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This 5 the day, Mick Foentana told himsalt

Anyone over the age of 20 would have found his menclithic
sall-confidence amusing. But anyone 18 going on 19 (like
Mick) would have understaad. in fact, would have taken it as
4 givern.

This (s the day, he tald himself again. This is my day. His first
prafessional bout on the Streat Fighter circuit, (Mo, he cor-
rectaed mentally, my first wiry on the cirewit) Yes, itwould be a
I'_’i.:‘:':,' o remember,

He was ready, as ready as he'd ever been. He knew it, He
felt it He was as fast and flexible as a striking snake. He had
a predator's eye for weakness and a killer instinet that a mob
hitman would have sold out his best friend to possess. He was
cranked and ready to kick some butt

Nick pushed timself away from the dressing room wall,
whare he'd been doing his stretches, He fired off a quick
combination — iron hands high, dragon punch, uppercul. He
could hear his hands cutting through the air, as it he were a
pratagonist in the low-budget kung fu movies ha'd grown up
wilh. Give me a pair of chopsticks, he thought with a grnin, and
na fy in Mabile is safe.

Mobile. Mobile, Alabama. The venue was the one thing that
threatensad to dull his edge. His first professional fight — why
coulda't it have been in his hometown ol Seattle? The other
musicians in his band, The Horsemen, could have seen him
kick ass and take names. Hell, maybe his freakin® parents
would have shown up — stranger things had happened. Here
in Motile, though, he didn't know anyone. He was on his own
Even his sansel, Shimizu, wasn't there.

Mick shook his head at that thought. He'd have a lot of
kissing up 1o do when he got back to Shimizu's dojo in Seattle.
The wizened sensel hadn't considered him ready 1o make the
circuil, Mat for anctner a year or more, maybe, the old man had
said. & yoar? A freakin’ year? That was forever! Nick knew he
was ready and knew the anly way he could get better was to gel
out there and fight. Training, katas and sparring were graat, in
their way But nothing could match the experience of — whal
did Ihat old book say? — "baing tempered in the crucible of
actual combat " Sowhen thal promoter contacted him directly
nat through Shimizu — there was a wonder — and offered him
a fight in the Maobile arena, he jumped at it. For a couple of

By Nigel Findley

minutes he debated asking Shimizu about it, but he could
predict all too easily what the sensel would tell him. Much
easier to get forgivenaess than permission, he'decided, and so
he made his ravel arrangemeants.

The promoter, Jayjay Weller, met him at the airport. He was
a big guy, dressad in black, sporting a shock of spiked blond
hair and decked out in a kilo ar two of silver, He always seemed
to be laughing at a joke that Mick didn't understand and would
get his nose up if Nick asked what was so funny. Under any
othar circumstancas, Nick would have hit the road or taken a
swing, but this was business, or at least that's whal he kept
telling himself, .

So here he was. Here in the dressing room of a Mohbile,
Alabama arena. He could hear the crowd, his crowd: the buzz
of voices, the shuffiing of feet, the occasional roar of excite-
ment ar outrage and, beneath it all, that almost subliminal
sound that can only be made by thousands of expectant
peaple.

I'he door swung open, and Jayjay stuck his head in. His hair
was aven maore outrageocus than it was earlier in the day.
i Terminal hairspray abuse, Nick thought.} “Ready?”

“Baorn ready,” Nick told him.

Weller giggled quietly. “The Cajun's a couple minutes be-
hind schedule,” the promoter said, "but we might as wall get
you out there so your fans can gel a look at you.”

"You got it.”

That was another disadvantage of fighting in Mabile, Nick
had to admit as he followed Weller along the concrete corridor
If the fight was in Seattle, he'd have had a chance to scape out
his opponent. Here? Mo way. "The Cajun™? Who the hell was
he? What style did he fight with? What tricks and combos did
he know? This bout wasn't in the Traditional Division, another
straw added to his burden of guilt. Shimizu didn't approve of
the other divisions, and “The Cajun” probably wouldn't use
formal styles, Hell, that was okay with Mick. He'd been fighting
— and winning — long before he'd known there were such
lhings as formal styles, Allin all, he figured, there wasn't much
out there that could surprise him.

Weller patted Nick on the shoulder reassuringly and ges-
tured him on ahead. For a moment, Nick hesitated. Then he
snuared his shoulders and strode down the last, darkened




corridor toward the briliant ights atits end. Like those wairdoes
say about dying, or is it baing rebarn? he thaught. Hell, it fits.
Today's the end of my old life and the starf of a new cne. He
emearged from the tunnel.

And froze in his tracks. Weller had told him the “house” lor
tonight's fight — 18,000 and change. He thought ha'd known
what that meant,

Mot a freakin’ chance, He'd seen larger crowas, but only on
the twbe. On the tube you can't really hear the people, can't
smell them and certainly can't feel them. Even more impaor-
tantly, every one of those 18,000 was looking al bum. He felt the
physical sensation of their eyes on him, like an eleciric charge
coursing through his body. When it recognized him — when
the people realized he was ane of the fighters on lonight's card
— the crowd roared, and the sound beat on his body like a
wawve in the ocean

I've made it The thought shocked him with its intensity. This
ismy day. Onimpulse, Nick snatched off his baseball cap (the
one with his band's logo) and thraw it inte the crowd. He
laughed aloud as he watched people scramble for it. This is
whera | balang.

Mick swaggered down to the ring, into the heat of the lights.
and waited,

He didn't have to wait long. The P.A. system blared with
some geriatric golden moldy: “Sweet Home Alabama” or
somea crap like thal. Then the announcer's voice reverberaled
through the arena. “Ladies and gantlemen, this is what you've
been wailing for. Are y'all ready for the main evant al the
evening?”

Brain-dead crowd-baiting, Mick thought scomfully. { could
do a hell of a lot better, Still. ha had to admit that the answering
roar was |us! this side of deafening. This is Mobie, he re-
minded himsslf wryly, nof really the center far witty repartee,

The announcer continued his spigl. "Ladies and gentla-
men, this is afreestyle match. Noweapons, no lethal manauvers
and no biting!” Ha delivered the last words like a joke, and the
crowd roared with approving laughter. Nick frowned, Am |
missing something here?

“In the blug corner,” the announcer sang out, “in his first
prafessional fight on the circuit, from the Evergreen
Playground.. Mick Fontaaaana!”

