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OuTLINE

A Characters are in Los Angeles for a Tournameant.

1. Bound one of the tournamen! Begins: team competition.
Characters (or at least one in particular) calch the eye af Bratt
and Matalis Hanzon. The Hansons mwile the charactars o their
sociely party on the following evening.

B. Atthe party, Brett and Natalie imply to their guasts that the
characters ara working for tham, The party is broken up by a
group of thugs who appear 1o be collecting onan averdue debt.

1. I reality, Brett and MNatalie work for Shadoloo and try to
convince Ihe characters 1o shut down a gamiling den aperated
by a man named Lance. Lance is holding out an Shadaloo. In
fact, he's trying to sever his ties with the organization.

. The Harsons sugagest that the characters pay Lance a visit
athis gambling den at midnight on the tollowing night, when he's
there to callact that day's winnings.

1. Lance's gambling dan iz located bensath a nightclub. It's
well defended, but not prepared for anattack by Streel Fighters
| anca shouts i the characters, telling them that Shadoloo can’
force him into anything, and that they might stop him from talking
to the "others,” but sooner or later the “others” will rabel as well.

2. If they talk to Lance, the characters realize that they've
hean duped, The real reasan they weare canvinced to attack
Lance was lo keep himirom his meeting with LA, and Hellywood's
other underworld leaders.

3. By the time the characlers arrive at the underworld meet-
ing, all they find is evidence of a fight: bodias are slrawn across
the flaar. If thay search the place, the characters find a piece af
iade jawelry in the grip of a dead crime boss —evidence Ihatthe
vateran Stroat Fighter, Jade, was hare, no doubt with her peers
Lars and Carl

D. If the characters return to Brett and Natalia's house, the
butler palitely informs them that the Hansons are unavailable. If
pressad. he reveals that they are out of town. It threatenead, the
butler i lurn threatons o call the police. If they can find a way
1o search the housa, the charactars find cvidence that Brait and
Matalie packed quickly. If the charactars are clever, they learn
that Brett and Matalis are at their house an Venice Beach

1, If the characters go ta the beach house they discover thal
it's haavily guarded. After Ihey make it past the patrolling goons,
the characters encounter Brott and Matalie's lhree parsonal
entarcers, all of whom are heavily muscled and trained in the art
of inflicting pain.

Evidence found at the sceng of the underworld meeling
suggests that these three were the ones who aliacked the
assombled gangsters,

2 |t the characters defeal these three Sireet Fightors, they
might slill be able to catch Brett and Matalie. A snan as trouble
slarts at thoir beach housea, the Hansons move o escape in their
yachl. Unless the characters can swim really fast, thoy can
resort to several wave runners thal are tied up just down the
bexach.

5. Dexterity + Drive ralls (difficulty 6) are required lo maneuver
thewave runners, If the rolls are made successiully, the charac-
ters catch up ta and may board the yacht Brett and Natalie
aren't armed and can't defend themselves, soit's cagy to bnng
Ihe yacht back to shore

Tre ApvenTure SCENES

Scene One: THE Los ANGELES
TourNAMENT

| rarmember one show | went to as a rookie. I was a blood sport
iar the rich and famous. As long as you stayed on tog — they
loved you, One fall fram grace, an unlucky match or a hot up-
and-comer and they forgot your name within 24 howrs. | used fo
think they were swine, now | do lunch will them.... Ha! Ga figure.
— Ken, in an interview with GENTLEMEN'S MONTHLY

R




One of the characters (or her manager) has arrangad for [he
characters ta fight at an LA, tournament. The lournament isn't
anything special, but its high-finance Baverly Hills attendants
are. Characters can get good exposure here and possibly find
backers.

Tha taurnameant is settotake place at a secret arena banaath
Ihe Holiday Inn Crowne Plaza, in downtown LA The arena can
be accessed by a staft door, which is localed to the left of a
ground floor bar. The code 1o be allowed entry is to arder a Blue
Monkey without the Caracoa. The bartender nods, and a buzzer
sounds, signaling that the door is unlocked,

The arena has been on the underground fighting circuil for
years. The fighling area is composed of a palished marble floor
that's surrounded by red nean lights, which are setinta the Moor,

On the deck level, above the arena, are cocklall lables and
lounge areas. Here patrans place bels and settle in with a drink
while watching a fight,

The characlers are scheduled for ap exhitation team tight; the
solo warrior rounds are not open to them at this time,

How e Arena Works

Mew challengers must enter into a team light before thay can
apply for solo warrior tournamant combat. During their leam
fight, the characters' victary status, showmanship and market-
ahility are closaly observed, Fight applications take a week 1o
process, while scheduling for matches takes up lo three o
organize. Of course, if promaters feel that a mateh will be a real
maoney-maker, they will organize it much mare quickly.

Team FigHTs

In their team fight, the characlers face the Ravens. from the
Street Fighter rulsbook, Appendix Twa. If you wanl, you can
creale your own opponents or may use the Harbingers from the
Secrets of Shadoloo sourcebook.

CHALLENGE MaTeH

After the characters' team fight, three individual competitions
are staged, The characters are free to watch them.

