VBH - 28 VAH - 26250 - (:20)
Foe cleverly manages lo avoid your | You use loe's momeantum against him. He | Foe is taken unawares by your hip throw, \-'nu_u teh foe's hand and use a wrls_t lock 1o | Toe's il-advised charge ends with him fying
atlack by talling 1o the ground stumbles to tha ground, He falls and nearly impales himsell on his | disarm him. Foe struggles against you but | over your head. Foe impacts on the ground
56-60 waapor. Check for weapon hreakage your sHil have contol. You have Initiative for | 5 behind you and loses his weapon. Chisck
the next 2 rounds for weapon breakage.
vatl ~ & - (+10) +3H - © - (-20) +5H - Cx 20 (+10) 15H - 3G - (-10)
Your controlling grip on fog's arm You grab foe's 2ar. He looks at you in You grab foe's weapon hand and sprain .f_L-lE attempls to blm your anm lock E\u You decide 1o apply more pressure foe §ann
causes him 1o attempl 1o break free. | amazement as you lorce him to dance hig wrist with a twisting motion. Foa diops | pushing himsel backward. You move in the | and shoulder. He siruggles against you and
61-65 | I'oe badly strains his shoulder around. You have the Initlative for the weapon and cradies his hand other direction. Foe breaks arm you 1oss him to tha ground, He breaks his
musche, next & rouris. colfarhone
4BH - 269 = (-10) (120) ABH - ©5% - (-20) V5 - 32 - 1-20) 10K - 268 - (-20)
As foa lunges toward you with his | A simple thumb lock causes foe to fall to | Foe attemnpls 1o strike you. You catch his | You gel angry al your opponent and dectde | Crack. Toe s neck was not meant to move In
waapon, you deftly avold Ihe allack | his knees in pain. He is lotally outstreached hand and furn and throw him | 1o shatter his elbow. Foe drops his weapon | that mannear, Foe dies immediglely, You look
6 and catch his hed arm. You take his weapon and aver your shoulder. Foe lands and and screams in paln He 1s a1 your marcy Tor your next opponant, 1his ona was oo
6 Spinning gracetully you dislocate daclda what you want to do. manages to break both of his arms. Basy.
fne s shoulder
+5H - 3O - {-50) (+25) 101 - GO - (-80) H0H = 1296 - (-40) (+20)
Foe rirshes you iike 2 bult in & china | Wrenching arm lack sands foa face down | Foe trips, stumbles, and falls as you spin | Foa's impulsive attack lands him ina near | Foa must have a death wish. You disaren him
shop. You step aside and trip him. | into the dirt, Foe Is momentarity out from under his attack. Foe makesan | stranglehold. Foe's face tums red as ha aasily. You may maneuver 1oa 5' in amy
67-70 | Gravity does Ihe resl. Fos slumbles | immaobilized and siraing his back fighting | attack against himself, You gain good gasps for ai diraction this round. You have initiative for
and falls. Roll for @ weapon fumble. | against your controlling hold. position. the next three rounds.
+2H-C +#3H = 263 - (-10) = (+10) (+10) ¥2H - 208 - 2(-30) +5H = 2 &3 - 3{-30)
‘fou catch the weapon ann of your | Snap, You spin fos to the ground and Cartwheeling throw dislocates foe's Wha}; il he go? Ioﬁ Hails at empty air as | Conteolling hold forces the foa in any
o, You have the initiative for the break his leg with a brutal hold. Foa's leg | shoulder, Foe is unhappy you slide under his attack and grab his legs. | direction you choose this round. Foa loses
T1-75 | next 2 rounds. Is cleanly broken. Foe 5 upendad and defenseless until he can | initiative for the naxt theee rounds. You also
break your hold, sprain foe 5 peck
#2H = 2 = (-10) - (+20) +5H - 3t7 — (-20) +7H - 481 - {-40) VIH - 2608 - (420) 451 - 2 0% ~ {-50)
Foe Is thrown off-balance as you Foe is confused by your technique and You grab the back of your foe's head and | You show your foe no mercy as you shatter | Your strong hold resulls In ripping the
suddenly release your hold and step | you galn a strong hold on him. You have | throw him to the ground. Foe eats dirl. You | his weapon arm with a brulal knee strike, tendons in fos's wilst and arm. Foe's ann ls
76-B0 | back foa ls confusad initiative for the naxd 3 rounds twist his nearby leg into an uncomlortatie | Foe's arm is useless and he whimpers in useless. +BH {stunned 3 s, -40 to all
position pain. actions)
VAN -3¢ - (+10) aH-38 +6H - 2 0@ - 2(-30) 1H - 2 0% - (-30) BH - 360 - (-40)
Spin foe around with your Sweeping throw sends foa rolling 10 in | You grapple your foe and engage him in Foe learns the power of gravity as he falls | You manage to thiow fos Into the attack of
controlling hold. Foe's defenses are | any direction. He strikes a hard object and | close combat, He is unsure what Lo do, upon his own weapon. Roll for a weapon another combatant. Foe teies lo untangls
81-85 | down. You hava Initiative for the Injures his head. Foe Is blaeding badly You have initiative for the next 3 rounds. | fumbla. He also knocks the wind out of his | himsall this round. Me also breaks his am
next 2 inds, from his forehead inta his eyes. lungs. Landing on the ground
20® - (125) VBH - €5 — b~ (-50) 42H - 2(%-40) - (+30) VN - 3R 1BH - 4 - (-20)
Foa attacks you with abandon, You | You block foe's attack and laka his Strong throw causes foe to break ribs. One | With fittle appaﬁ effort you block ||_:e ] You immbolize fog with a head Inck. You can
sprain his weapon arm with easa. Ha | weapon. You also decide to dislocate his | broken rib panetrates a lung. Foe Is not attack and place him in an immbolizing choosa to choke him o unconsciousnass o
86-90 | is not golng to last long, shoulder for gond measure teeling well hold. You have initiative for the next 6 death if you so wish
rounds
JAH =30 - (-20) WM =20 - (-30) +12H - 5O - (-50) 16H - B (110
Foa s thrown hard lo the ground by | You send foe flying 10° In any direction. | Throw breaks both of foe's knees. Fos ;uul attack pins |ue'ls arns to his sluels_ Thting of your foe's atlacks. you strike back.
91-95 your attack 1f he kas no helm Is Foe lands and fractures his ribs. cannol move The Tollow-up head butt 1o foe koocks him | Foe is thoown 15° in any direction and knocks
= knockad out out cold himselt ineonscious for tha next 6 hours
sBH-90 +BH - 1208 - (-30) +16H - 8O® - (-80) 2 21
Foo attempls a bizarre movement to | Your attack pins foa with ralative ease, Foe back 1s broken as you lighen your Your anm hold on foe causes him lo beg for | Foa attempts 1o break your hold as you
free himsell of your hold. You You decide to go through foe's pockets | hold. He is paralyzed from the waist down. | mercy. You decide to break his neck Tumble whila maintaining your hold on his
discover a naw lechnique and while deciding whal to do with him nexi instead, Foe digs instantly, You are mean haad You break his neck cleanty, foe 1s
96-99 | jmmbolize the fon with one hand. | Fos is unable 1o defend himself. doad Who Is next?
Foa Is hielpless
— - H12H - 1208 - (-80) (v20) {175)
Caretul hold on foe's shoulder You throw foa head over heels. Foe Bands | Your deadly thiow results in foe breaking | You guide foe's attack against you into his | Showing absolule mastery, you engage your
pushes him to the ground. You on his own weapan and impalas himsalf, | his neck. Ha dies immadiataly. You need to | own body. foe can only walch helplessly as | foe and immabilize him. Your follow up
100 strengthen your position and Foa dies immediately. Not a pretty sight, | find a new opponent you slay him with his own weapon, Carry shike breaks his neck Foe dies immedialoly

You have hall the roumd left to act
(+25)

Key:  Bt=must parry 0 noumds;  08=no parry for Brounds;  B€=sionned for Brounds;  Bb=hlecd B bits per moumd,  (B)=Foe has B penalty;  (ol=attacker ges +1 oe st ol n