Mick beamed as the cheers washed over him, relishad in
them, felt their enargy seep inlo his muscles and key his
reflaxes even lighter. This is what | was born for, he tald
himsealf. Everything that came betore was just waiting.

"and in the red corner,” the announcer continuad, *a local
favarile. You've seen himin this ring before, and you'll see him
again. His record is 72 wins — 51 of them knock-outs! — 14
losses and no draws.”

Wait just one freakin' minute! Nick thought, suddenly chilled.
Seventy-two wing, 51 by KO?He shot a sharp look at Weller,
who was standing at ringside. The promoter flashed him a
cheery thumbs-up. Yeah? Well well see.

The announcer wasn't finishad, “He's one of the biggest
draws on theinternational circuit, Freestyla Division. Yau know
him, you love him and here he is: the Ragin' Cajun!!!”

The pravious screams seemed loud, now they were physi-
cally painful. The crowd took up a chant, and the sound
battered against Mick's body: "Ca-jun! Ca-jun! Ca-jun!” From
the rafters. spotlights burst into life, lluminating the entrance
across the ring from where MNick stoed. Something maoved in
the wnnel and emerged into the light

What the freakin' hell is that?

It looked ke a bad practical joke, a refugee from a low-
budget horror movie, It was the height of a man. It walked
upright, and it had arms and legs like a man. Yet it wasn't a
man, at least nal in the way Mick Fontana defined the word. It
looked like...

It looked like a freakin’ alligator, for Christ's sake

An alligator trained to walk on its hind legs, using its tail 1o
palancethe massofits uppear body. Bul no gator Mick had ever
seen on the tube or in & zo0 had muscles like this on its arms
and legs, or this kind of definition to its pecs and abs. Nor had
any gator worn brightly colored wrestling strip, for that matter
Mo, this thing wasn't a gator, Butitwasn't a real human, either.
Some kind of crossbreed? The kind of genetic expeariment you
read about in those trash-papers at a supermarket?

Whatever the hell it was, the crowd loved it. They screamed.
They chantad. They did the freakin’ wava. And the gatar-thing
anjoyed every minute of it. It clasped its big hands over its
headin a boxer's handshake and pranced around the ring. Its
mouth (snout?) was open in what might have bean a smile,
cxcopt far the fact that the expression showed éhtirely too
many teeth.

Ta hall with this noise, Nick thought. He crossed the ring,
giving the gator-thing a wide berth, to where Weller stood
“What the freakin’ hell is that?" he demanded of the promoter.
“It ain't even human!"

Weller smiled. Mo giggle this time. |n fact, there was some
naw element to the smile that Nick didn't like, "That's your
opponent, boy,” the promoter said. "That there’s the Cajun.”

Mick shot another look at the galor-thing's teeth and made
his decision. “You didn't say nothing about this," he said firmly,
crossing his arms over his chest,

Weller shrugged. “You didn't ask,” he pointed out, with
irritating accuracy. "l offered you a fight. You took it. End of
story. "

“Like hell it's 'end of story'!" Mick shouted back. "Yeu
offered me a fair fight, not —"

The pramoter cut him off. “Mever said nothing about a fair
tight, sonny-boy,” he said coldly. "Asked you if you wanted a
freestyle fight. You said yes. You signed the contract.”

Jayjay leaned in close to Mick, engulfing the younger man
in the sweet-bitter miasma of his braath. "l don't think you get
the piclure here, sonny-boy,” he whispered. “Your name's on
acontract, your name’s on the fight card. Hell, your name's an
the marquea, You're commitled. People have come out and
paid good money 1o see you fight. And fight you will. You mads
a deal, now you'll stick by it."

“The deal is off!” Mick drove home each word with a finger
stabbing inlo Weller's chest.

“Mat from whare | stand, boy." the promater said quietly,
"“You're going to fight the Cajun, even if he has to chase you
into the dressing room and drag you back kicking and scream-
ing. Hell, bay.” he laughed, "look al this crowd! You think
they're going to be pissed if they watch the Cajun track you
down and beat the living crap out of you? That kind of action
is just part of the show around here, sea?

“So it's your choice.” Weller's voice was starting to sound
like the hiss of a snake. "You can go either way.

“Ona way, it's a stand-up fight. Hey, who knows, mayhe
vou'll take the Cajun, huh? Even if you go down, it's by the
rules. You get massad up, maybe, but it ain'l going 1o be too
bad. ¥ou get the money, and you get your name out there, You
get one fight on the circuit under your belt. You ain't a greenie
anymore. The other way.,."

P



Jayjay shrugged. “The other way, you say 1o hell with the
deal, so we say o hell with the rules, okay? The Cajun kicks
your ass, and he don't stop until he's damn good and done.
Maybea he messes you up some, maybe he tears your goddamn
arm off; it don't matter to him or to me. You blew oif the
canltract, 5o yvou don't get no money. And you can bet no other
circuit promoter's gonna louch a greenie who blows off his first
contract,

“Taka your choice, boy," Weller finished softly, “But don't
take too long, huh?" With that, he turned on his heal and
walked away.

Far a moment Mick thought about going after Weller. Hell,
Wellerwas big, but he was soft — the promoter would be dead
meat if Mick got his hands on him,

But he held himself back. It would be satistying to kick the
crap out of Weller, but that satisfaction would cosf Mick his
carear. Part of his brain congratulated him for at last thinking
like the professional he wanted to become. And thal was what
it all came down to, wasn't it? Prolessionalism, That's what
Weller had been talking about, even though he hadh't used the
word, Mick had been scammed, but only bacause he'd lat
himsealf be. He could have asked some guestions. He could
have done some research. He could have found oul who — or
what — he'd be fighting. He could have made an informed
decision

He hadn't. He hadn't acted like a professional; he'd actad
like & “greenie.” Now he had a choice: follow through with his
commitment and probably lose, but lose like a professional
Siree! Fighter; or flake out, suffer one hell of a beating and
watch his career go down the drain aleng with his blood

With a cold, grim smile, Nick strode ta the center of the ring
and took up his fighting stance. The Cajun turnad toward him
and flaxed his muscular arms, Fear twisted Nick's guts. But
professionals don't show fear, do they? Sure, they might feel
it, but they don't let it control them. That's whatl being a
professional means

Mick swallowed the bitter taste of bile and managed toforce
a sneer onto his face. *| got something for ya, ya cold-blooded
mother!” he yelled, loud enaugh to be heard over the noise of
the crowd. “Come and get it, if you got the freakin' guts!”