The fights are challenge matches, pitting graduales fram the
team arena against reigning champions. The three challengers
are Lopan, a Kung Fu master from China; Togross Vanhussen,
a Spacial Forces fighter fram Russia; and Scarecrow, 2 Wu Shu
student fram lowa. The three challangers randomiy draw to soe
which of the reigning champions they fight. The champions are:
Lars, a huge wresller from Garmany: Jade, a pretty and deadly
badybuilder who practices Capoeira; and Carl, an impressive
kickboxer and former Olympic athlete

All thraa reigning champs annihilate their opponents. Infact,
Jade nearly kills her opponent when she applies a Bear Hug
Suplex Combo which snaps Scarecrow's spine. crippling him
for life,

Brert Anp NaTauie HANSON

Brett and Matalie are so "impressed” by the charactars’
performance thal they invite the heroes to their Bevarly Hills
mansion, for & sociely party on the following right, If the
characters talk to the Hansons Tor any penod, Brett reveals that

they own & lalenl agency in Hallywaod, and thal Brett and
Matalie are twins,

Scene Two: Soctery Basy

The last time [ went to ong of thoss things, it was because they
wanted to have a froak shiow for their friands. They threw me out
when | eleclriied their punch Gowl,

— Blanka, in an intorview with Geraldo

The Hanson estate is locatad on Fontliane Orive, in Bowverly
Hills. The house sits at the end of a privale cul-de-sac and 13
surrounded by a stone wall that's covered with lush vy, Tha
mansion is a three stary, white building of classical Southern
plantation design.

Tha party goes well, but 1he characters undoubtedly feel out
of place. They are essentially "on display” until the "haadiums”
orash the party.

.0 I'tL Senp Rocco Over To BREAK SoME
Fingers!

The party is interrupted by a group of six hoodlums who
assault the house, break furniture and threaten guests (use the
Gangster statistics from Agpandix Two of the Street Fighter
rulebock), s up 1o the Street Fighters (o slop e thugs. The
gangalers exclaim that Brett and Malzlie have been behind an
their "loan” and that payment is due — in full. The thugs also
annaunce that Lance hasn't forgotten the Hansons' abligations
to hirm, and that the "boys” are nare o alfer & reminder.

Hopefully the characiers intervene and “save the day.” run-
ning the thugs off. Matalic is extremely thankful.

Soon aller the thugs and most of the guests have fled, Matalie
and Brett get into an argurment regarding their debt to this
“Lance™;

Brett: | i0/d vou we should have paid hirn!

Natalie: Ve cavght him cheating us! e didgn't even win
fairly P Why should we pay him anything af ai'? Whal they re doing
is iifagall What they ve done is highly immoral — gambling and
slave trading! They showld be put out of business!

Brett: Now don't go saying things ke that, Mal L ance has
a lot of pull. We don't want to make him angry. He could have us
both kifled!

MNatalle: | don't care! Someonc should put him out of
business. | can't belicve he did this to our house! He's going 1o
keap doing i, foo, Evan ifwe pay him the money ha says we owe,
he'll just oa it to someane alse!

If the characiers haven't decided to help poor Brell and
Matalie by now, then MNatalie directly asks thermn to

IF the: characters agree ta halp, the advenlure continues. The
Hansons know that Lance will be picking up the winnings at his
namhbling house at midnight on the following night. Brett can
pravide the characters wilh diractions ta the club,

Scene Toree: THe One-Evep Jack

it is amazing how many places you can geld inla i you Know
how fo ask poliely.

— Cammy. excerpt from a Spoecial Farces lecture an infiltra-
Lo :




The One-Eyed Jack is Lance's nightclub and gambiling den.
The ground floor hauses the nightclub and the lower level is
dedicated 1o the gambling tables. The nightciul iz rather
alypical It's in an upscale part of LA Most of ils pairons are
yuppies. Unless the Street Fighters lake care 1o dress properly,
they stand out like a sore thumb.

To get to the gambling dan, characters have 1o go through a
door markead “Private.” if the characters look around the cluta for
a whils, thay see a well-dressed couple go through the doaor.
Beyand the doar is a hallway and a spiral staircase. A guard
stands atop the stairs. Treat him as s Warrior from Appendix Two
of the Street Fighter rulebook. The guard asks who sent the
characters. If they don't respond with the proper cads name,
lhey aren't allowed further passage. Il they tell the guard tha
Bret andior Matalie senl them, the guard permits them descent
down the stairs. Should the characters come in swinging, move
ahead to the gambling den description, below.

DownsTAIRS

& wroughtiron slaircase spirals down lo a lounge. On the floor
arg several sofas and lounge chairs. Against the back wall is a
bar. Directly across from the stairs is a pair of double doors
which lead to the casing. There are two gangsters standing in
front of thesa doors (again, use the Gangster statistios rom the
Street Fighter rulcbook). Against tha far wall is the door to
Lance's office.

Depending upon how Ihe characters go aboul il, this scene
can be stagad in many ditterent ways. Il the characters come in
swinging, the thugs do their besttotake themaut. The bartender
is also a stroot-hardened fighter (Ireal him as another Gangsler
frarm the Street Fighter rulebcook). Lance dogsn’t fight, but
makes it clear o the characters that no maller how much
pressure they or Shadaloo puts on him, he will not Tollew their
orders. He explains that he and the other lecal underworld
leaders are detarmined to remain independent,

Ifthe characterstalk ratonally with Lance, he initially assumes
an adversarial tone, especially if the characters mention Bratt
and Matalic. Lance assumes the characters are working for
Shadoloo. If the characters are tactful, they discover that
Shadoloo (through its agents Brett and Matalis) has manipu-
lated them into attacking the "good” bad guys.

Characters can also learmn that they have beoen dupad it they
defeat Lance's guards ar put an sulficient pressure o scare
Lance.