19.2 NERVE STRIKES CRITICAL STRIKE

‘ABLE

-
A B C D E
Bad form on your strfke. You almos! | Feeble atternpt. You are glad your teacher | Stiong altempt Is blockad by fos. Batler Glancing sirike. Foa seams unconcerned, You see a wondarlul apening in your loe's
01-05 | hurt yoursen Is not here to see thal. luck next time defenses but you mistime your stiike,
+0H +0H +1H +2H 130
B You stylke ;!:\Hf Batter luck next You are being too cautious, Weak follow thwough on stiike Foe jumps back and avoids most of the force | Light strike on foe’s aom hits a nerve cluster. Foa
06-10 | time of your blow. winces at tha flash of pain
+1H +2H +3H +4H 16H
Foe tlocks most of your strika, but Unexpacted strike causes foe o retreal. Your cunning strike forces the foa lo You manage to land a solid narva strike Powerlul strike 1o foe s stermum knocks the ai
1 1 15 wou gain inftiative next round. You gain mnitiathe next round, backpadal wildly to avoid your blow. You apains! the upper arm of your foe. He winces | out of his lngs. You galn kntiative for thi naxt 3
= gain Initiativa next round. in pain rounds
+2H +3H +5H +5H = (%-10) +6H -
‘You deliever a glancing blow, You ‘Wall-placed kick strikes foe in the thigh, Ha | Double strike to foa's upper lorso causes Forcelul blow just misses its taget I'm'u- N Foe manages to avoid mos! of your attack but
16-20 have initiative next round Is can only move with hall move and you | his arms to go numb. You gain initiative relrgals back wairity. You have intiative for 2 | you still land a painfil blow to the lower back.
& have Initiative next round. next round. rounds
+H HH +TH = (%-10) +8H - (x-20) - 4(-20) P 10H - € = (-10)
Foe blocks your attempl, and sleps Powerful strike 1o foe's sternum leaves Penetrating strike lo the side of foe's ribs | Gouging sirike to foe's skde causes him 1o Spinning kick tands in foe's midsaction. Foe s
21-30 back. He atlempts o parry your next | him gasping for air, You gain initiative next | leaves him doublad over in pain gasp in pain knocked down by the force of the blow
= strike round
45H - % A6H - +8H - @~ 6(-10) JBH-20 16 - © = (-10)
) You manage to pentrate yout foa's Elusive footwork after your attack leaves | Deliberate strike to foe's ung lagy strike to middie of foe's chest. | Knite hand strike to foe's upper arm causes him
guard and defiever a quick strike to foa swinging at air. Carry on.You gain causes the leg to buckle. You have initiative | Crack. Foe's ribs are badly bruised. To drop his weapon. He cannol move his anm for
31-40 | his ribs. He circles you cautiousty this | iniliative next round, (parry -20) the next 3 rounds, oné round
o,
+6H - (%-10) (%-200 +TH= (%-20) - 3(20) +BH -30 - (-20) HH-©
You maneuver arqund your fo# and | Glancing theoal strike, Foe eyes you with | Crane fist sirike to the sida of the foe's head | Pinpoint steike to foe's upper shoulder Snake fist steike to foe's lower back causes him
manage to land a hard blow to his anger. disorients him. He stumbles into the path of | causes his arm to go numb. Foe s 1o lose-feeling in his legs. Foe is restricted to
41-50 | hack your next attack. bewildered by the resull of your attack. one-quartar ol moverment for the next thres
ounds
61 = 3(-10) +5H = €2 - 2(-20) +AH = ©& - (+10) +5H ~ €% - 3(-30) 3¢ - 3(-40)
i Afast stabbing knife hand strike to | Paintul strike on weapon arm. The musche | You strike deeply through your fog's Deadty strike to fos's chest causes himto | Jabtofoe's ayes causes him to flinch, leaving
51-55 the chest causes your foe (o slumbla | Is bruised, delenses. Foe leaps back lo avoid your stumble backward, He sees his death in your | him open for your biotal thioat strike
L= hack, alimost Insing his balance, deadly follow-up Strike, eyes. Press your advantage,
43H -~ (410) 1BH - € < (-10) 1B - 28 - (120) 6H - 20x% +TH - 28R - (-20)
Twisting stelke to foe s weapon arm | Wheeling npen-hmd strike fo foe's ear | Textbook strike to foe's chest knocks him Fierce ﬂuuue-rmnnp‘?sinm 1o foe hits a vital | Precise darting atlack causes foe to momantarily
hruisas him deaply. Foe almost drops | dazas him, down. You can sea Ihe pain in your loe's point, Foe does not look good. fraeze in midst of combat. Taka your advantage.
56-60 | s weapon. He looks around for fyes. «BH (stunned no parry for 2 rnds)
somepne else 1o figh
+aH - € = 6(-10) +3H - 20 - 4[-10) 45H - 31 - (-10) - (+10) BH - A€ 6(-20) BN - AGR
Jahbing strike fo fos s slomach You evade foe's altack and strike hard Lightning-fast strike ships thiough foe's Fluid evasion followed by devastating strike | Classic phoenix fist puch to the chest causes fos
causes hm 1o doubla over in pain guard, racks foe with pain. You have great position | to axperience shight throughout his
61-65 Tor your next atiack
wilh chast armor: +8H
+5H - © - 3{-20) +5H - 3¢ - 3(-30) without chest armor: +8H - 52 H10H - 32 - (425) 18H - 3R - (-20)
ent attack slrikes foe n the leg. Powerful crane fist to foe's chast leaves g throat strike foe's Your precise attack pentrates your loe's Lightning fast attack strikes several vital points,
Ha stumbias and falls as his lag him short of breath. He drops to his knees | vocal chords, he cannol speak, He passes | guard and stiikes a vital point. You make Foa is paratyzed for the next § hours. You ara
66 huckies undameath him. Foe suffers | as ha struggles to breathe. out due to shock. Carry on. strange noises as your fos drops to the fearsome
permanent nerve damage in his leg ground unconcious for the next & hours.
1BH - 260 ~ (-50) +12H - 68 - (-20) +12H - {-20) 150 (+20)
Wall-timed shrike hits foe just ashe | You manage lo inflic serlous damage on | You anficipate your foe's attack parfectly. Clever strike numbs nerve in foe s lag and he | Foa leaves himsell open to your altack. You take
67-70 was ahoul to attack. Foa must roll on | foa's shoulder with your punishing attack. | Foe is completely oul of position as a resull. | nearly falls 1o the ground. Foe is fo | ad ga wilh a d kenife hand stike 1o
b the appropriate fumbla tibla. walking pace while his leq Is numb. Ihe ayes, Foe is partially biinded,
H-26 +6H - 202 - 2(-40) 45H - 201 - (-20) 4BH - 3¢ — B(-25) 5 €% - [-50)
Viclous clawing strike agains! foe's | You show no mercy to your foe as you rain | Leaping snap kick catches foe under his Dpen-handed blow to foe's temple connects. | Lethal dragon-claw fist inflicts massive damaga
Tower weapon arm. I ha is not precise strikes at his body, Foe sulfars shoulder. Foa's entire arm goas numb and | Foe staggers and drops 1o his knees this to log's beg. If foa has n armor he suftars major
weating greaves, he drops hls greatty he drops his weapon, round, nervie damana fo his leg (al movemant rates are
T1-75 | weapon o the ground, haved)
with leg armor: +9H - 5¢
+4H = © — (-40) = (+10) +5H =20 - (-25) +8H - 20 - 2{-30) +10H - 36 - (-20) wia beg armor: +9H - 5 - (-50)
Precise strika 1o loa's heip causes Jab to foa's lower back numbs both of Phoenix fist strike 10 foa's lower back Pain-inducing strika to his arm causes foe 1o | Suddenty the words of your leacher make sense.
76-80 hiim to lose most of his fealing i his | foe's legs for thres rounds. paralyzes his legs for 2 mds Foe drops to | drop his weapon, You try your newlound knowledga on your foe.
) leg the ground He Is at your marcy,
Wl - 261 - B(-10) +5H - 36 - 3(-50) +6H - 20 - 4(-30) +12H - 313 - 3(-30) 15H -8R
Strike fo foe's stomach causes him | Foe lals his guard down and you attack Your slrike catches foa in the lower chest, | Doubls fist strike to foe's back paralyzes 1] ing combi strika ges to hit al
Intensa pain, Foe drops his weapon. | Your elbow strike 1o his face braaks his Your followup attack causes him fo loose both of his arms lor 6 rounds, You have him | of the foe's vital points. The foe immediately
] 1-85 nosa and causes him to stagger back. feeling in his upper body. Foe must roll a at your mercy. drops due to pain overload,
Fumbia for his weapon,
15H - R - (110) VBH — 260 - (-20) A0R - (-25) V10H -3¢ - B(-B0) 190H
Whaeling roundhousa Wick breaks FH‘& hand o foe s ear w.rsas;mim Glancing strike paral loa leteh ping kick 0 with foe s'!_ample l'nwe:ii:l- strika o fos s chest r;dsss daimage 1o
fo & nose. Your fnllowup albow damage. He Is now partially deaf in that Foe fieazes for 6 rounds as he tries to Foa drops immediately and dies in 12 his hearl. Foe sufters 3 major haart attack and
B6-90 | stika hurts him even more & Foe screams in pain regain control of his muscles. rounds. Foe Is also bleeding internally. You | goes info cardiae arest, Foe dies in 9 rounds
assume a dangerous stance.
30 - |-20) +BH - 52 - (-30) 0N -6 101 - b |50}
Jab to foa s g causes 1o becoma | You execule your strike perfeclly. Foa Vioten! double-handed strika to foa's ears - | You strike with the skill of your teaches. Foa | You ;e_u;a Hpr fon's weal:lvle;s' and strlke. Fon is
paratyzed T oe suffers major nerve suffers total loss of feeling In all shatters his gardrums. Foe is now deal. does not even have tima 1o wonder what complately paralyzed. You easlly disarm him and
91-95 | danage 1o his leg and 15 very extremities for one hour happenad. Foe drops immaediataly and is ina | kil him with his own weapon. Carry on
unhappy coma for 2 weaks.
VAN - 2O - (-30) +10H - B - (-50) HIZH - 1268 - (-80) s V251 - (110)
You strike foe with his own weapon | Jabbing hand strike destroys foe's vocal Unresteained strlke 1o foe's starum Snake fist strike penetrates foe's stomach Territying strike Wirough both of foe s eyes blinds
atter you disann him foe s cords, Foe goas Into shock and drops shatiers bone and bruises his heart. Foa and destroys his liver. Foe diops and dies in | him and continues into the brain, Foe goas into
96-99 | completely bawlidered sullers a mild heart attack and collapses. | 9 rounds. shock and drops immediately, Fos ties doe o
- Intarnal hamarhaging of e braln in 3 rounds.
TOR - (420) V1ZH - 1208 - (80 VGH - 24 OR +18n 420H
Falin stiike 1o fow & forehean I the | You easily evade your foe's clumsy attack | One finger strike to fos s starmum paralyzes | Foe does not have a chanca. Your stiike You duck under foa's steike and lightly tap him In
fo# |5 not wearlng a helm, ha is and strike wilh terdfylng pracision. Foa s | him completely. Foe is al your mercy. Do causes his body to go Into convulsions. Foe | 1he chest, disrupting the natural flow of aneigy In
100 | unconclous linded what you wish is helplass and dies in 6 rounds his body and causing his heart lo slop. He stands
In amazement and drops dead the next round
201 - 6OB V15H - 20636 - (-100) +20H 4201 (+25)
n Key:  B%=must parry B rounds;  B8®=nu parry for B rounds; B estunned for B rounds;  Db=hleed B hits per round;  (-B)=foe has -0 perady:  (r=anacker pets 48 nest mound