And he waited for the fight to begin.







If a burglar hales up in a house, he is considered dangerous,
The whole world is against him. He is desperate and unpredic!
ahle — the wounded animal, The one who dares enter the
house — the predalor — is brave or foolhardy. This calls for
careful reflection,

Miyamoto Musashi, The Book of Five Rings

Life is tough, and life on the Street Fighter circuit is as tough
as it gets. You always need to be on your toes, bath in the ring
and outside it. The Street Fighter Players Guide helps
you develop your Street Fighter character by giving you ac-
cess to new Special Maneuvers and other combat skills. The
book also covers aspects of a fighter's life outside the ring,
such as training and retirement.

Although your Street Fighter is first and foremost a warrior,
he's also a human being (in most cases). The new infarmation
presentad in this book can be used o develop your character's
body, skills, mind and identity. Always remember that your
character's goals and ambitions should extend well beyond
the arena. Street Fighter is a storytelling game. afler all.
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Here's an overview of lhe Street Fighter Players Guide:

Instoe Tre R

New Stytes

This chapter offers extensive information about new breeds
of Street Fighters who have joined the circuit. These newcom-
ers have developed new fighting styles and Special Maneuvers.
The styles are designed to be powerful in comparison to the
existing styles in the Street Fighter rulebook. Have fun
applying these new Special Maneuvers in the ring, but be
prepared to be on the receiving end as well.

Unique BackGrounDS

Analyzing a new style is easy compared lo figuring out the
abilities of fighters with Unigue Backgrounds. Cyborgs,
alementals and animal hybrids broaden the horizons of char-
acter creation, but beware: That lumbering hali-barracuda
with cybernetic enhancemants may be your next opponent!

Up ‘N’ Comers
Each new style or Background section ends with a sample
character. Thase are the Up 'N' Comers — Street Fighters who
best axemplify thair power classes or fighting styles. They are
pawerful warriors, but they have yet to reach the division of
World Warrior, This doesn't mean they're not raliable allies or
dangerous opponents.

olay araciers.
non-player ch ar

g5 they are e players .




punninG THE Crreu

Being & successiul Street Fighter is often more complicated
than a rookie realizes. This chapter investinates, explains and
expands on the ways street fighting ocours

ArenAS

Arenas, and their effects on fighters in their confines, are
detailed in this book, Mo longer are arenas simply window
dressing or stages. This section details the advantages and
responsibilities that come with a customized arena. There's
something to be said for having the home advantage.

TournaMENTS -

Tournaments are very important ta the Street Fighter circuit
This section presents guidelines for threa tournaments cpen
to competition. Be warned, some lournaments are not for the
faim of heart. A tournament measuras not only a warriar's
prowess, but her ideals. Sometimes the ultimate tast is not in
combat, but in the intrigue surrounding the ring.

STAFF

The circuit may be illegal, bul that doesn't mean it exists in
a vacuum. & fighter can have access 1o an entire staff of
assistants, all of whom try to make her the best. Why warry
about Iittle inconveniences such as hunger, medical treatment
and marketing? Trainers, managers and doctors are all avail-
able and willing to help you achieve your goal of martial
perfection — for a price, of course.

Teams anp StagLes

Stables of fightars are common on the circuil. This section
shows you how 1o create a stable and outlines the responsibili
ties inherent to membership, There's even a sample stable for
you to join, befriend or battle, It's your choice,



Eevonp me Ring

Whiat do you, as a Street Fighter, want out of life? Thare has
to be mare to existence than fighting. What's going 1o happen
when you get ald? If you can't hold your own in the ring, what
will you do later in life? Many Tlighters retire trom the circui
Here are some options for aging fightars or characters who
wani 1o become masters,

APPENDIX

Here you'll find over 50 new Special Maneuvers, as well as
a number of more mundane, yet agually impaortant, Abilities.

SOMETHING Fo € VERYONE

Tha Street Fighter Players Guide ofiers something for
everyona, Il can enrich, expand and detail Street Fighter
characters and their chronicles. With this book, a new breed
of fighter enters the nng. Now the battle for justice and
rightecusness can be taken to lofty heights (and agonizing
loywes ).







When ! look an oppanent in the eye, | look inta his soul |
kniow, even before the fight begins, who will be victorious.

— T. Hawk, excerpt from a lesson to his students

This chapter takes you inta the ring, introducing new styles,
Backgrounds and Abilities. Additionally, this chapter explores
the freaky side of Street Fighting. Included are animal hybrids,
cybernetic enhancements and arcanae knowledge that Shadoloo
wiould just as soon keep o ilself. [f you thought the circuit was
tough before, just wait until you face off against one of these
opponants.

New Styiec

This section introduces twa new martial arts styles: Savate
and Minjitsu. Thesa two new styles incarporate a plethara of
new Special Maneuvers — many of which can be added to an
existing Strast Fighter's repertoire

Savale is an old French style that is still practiced today. It
is known for its strict discipline and intanse training regimen,
Savate fighters are requirad towithsland incredible amounts of
punishmant and are easily as physically tough as heavyweight
boxers, This slyle is characterized by an unusual kicking
technigue that uses the fighter's toe to strike an opponent while
maoving his torso beyond range of a counterattack.

Minjitau ia often stereotyped in movies and books as the
assassination art of an infamous cult of murderers. Itis a little-
known fact that Ninja have deep spiritual roots and may tap
their psychic enargy to evoke bafiling powars. In Street
Fighter only true Mina may access lhese secrel powers,
althocugh any fighter may be trained in the more mundane
aspects of the style.

SAVATE

The arl of French kick fighting was developed in the 18th
century and bears similarities to boxing and karate. Unlike
boxing, Savate employs jump kicks and highly acrobatic
technigues. A confrontation between two Savate fighters re-
minds one of a bare-knuckle fight, and In many respects is
exactly that, except for the inclusion of kicks,

Savate is derived from the kick fighting of French mariners
and is governed by rules of conduct similar to those the
Marquis of Queensbury developed for boxing. The style is
characterized by a bouncing gait (which makes the fighter
difficult to hit) and a unigue method of delivering kicks.

Kicks studied in this style are unlike those of any other
martial art. When delivering a kick, the fighter leans away from
the direction of the kick, stretching one arm back like a fencer
to balance himsalf. This allows the torso to pivot away from any
counterattack. The toe, rather than the heel or the ball of the
foot, is used to inflict damage. For this reason, the fighter wears
soft shoas with reinforced toes, Savate kicks are usually
probing thrusts with the toes or shins — attacks designed to
slip between the opponent’s blocking hands.