In either evant, the characters' distraction keeps Lance from
attending his schedulad meeting with the other local crime
bosses. [t the charactars make theoir own way to the maaling,
which iz being held atan abandanad warehouse, they discaver
a raam litered with unconscious bodies, all in need of madical
attention. One crime boss has a broken back. His fingers are
tightly wrapped around a Iragment of jade thal’s been snapped
lrom a piece of jpwelry. This 1 evidence that Jade, the local
tournament champ, was here, na doubl with Carl and Lars, This
discovary is theretore evidence thatthe Hansons are behind the
attack and that the characters were set up.

Wrere To Go From Here

The adventure can take many direclions fromthis paint. [T they
realize that they've been sel up, the characters probably try to
find Breftt and Matalis.

If they havent figured out thatl they've baen duped. the
characters probably think theirwork is done. They can move on
and continug with lhe lournament circuit, If this is the case,
Shadoloo continues to strong-arm L.A.'s criminals info working
tar the organization. Brett and Matalie try lo recruit the charac-
ters as regular enforcers. If the characters agree, they're
urwittingly working for Shadoloo,

Scene Four: A Wotr in SHEEp's
CLotHiInG

When someone from Shadoloo asks you to do something, you
never look al the hand offered you. Instead, voulook at the ather
hand, because thal will invariably hold what you will receiva.

— Anonymaous

If the characters spare Lance and figure out that Brell and
Matalie are working lor Shadeloo, they probably want ta pay the
Hansons a visit. If the characters go back to the Beverly Hills
mansicn, they re met by the butler who politely informs them that
the Hansons are out of town, If the characters prove persistent
or use trickery, the butler reveals thal the Hansons are at their
housein Venice Beazch. Physical threats lead to a slammed door
and a phong call to the police.

It the characters can somehow search the house, they find
evidence that Brett and Matalie leftin a hurry.

THe Ligyts Are On, Bur. ..

I the characters never look for Brett and Matalie at their beach
housa, the Hansans lie low for a couple of weeks. If they're
certain the characters aren't after themn, they eventually return
home resume business as usual, A few months later the charac-
tors receive invitations to the Crowne Plaza showcase fight.
Thera thay meet and individually face Lars, Jade and Carl,

During one of the characters’ matches, Brett approaches one
of the Street Fighters outside the ring. He suggests that the
charactors Torget all about Brett and Matalie, or the characterin
the ring will meet with an “accident.” If Brett can come to an
understanding with one of the characters, no unforeseen acci-
dents occur. Otherwise, ane of the three corrupt Fighters in the
ring (Carl, Lars or Jade) attempts to finish his or her oppanent
with aggravated damage. Lars uses his Buffale Punch on a
downed opponent, Jade grabs an unconscious or dizzied
apponent with her Bear Hug, and Carl picks up an unconscious
opponent up by the hair and does a Roundhouse Kick,

If a resolution can't be found between Brett and the charac-
ters, along-standing grudge may develop between any surviving
characiers and the veteran Street Fighters, not fo mention any
lraubles that start with Shadoloo, courtesy of the Hansons.

We Neepep a Vacation Anvway

If the characters track Brett and MNatalie down to their house
in Yenice Beach, the Hansons' parsonal bodyguards await. A
few typical Gangsters are an watch around the grounds. Within
the house are Carl, Lars and Jade.

If the characlers make a lot of noise on the grounds, the three
Streel Fightars come to the characters. If the heroes appreach
fuietly, they encaunter tha veterans within the building and may
even get the jump on therm.

Once a fight is imminent, Carl suggests that everyone step
outside {(assurming that they're not already there), but is pre-



pared to deal with intruders indoors. As soon as trouble starts,
the Hangsons make their way to their vacht, which iz dockad at
the back of their beach house

If the characters defeat the veteran Street Fighters, they may
pursue the Hansons, Wave riders are docked just down the
beach and may be “beorrowed” in order to chase the yacht
Characters need to make three successiul Desterity + Drive
rolls (difficulty &) to steer the vehicles and catch up wilh the
yacht. Success allows characters the cpporlunily 1o jump from
a wava rider io lhe boal — Dextarity + Athletics {difficulty &).

The Hansons are normal people, Although the characters
may want to rough the siblings up. thay should keep in mind that
the pair is basically defenseless.

After the Hansons have been captured, the characters can
steer tha yvacht back ta shore.

Thare's enough information tucked away at the beach house
and Beverly Hills mansion 1o pul 1he Hansons away; they're
dirgctly linked 1o local gambling, extortion and smuggling rings,
This, of course, assumes that the characters call the palice and
dan't mete out their own justice

It the charactars are defeated by Lars, Carl and Jade, they
wake up ta find themselves bound and gagged in the back af a
cargo plane bound for a distant country. You can use this as the
foundation for your next Street Fighter adveniure.

If the characters return home in search of the Hansons. they
don't find them. The siblings have moved on to other Shadaloo
business,

Should any characters manage to survive, and the Hansons
remain abroad, tha siblings may reappear al any time 1o foul up
the: characters' lives. The Hansons would make great recurring

ANTAGONISTS
LArs

Lars grew upin East Berlin where his naturally powerful frame
allowed him to excel at sporls. By age 15, he was number cne
in his weight class in the city, By 16, he was competing
internationally. By 18, he was working for Shadoloo. The arga-
nization offered him luxuries that he could anly have dreamed ot
in Berlin. He was alzo introduced to carners of the world thal he
rever even knew axisted.

Lars started working for Brett and Matalie Hanson aftar work-
ing a job on America’s West Coast. He loved Beverly Hills and
its proximity ta Venice Beach — the proverbial Mecca of body
building.