BODY RENEWAL

1. Flow Stoppage | — Reduces caster's bleeding by 1, aslong as
the caster concentrates or is immobile. For example, this will TAOIST MONK BASH LIST 20.1.1

take awound that is bleeding at arate of 4 hits per round down BODY R E N EWA L

to 3 hits per round. If the caster is suffering from multiple

bleeding wounds, thisonly affects one of them. Lvl Spell Area of Effect Duration Range Type
2. Clotting | — As Flow Stoppage |, except after | hour the 1) Flow Stoppage | * caster varies  sdif

stoppage is permanent. |f the caster is unconscious, this spell 2) Clotting I* caster varies  self U

will operatewithout concentration. 3) Stun Relief I caster self U
3. Stun Relief | — Caster is relieved of 1 round's worth of 4) Pain Relief | * caster c self u

accumul atedstun. 5) Cut Repair | caster self U
4. Pain Relief | TrI;|eals 1 hit per mi n_utefo;]_aslor}? a;ltrecaster 6) Fracture Repair caster varies self U

cqnﬁentrates.l thecasterisunconscious, thisspell will operate 7) Muscle/Tendon Repair caster varies  self U

without concentration. 8) ClottingI11 * caster varies self  Us
5. Cut Repair | — As Clotting I, except the permanent stoppage 9) Stun Relief I 11* caster self Us

occursimmediately. 10) Resist Poison * caster C self Us
6. Fracture Repair — Concentrating with this spell for 2 hours

per day for 1-20 days (depending on the severity) will repair a 11) PainRelief 11* caster C self Us

broken bone (not a shattered or destroyed bone). 12) Vein/Artery Repair caster varies  self U
7. Muscle/Tendon Repair — As Fracture Repair, except cut or 13) Cut Repair 11 caster _ slf U

damaged muscles or tendons may be repaired. ig) I\Ijlractré/eTRegalrgrue_ . caster VF":‘”CES Se:ff UU
8. Clotting 111 — As Clotting /, except bleeding wounds can be ) Muscle/Tendon Repair True  caster ©) e

reduced by.3. ] 16) Minor Nerve Repair caster varies  sdf u
9. Stun Relief 11l — As Sun Relief I, except 3 rounds are 17) Eye/Ear Repair caster varies  sdlf U

relieved. 18) Self Joining* caster varies  self u
10. Resist Poison — Delays the effect of poison as long as the 19) Neutralize Disease/Poison * caster varies  self Us

caster concentrates. 20) Self Keeping* caster varies  self Us
11. Pain Relief Il — As Pain Relief 1, except heals 2 hits per ) )

minute. 25) Clotting True * caster varies self Us

. . . . 30) Neutralize Disease/Poison True  caster varies sf  Us

12. Vein/Artery Repair — As Fracture Repair, except repairs 50) Renewal True caster varies  sdf  Us

avein or artery.

13. Cut Repair 1Il — As Cut Repair |, except bleeding wounds
can be reduced by 3.

14. Fracture Repair True— As Fracture Repair, except repair
only takes 2 hours of concentration for | day.

15. Muscle/Tendon Repair True — As Fracture Repair True,
except cut or broken muscles can be repaired.

16. Minor Nerve Repair — Repairs minor damage to one nerve.
Requires a 1 day recovery period. Minor damage is defined as
any nerve damage that results in penalties up to -20.

17. Eye/Ear Repair — Concentrating with this spell for 2 hours
per day for 1-10days (depending onthe severity) will repair any
external damage to caster's ear (including ear loss) or eye
(including corneal scratch, foreign objects, etc.).

18. Self Joining — Allows the caster to reattach a severed limb;
limbisfully functional after 1-10days (caster must concentrate
with this spell for 2 hours each day).

19. Neutralize Disease/Poison — Has a 50% chance of neutral -
izing one disease or poison (modified by the potency of the
disease or poison) if the caster concentrates for 1 hour or is
unconscious for 1 hour. In any case, it delays the disease or
poison as long as the caster can concentrate.

20. Self Keeping— Upon receiving a death blow, the caster goes
into astate of suspended ani mation, until heiscuredor hisbrain
is destroyed.

25. Clotting True— As Clotting I, except stop all bleeding and
is permanent after 1 minute of concentration for each hit
stopped.

30. Neutralize Disease/Poison True— As Neutralize Disease/ SPECIAL NOTES
Poison, except caster can neutral i ze one disease and poison with See Section 7.2 in Spell Law for additional notes regarding
100% chance of success (modified by the potency of thedisease  healing.

and poison). Note: Thislistisidentical totheMonkBaselistwiththe
same name.

50. Renewal True — While in a trance (from the Self Keeping
spell onthislist), the caster can usethelower level healing spells
on this list to repair himself.
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6. Haste | — As Speed |, except no half rate rounds are required.
7. Speed 11l — As Speed |, except duration is 3 rounds.
TAOIST MONK BASE LIST 20.1.2 8. Dodging |11 — As Dodging /, except 3 attacks can be dodged.

EVAS' ONS 9. FHip Il — As Flip I, except the caster can execute three such

maneuversin rapid succession.

Lvl Spell Area of Effect Duration Range Type 10. Speed V — As Speed |, except duration is 5 rounds.
1) Swing | : caster self U 11. Swing V — AsSwing I, except live such maneuvers may be
g) gp%edl . lcasterk 11 roung g; ld executed in rapid succession.
4; S\E\)/igénlgl [+ c:g?e(r: roun o U 12. Haste |11 — As Haste |, except the duration is 3 rounds.
5) Flipl * caster _ f y 13 Dodging IV — AsDodging I, except 4 attacks can be dodged.

14. Swing X — As Swing |, except ten such maneuvers may be
6) Hastel * caster 1round sef U executed in rapid succession.
7) Speed 1l * ) caster 3 rounds  seif U 15 Speed VII — As Speed |, except duration is 7 rounds.
g; E“Od?:lng*' I SCZI;tagrks 1 round :Ih; U U 16. Haste IV — As Haste |, except the duration is 4 rounds.
10) Sgeed V* cagter 5 rounds sif U 171'. p?errelaetv':ellip_AS Flip I, except the total distancetraveled is
11) Swing V* caster self U 18. Dodging V — As Dodging I, except 5 attacks can be dodged.
12) Haste IlI* caster 3 rounds self U 19, Speed X — As Speed I, except duration is 10 rounds.
ﬁ)) g\%%”g(lv * 4 itat;‘;':S 11rroouun:d Ssg:ff 8 20. Haste V — As Haste |, except the duration is 5 rounds.
15) S VIIl* caster Zrounds sdf U Ziolgggglng True — As Dodging |, except all attacks can be
16) Haste IV* caster 4rounds sdf U 30. Haste X — As Haste |, except the duration is 10 rounds.
17) Great Flip* caster self U 50. Evasions — Caster can use any one of the lower level non-
18) Dodging V * 5 attacks lround self U Speed/Haste spells (on this list) each round.
19) Speed X * caster 10rounds sdf U
20) Haste V * caster 5rounds self U
25) Dodging True * al attacks  1round sdf U . . SPEC'AL NOTI.E.S .
30) Haste X * caster 10rounds self U See Section 7.1.24 in Spell hilv for additional rules regarding
50) Evasions caster 1 rndlvl self U Speed and Haste spells.

Note: Thislist isidentical to the Monk liase list with lite
same name.
[ EVASIONS

1. Swingl —Allowscasterto leapupto 10 vertically or laterally,
grasp and swing from a fixed object, and land perfectly (up to
20" away from the object). The object could be a tree, branch,
rafter, rope, chandelier, etc.

2 . Speed | — Caster may act at twice his normal rate (i.e., 200%
activity per round), but immediately afterwards, he must spend
anumber of rounds equal to the rounds speeded at half rate (i.e.,
only 50% activity per round).

3. Dodging | — Allows caster to dodge one non-spell attack
(missile or melee) that occurs during the same round that this
spell is cast. The caster must be able to see the attack (i.e. the
attack cannot be from a foe to the rear or an invisible foe) and
be must have room to dodge the attack; this resultsin the attack
receiving a-50 modification.

4. Swing 11 — As Swing |, except three such maneuvers may be
executed in rapid succession.

5. Flip | — Allows the caster to flip in any direction, landing up
to 10 away (facing in any direction —no orientation roll
required).

@
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INNER EYE

| Meditation Trance— Caster gainsaspecial +25 modifierto
all Meditation static maneuver rolls.

2. Nightvision — Caster can see 100' on anormal night asif it
weredaylight.

3. Sidevision — Caster has a 300 degree field of vision. The
flank bonus for attacks against the caster is lowered to +5 and
the rear bonus is lowered to +15.

4. Sense Harmony — Caster can sense if the "natural order" of
the world is in harmony within the area of effect. The caster
can determineif aman-made object is placed in aharmonious
manner with the landscape, etc.

5. Water-vision — Caster can see 100' in any water (including
murky water) asif weredaylight.

6. Fogvision— Caster can sec 100'in any precipitation (includ-
ingthick fog) asif it weredaylight.

7. Sense Disharmony — Caster can sense if there is a dishar-
mony in the "natural order" of the world within the area of
effect. Thecaster getsan impression of something wrong, but
not the reason why. For example, the caster could sense that
magical effects were altering nature, or that some curse lay
upon the area, etc.

8. Darkvision — As Nightvision, except any darkness can be
seenthrough. Alsono light is needed to make this spell work.

9. Detect I nvisible— Detectsany invisibleobject intheareaof
effect. Caster can concentrateon adifferent 5' radius each round.

10. Detect Illusion — Caster can check one object or place (up
to 5' R) and tell if it is an illusion or has an illusion on it.

11 . SenseSpirits— Caster can senseif spiritsorelementalsare
within range. Thisspell does not givethe caster the ability to
communicatewiththespiritsor elementals,

12. Disillusion — Oneillusion within the area of effect ceases
to exist.

13. Awake — Awakens caster from any unnatural sleep (e.g.,
Sleep spell, sleeping drug, etc.). Caster takes one round to
awaken.

14. Sense Disharmony True— As Sense Disharmony, except
for the duration and range.

15.Seel nvisible—C'astercanseeal linvisibl ethingsanywhere
that he can normally see. In addition, he suffers no penalties
against invisibletargets (asthey are not invisibleto him).