Schools: Most fighters who study this style are of French
descent, though anyone may learn. A Savate school is called
a salle, and the best are located in Marseilles or Paris. This style
is not so well known as others, and a salle may be difficult to
find. Any fighter of even limited renown may open his own salle
with little chance of competing with an established school. Of
course the rarity of salle also makes locating a Savate master
extrermnely difficult.




Members: Savato saile dare open o anyona whowishes to
carn the slyle, The training is less grualing than mare complex
styles, but the physical punishment involved in simple spar-

ing deters those unsuited to the siyle. Many Street Fighters

begin in this style and then add othar maneuvers 1o diversity
thioir reperoire
Concepts: Fronch Arislocrat, Strest Tough, Boxer,

Saa

man
Initial Chi: 2
Initial Willpower: &
Quote: Boxing? Mo, mon ami

Bosxing. Come, lef me show you Dow

Cavate Apdimonat ABILITES

While kicking, the fighter leans back much farther than
other styles allow or expect. This gives the fighter an
additional +1 to his Soak roll, provided the fighter is struck
by an opponent whao uses her superior Speed advantage
to interrupt a Savate kick attack. Any other move that is
interrupted will not give this Soak bonus, nor will Aerial
Maneuvers (like the Ax Kick), jumps or blocks. This Soak
modifier also does not apply to any types of leg sweeps or

similar crouching maneuvers. In fact, a Savate fighter
takes a -1 Soak penalty when interrupted by a sweeping

Savale s nothing fike

maneuver.
When kicking, a Savate Street Fighter gains a +1 dam-

age modifier. This simulates the hardened toecap of the
Savate footwear and the fact that most Savate kicks are
thrusting kicks designed to strike a particular point on the
body, rather than sweeping blows to an entire limb. Other
fighters have difficulty blocking Savate kicks because the
kicks are so different from the methods they are trained to

block.

Special
sty Maneyvers
Dashing Punch (4 pts,)

Dashing Upperc it (2 pts.)

Haymaker {2 pls.) .

{Iﬂp.mrung Backfist (1 pt.)

Spir Ining Knuckla (3 pts )

Turn Punch (4 pts.j :

Widowmaker {2 pts.)

Kick:

Ax Kick (2 pts.]

Double-Hit Kick (1 pt,

F.ryu'ng Thrust Kick (4 pts.)

Lrgh[en.ing Lag (5 btz ) .

H‘gverse Frontal Kick (1 pt.)

Slide Kijck (2 pt.) i ¥
Block:

Dmplane.rn:-rnt (2 pts,)

DETIEL:[.iﬁg Punch (1 pt |

Grab: -

Athletics:
Esquives (2 pts.)
Focus:
Toughskin (4 pts.}




Jaaques DESROCHE

Jacques was pornin the lown of Hyeres, on the southeam
coast of France near Marseilles. His family had lived there for
genearations and had grown prosper
cus by harvesting the cod that
toomedinthe area’s seas. Indeed,
Jacques' father was lucky enocugh
to own a boat. The young and
naive Jacques dreamed of buy
ing his own boat one day and
sailling across the Mediterranean.
To this end he joined the mer-
chanl marines, intending to put
his paychecks toward a boat of his
own

Jacnoues soon realized that a
seaman's pay was not enough to buy a
decent fishing boat. After paying union
dues, laxes and other unforeseen ex-
panses, he wasn'l saving nearly as much
maonay as he needed to, At the rate he was
gaing, he would be nearly as old as his father
betore he could afford even a small boat,
Jacques thought about the problem daily
but could tathom no solution. Then he
noticed that some of his shipmates
had far more money than the rest of
the crew. He watched them for awhila
and stumbled across the Streat Fighter
circuit.

Apparently, members of the crew were belling an
illegal brawls as their ship docked in various ports around the
waorld, They were betting on ane of their own — the second
rmate — who would regularly return from shore leave bruised
and baaten, bul always with more money in his pocket than
when he left. The naive Jacques was appalled until the second
mate explained the circuit and the men and women who
participated in if. Jacgques soon realized that the fighters were
generally very honorable and competed for the sport of it
nothing mare

Desroche soon began accompanying the old sailor and the
rest of his mates to the matches. They were exotic and
exciting to the boy — nothing like the occasional fight that
would break out on the docks of Hyeres, The grace and
violence of the fights were intoxicating, and so was lhe
mangy Jacques won on sida bats,

The second mate was one of the beller opponents in
the ring, but he knew his time in the arena was drawing
toaclose. He asked Jacques if he would be interested
in cantinuing the ship's fine tradition of training and

supporing a fighter. Jacgues was overjoyed and honored by
the proposition. He was also very scared. He'd seen the way
the fighters had moved in the ring and believed there was no
way he could hope to match tham. The second mate knew
better. He saw the potential within Jacques and began 1o train
hirm in the fighting style of Savate,

& tullyear passed before the second mate judged Jacques
ready for hig firstmateh. The boy was nervous, but stunned
the crowd by knocking out his oppoanent in the
first round. In the last three years. Jacques
has proved himself a force to be reckoned

with, and has rocketed up in the stand-

ings. Some believe thal he may make
a play for World Warrior standing
next year.

Appearance: Jlacques shim
build hides a wiry strength, His
face still retains some of its boyish
good looks, in spite of the beal-
ings it has received over the

years, His nose has been broken

so many times that only his
mather knows for sure what its
original shape was
Jacquestypically wears a leo-
tard common 1o Savate fighters,
and, of course, the hardened
shoes of the art. He also likes o wear
the heavy, navy-blue merchant marine
jacket the second mate gave him when he
retired.
Playing Jacques Desroche: Youare
still very much a fisherman's son from a
small French village. Although you have
travaelad around the world and seen a lot of
exotic places, al heart you are still very
naive, Adventure appeals to you, and you
are prone to take daring chances and he-
roic risks.
You have already saved enough money
to buy twa or three fishing boats, but are
reluctant to give up the Straset Fighter's life,
aspecially to become a mere fisherman. That is
far the old, and you are still young. Eventually
you'll settle down with a pleasant wife and a good
solid boat, but not until you show the world just who
Jacques Desroche (s!
Quote: Very well, man ami. If we are indeed destined
to fight, then know that it is nothing persanal,




Name: JACGUES DESROCHE Style: SAVATE

Team: NONE

Player: School: sALLE SAVATE DE MONTREAL Concept: MERCHANT MARINE
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. Daisuke studied long and hard a new arl of combal, new
ways to use the body and spiril, @ new visian

From ihis mysfic teaching he leamed fo mova freely withou!
being perceived, and how fo work his will without action.