Although he enjoys it, Lars refuses to grow complacent with
his naw lifestyle and leads a very spartan existence. He prafers
1o stay hungry — it halps him keep his edge in the ring. Lars
doesn't fighl outside the ring unless he has to. He doesn’t
beliave in giving free shows,

Image: Lars is a huge man, standing 6°5" tall and weighing
aver 290 |bs. He typically wears logse-fitting silk clothes, bul
thiey nevver quite conceal his muscular build. Whean in the ring,
Lars wrastles in shorts and boots. He always tears his shirt off
as he steps onto the floar.

Roleplaying Hints: You are supremely confident. consid-
aring yoursalf superior o everyone you meel. Il anyone crosses
yiou, teach him a lesson the hard way. You speak in a thick
German accent and seem wise beyvond your 20 years.

Quote: You will lose.

JADE

Jade grew up in Hollywood and spent much al her time on
Venice Beach. Her life was devoted o dancing and body
building, ard she looked Torward to becoming a prafessianal
dancer. Her hopes were dashed, though, when her parents
wera killed during a bank rebbery. Consumed with rage and
grief, Jade developed a nihilistic perspective on the warld,

She channaled her anger into her training. thinking she could
work through her problems, bul dancing was not encugh.
Refore long Jade developed a viclent stoak, Rather than stitle
her anger, she decided to put it 1o use, studying a vanety of
martial arts bofore settling on Caposira. Jada's lraining, com-
bined with her years ot dancing, made her a deadly combatant.

Her skills atthair paak, Jadea aventually found her way onto tha
underground fighling circuit. Here her fury could be unleashad:
she could vent all her frustrations on her apponents and never
feol remorse. (twas after a particularly brutal match that she was
recruited by Shadoloo.

Image: Jade is of medium height wilh a muscular build. She
would be attractive if nat for her foul temparament. Whenin the
ring, she wears a sleevaless green skintight suit. She wears jade
wrist bands on bolb arms. She has straight black bear and grean
BYES.

Roleplaying Hints: You have an extremely shorl luss, bul
when you lose your temper, you rarely fly olf into a mindless
rage. Instead, you very deliberately injure the offending persan
or objecl. Once in the ring, you releasze all your agorassion,
delighting in hurting anyong whao challenges you

Quote: Wy dont vou walk over here and say that agamn.
tough quy. I'd love fo put your face fhrowgh this lable.

Cert

Carl's parentz enralled him in a kickboxing schoel whan he
was anly six years old. They thouwght it would teach him disci-
plhng and responzibility. Instead, Carl learned that he could ge!
what he wanted by beating people up.

Carl originally tried o enter the legitimate kickbaxing circuil,
but was disqualilied lor unsporlsmanlike conduct. Ha tharefore
plied his trade on the underground circuit. He made several
enemies and only a few friends, Perhaps Shadoloo recruited
hirm because he needed the backing of a "friendly” organiza-
licr,

Az an agent of Shadoloo, Carl is back to hiz same old tricks,
he fights as dishonorably as he always did. Forunately, the
Beverly Hills crowd is jaded and appreciates his style.

Image: Carl is of average height and builZ. He has green
ayes and long, blond hair, which he ties inlo & ponylail when
tighting. In the ring, he wears flashy Gi bottoms and a musclo
shirt. He usually tries to psyche out an opponent balore a match.

Roleplaying Hints: You will do anylhing necessary 1owin.
You're & bully by nature, but prefer psychological cruelty to
physical cruelty — at least outside the ring. In truth, you're
somewhat insecure and overcompensale for it with abrasive
and domineering behavior,

Quote: Hoy! Shal Up! Was Dalking fo youT | didn’t think so.




Bret anp Natatie Hanson

Born as wins in San Francisco. California, Bratt and Matalie
were the children of one of the wealthiest families in the city.
They attended only the best schoals, receiving every opportu-
nity available to those with money. Howevar. things turned sour
ter the Hanson family. In two short years, their busingss went
under and their wealth gwindled, It was then that Brett and
Matalie put their vast knowledge of California’s rich and famous
I use. They started with blackmail and moved on from there.
Ultimately, their activities led them to the Beverly Hills under-
ground.

Before long, the Hansons were contacted by an agent of
Shadoloo and offered an opportunity to becaome the
organization's presence in Beverly Hills and LA The siblings
quickly rose o the task and put their rescurces to work for
Shadoleo, In exchange, Shadoloo gave them support and put
them in touch wilh individuals who could halp them take aver
L.A's crime scene

Thus tarthe siblings’ eflorts have been quite successiul. They
have taken aver mast of the criminal organizations in LA Orly
a small group of criminals still holds out, and the Hansons are
making plans o crush it

Image: Froit and Matalie are always seen together. They
dress in the latest fashions. Brett wears European suits and silk
ties. Matalic wears custom dresses [rom the world's top fashion
dosigners. Both are in their late twenties, clean cut and have a
friendly demeanor.

Roleplaying Hints: Try to be everybady's friend, Wiy get
ugly if you can accamplish something by being friendly? How-
evar, beneath this veneer are the cold hearts of twao prodators.
You are both extremealy ruthless and will do what you have to do
to gt ahead . You never hesitate to wm someone’s disadvan-
tages anainst him.

Quote: MNalalie = | suggest we have him removed. He's
obviously no longer useful 1o us.

Brett « Mow Nalalie, 'm certain thal he will do his best o
remain a productive member of our organization. Won't you?