TAOIST MONK BASF. LIST 20.1.3

INNER EYE

Lvl Spell

1) Meditation Trance caster

2) Nightvision easier 10 miri/lv!
3) Sidevision caster 10min/Iv!
4) Sense Harmony 1'R/Ivl Imin/lvl(C)
5) Watervision caster 10min/lvl
6) Fogvision caster 10min/Ivi
7) Sense Disharmony 1'R/Ivl

8) Darkvision caster 10min/lvl
9) Detect Invisible 5'R I min/lvl (C)
10) Detect Illusion 5'R

11) Sense Spirits 5R 1 min/lvl (C)
12) Disillusion 100'R

13) Awake* caster

14) SenseDisharmony True  1'R/lvl 1 rnd/lvl
15) Seelnvisible caster 10 min/Ivl
16) Woodsight caster C

17) Long Vision caster 10min/Ivl
18) Illusionsight caster 1 min/lvl
19) Stonesight caster C

20) Taovision caster 10 min/lvl
25) Conveyance caster 1inin/ivl
30) Metalsight caster C

50) Taosense caster 1 rnd/Ivl

16. Woodsight — Caster can see through wood (up to 1" per
level).

17. Long Vision— As any of the lower level Vision spellson this
list but without arange limit (i.e., they allow the caster to see
anywhere he could normally see).

18. Illusionsight — Caster cannot see any visual illusions. This
does not affect any of the other senses.

19. Stonesight — Caster can see through stone (up to 1" per
level).

20. Taovision — As all lower level Vision spells functioning at
the same time.

25. Conveyance — Caster's awareness leaves his body (which is
inactivefortheduration of thisspell) and may travel at arate of
1 mile per minute. However, it can only travel 10' per round
when moving through solid material or observing the rea
world. If the spell expires before the caster returns to his
physical body, he will return to hisbody at the fixed rate of 500
per round and upon returning to his body, he must make a RR
modified by -50 or die (the attack level is equal to the number
of rounds overstayed).

30. Metalsight — As Stonesight, except any metal can be seen
through.

50. Taosense — Caster may use any one of the lower level spells
(on this list) each round.

SPECIAL NOTES
See Section 7.1.19 in Spell Law for more information on the
environment's effects on vision.
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6. Cornering | — Allows the caster to execute a turn up to 180
degrees with no deceleration or unbalance (this spell can be
used with any of the Running spells).

7. Levitation — Allows caster to move up or down vertically at
arateof 10" per round. Horizontal movementisonly possible by
normal means.

TAOIST MONK BASE LIST 20.1.4

MONK'SBRIDGE

Lvl Spell Area of Effect Duration Range TYPE . )
1) Leaping | * caster 1round  <df U 8 Landing True — As Landing, except caster can land safely
2) Landing* caster varies self y fromany fall 99% of the time.
3) Traction caster 10min/lvl  odf U 9 Wall-walking — Caster can walk on solid surfaces up to 90
4) Edgerunning caster Imin/lvl  sdf u degrees as if he were on normal ground.
5) LeapingI11* caster 1 round f U 10. Great Leap — As Leaping |, except limit is 10' per level
6 C - cat of u laterally and 5' per level vertically.
ornering |* & . 11. Cornering |11 — As Cornering I, except caster may execute
;) Il:evljtallopr . ger 1min/lvi ;’g; l'lJJ three such turns in one round.
o e waling wd@ 1mnivi(© o U 12 Wall Flip—Ifthecaster hasawall within 10, hecanleapup
10) Great Leap * caster 1 round of yu o thewall, bounce off and land up to 25 from thewall (facing
any direction - no orientation roll required).
11) Cornering I11 * caster lround  sdf U  13. Wallrunning — As Wallwalking, except caster may run.
12) wall Flip* caster sdf U  14. Fluidrunning— Caster may runon any calm fluid surface as
13) Wallrunning caster 1 min/lvl (C) sdlf U if on level ground.
14) Fluidrunning cester 1 min/lvl (C) self U 15. Breezerunning — Caster can run on air if there is a wind
15) Breezerunning caster 1 min/ivl (C) sef U blowing. However, he cannot run into the wind, and when
. runninginany other direction, thewind'sspeed will modify his
1% Eﬁg;’:’;ﬁ'ﬁgﬂw& gg;tg % mﬂllll\\l/ll (((é)) gl‘: 8 movement rate (i.e., like the effect of wind on a sail boat).
18) Breezerunni|g1 True cater  1min/ivi (C) sdf U 16. Earthwalking—Caster can walk just underneath the surface
19) Ceilingwal king caster C wf U of the ground. Loosely packed ground will betray the caster's
20) Run T?ue 9 caster 1 md/vi f U direction of movement. The caster cannot go deeper into the
ground than his body height. In addition, this spell will not
25) Ceilingrunning caster c ©f U function inhard rocky soil. |
30) Earthrunning caster 1 rnd/lvl (C) sdf U 17. Fluidrunning True— Caster can runon any fluid surface as
50) Monk's Bridge caster 1 rnd/Ivl swf U if on level ground, regardless of turbulence.

18. Breezerunning True — As Breezerunning, except caster
may run against thewind, and hismovement rateisunaffected
by the wind speed.

19. Ceilingwalking — Caster can walk on any solid surfaces as
if he were on normal ground (includes ceilings).

20. Run True— Caster use any of the lower level Running spells
once per round.

MONK'S BRIDGE

1. Leaping | — Allows the caster to leap 50' laterally or 20
vertically in the round that the spell is cast.

2. Landing—Allowsthe caster toland safely inafall upto 20' per

T ]
Ly

level, and to take that distance off the severity of any longer fall.

3. Traction — Caster can run on even, unstable surfaces (sand,
ice, etc.) as he would on a hard stable surface.

4. Edgerunning — Caster can run on even, narrow (at least 2"
wide) surfaces as if he were on normal ground.

5. Leaping Il — As Leaping |, except the caster can execute
three "leaps' in succession. Each leap must be within 90 degrees
of the last leap's direction.

25. Ceilingrunning — As Ceilingwalking, except caster may
run.

30. Earthrunning — As Earthwalking, except caster may run.

50. Monk's Bridge — Caster can use any one of the lower level
spells (on this list) each round.

SPECIAL NOTE
See Section 7.1.12 in Spell Law for more information on
encumbrance limits for spells.
Note: This list is identical to the Monk Base list with the
same name.



NATURE'S FORMS

1. Fury of the Tiger | — Caster gets a+5 bonusto all unarmed
attacks.

2. Cunning of the Fox—Caster gains increased sense of hearing
and smell likethoseof af ox. Adds+50to Awarenessmaneuvers
with only those senses; +20 to Awareness maneuvers using
these senses combined with others.

3. Cail of the Snake | — Caster may roll one extra die for
initiativeand choosewhichoneshewantstouse.

4. Eyes of the Eagle — Caster gains an increased sense of sight
likethat of an eagle. Adds +50 to awareness maneuvers using
only sight; +20if using sight combined with other senses.

5. Lash of the Dragon | — Caster can strike an inanimate object
and deliver damage to it (taking no damage himself). Caster
makesanormal Martial ArtsStrikesattack againsttheobject. In
addition, thereisachancethat theobject will break if it hasany
flaws(e.g., cracks, fractures, etc.) in it. The chanceisequal to
10% plus 1% per degree of severity of thecritical deliveredin
theattack (i.e., 'A' critical = 11%, 'B' critical = 12%, etc.). This
chance is modified by +10% to +50%, depending on the
severity of the flaws.

6. Coail of the Snake Il — As Coil ofthe Shake I, except caster
may roll two extra die.

7. Strength of the Bear 11 — In melee, the caster does double
normal concussion hitsand his Strength stat bonusisdoubled.

8. Fury of the Tiger 11 — As Fury ofthe Tiger |, except bonus
is+10.

9. Shell of the Turtle Il — For the duration of this spell, the

caster'sskinistreatedasAT 3 (thisisonly effectiveif thecaster
iswearing no armor at all).

10. Heart of the Tiger—The caster may ignoretheeffectsof the
next critical strike made against him. At the end of this spell's
duration, all effects apply normally. Only one wound can be
ignoredinthisfashionat atime(i.e., thecaster cannothavemore
than one Heart of the Tiger spell active at any given time).

1 1. Cail oftheSnakelll — AsCaoil ofthe Snakel, except caster
may roll threeextradie

12. Lash of the Dragon || — As Lash of the Dragon |, except
chance of breakage is equal to 25% plus 3% per degree of
seventy of thecritical deliveredintheattack (i.e., 'A' critical =
28%, 'B'critical = 31%,etc.).Thischanceismodified by +10%
to +50%, depending on the severity of the flaws.

13. Precision of the Crane — Caster's next attack this round
becomes more precise. If the attack delivers a critical, the
critical roll is modified by +/-5 by the caster.

14. Strength of the Bear |11 — As Strength ofthe Bear 11, except
casterdoestriplenormal concussionhitdamageandhisStrength
stat bonusistripled.

15. Fury of the Tiger 111 — As Fury ofthe Tiger |, except bonus
is+15.

16. Shell of the TurtlelV — As Shell of the Turtle 11, except the
caster's skin istreated as AT 4.

17. Cail of the Snake IV — As Coil ofthe Shake/.except caster
may roll four extra die.

18. Lash of the Dragon |11 — As Lash ofthe Dragon |, except
chance of breakage is equal to 40% plus 6% per degree of
severity of thecritical deliveredintheattack (i.e., "A’" critical =
46%, 'B' critical =52%, etc.). Thischanceismodified by +10%
to +50%, depending on the severity of the flaws.