— an anciant tale conaarming the arigin of Minjitsu

Ancien! Japanesa legend states that the Ninja clans de
scended from acreature called the Tengu, a half-rman, halt-crow
hybrid with the power ta alter natura and tha minds of man.
Whatewer their actual origin, Ninja have gained great notoriety
4s spies, assassins and warriors,

Faw realize that Minja are more than simple assassins.
Ninjitsuis in fact a vary spiritual way of life. emphasizing nature
andtheinner being. It also emphasizes the martial life, bath for
Ihe: protection of their sacred Mikkyo temples and far the profit
af their family. Minja clan members begin their training at the
age of five. By the time they reach their late teens, they have
become accomplished warriors and spies.

Thraughout their history, Ninja have been superstitiously
teared by comman and noble Japanese alike. This is not only
because of their talent for stealth and infiltration, but also
bocause of their mystical abilities. Kuii-in {Chi-focusing hand
positions) and Saiminjuisu (hypnotism) allow Minja to influ
ence the natural world and the minds of their oppanents.
These abilities are the greatast of all thair secrets, and a Ninja
will dig before revealing them o an enemy. The hand positions
are never laught to a studentwho is nota member of one of the
clans.

Unlike Karate, Minjitsu doss net train a fighter to take down
an oppanant with one powerlul punch. A Ninja will often work
at an enemy unlil he becomes fatigued and exposes himself
o a telling blow. This doesn’'t mean that Ninja don't have
powerful moves; they merely save them far the final stroke
Minja like to baffle and confuse their targets by disappearing
before their opponents’ ayes. Stealthy movements, the use of
shadows and a penchant for dark clothing often make it hard
to focus on a Ninja, evan in the midst of battle. Fighters have
been known Lo turn their backs on a Ninja during a match and
never catch sight of her again, though they notice every blow
the Minja lands on them,

Weapon training forms a large part of Minjitsu skills, and
Minja freguently fight as Duelisls. A weapon is regarded as an
exlension of the Ninja's will. A large variely of arms, usually
concealed ones, are used by Ninja, Chief amang these are the
ninja-to {a straight short sword) and the shuriken (throwing
star), Modern weapons are not commonly used by Minja
unless a particular situation requires them, like attacking an
airplang in fiight (a shuriken just isn't as etfective as a Stinger
missile). Weapons arg never used during matches unless
weapons are permitied and agreed upon by bath oppanents.
Contrary ta popular films, Minja are quile honorable, although
there have been exceaplions.

Classical Minjitsu also trains a student in the ways of
espionage. Many ancient shogun and samurai were brought
down by Minja infiltrators

Minja clan organization follows a three-tiered system. Tha
Jonin, or “high man," maintains the discipline of the clan and
contrals the entire spy network. Below the Jonin are the
Chunin, or "middle men." Many Chunin may be controlled by
a single Janin, ye! remain unaware of the existence of other
Chunin. This protects the other Chunin from being exposed if
ane of thair number is capturad. 1t also protects the Janin frem

teing given false mlormation if he has more than one agent
pursuing a single mission. The botlom rank of the clan com-
prises the Genin, or "low men”: these are the fool soldiers of
the clan

but also as warriors. All members of a Minja clan are trained in
tha Minjitsu slyle. Female Minja are called Kunoichi and are
every bit as dangerous as their male counterparls,

ence known in recent years, but not to the public at large. It
serves the purposes of the clans 1o allow the "western” Ninja
ta perpetuate the stereotypical Minja of the movies, and o
educate those intarested few in the mystical philosophies of
the style. Atthe same time the clans send oul representatives
and spies o increase their power and wealth by working for
various clients, Recently the clans have discovered the Street
Fighter circuit. They have begun to participale in its battles,
seesing the circuit as a way o advertise their services to
powerful sponsors,

take the Background of Clan Herilage. This reflects the years
al sludy in a clan's dojo. Regardless of the character's original
nationality, he must have this Background to learn the Chi-
facusing hand magic of the frue Minja. Only a Ninja with a
Background of 4 or greater will be taught the hand magic.
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The Ninjarealize the importance of women, not just as spies
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To be a Ninja with Saiminjutsu powers, the character must
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An established character may acquire this Background
through roleplaying and by using amassed experiance to buy
it. This might even require a special adventure in which the
character proves hisvalue to a Minja clan and is subsequantly
adopted by the clan. Any of the Minjitsu skills may be learmed,
solong as the student has atleast one dotin the Clan Haritage
Background. However, the mystical skills are only laught 1o
the Ninjitsu studants who best persanify the spirit of the Minja.

Developing Ninja (optional rgle? e s
. ion gives rulgs for using o ust decide
Thig aec:::m ‘The player and sioryleller mu
unigue ma J

i chronicle
iate 1o any given )
f these rules 2= e ‘irue Ninja will irvolve the

Schools: Schools of Minjitsu are rare, bul fairly easy ta
find, and the basics of Ninjitsu are taught to anyone. To learn
tha mystical powers of Saiminjutsu, one must be accepted by
a Minja clan's dojo and adopted by that family, Few gaifin
{foreignars) can aclually locate the reclusive clans and fewer
still are acceptad.

Members: Anyvone may lake lessons al a commercial
Minja dojo, but the truly great Minja are all descendad from the
clans in Japan.

Concepts: Minja are masters of illusion and espicnage.
Minja can masquerade as any other profession.

Initial Chi: &

Initial Willpower: 2

Quote: Karale and Kendo fighters compele to score
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Cran Ranks

Clan ranks are determined by a number ol crileria. ANiInja’s
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prowess in combat and infiltration are as important as her Drunken pm
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the way of Ninjitsu Zen No Mind (3 L se (3 pts.)