LAnce

Lance graw up on the streets of LA He never knew his
parents and spant mast of his ime moving from one foster nome
to the next. Ha learmed garly on that the only way to getanything
is to taka it

| ifewas anongoing battle tor Lance, He hadhis share of gang
fights and even spenttime in prisan. However, unlike most street
kids, Lance had dreams, He wantad to make a better lite for
himselt. He saved his meney and bought a failing rught clut.
Atter he pul & gambling den in the basement, the club began
miking money,

Then Shadolon enterad the scene. The organization tried to
tell Lance how to run bis club. |t intended to take evarything that
he had worked for. Mever having been ona lo give up without &
fight, Lance deficd Shadoloo. He's been suffering ever since.

Image: Lance is a roguish man in his carly thiies. Ha
dresses in anything from loose-fitting fashionable clothes to
jeans and t-shirts. His hair is dirty bland.

Roleplaying Hints: You are a self-made man who has
worked his way up from the botlormn. You don't consider gam-
bling immaoral — if peogle didn't gamble in your casing, they

would only da il in somacne elsa's, You have absolutely no
intention of working for Shadoloo and will liquidate your club
before giving it up,

Quote: ['m not an angel, bl here are same lines { won't
crass, and this is one af them, Sowhy don ' yow jus! i around
sincd slalk back to that rack vou crawled out fram under,






New Special Maneuvers
and Abilifies

This saction presenls a few new mansuvers and special
abilities that can be added to any story or chronicle. You can
maka these items readily available to any character, or you can
require that characters learn tham from a teacher.

New Special MANEUVERS

PuncH

Heart Punch

Prerequisites: Funch === Focus =

Power Points: Mative American Wrestling, Sanbo 7; Spe-
cial Forces, Sumo 3; Boxing, Kung Fu, Weslern Kickbaoxing 4

The Heart Punch is a blow designed to stun an opponent,
leaving him wvulnerable to the fighter's nexl blow. A guick
powerful blow is delivered to the opponent’s chest. This mave
is considerad a cheap shot and can result in the loss of honaor,
depending upon the circumstances under which it is applicd.

System: Mo damage is dang by this attack. However,
damage is still rolled for the purposes of determining a dizzy.
Because of the nature of the Heart Punch Technigue, itmay not
be & part of a Dizzying Combo Manauver, It can, however, be
combined for the purposes of gaining a speed bonus.

Caost: MNone

Speed: -1

Damage: +5 (see abova)

Move: *

Knife Hand Strike

Prerequisites: Funch s

Power Points: Kung Fu, Shotokan Karate 3; Special Forces
4: Any 5

Iha Fighler straightens her hand so thal it's rigid and strikes
fingers tirst at an unprotected part of an opponent’s body. Ihe
effect is a quick deadly strike which can incapacitale an
unsuspecting foe

System: |lse the modifiers below to perform this strike,
Urloss anapponent is blocking, damage is applied againstonly
hali of his Stamina {rounded down).

Cost: MNone

Speed: +1

Damage: -1

Move: -1

Lunging Punch

Prerequisites: Funch ses Athlolics «

Power Points: Bcoxing, Shotokan Karale, Western
Kickbaoxing 2; Any 3

The Fighter dashes forward and delivers a low sweeping
ounch thal catches his opponent oit-guard. Legs and shoulders
wlay a big role in exacuting this maneuver as tho Fighter must
dash several fect forward and remain close 1o the ground.

System: lIse the modifiers below. The Lunging Punch
ignares blocks, unless an opponent is doing a crouching block
of is using Kick Defense. The Lunging Punch is considerad A
Crouching Maneuwver.

Cost: MNone.

Speed: -0

Damage: -1

Move: +1

Kick

Forward Backflip Kick

Prerequisites: Kick +== Alhletics +e= Backflip Kick, Jump

Power Points: Caposira, Spanish Minjitsu, Wu 5hu 1, Kung
Fu, Special Forces 2; Any 3

With this rmove a Fighter jumps up and toward her oppanant,
and executes a backflip in the air and kicks. This maneuver s
aspacially effective against airborne opponents.

System: This mansuver is mos! effectively played as an
Interrupt. If an opponent is parforming an Asrial Maneuver, she
iz knocked down and suffers lwo damage tests as the Kick
strikes twice,

Cost: | Willpower

Speed: : 2

Damage: +1

Move:

(RAR

Face Slam

Prerequisites: Grab == Slrength sees

Power Points: MNative American Wrestling. Suma 2; Sanbo
3 Any &

This maneuver requires tramendous upper body strenglh.
Basically, the: Fighter palms his opponents tace, lifts him off the
ground and slams him head-first into the ground. The World
Warrior, E. Honda, has worked this maneuver into a frightening
combination.

System: lUso the maditiers below, If any damage is done,
the opponent suffers a Knockdown,

Cost: MNone

Speed: 1

Damage: +1

Move: Cne

Flying Tackle

Prerequisites: Grab »« Athletics ==

Power Points: Any 2

I'he Fighter launches into the air and slams into his opponent,
taking them both to the ground. This maneuver is considered
crude by many high-ranking Street Fighters, although its effec-
ivenass cannot be denied,

System: Both the attacker and defender suffer a Knock-
down, but anly if any damage is done. After impact, attacker and
defender tly back two hexes and end the turn on the ground,
nccupying the same hax. The attacker gains & bonus +2 to her
Spead il her next maneuver is a Grab Maneuver.

Cosi: MNone.