19. Fury of the Tiger IV — As Fury ofthe Tiger |, except bonus
is +20.

20. Wrath of the Dragon — Caster's unarmed attack this round
will doanadditional elemental critical of equal severity (same
roll) tothemartial artscritical (if any). For purposes of special
defenses, this attack will count as magical. The elemental

TAOIST MONK BASE LIST 20.1.5

NATURE'S FORMS

Lvl Spell Area of Effect Duration Range Type
1) Fury of theTiger | . caster 1 rnd/lIvl sel f U
2) Cunning of the Fox caster Imin/lvl  self U

3) Cail of the Snake | * caster I round sel f U
4) Eyes of the Eagle caster Imin/lvl  self U

5) Lash of the Dragon | caster sel f U

6) Coil of the Snake Il * caster I round self U
7) Strength of the Bear |1 caster lround sdf U

8) Fury of the Tiger Il caster 1 rnd/Ivl salf u
9) Shell of the Turtlell1 caster irnd/ivl  sdf u
10) Heart of the Tiger caster 1min/lvl  sef u
11) Coil of the Snake Il 1* caster 1 round self U
12) Lash of the Dragon 11 caster self U
13) Precision of the Crane * caster self U
14) Strength of the Bear 111 caster 1 round self U
15) Fury of the Tiger I11 caster 1 rnd/Ivl self U
16) Shell of the Turtle IV caster 1 rnd/Ivl self U
17) Coil of the Snake IV * caster 1 round self U
18) Lash of the Dragon |11 caster self U
19) Fury of the Tiger IV caster 1 rnd/Ivl self U
20) Wrath of the Dragon * caster sf U
25) Fury of the Tiger True caster 1 rnd/Ivl self U
30) Strength of the Bear IV easier | round self U
50) Master of Forms caster 1 rnd/Ivl self U

critical canbeeither heat, cold, lightning, orimpact. Thecaster
must choseoneelemental effectwhenthespell isdevel oped and
cannot change it.

25. Fury of the Tiger True — As Fury of the Tiger |, except
bonus is +30.

30. Strength of the Bear 1V — As Strength of the Bear 11, except
caster does quadruple normal concussion hit damage and his
Strength stat bonusisquadrupled.

50. Master of Forms — Caster can use any of the lower level
spells (fromthislist) once per round.
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Lvl Spdl Area of Effect Duration RangeTYPE
1) Cam Animal 1 1 animal 1 hour 10 Fm
2) Effortless Passing caster 10min/lvl  sdf U
3) Summon Fire 1 fire 10 E
4) Resist Elements caster varies self U
5) Weather Prediction | caster — self |
6) Calm Target 1 target 1 hour 10 Fm
7) Summon Breeze 10R 1 rnd/Ivl sf E
8) Nature's Awareness | 100R C 100 |
9) Cam Animal V 5 animals 1 hour 10' Fm

10) Harmony of Nature 100R C self F

11) Summon Fog 5'R/Ivl Imin/lvl  sdf E

12) Nature's Awareness Il 200'R C selfl

13) Summon Wind 25 R/IvI Imin/lvl  sdf E

14) Protection from Elements  caster varies self U

15) Harmony of Water 5 R/vl C 50 F

16) Summon Rain 5 R/lvl 1 min/lvl self E

17) Nature's Awareness I1I1 300'R C sfl

18) Elemental Communication 1 target C 100 U

19) Clear Skies 1 mileR 1 min/lvl sf E

20) Harmony of Earth 1I'R/Ivl C 50 F

25) Harmony of Fire T'R/Ivl C 50 F

30) Harmony of Metal 1 object c 50' F

50) Nature's Harmony varies 1 rnd/lvl  varies U

TAOIST MONK BASE LIST 20.1.6

NATURE'SHARMONY

NATURE'S HARMONY

1. Calm Animal |—Caster can calm one animal to apassive, hon-
threateningstate. Theanimal will remain calmuntil provoked, or
until one hour passes. This spell ceasesiftheanimal is provoked.

2. Effortless Passing—Caster can move through undergrowth and
forested areaswith littlehindrance. Any attemptstotrack thecaster
are modified by -20 to represent the difficulty in finding his trail.

3. Summon Fire — Caster can summon a small flame. Once
summoned, thisfire actsin all other manners as normal, non-
magical fire (e.g., it will go out if it runs out of fuel, etc.).

4. Resist Elements—Caster is protected from natural heat up to 170°
F and natural cold down to 20° F (treat as if caster was in 70° F
temperature). For temperatures above 170° F, subtract 100° F to
determine the effective temperature for the caster. For temperatures
below 20° F, add 50° Fto determine theeffectivetemperature for the
caster. Caster dso receives+20to al RRsversus heat spellsand heat
attacks (+20 DB versus elementd fire and heat attacks); as well as
+20 to al RRs versus cold spells and ice attacks (+20 DB versus
elemental cold and ice attacks). The duration of this spell is 10
minutesper level of the caster if the caster does not move. If the caster
moves, the spell will last as long as the caster concentrates.

5. Weather Prediction | — Gives caster a 95% chance of
predicting the time, type, and severity of the weather over the
next 24 hour period.

6. Calm Target—As CalmAnimal |, except this spell may effect
any one man-sized target.

7. Summon Breeze — Caster causes a breeze to come forth that
will drive out any gaseous matter (cloud, etc.) Once set, the
direction of the breeze will not change.

8. Nature's Awareness | — Caster can monitor animateactivity
inthearea(e.g., hewill be aware of subtle movements). For the
duration of the spell, the caster cannot move.

9. Calm Animal V — As Calm Animal |, except this spell can
effect 5 animals.

10. Harmony of Nature — Caster can attempt to influence
environmental conditions (e.g., precipitation, wind, tempera-
ture, etc.) back to their natural state (GM's discretion).

11. Summon Fog — Caster causes fog to arrive that obscures all
vision in and through the area of effect.

12. Nature'sAwareness || — AsNature'sAwareness|, except
for area of effect.

13. Summon Wind—Caster can control the wind speed by 1 mph
x hislevel. Hecan increase or decrease the wind speed as desired.
By directing thewind speed agai nst missil eattacks, they receive
aspecial -1 modifier per 1 mph of the wind speed. Note that the
caster can also control the direction or flow of gases or clouds.

14. Protection from Elements — Caster is protected from any
natural heat or cold (treat as if caster was in 70° temperature).
Caster dso receives +40 to all RRs versusfire/ice spells and
heat/cold attacks (+40 DB versus elemental attacks). Thedura-
tion of thisspell is 10 minutes per level of thecaster if the caster
does not move. If the caster moves, the spell will last as long as
the caster concentrates.

15. Harmony of W ater —Caster can attempt to calm the activity
of water within the area of effect.

16. Summon Rain — Caster causes rain or snow (depending on
the temperature) to fall. Therain or snow obscures vision into
the radius by 25% and modifies all missile attacks passing
through any part of the area by -25.

17. Nature's Awareness || — As Nature's Awareness |, except
for the area of effect.

18. Elemental Communication — The caster can communicate
with any elemental force within range. The elemental force
must beabletocommunicatewith thecaster (i.e., thisspell does
not confer communication abilities upon the force).

19. Clear Skies — Caster can make the skies clear of haze,
precipitation, clouds, etc. Thisspell will not affect the wind.
20. Harmony of Earth — Caster can attempt to influence the
structureandpropertiesof theearthwithin hisareaof effect. The
caster can cause the earth to become packed/loose or dry/
muddy. The caster may also attempt to strengthen walls/struc-

turesthat have cracks or flawswithin them.

25. Harmony of Fire — Caster can attempt to influence the
activity of all fires within the area of effect. The fires can be
influenced to burn hotter or to cool down (or extinguish).

30. Harmony of Metal — Caster can attempt to influence the
structure and properties of one metal object. Theobject must he
smaller than 10 cubic feet in volume. The metal object can be
strengthened/weakened or made malleableif desired. Breakage
numbers, reliability numbers, and/or strengths should be ad-
justed appropriately.

50. Nature's Harmony — Caster can use one lower level spell
(on thislist) each round.

SPECIAL NOTES

All weather generating and environmental changing spells occur
gradually over a period of one minute. In addition, those spells
that affect weather have no effect in areaswherethere are not
normally occurring weather patterns (e.g., inside buildings, etc.).



BODY RENEWAL

1. Flow Stoppage | — Reduces caster'sbleeding by 1, aslong as
the caster concentratesor isimmobile. For example, thiswill
take awound that isbleeding at arate of 4 hits per round down
to 3 hits per round. If the caster is suffering from multiple
bleeding wounds, thisonly affects one of them.

2. Clotting | — As Flow Soppage /, except after 1 hour the
stoppage is permanent. If the caster is unconscious, this spell
will operate without concentration.

3. Stun Relief | — Caster is relieved of 1 round's worth of
accumulated stun.

4. Pain Relief 1—Heals 1 hit per minutefor aslong asthecaster
concentrates. I fthecasterisunconscious, thisspell will operate
without concentration.

5. Cut Repair | — As Clotting 1, except the permanent stoppage
occursimmediately.

6. Fracture Repair — Concentrating with this spell for 2 hours
per day for 1-20 days (depending on the severity) will repair a
broken bone (not a shattered or destroyed bone).

7. Muscle/Tendon Repair — As Fracture Repair, except cut or
damaged muscles or tendons may be repaired.

8. Clotting 111 — As Clotting /, except bleeding wounds can be
reduced by 3.

9. Stun Relief 11l — As Sun Relief 1, except 3 rounds are
relieved.

10. Resist Poison — Delays the effect of poison as long as the
caster concentrates.

1 1. Pain Relief | — As Pain Relief1, except heals 2 hits per
minute.