Yukr Tarana

The Togakure-ryu, a powerful clan of Minja, has been in
existence for over 34 generations. Yuki Takada grew up
immersedinthe fraditions of the Togakure-ryu. Farmany years
Yuki studied the mystical teachings ol her masters. She
pecama quite proficient; indeed, herteachers felt that she had
the potential to become a Jenin, T this end they pushed her
hard and intensified her trainng

By her 16th birthday Yuki had learned as
much as her masters could teach har, Her
aducation would hawve to proceed in the
oulside warld. Thus, she began the
infiliration missions hat truly
honad the skills of & Minja

Yuki spent the naxt nine years
traveling the world under various
guises, fulfiling her commitmeants to
the clan. In this she succeeded
admirably, bringing honor,
glory and capital to the
Togakure clan. The natura
of the missicn was of little
consequenceto her. Given
enough preparation she
could impersonate any-
one, and there wasn't a
sacurity system sophisti-
cated encughtakeep her
out.

Like most
Minja, andthe
Togakura-ryu
in particular,
Yuki disliked Mmissions
that involved killing. She always
tried to protect the lives of those
che spied upon. For this reason
she and her clan avaided any inter-
aclion with Shadoloo, who are
always in the market for trained as-
535s8ins

M. Bison was not pleased, to say the
least. In his opinion an assassin not working
far him was one working against him. To protect
his criminal empire, he decided to destroy the
Togakure clan and all who served it. He sent troops into
Japan to besiege the clan's mountain strongholds. So tar he
has been unable to root out the clan, but it is only a matter of
lime. To praserve their way of lif, the clan leadars summaoned
Yuki Takada and gave her one final mission.

Yuki was given parmission ta start her own clan, in the hops
that when the Togakure clan fell, the teachings of the Mikkyo
priests would survive, Il was up to har, har mastars decread,
to maintain the henor of the clan and bring a new, stronger
Minja legacy into theworld. Yuki was saddened by the news,
but agresd with the masters’ conclusions. However, she has
interpreled the arder in her own manner

Yuki entared the Streal Fightar circuit for two reasons: first,
to gel a shol al M. Bison, thereby forestalling the destruction
of her family; and second, to find a man worthy of wedding her
and fathering her new clan, She believes that if she draws
enoughatiantion to herselt, she may be ablato divert Shadaloo's
attention from her clan in the mountains of Japan. And maybe,
just maybe, she'll be able to take down Shadeloo by cutting off

its head — M. Bison. She has been partially suc-
cassfulinthis endeavor. Shadoloo hastriedto
kill har eight times in the last six months.
Bison has lost 18 assassins in these at-
tampts
To date she has not found an cpponent
strong enough to become a clan founder.,
Inside the ring, she wears the concealing
hood of a traditional Minja; therefore, no one
knows what she really looks like. Opponents
who have given her a challenge during a
match occasicnally notice a petite Asian
beauty watching them for a few days
afterward, Such fightars are
never able to locate the
woman after a first glance
and can never calch her if
they give chase. Perhapsthis
is a5 much a test as their
match with Yuki in the ring.
Yuki owns and operates a ryokan (an
old-fashioned inn), from which she in-
tends to base her own clan. The-inn
is built in the resort town of Handa,
near Tokyo. When she is not run-
ning the Straet Fighter circuit ar
performing espionage missions,
she can found here, daintily sery-
ing tea and sashimi to her guests

Appearance: Yuki appaars quite young far her age, she
could easily pass for a schoolgirl half her actual age of 25,
Inside the ring she wears the traditional black costume ot the
Minja warrior, She wears a hooded mask fo conceal her
featuras, but has modified it, allowing her long black hair to
flow down her back. She also likes to wear a gray camouflage
vest similar to combat webbing. Within this vast Yuki slores
many of the concealed weapons and pyrolechnic devices of
the Minja

Playing Yuki Takada: You move quite silently and
rarely speak. Your mission of beginning a new Ninja clan
consumes your entire life. However, you manage fo find time
to enjoy yourself —especially in public. You're unsura whether
this is because of your Ninjitsu training as a social chameleon
or because you are actually having fun. In any case, faw
people outside of the ring are aware of your Minja heritage and
see you as the simple owner/operator of a quaint resart inn.
You will try to protect your secrets by any means necessary
axcept killing.

Quote: .. (quict smilg)...




Name: YUKl TAKADA

Bl Player:

Style: NINTITSU Team: NONE
School: cLAN TOGAKURE-RYU Concept: JONIN KUNOICHI NINJA
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UniQue BACKGROUNDS

Backerounns

Unigue Backgrounds are naw additions to the Street
Fighter game designed to enhance characler variety, Creat-
ing a character who incorporates Unigue Backgrounds is a
litthe more complicated than making a run-of-the-mill Streel
Fighter. Some Backgrounds have new Special Maneuvers
associated with them, while others give characters accass o
maneuvers they wouldn't normally be able to use.

UNIQUE BACKGROUNDS AND STYLES

Unigue Backgrounds are meant ta be used in conjunction with a
fighting style, This deesn't mean that the character has 1o be
dependent onthe style, but shewillneeditto supply the basic moves,

Some Unigue Backgrounds cost addilional reebie points,
whila athers madily exisling freebie point costs, These modi-
fiers are meanttoensure that new players are not overpowered
by (or don't overpower) the rest of the team. They also reflec
the fact that these paople are fundamentally different, inside
and out. It is harder for a cyborg to advance socially than a
normal fighter. This makes up for any initial combat advantage
a cybernetically enhanced character has

WUnitgue Eackerounns N Comear

Some of the Unigue Backgrounds waork in unusual manners
orprovide combat bonuses. |l is advisable to create a Combat
Card detailing the Background's effects and keep it on the
table in front of you during cambal. That way you, your
opponent and the Storyteller will not be confused by the
suddden appearance of a strange bonus.

UNIQUE BACKGROUNDS OUT OF
QoMBAT

One of the most rewarding aspecis of having a character with
a Urigque Background is the interaction between the character
and other paople or the enviranment. A Unique Background's
impact on a characlers everyday lifle can lead to countless
nteresling vignettes or inspira entire stories, For example, the
Special Maneuver Balance can be applied to many different
circumstances, such as lightrope walking or even dancing.

Acting oul the part of your cyborg ar maladjusted hybrid will
opan up whole new dimensions to your chronicle. Use gues-
tions like the ones below to help you define how your characier
intaracts with the rest of the world,

Dioes a cyborg have a built-in change compartment?

Will an animal hybrid smell your hand when you shake it?

How doess a water elemental wash his car?

What does an arimal hybrid think of fast food?

Animat Hygeidg

iz and Hgers and bears — oh my!