Speed: 1

Damage: +0

Move: +?
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New AeiLmes

The following are new Talents, Skills and Knowledges for use
with Street Fighter

TALENTS

SEARCHING

You have a talent for finding false bottoms, hidden doors and
secretwall safas. Very little escapes your notice when it comes
to finding things that you'ra not supposed to. Conseguently, you
are also quite adept at hiding things.

Use Perception + Searching when trying to find something.
Intelligence + Searching is used when allempting to hide
samething. If you are short on time, Wits + Searching is used
instead, in gither case, and more sUcCcesses are required.

. Movice: You know to check behind curfains.

e Practiced: You know how 1o tap on walls to listen for
holiow spots.

sse  Competent: You can take in details at a glance and
pricritize your search.

ssss  Expert Very little remams hidden from you. You can
spct a wall safe from across a room.

seews Naster: James Bond has nothing on you.

Possessed by: Spies, thieves and couriers

[nsTRUCTION

You have a knack for communicating ideas and passing your
knowledge on 1o others, With thiz ability, you are well on your
way 1o becoming a master. Part of being a master is being able
to pass on your art to others, You can teach any of your Skills,
Knowledges, Technigues and Spacial Maneuvers to another
character. However, the student's level of abilily may not a=-
cead either your own level of proficiency or your level of
instruction, whichever is lower,

Fellow characters who wish tolearn from you must still pay the
full cost for ther education.

. Movice: You can convey simple subjecis in an easily
understood manner.

L1 Practiced: You can teach moderately complax topics
and make your subjects interesting.

==+ Competent: You can leach any subject that you have
knowledge of and make the lessons seam simple.

eese  [Cupert: Learning from you is never difficult. You can
convey the most complex infarmalion or teach the toughast
manauvers and make them all seem very simple,

ssese Nasior: You are an inspiring gacher who makes a
lasting imprassion on any student.

Possessed by Sensais, leachers, laclurars and some par-
enis

SKILLS

DemoLmions

The ability to setand defuse bombs and olher explosives. Vou
ara tfamiliar with dynamile, plashic explosive. nitroglycaernin, black
powder, blasting cord and even napalm. You can build, setand
defuse nearly any typo of bomb.

. Movice: You're bast off sticking 1o lirecrackers,

L1 Fracticed: You can wark with simple explosives and
Avoid sernous injury.

sse  Competent: You know enough to defuse mast bombs,

sses  Expert: You can build, set or defuse nearly any type of
bamb.

sasns Mastor: MoGuyver could learn a few things fram you.

Fossessed by: Terrorists, bomb squads and Shadaloo agants

Disquise

You can change your appearance, through manipulation of
clolhes and make-up, to look like another person of your
choosing.

. Mavice: You still buy your make-up off the bargain
Halloween racks.

.s Pracliced: Al a distance, you could pass lor somecne
elge.

ses  Competent: You can do create fairly complale dis-
guize. fooling all but close friends.

seee  Expert: You can fool most of the peopls most of the
tima,

ssans Mastor: You become analher person. Even those clos-
esl 1o you have a hard time recognizing you.

Possessed by: Aclors, spies and con artists

Repae

You ara familiar with machines and simple electronics. You
can fix and maintain anything from cars o caloulaiors 1o televi-
sion sets. The more damaged ar the maore complex an item s,
the mere difficult it is to fix. Many repair jobs can take days or
wocks. A skilled repairman can jury-rig something so that it
functions in a pinch, and worries about fizing i properly scme
othar time,

. Mowice: You had an Erector Set az a kd

L1 Fracticed: If you have a manual in frant of youd, you can
follow the inalraclions.

ses  Competont You are able 1o fix most things. given fime
and the right toals.

sesn  Experl: Youre good at improvising and can usually
make something work, gven when it's not supposed ta.

seses Maslor: You know machines better than you know
peaple, and can fix nearly anything in less than hall the time it
would take even a skillod repairman.

Posseszed by: Mechanics, repairmen, saboteurs and home
OWNETS




KNOWLEDGES

Finance

You understand cconamics and can use your knowledge to
your benefit. You are familiar with the stock market and various
international exchange rates. You can also use this knowledge
to track individuals' or companies’ resources. Many Shadoloo
fronts can be detecled by application of this Knowledge.

. Student: You can balance your check baak.

e College; You understand econamic axchange on a
large scale.

s+ Mastars: Youcan take advantage of market trends and
maximize your resources’ profits,

Doctorate: You know more about the state of the world,
from the way people spend thair manay, than most people learn
from a newspaper.

sssws Soholar: You could give financial sominars to the
wealthiest peopla in the world.

Possessod by: Bankers, stock brokars, bookies and manag-
ors

Law

You understand the law and can manipulate the legal system
to your advantage. This Knowledge can be especially handy if
you're caughl in a fareign country without a managar to bail you
aul. You are familiar with laws, fines, punishments, the proce-
duraes of most law entorcement agendias, and you Can
understand and use the often confusing legal terms tossed
around by attorneys and lagislators,

. Student: You know your constitutional righls.

= College: You are familiar with legal terms and prose.

ses  Nastars: You know the laws of your native country (or
tha ong yau currently live in).

Doctorate: You could lecture to an attorney an legal
procesdings.

seses Scholar: You intimalely know both national and interna-
tional laws and can move through legal loop holes like a fish
through walar.