12. Vein/Artery Repair — As Fracture Repair, except repairs
avein or artery.

13. Cut Repair Il — As Cut Repair 1, except bleeding wounds
can be reduced by 3.

14. Fracture Repair True — As Fracture Repair, except repair
only takes 2 hours of concentration for 1 day.

15. Muscle/Tendon Repair True — As Fracture Repair True,
except cut or broken muscles can be repaired.

16. Minor Nerve Repair — Repairsminor damageto one nerve.
Requiresa 1 day recovery period. Minor damageisdefined as
any nerve damage that resultsin penalties up to -20.
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Lvl Spdll Area of Effect Duration Range Type
1) Flow Stoppage | * caster varies
2) Clotting I* caster varies
3) Stun Relief I* caster

4) Pain Relief I* caster C
5) Cut Repair | caster

6) Fracture Repair caster varies
7) Muscle/Tendon Repair caster varies
8) Clotting I11* caster varies
9) StunReliefl11* caster

10) Resist Poison * caster C
11) Pain Relief I1* caster C
12) Vein/Artery Repair caster varies
13) Cut Repair 111 caster

14) Fracture Repair True caster varies
15) Muscle/Tendon Repair True  caster P(C)
16) Minor Nerve Repair caster varies
17) EyelEar Repair caster varies
18) Self Joining* caster varies
19) Neutralize Disease/Poison*  caster varies
20) Self Keeping * caster varies
25) Clotting True * caster varies
30) Neutralize Disease/Poison Truecaster varies
50) Renewal True caster varies

17. Eye/lEar Repair — Concentrating with this spell for 2 hours
per day for 1-10days (depending on the severity) will repair any
external damage to caster's ear (including ear loss) or eye
(including corneal scratch, foreign objects, etc.).

18. Self Joining— Allows the caster to reattach a severed limb;
limbisfully functional after 1-10days(caster must concentrate
with this spell for 2 hours each day).

19. Neutralize Disease/Poison — Has a 50% chance of neutral -
izing one disease or poison (modified by the potency of the
disease or poison) if the caster concentrates for 1 hour or is
unconscious for 1 hour. In any case, it delays the disease or
poison as long as the caster can concentrate.

20. Self Keeping— Upon receiving a death blow, the caster goes
into astateof suspended animation, until heiscuredor hisbrain
is destroyed.

25. Clotting True— As Clotting |, except stop all bleeding and
is permanent after 1 minute of concentration for each hit
stopped.

30. Neutralize Disease/Poison True— As Neutralize Disease/
Poison, except caster can neutralize one disease and poison with
100% chance of success (modified by the potency of the disease
and poison).

50. Renewal True — While in a trance (from the Self Keeping
spell onthislist), thecaster canusethelower level healingspells
on thislist to repair himself.

SPECIAL NOTES
See Section 7.2 in Spell Law for additional notes regarding
healing.

Note: This list is identical to the Monk Base list with the
same name.

self
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ZEN MONK BASE LIST 20.2.2
Lvl Spell Area of Effect Duration Range Type
1) Swing I* caster — self u
2) Speed I* caster 1 round self u
3) Dodging 1 * 1 attack 1 round self u
4) Swing I1* caster self U
5 Flipl* caster — self u
6) Hastel * caster 1 round sef U
7) Speedlll * Caster 3rounds f U
8) Dodging I'11* 3 attacks 1 round self U
9) Fip Il* caster sdf u
10) Speed V* caster S5rounds  sef u
11) Swing V* caster — sef U
12) Haste I I1* caster 3rounds  df U
ﬁ)) g/?/?r?énglv 4(?31;?;'(5 ll :8323 :IlI B 6. Haste | — As Speed |, except no halfrgte r_ounds arerequired.
15) Speed VI1* cader Z7rounds <f U 7. Speed 111 — As Speed |, except duration is 3 rounds.
8. Dodging |11 — As Dodging I, except 3 attacks can be dodged.
16) Haste IV* caster 4rounds  sdf U 9. Flip 111 — As Flip |, except the caster can execute three such
17) GreaI_FI|p** caster self U maneuversin rapid succession.
18) Dodging V Satacks  lround  seff U 10 gpeaq v — AsSpeed|, except duration is 5 rounds.
19) Speed X* caster 10rounds self U . . .
20) Haste V * caster 5rounds  sdf U 11.SwingV —As3wing |, except five such maneuvers may be
executed in rapid succession.
25) Dodging True * al attacks 1 round slf U 12. Haste I11 — AsHaste |, except the duration is 3 rounds.
30) Haste X * caster 10rounds  <dif U  13.Dodging IV —AsDodging |, except 4 attacks can be dodged.
50) Evasions caster Imdivl  sdf U 14. Swing X — As Swing |, except ten such maneuvers may be

executed in rapid succession.
15. Speed VII — As Speed |, except duration is 7 rounds.
16. Haste IV — As Haste |, except the duration is 4 rounds.
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EVASIONS

1.Swingl—Allowscastertoleapupto 10'vertically orlaterally,
grasp and swing from a fixed object, and land perfectly (up to
20 away from the object). The object could be a tree, branch,
rafter, rope, chandelier, etc.

2 . Speed | — Caster may act at twice his normal rate (i.e., 200%
activity per round), but immediately afterwards, he must spend
anumber of rounds equal to the rounds speeded at half rate (i.e.,
only 50% activity per round).

3. Dodging | — Allows caster to dodge one non-spell attack
(missile or melee) that occurs during the same round that this
spell is cast. The caster must be able to see the attack (i.e. the
attack cannot be from afoe to the rear or an invisible foe) and
be must have room to dodge the attack; thisresultsin the attack
receiving a-50 modification.

4. Swing 111 — As Swing I, except three such maneuvers may be
executed in rapid succession.

5. Flip | — Allowsthecaster to flip in any direction, landing up
to 10 away (facing in any direction — no orientation roil
required).

17. Great Flip— AsFlip I, except thetotal distancetraveledis
1'per level.

18. Dodging V — As Dodging |, except 5 attacks can be dodged.

19. Speed X — As Speed f, except duration is 10 rounds.

20. Haste V — As Haste |, except the duration is 5 rounds.

25. Dodging True — As Dodging /, except all attacks can be
dodged.

30. Haste X — As Haste |, except the duration is 10 rounds.

50. Evasions — Caster can use any one of the lower level non-
Speed/Haste spells (on this list) each round.

SPECIAL NOTES

See Section 7.1.24 in Spell Law for additional rules regarding
Speed and Haste spells.

Note: This list is identical to the Monk Base list with the
same name.



ZEN AWARENESS

1. Sly Ears — Caster gains double normal hearing. This results
in +50 to Awareness maneuversonly involving hearing, +25 to
Awareness maneuvers involving hearing and other senses.

2. Meditation Trance — Caster gains a specia +25 modifier to
one Meditation static maneuversthisround.

3. Sidevision — Caster has a300° field of vision. The flank bonus
for attacks against the caster islowered to +5 and the rear bonus
is lowered to +15.

4. Inner Perception Il — Caster gains insight or facts by
observing a person or thing with intense concentration. Gives
the caster a+20 modification to applicable Awareness maneu-
vers,

5. Intuitions | — Caster gains a vision of what will probably
happen within the next minuteif he takes aspecified action.

6. Detect I1lusion — Caster can check one object or place (up to
a5 R) and tell if it is an illusion or has an illusion on it.

7. Sense Hostility — Caster isaware of any being within the area
of effect that has hostileintentionstowards him. The hostility
must be directed specifically at the caster or the spell reveals
nothing. The being's hostility must be active(i.e., driving the
being to perform aggressive actions), not passive (i.e., hate
exists, but no action is planned).

8. Touch — Caster gainsextremetactile sensitivity. Thisresults
in a bonus to all actions that require a sense of touch. For
exampl e, thecaster might receivea+25 bonusfor pickinglocks,
disarmingtraps, opening secret doors, etc. Inaddition, thisspell
confers a+50 bonus to Awareness maneuversinvolving only
touch, +25to Awarenessmaneuversinvolvingtouch and other
Senses.

9. Recall — Caster gets a 25% chance of recalling some key fact
or occurrencethat he has experienced. Thisinformation should
relate to the current situation (could be from his background or
something that he has forgotten, GM's discretion). This spell
givesthecaster a+25 modificationto hisMemory stat bonusfor
one maneuver (e.g., the use of a Lore skill, one hand of a card
game, etc.).

10. Inner Perception V — Caster gains insight or facts by
observing a person or thing with intense concentration. Gives
the caster a +50 modification to his applicable Awareness
maneuver.

11. Intuitions |l — As Intuitions I, except caster gets to gaze 2
minutesintothefuture.
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Lvl Spell Area of Effect Duration Range Type
1) Sly Ears* caster 10min/lvl  sdf U

2) Meditation Trance caster self u
3) Sidevision caster 10min/lvl  sdf U

4) Inner Perception 111 caster varies self U

5) Intuitions| caster — self |
6) Detectlllusion 5 R 100 U
7) SenseHostility 10R 10 |
8) Touch* caster 10min/ivl self U
9) Recal caster varies self U
10) Inner Perception V caster varies self u
11) Intuitionsl| caster self I
12) Awake * caster self U
13) Sense Hostility True 10 R/lvl 1 min/lvl (C) 107V |
14) Disillusion 100'R Imin/ivl self U
15) Inner Perception VI caster varies self U
16) Detect Illusion True 5'R 1 min/lvl (C) 100 U
17) IntuitionsV caster self |
18) DisillusionTrue caster Imin/lvl  self u
19) Meditative Sleep caster varies slf U
20) Inner Perception True caster varies self U
25) Intuitions True caster self |
30) Total Recall caster varies self U
50) Awareness True caster 1rnd/lvl  varies U

12. Awake — Awakens caster from any unnatural sleep (e.g.,
Seep spell, sleeping drug, etc.). Caster takes one round to
awaken.

13. Sense Hostility True — As Sense Hostility, except for area
of effect, duration, and range.

14. Disillusion—Forthedurationofthespell, oneillusionwithin
theareaof effect ceasesto exist (for the caster only). Caster must
know that something is an illusion beforethis spell is cast.

15. Inner Perception VII — Caster gains insight or facts by
observing a person or thing with intense concentration. Gives
the caster a +70 modification to his applicable Awareness
maneuvers.

16. Detect Illusion True — As Detect Illusion, except caster can
check one object or place per round.

17. Intuitions V — As Intuitions I, except caster gets to gaze 5
minutes into the future.

18. Disillusion True—AsDisillusion, except all illusionswithin
range cease to exist for the caster. Caster need not be aware of
any illusions withinthe range before casting this spell.

19. Meditative Sleep — During normal sleep, the caster may
make Perceptionrolls(that are not based on sight), at no penalty.