—Dorathy, "The Wizard of 02"

Mo one really knows what lives in the wild areas ol our
planet, Strange slories occasionally filter back Lo civilization —
tales of weird creatures stalking through the untamed wilder-
ness Far millennia, these stories have been myths and little
more. Recently, however, a few of these halt-man/half-animals
have emerged from their lairs to entar the civilized world.
Rarely is such immigration successtul, for most of these
hybrids have difficulty contralling their animal sides and just
can't adapt 1o human society. Accordingly, they shun large
cities, living on the outskirts of the wilds that spawned them.

Few studies of these so-called animal hybrids have been
conducted, and pure empirical evidence is both difficult and
dangarous to garner. Nonetheless, a couple of theories have
been postulated to explain the origin of these abérrations.

The first theory cites (admittedly sketchy) evidence that the
hybrids have undargone a mulagenic transformation at the
cellular leval, This is presumed to be caused by an unknown
virus that mutates the DNA code of its victim, rendering the
victim extremely susceptible to cellular manipulation. Then, by
sharing cellular information with another erganism for an
exlended period of time (via close contact or shared food), tha
victim's DNA is rewritten to correspond to the second
arganiem's cellular pattern, This virus is presumed 1o survive
only in isolated areas of the globe, hence the appearance of
these animal hybrids, The origin of this virus is unknown, as are
its methods of transmission.

Many people uninvalved in the scientific community adhere
to & differen! theory, the tenets of which are as follows: The
fybrids have been possessad by the spirit of the animal and
imbued with aspects of that animal to serve some greater
good. Many people, witnessing the hybrids’ savagery, believe
this mission to be one of vengeance. Others suppose that the
natural order is reasserting its power over the world and that
these creatures are ambassadors from the wilderness. Still
others hold the opimon thal nature is rebelling against the
pollution and widescale environmental destruction wrought
tyy modern society,

Whataver the source of the hybrids' condition, the fact of
their existence 1= no longer in guestion. Human society’s
reaction to these newcomers has bean widely variabla but
generally negative. A combination of the hybrids' pestiality
and socisty's intolerance has led the pudblic to vilify animal
hybrid as savage monsters,

Animal hybrids are, in fact, prone to fits of vialant rage if
provoked. The rules of society stifle the animal within, and the
complaxity of modern living often balfles these near-savages,
Frustration and incomprehension build up stress in these
creatures, and violence is often the result. Police or soldiers
are frequently required to deal with these insang monsters,
Most animal hybrids are either killed during a frenzied ram-
page or driven back into the wilderness by the rigors of *polite
society " A few, however, find a way to control their anger and
remain in the human warld,

Many hybrids are attracted to the inherent viclence of the
Street Fighter circuit. Here they find a place where they can
yant their anger and frustration. Here they find something they
understand: the strong triumphing while the weak are cast
dawn in defeat. Only in the arena can a hybrid let loose without
breaking the weak humans around him. Unfortunately, a




hybrid may lose control of the animal aspect of his personality
during combat, especially if he's losing. In such cases the
fighter's survival instincts kick into overdrive. A simple spar-
ring match could become a fight to the death al any time. 1 is
not uncommon o see an animal hyborid fighter clambering
about an arena, smeared with the blood of an opponent, onee
his animal side has taken over,

Liltimately a hybrid learns to control the animal within him,
It he cannot, he is usually driven out of the circuit, and socialy,
by other Street Fighters.

The most successful hybrid fighters are usually rigadly
disciplined by their teachars, who punish their students for
even the slightest breaches of etiquette. The intense disci-
pline of the martial arts allows the animal side to be controlled
and harnessed withoul fear of going berserk during a match.
Hybrids, more than any other fighters, require the steadying
discipline of tha marlial arts 1o control their rages.
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Elayers who choose lo create animal hybrids trade social
dizadvantages for physical power and a permanent lust for
battle. When creating an animal hybrid Street Fighter, the
following rules are used.

ATRIBUTES

The rigars of the wild and their genetic structure make
arimal hybrids stronger, faster and hardier than ordinary
hurmans. However, they are alse savage and uncouth. Their
beginning statistics reflact this.

All animal hybrids begin with the following paints for their
Attribates:

Amtereyre STARTING Dore

Physical ; Maxium
s‘“‘ﬂfﬂl > g
Menta) 4 4

5

Far example, Alleen is creating a cat hybrid character, She
begins by delermining her Alirbutes, She has nine dots o
divide among Strength, Dexterity and Stamina — with a
natural maximum of & in any of them. She spends two dots on
Strength, raising it to 3. She spends five dots on Dexterity.
making it 8 whopping & (she wants her character fo be really
guick ). Finally she puts her fast two dots in Stamina, bringing
ituptoa 3. :

ABiLmes

Animal hybrids have certain disadvantages with regard to
Talants, Skills and Knowledges. A character is limited to one
starting dot in the following Abilities: Strestwise, Subterfuge,
Drive, Security and Computer. A character is limited to two
starting dots in these additional Abilities: Interrogalion, Arena
and Investigatian. When spending experience, the character
must pay three times the current level of the Ability instead of
the normal two. This reflects the cultural difficulties that all
animal hybrids endure.

ADVANTAGES

All beginning animal hybrids have two free dots in the
Animal Companion Background. If an established character
develops the Animal Hybrid Background, he does not gain the
free Animal Companion Background that starting animal hy-
brids get. :

Mew animal hybrid characters also gain one free dot in the
Athletics Technique

Hyeri> Basie MANEUVERS

Mat all men, women, and hybrids are created equal. De-
pending upon the type of hybrid a character is, certain new
Basic Maneuvers may be inherently available. The player and
Storyteller must decide which Hybrid Basic Maneuvers are
available 1o the character, based upon that character's con-
cept. Obvicusly, there's a lradeoll when selecting these
manauvers. If a character has a Tail attack {and therefore a
tail), he will have a much harder time blending in with society
than he otherwise would,

These naw Maneuvers do nol cost Power Points and are
considered to be additional Basic Maneuvers (much like
Forward Kick, Strong Punch, Block, etc.). The number of dots
in the character's Animal Hybrid Background determines the
number of additional Basic Manauvers available to the char-
actar. The Animal Hybrid Basic Maneuvers do not correspond
ta any of the six Basic Technigues (Punch, Kick, Block, Grab,
Athletics or Focus), These new Mansuvers utilize the character's
Animal Hybrid Background dots in lieu of any Technigue dots.