Possessed by: Police, atlornays, criminals and congressmen

LLL L
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Style: WESTERN KICKBOXING Team: VENICE

ﬁ Name: CARL

fﬁ-ﬂ“ Player: School: Concept: sFOILED BULLY
ﬁ, Chronicle: Stable:sHACOLOO Signature: FROPS HIS FOOT ON
:Ef, OPPONENT'S BODY.
— e . = S e s e e T
e PhysicaL SociaL MentaL
. Strength @0000 Charisma @0000 Perception ®0000
- Dexterity ®0000 Manipulation O080O ntelligence 000800
it o Stamina 900080 Appearance @0000 wits [ 1 1 lele

- TR | {111 S S ———

SR Tatents SkiLLs KNOWLEDGES
" Alertness ®0@00Q Blind Fighting 00000 Arena 09000
Interrogation 90000 Drive ®0000 computer Q000
*  Intimidation @0000 Leadership 90000 Investigation ( T'1 lele)}
. Insight ®9@00 Security ®0000 Medicine 08000
~ Streetwise ®8000 stealth ®9000 mysteries 00000
. Subterfuge 00080 Survival @0000 style Lore ®e000
i; QT R R ;qDVAMTAC,ES
% Backgrounps TECHMIQUES SpeciaL MANEUVERS
o EET 00000 Punch 00000 [ ETrerEE 0
MANAGER ®8000 Kick 00000 § . S G It
B FecouRces @0800 Biock eee00 - B
':'-':'_*_- 00000 Grab ®0000 o A
Cety 00000  Athletics .3;30 COMBO: FLYING KNEE THRUST TO__
o COO00  Fesus O O W sreprinG FrONT K (DZZY)IBLOCK TO
s — 00000 SLIDE K. TO ROUNDHOUSE K (D1ZZY)
e Ot MANUEVERS AND POWERS
£ o Speed Damage Move
: (Y X JoleXeloNoXele Punch: Jab & el 3
= Q0000000uo o — e
— WitLpower B e R T -
e 9000000000 Roundhouse 2(@aN8 2
Qoouoaoaoa Sk - : o
H E #-'FHH Movement 7 - - &
FOWER LFFER CUT 2 a . hi_
000000000 SPINING BACKPIST 3 7 g
g& 0000000000 I :
0000000000 SLIDE 100 _ e W0 4
GO0 a0nn STEFPING FRONT KICK __ HAZXE) L e

Z . Attributes: 753 Abilities: /74

Backgrounds: - Techniques: © Special Maneuvers: 7 Chi, Willpowaer: por styles  Freebie Points: 15



Name: LARS

Style: 5anB0

Team: VENICE

Player: School: Concept: GERMAN UBERMAN —
Chronicle: Stable:sHADOLOO Signature: HOLD OFPONENT OVER &
HIS HEAD e
e i e e ATTE}'EUT ES —ﬂ
Puysicat SoaiAL MenTAL
Strength 00000®® Charisma 90000 Perception ( 1 ] Jele
Dexterity 90000 Manipulation ®0000 Intelligence L 1 1 Jele
Stamina 90080 Appearance 90000 wits @800

RS STRSRSC e P SIUS AEI‘LI’HES —

TaLenTs
Alertness 99000
Interrogation L 1 1 Jele
Intimidation 20000
Insight 00000
Streetwise 98000
Subterfuge 00000

b i et e e ] ADU,QNTAQES

Backgrounns

ARENA
MANAGER
RESQURCES

090000
00000
09800
00000
00000
00000

Blind Fighting

Drive
Leadership
Security
Stealth
Survival

SKILLS

00000
00000
00800
®e000
00000
00000

TECHNIQUES
Punch 9800
Kick 00000
Block 9290080
Grab 990000
Athletics L 1 1 Jele
Focus 00000

KNOWLEDGES
Arena L 1 1 1 Je]
Computer O0000
Investigation 00000
Medicine 00000
Mysteries Q0000
Style Lore L 1 1 lele

AIR SMASH

SpeCiAL MANEUVERS

2 13 2

E ¥

COMES BLOCK TO NECK CHOKE

1
1 e "

B R e ¥
5

AR SWMASH TO BACK BREAKER

A
b7 K

Zzy)

MANUEVERS AND POWERS

Spead Damage Move
Punch: Jalb &(5-1) & E
Strong 3 . s 1 3
Figrce = iz -
Kick: Short ti o :
Forward g E Eh— o o =
Roundhouse = = 2 ——
Grab 3 . ig !
Block T -(8) -
Movement & - 6
BUFFALD PUNCH IB8-2x3) mo I
EAR FOF z = z
BACKEREAKER 2 - E I
MECK CHOKE 2 A-2XE 13(5) I
FILE LHRWVER i 14 I S
SUFLEY = 12 f

: 5 Techniques: © Special Maneuvers: 7 Chi, Willpower: & siylcs  Freebie Points: |
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mg‘ Name: JACE Style: carCERA Team: VENICE

&9 player: School: Concept: FEMVE FATALE
Chronicle: Stable:sHaooLO0 Signature: ALwarYs TRIES TO

SEVERLY INJURE OFFONENTS.
FITTRI'EUTES e S R

=

E PHysicaL SoctAt Mentat

= - '..f Strength ®008@® cCharisma 9000 perception 20000
= . Dexterity @080®0O Manipulation ®8000 Intelligence 080800
. Stamina 90800 Appearance 99000 wits 90000

[ ————————— L TR e

TatenTs SitLs KNOWLEDGES
Alertness @@®@0OC Blind Fighting ®0000 Arena 90000
Interrogation ®0000 Drive 00000 computer 00000
. Intimidation O8O0 OO Leadership ®0000 Investigation ®e000
_ Insight ®8000 security 00000 Medicine 00000
~ Streetwise 00000 stealth 00000 mMysteries ®e000