20. Inner Perception True — Caster gains insight or facts by
observing a person or thing with intense concentration. Gives
the caster a +100 modification to his applicable Awareness
maneuvers.

25. Intuitions True— As Intuitions I, except time limit extends
1 minute per level into the future.

30. Total Recall — As Recall, except recall is nearly automatic
and, ineffect, givesthecaster aphotographic memory. Memory
stat bonus modification is +50.

50. Awareness True—The caster can use one of the lower level
spells on this list each round.
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10. Stunning Strike True— Target is stunned for the duration
of the spell.

11. Crushing Blow Il — As Crushing Blow |, except the base
chance of breakage is equal to 25% plus 3% per degree of
severity of thecritical deliveredintheattack (i.e., 'A' critical =
28%, 'B' critical = 31%, etc.).

ZEN MONK BASE LIST 20.2.4
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Lvl Spell Area of Effect Duration Range Type ) ) .

1) Body Weaponry | caster 1 rd/ivl lf u 12 NerveStrikelll —AsNerve Srikel, except modifieris-30.
.2) Nerve Strike |I* ltarget  1rnd/10fail touch F  13.Body Weaponry |11 — As Body Weaponry |, except bonus
3) Quick Strikelll * caster lround  sdf U is+15.

4) Crushing Blow | caster — self U 14 ParalysisStrike—Targetisparalyzedforthedurationofthe
5) Stunning Strike * ltarget 1 md/10 fail touch F spell.

. . 15. DistanceStrike—Castercan strikethetarget fromadistance

6) NerveStrikell ’: 1target  1rnd/10fail touch F through theuseof thisspell. The strikeisresolved asanormal
7) Quick Strike v caster 1 round sdlf U melee strike made by an "unseen" foe. The caster must have a
8) Body Weaponry |1 caster 1 rnd/Ivl sef U clear line-of-sight to the target '

9) Shadow Strike * 1 target 1 round self U '

10) Stunning Strike True*  1target  5rnd/10fail touch F

11) Crushing Blow |1 caster df U

12) Nerve Strike I11 * 1 target 1rnd/10fail touch F

13) Body Weaponry 111 caster 1 rnd/Ivl self u

14) Paralysis Strike * 1 target  1rnd/10fail touch F

15) Distance Strike 1target 25 F

16) Crushing Blow HI caster self U

17) Find Weakness 1 target 50 |

18) Nerve StrikeV * 1 target 1rnd/10fail touch F

19) Body Weaponry 1V caster 1 rnd/Ivl slf U

20) Paralysis Strike True * 1target  5rnd/10fail touch F

25) Body Weaponry True caster 1 rnd/Ivl sef U

30) Slaying Strike 1 target touch U

50) Distance Strike True 1target 50 F

ZEN FOCUS

16. Crushing Blow |11 — As Crushing Blow I, except the base
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1. Body Weaponry | —Caster gainsa+5 bonusto all martial arts
attacks.

2. Nerve Strike | —Target suffersa-10 penalty to all actionsfor
the duration of this spell. If the caster inflicts acritical on the
strike the RR is modified as follows: 'A' -10; 'B' -20; 'C' -30;
'D'-40;'E'-50.

3. Quick Strike | — Caster may roll one extradie for initiative
and choose which ones he wants to use.

4. Crushing Blow | — Caster can strike an inanimate object and
deliver damageto it (taking no damage himself). Caster makes
anormal unarmed attack against theobject. Inaddition, thereis
a chance that the object will break if it has any flaws (eg.,
cracks, fractures, etc.) init. The chanceisequal to 10% plus 1%
per degree of severity of the critical delivered in the attack (i.e.,
'A' critical = 11%, 'B' critical = 12%, etc.). This chance is
modified by +10% to +50%, depending on the severity of the
flaws.

5. Stunning Strike — Target is stunned for the duration of the
spell.

6. Nerve Strike Il — As Nerve Strike I, except modifier is -20.

7. Quick Strike Il — As Quick Strike I, except caster may roll
two extradie.

8. Body Weaponry || — As Body Weaponry |, except bonus is
+10.

9. Shadow Strike — Caster's next attack during this round does
not appear to be forceful, but it isresolved asanormal attack.

chance of breakage is equal to 40% plus 6% per degree of
severity of thecritical deliveredintheattack (i.e.,'A' critical =
46%, 'B' critical = 52%, etc.).

17. Find Weakness — Caster knows the weaknesses of his
target. Thisspell must be successfully cast onthetarget before
the Saying Strike spell can be applied to the target.

18. Nerve StrikeV — AsNerve Srike I, except modifier is-50.

19. Body Weaponry 1V — As Body Weaponry |, except bonus
is+20.

20. ParalysisStrike True—Target is paralyzed for the duration
of the spell.

25. Body Weaponry True—As Body Weaponry |, except bonus
is+30.

30. Slaying Strike— The next attack made by the caster inthis
round or next round istreated as a Slaying attack againstits
target. Thisspell may only be cast after a Find Weakness spell
has been cast. No other spell may be cast after Find Weakness
(or the Find Weakness must be cast again).

50. Distance Strike True — As Distance Strike, except caster
canstrikethroughintermediateobjects. Thecaster canignore
any line-of-sight restrictions with regards to his target, provid-
ingheknowswherehistargetislocated. Ifthetargetiswearing
armor, he is treated as if he was AT1. Natural ATs are not
affected.



MIND'S SHADOW

1. Minor Presence — Caster is aware if there are thinking/
sentient beings within 20" but does not know their number or
approximatelocation.

2. Empathy — Caster learns the target's basic feelings. The
caster can concentrate on a new target each round.

3. Focus Chi Il — This spell adds +20 to any one Self Control
skill or Chi Powersskill maneuver.

4. Major Presence — Caster is aware of the presence of all
sentient/thinking beings within 20. He knows the general
number and approximate location of the beings.

5. Cloaking | — [RR Mod = -50] Target makes a RR. Failure
resultsin the caster being invisibl e to the target; others see the
caster normally. If the caster makes an obvious action (e.g.,
talking, moving an object, etc.), the target may make another
RR (the GM may deem it appropriateto apply modifierstothis
RR based on the action the caster takes). I the caster attacks the
target, thetarget may makeanotherRRwitha+50modifier. The
caster can extend theduration of thisspell indefinitely aslong
as he concentrates.

6. Read Emoctions — Caster learns targets emotions in detail.
The caster can concentrate on a new target each round.

7. Suggestion — Target will follow asingle suggested act that is
not completely alien to him (e.g., no suicide suggestions, no
blinding himself suggestions, etc.).

8. Cloaking Il — As Cloaking |, except the caster can affect 3
targets (the caster makes one BAR that appliesto all targets).

9. Focus Chi IV — As Focus Chi I, except bonus is +40.

10. Cloaking Sphere | — As Cloaking |, except every target in
the area of effect must make an RR (one BAR every round for
all targets). Once atarget makes a successful RR, he need not
make another RR against this spell.

11. CloakingV — AsCloaking I, except the caster can affect 5
targets (the caster makes one BAR that appliesto all targets).

12. Thoughts— Caster receives surface thoughts from target. If
the target makes his RR by more than 25 he realizes that
someoneis trying to read his thoughts. The caster can concen-
trate on a new target each round.
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Lvl Spdl Area of Effect Duration Range Type
1) Minor Presence 20'R C self U
2) Empathy 1 target/rnd 1 rnd/lvl (C) 10 Pm
3) Focus Chi 11* caster 1 round f U
4) Major Presence 20R C df U

5) Cloaking | 1target 10 min/lvl [0/lvl Fm

6) Read Emotions 1 target/rnd 1 rnd/lvl (C) 50 Pm
7) Suggestion 1 target Varies 10 Fm
8) Cloaking 11 3targets  10min/lvl 107Vl Fm
9) FocusChi IV * caster | round self U
10) Cloaking Sphere | 10'R C sl Fm
11) Cloaking V 5targets  10min/lvl  10YIvl Fm
12) Thoughts 1 target/md 1 rnd/lvl (C) 100 Fm
13) Leaving 1 caster None sdlf u
14) Cloaking X 10 targets  10min/lvl  10YIlvl Fm
15) Unpresence caster C self u
16) Cloaking Sphere II 20R C self Fm
17) FocusChi V1 * caster lround sdf U
18) Cloaking XX 20 targets ~ 10min/lvl  10"/lvl Fm
19) Leaving 111 caster None self u
20) Psychic Voice * caster + 1 target C 500 Fm
25) Cloaking Sphere I11 40'R C slf  Fm
30) Focus Chi True* caster 1 round self U
50) Zen Enlightenment caster 1 rd/lvl  varies u

13. Leaving | — Caster teleports up to 100 away. There can be
nointerveningbarriersinadirect linebetween the caster and the
point. A barrier is defined as anything the caster could not
physically go through (e.g., a closed door is a barrier, a pit is
not).

14. Cloaking X — As Cloaking I, except the caster can affect 10
targets (the caster makes one BAR that applies to all targets).

15. Unpresence — For the purposes of mental or magical
detections, the caster appears to have no presence (eg., he
cannot be detected by Presence spells).

16. Cloaking Sphere II — As Cloaking Sphere I, except for the
area of effect.

17. Focus Chi VI — As Focus Chi Il, except bonus is +60.

18. Cloaking XX — As Cloaking |, except the caster can affect
20targets (the caster makesone BAR that appliesto all targets).

19. Leaving |11 — As Leaving |, except range is 300.

20. Psychic Voice — Caster can mentally speak to another
thinking being. Caster and target must be able to see each other
or the caster must know the exact location of the target.

25. Cloaking Sphere 111 — As Cloaking Sphere |, except for the
area of effect.

30. Focus Chi True — As Focus Chi I, except bonus is +100.

50. Zen Enlightenment—Caster may use one of the lower level
spellsonthislist per round.
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10. Body Shifting — As Face Shifting, except the form and the
body can be altered slightly to the general shape and size of the

ZEN MONK BASE LIST 20.2.6 desired humanoid race (must be within 25% of the caster's
normal mass).
BODY CONTROL 11. Concentration IV — As Concentration Il, except bonus is
+40.
Lvl Spell A f Effect Dur ati R T

\1) S§a|ance rce;;; eCtl mﬁ:&téon Selfangeu PE 0 Strength 111 — As Strength 11, except caster does triple

2) Contractions caster c slf U normal concussion hits and his Strength stat bonusistripled.

3) Concentration Il * caster 1round  sdf u 13. Harden Body |V — For theduration of thisspell, the caster's

4) Unpain | * caster 1 min/lvl  sdf  Us skin is treated as AT 4 (this is only effective if the caster is

5) Face Shifting caster 10 min/lvl  sdf u wearing no armor at all).

14. Passing— Caster can movethrough any inanimate material

6) Harden Body Il caster Lndivl self U upto 1' per level; it takes 1 round to pass through 2.

8 gﬁgﬁ;?g?ﬂ'fn n ggg i :8323 ;’:lff 8 15. Unpain |11 — As Unpain /.except an additional 75% of the

9) Unpain1* Caster  Iminl  slf  us  coerstotd hitsmaybesustained. |
10) Body Shifting caster 10minivl  sdif U 16. Concentration V — As Concentration 11, except bonus is

+50.

11) Concentration IV * caster lround  sdf U 17. Zen Sleep — This spell halves the normal amount of time
12) Strength I11* caster lround dif U needed for rest. For example, after a normal day, instead of
13) Harden Body IV caster Irndivl  odf u needing only 8 hours of sleep, the caster will need only 4. This
14) Pessing caster 1min/lvl  sdf U spell will remain in effect for the duration of the sleep.

15) Unpain|l1* caster Imin/lvl  sdf  Us 18. Unpain IV — As Unpain |, except an additional 100% of the

) . caster's total hits may be sustained.
%6) goncglntratlon v ggg Lround g; 8 20. Inner Reserves — Caster can go without sleep for the

1? Uer? m . - 1"3.”6;'5 D ow U duration of this spell without any penalties. When this spell
19; pa caster miniiv s expires, caster must make up the amount of sleep he missed
2 (assume 8 hours of sleep per day).

0) Inner Reserves caster 12 hours/lvl s U 25. Passing True — As Passing, but caster can pass through as
25) Passing True caster 1  minfvl sdf U much material astheduration allowsat arateof 10' per round.
30) Strength IV * caster lround self U 30. Strength IV — As Strength 11, except caster does quadruple
50) Unpain True* caster 1 min/lvl  self  Us normal concussion hits and his Strength stat bonus is qua-

drupled.
50. Unpain True— As Unpain |, except caster ignores all pain.
Caster ignores all penalties (i.e., negative modifiers to actions)
BODY CONTROL duetowoundsand hisconcussion hitstotal isdoublehisnormal
1. Balance — Caster gains +50 to any moving maneuvers  hits plus his Constitution temporary stat (on a 1-100 scale).
performed at a walking pace (e.g., walking a3" beam). When he exceeds this limit, he dies from system shock.

2. Contractions—Thisspell allowsthe castertoslightly alter his H - I rr
n’ '

muscles, limbs and torso. This facilitates escaping from bonds
and small places. Gives a +25 to +50 bonus to maneuvers
utilizingtheContortionsskill.

=X
3. Concentration Il — Thisspell adds +20to any one maneuver. /
i

No other action can be performed the round this maneuver is

resolved. L = : [
4. Unpain | — Caster is able to sustain an additional 25% of his = » 1

total concussion hits before passing out; hitsarestill taken and , / W @ f

remain when the spell lapses. : p = ;
5. Face Shifting — Caster is able to alter the form of his faceto  |/7.... Ve P / il e

resemble someone else. 2 = A / / 3 f
6. Harden Body ||| — For the duration of this spell, the caster's ; /, I '( } I

skin is treated as AT 3 (this is only effective if the caster is ‘N | / P

wearing no armor at all). A1 ;'J - S\\ / 1
7. Concentration 111 — As Concentration 1I, except bonus is e i 7) ;
8. Strength 11 — In melee, caster does doublenormal concussion y r

hits and his Strength stat bonus is doubled. - . = oAl
9. Unpain Il — As Unpain |, except an additional 50% of the @ -

caster'stotal hits may be sustained. )

124



210
OTHER CHARACTER INFORMATION

This section gives specific advice for handling other issues
regarding characters.

211
CHARACTER
CONVERSION

If you want to convert characters from the RM SR to the new
rules from the Martial Arts Companion, the best advice is to
"re-create” the character from scratch. Converted characters
will not be as effective as characters created from scratch, but
if you want a fast way to convert, follow these guidelines for a
quick and painless upgrade to Martial Arts Companion!

STEP1

If the character hasany skill ranksin Martial Arts Strikes Degree
1 or Martial Arts Sweeps Degree 1, takethe skill ranks and move
themtoMartial ArtsStrikingor Martial Arts Sweeping.

STEP 2

If the character has any skill ranks in the following skills
(which are no longer used), he may use the development points
that he spent developing these skills to develop other skillsin
theMartial Artsskill group.

e Martial Arts Strikes Degree 2
e Martial Arts Sweeps Degree 2
e Martial Arts Strikes Degree 3
e Martial Arts Sweeps Degree 3
e Martial Arts Strikes Degree 4
* Martial Arts Sweeps Degree 4

STEP 3

If the character has any ranks in any Specia Defense skills, a
small number of development points will be available since the
total cost for these skills has been reduced for all professions.
Figure the difference between the old cost and the new cost
and then multiply by the number of ranks the character has in
these skills. This is the total number of extra devel opment
points that the character will have available.

The character should spend these bonus development pointsin
martial artsrelated skills, subject to the following guidelines.

» The normal rules for development must be followed just as if
the character had attained a level (i.e., if a skill costs 2/6, it
will cost 8 DPs to get two new ranks in that skill).

« Any modifiers for Everyman, Occupational, or Restricted
skills are applied normally.

212
MODERN CHARACTERS

The rules presented in this book will work fine for using martial
artsin the modern (or pulp) genres. However, it is suggested that
the two new professions not be used in either of these genres, The
new training packages may be used (with the GM'sdiscretion),
but certain skills may or may not be appropriate.

The Core rules from this book will apply to all modern and
pulp genre characters. The heroic rules will probably work fine
in most games (though the GM should examine them care-
fully). The fantastic rules should probably be | eft out (though
the GM should examine them to see if they fit any flavor
issues that might be appropriate). Other than that, all rules
from this book apply to modern characters.

WEAPON LISTING

Attack
Table

Armor Type Modifications
2017 1613 129 85

I-H Edged Weapons

Butterfly Knife Dagger +5 +0 +5  +10 +15
Chinese Sword Broadsword +0 +0 +0 +0 +5
Circular Knife Scimitar -10 -5 +0 +5 +10
Kris Dagger -5 -5 +0 +5 +5
Nine-RingSword Falchion +0 +0 +0 +5 +5
Sai Main Gauche -5 +0 +0 +0 +5
Spring Sword Rapier -5 -5 +5 +5 +5
Willowleaf +0 +0 +0 +0

Knife Scimitar

10 i

Mi$i e Wons
Dai-kyu

Long Bow +10

Short Bow

Sk

Dart Dagger
FlyingClaw Bola -5 -5 -5 -5 -5
Rope Dart Dagger -5 +0 +0 +5 +5

Shuriken Dagger

4-1

Range
Modifications

152 24 15 7486 10(-30)
2-35 3-5 13 75-86 —n/a—

2-3 4-6 15 6576w  —nla—
15-25 24 1-4 65-76 10'(+50)
2-35 355 1-5 74-86 —nla—

152 2-3 13 65-76 10;5—20)

57 4-6 1-8 65-76 —nla—

—nla—

54-66
300' (-40); 400 (-50)

A0H(<30)

.
A

153" 20z 14 6 748  10(-10); 25(-20)

20 23 16 5 47535 10(+0); 20'(-20)

20 23 16 5 47535 10 (+0); 20 (-20)
5 10'(+10); 25'(+0): 50'(-30)

10'(+25); 100/(+0), 200/(-30);

10(+10); 50(+0); 100(-40); 180(-70)



After a short lifetime of studying
under the masters at the temple, you
have graduated to journeyman and
are ready to take your wisdom and
strength into the world. But have the
masters prepared you to face the
dangers of life...?

The Martial Arts Companion gives
you all you need to add true depth to
martial arts in your game. Whether
you run historical, fantasy, or even
modern day campaigns, the rules in
this product will assist you in giving
martial artists the strengths (and
weaknesses) they deserve.

This product features...

* New and redesigned martial arts skills
for the Rolemaster Standard System.

* Examples of historical martial arts
styles (as well as rules on using martial
arts in the modern day).

* Guidelines on how to make the
concept of martial arts fit into your
campaign (including notes on the
cultures from which most martial arts
are derived).

* Rules for customizing martial arts
styles.

* Two new variants of the Monk
profession with new and revised spell
lists for each.

* New and revised background options
for martial artists.

* New and revised training packages
that allow specialization for your
martial artist.

* New Chi powers and abilities that
allow characters to transcend normal
limits of physical reality.

* New attack tables for martial arts
weapons.
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Get Real,
Get Rolemaster!

The latest in the evolution of role
playing. Now provided in a convenient
3-hole punch format, the Rolemaster
Standard System contains four parts:

* Rolemaster Standard Rules": These are
all the rules needed to play Rolemaster.
With 20 professions and dozens of new
training packages, this system is all you
will ever need.

« Arms Law": The complete Rolemaster
melee and missile combat system!

* Spell Law ": The complete Rolemaster
magic system (over 2,000 spells).

« Gamemaster Law : The definitive
guide for GMs of all systems!

In addition, you can test the waters.
For those new to Rolemaster:

* Rolemaster: The Basics : This boxed set
provides the elements that you need to
learn to play using a selection of
Rolemaster’s wide range of choices.

* Rolemaster: Player Guide : An excellent
way to introduce players to the
Rolemaster system.
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