Subterfuge 90000 survival 90000 Style Lore L 1 1 Jole

SpeaiaL MANEUVERS

BaakGrounDs TeCHNIQUES

. BEARHLG a-3xry 10

- ARENA SE0Q0 Pimoh 2R000 THIGH PRESS. j-A 2'1'41:f :
MANAGER 00000 Kick 00600 g~ 2‘ T
RESOURCES @0000 Block ®e000 S

e 00000 Grab e0000 [1° =

o — ROLLING ATTACK 4wy 10 Biwe:

e O0O0O0Q Athletics (11 1 10 ‘

e 50000 COMBO: ROLLING ATTACK TO THIGH

o 00000  Focus PRESS(D1ZZY)/BLOCK TO BEAR HUG TO

" 00000 SUPLEX(DIZZY)

MANUEVERS AND POWERS

g Speed Damage Move
s [ X X X Jelelele Punch: Jab & 5 3
= aooQoouual Strong 3 d 4
C rierca el - i s E
™ Kick: Short s - 7 2
: Forward 9 ? |
= 00 Houndhouse - S | it _ O
ddd Grab 2 B I
Block _ Tz £ . | 5
Movemeant & & i ¥
BACK FLF KICK - 4 —_ At
0000 DOUBLE -HT KNEE =E-1) Tixz) 501 WF)
Ooooo FLWi5 KNEE THRUST 2 7 =
FOWARD FLIF ENEE o _3 H 2
20000 HANDSTAND KCK 3 I L
auagg BACKROLL THEOW sBe-axn . W [

Attributes: /5% Abilities: 9,7/¢ Backgrounds: 5 Technigues: & Special Maneuvers: 7 Chi, Willpower: per siyles  Freeble Points: |5



Name: NATALIE HANSEN

Style: NONE

Boss: NONE

Strength ®9000  Charisma 28800 Perception ®8800 Honor__nroveE 0
Dexterity @9000 Manipulation @0080 Intelligence @0800 Glory  nonE }
Stamina @8000C Appearance @00800 Wits #8880 Rank__ vorE i
o
Other Traits Manuevers and Powers L%y
Fas
ALERTNESS 00080 mepicive = @@9@00 . ‘:P-“d Dan;agﬂ Hoﬂ;e ;"F' ;
SUBTERFUGE 88800 sTVLE LORE  @@000 ;';":fh a0 5 % "aEEE -.,::
INTIMICZATION 88000 ALLIES 1111 F:e?cg 2 — v ».:_.’
DBy 098800 i 00800 Kick: Short {:,;‘ "_:
STEALTH (1] e8] RESOURCES  @OOO0 | roryard e - '-.:;_,-
e et
Weapons: Spee Damage Movs | Pumdguse = = - o e
; & 3 u Grab o ’ PP
R — Block (4 SOAK) Ty
— = - Movement : # o z
Chi Willpower i G e o
e®800000000 e909@BMCC0O0D0 | _ =
aaooauaoaud 20QOoo00oou - _ =
Health S 3 coye gme—=o A
00000000000000000000 i
J00000002020300000a40aa4a N
e
g & e .
g T
B
Name: BRETT HANSEN Style: NONE Boss: NONE "ty
LR
Strength ®8000 Charisma 90800 Perception 00880 Honor NOnE P
Dexterity @000 Manipulation 0800 Intelligence ®@®00 Glory__none v e e
Stamina 00000 Appearance 00080 Wits #0800 Rank__ none Kt
- % A
Other Traits Manuevers and Powers S
L
NEMGHT 00080 COMPUTER 00000 Speed Damage Move :i:?-qé-_-"_
= : Punch: Jab & = l e
AeRTNESS 90000 [nvesTieATIoN  @@O00 = = 3 = | ::;,‘-"'
SUBTERFUGE  @@@®00 BACKING 900080 ll:'gg = : : -“:‘{g
DELE 00000  cormc’s @800 | ey sion s ’:-:u‘-"
LeacErsHE  @@@O00  REsouRcEs  @@@@0 | oy - ._:-gﬁg
Weapons: Speed Damage Move ‘F;?‘:r;dhouae — .ﬂﬁi‘
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The Street Fighters step into the warehouse as the Genin Ninja
descend upon them. The characters turn to fight... What page was that
chart on again?

Now you can have all the charls at your fingertips, with the Street
Fighter Storyteller’s Screen. You can instantly check on every-
thing from Special Maneuvers to Action Difficulties to Falling Damage
and much more. The Street Fighter Storyteller’s Screen is a
must for any SF Storyteller.

THE STREET FIGHTER SCREEN ALSO FEATURES:

 Charts on everything you need to run your adventure, including a
new chart that lists every Special Maneuver in the Street Fighter
rulebook and the Secrets of Shadoloo sourcebook.

» A complete adventure that takes the Street Fighters from the streets
of L.A. to the mansions of Beverly Hills, featuring three up-and-
coming Fighters who are the ones to beat in The City of Angels.

e Several new Special Maneuvers, many of which are used by the
World Warriors, but more that have never been seen before!

YOU MUST HAVE STREET FIGHTER
THE STORY TELLING GAME TO USE THIS SCREEN

3 Q ;; 4598 STONEGATE IND. BLYD. ISBN 1-56504-162-3 $9,95

S Sk STONE MTN,, GA 30083
WHiTE WOLF
0199379109502

ﬁ A H E S T I.I [] | l} Prirtad in Canada