Animal Hybrid Bachgrnund .

as — ONE additional phanauy .
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The new Basic Maneuvers available to animal hybrids

Common Sreciay Maneuyeps FOR
Animar Hveeips

are:
= Bite — +1 Speed, +1 Damage, -1 Move
* Tail Slash — -1 Speed, +1 Damage, +1 Move
* Claw 1 Speed, +2 Damage, +0 Move
Other Manguvers can ba creatad in accardance with the
nybrid's specific animal counterparl: Fin Slash (for a shark
mybrid), Cull Sweep (for a porcupine hybrid), and Tentacle
Squeese (for a sguid hybrid) are all possibilities
For exampie, Aileen is working on her cat character, whom
she has named Pummetta, Her Animal Hybirid Background is
3, which allows her two additional Basic Maneuvers. She
selects Claw and Bite. She calculates the Speed, Damage
and Move tor her Claw Aftack. Her Dexterity is 8, and the Claw
Maneuver has a8 -1 Speed — so the Speed of her Claw
Maneuver js 8. To determine the Damage, she iotals her

Punch:
Eve Rake (1Pt
Grab;
Head RBite (1pt.)
Jaw Spin (3 pts, )
Bear Hug (2 pts )
Ripping Bite (2 pts.)
Tearing Bita (2 pts.)
Athletics:
Dragon’s Tail (3 pts.)
Drunken Mankey Roj (2 pts.) S L

Strength (3), her number of dots in the Animal Hybrid Back- Tail Sweea A T i
graund (3}, and the Glaw Maneuver's Damage modifier (+Z2), Typh i IFE g T ,wﬁ?
Her Claw's lofal Damage is 8. Finally, she calculates her Move. 00n Tail (2 pts.) ) I
Her Athletics Technigue is 3 and the Claw Maneuver has a Upper Tail Strike (3 pts.) 44' il
moditier of +0 Move, so her Move for the Claw Maneuver is 3. FPuunCn (3 pts.) . . “"'.

ocus

Her Combat Card would look somelting like his:

Comeatr CarD

Cobra Charm (3 pts.)
Hﬂgenerariun (2 pts.)
Toughskin (2 pts.)

Venom (2 pts.)

Character: PUWMETTA
Maneuver: CLAW

Bestial hybrids may be able to use powers unigue to the
anirnal they are melded with, like flight or swimming, Gener-
ally, a character will need to have the Animal Hybrid Background
at 4 or 5 before you can select a natural ability for her.

Speed 0000000000
Damage 000000 @@00

0000000000
Move @e0ee0000000

Special:

Namurat AgILITES

Oither innale powers may be available (o the hybrid fighter
These abilities stem from the conditions that fostared the
animal side of the fighter. The praportion af animal to hurman
characteristics will determine if or to what extent these abilities
are present

There are two types of hybrids: Homid {manlike) and Beslial
(neastlike). The more dots a character has in this Unique
Background, the maore Bestial the character is. Genearally
three dots is the breaking poinl for determining whether the
hyord is Beslial or Homid, A character with an Animal Hybrid

Background of 4 or 5is almost always Bestial, though thare are
eroeptions. Obviously. the more humanlike & hybirid appears,
the tewer social problems she’ll have. However, a Bestia
hyearid will have more natural abilities than her human counter-

parts.
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AL HYBRIDS AND FIGHTING
CTVLES

You got strength! No discipling. You flail ar enemy like
ocalol cub! Me show how (o direct power toward target!

— Blanka, trying to quote his Capoeira teachear

Ananimal hybrid s powerful by its very nalure. The animal
side provides a number of effective, if brutal, strategies for
combat, These alone often win most fights for the hybrid — but
not always, and rarely on the Straat Fighter circuil. Slrasl
Fighters' training allows them to caunter and overcome the
hybrids' undisciplined savagery

Theretare, to supplemeant their natural ferocity, many ani
mal hybrids seek aul the martial arts. Martial arts provide not
only increased combat prowess, but a sense of seranity rarely
felt by hybrids. In the ring an animal hybrid can be al peace
with his nature. He doesn't have lo warry about when it's safe
o cross the road, arhow many of the colored papers he needs
to have for a good meal. All he needs to know is where his
cnamy is and how far he has to jump to sink his teeth intg him

¥
i
|
=
:
|

Chullb

This brutal attitude shocks most sensei. The majority of
sensei assume that such a beast could never adhere to the
strict regimen of the martial arts — and in most cases they arc
correct. Many hybirids are unable to accept the teachings of
the school. Howeaver, others wholeheartedly embrace the
discipline of the sensel's school, ing it not merely as a way
to improve their parfarmance in the arena but also as a way 1o
control the beast within. These hybrids are the most honorable
and {relatively) seli-controlied of their breed. They are dlso the

most dangerous

Animal hybr
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JAQ

Jan grew up in Miami. He wasn't as smart as the other children in
his school, and they teased him for it. But he was bigger and stronger
than most of them — which he freguently reminded his classmates
during recess. He was suspended often and eventually expelled,

Despairing, his parents decided to take the young boy an a trip ta
the Everglades National Park — to talk some sense in to the kid. They
fiqured that a week away from the city would do Jag some good.

Disaster struck when they stumbled across a terocious bull alliga-
tor during a drive through the park, The gator attacked, demolishing
the family's car and stranding them in the marsh wilderness of the

park. The gator chased the family deeper into the Everglades —
making it impossible for them to wait by the road for help.

Aweek of hell followed, as the bloodthirsty gator stalked the family
through the swamps. Eventually they made their way back
to civilization — all except Jag, who had been
separated from his parents during the initial
attack. An extensive search failed to locate
the boy. Jag was presumed dead. Horri-
fied and shocked by the sudden and
tragic turn of events, Jag's parents
returned to Miami to put their shat-
tered lives back together.

But Jag had not died — he had
survived via his wits and natural
affinity with animals. He had an
instingtive rapport with wild crea-
tures, which made them consider
him a friend. All except the mad
bull gator, which pursued him for
years. He grew up alone in the
swamps. As time passed and his
mind became more bestial, he
slowly forgot about his troubled
[ife irn Miami,

The changes in Jag's char-
acter were echoed in the way his young body
matured. Something in his body's chemistry
reacted with the environment of the Ever-
glades. He became more and more
like the alligator
that pursued him.
Perhaps the
stress of the chase
linked the youth to the
beast hunting him and
farced his body to adapt
to the triafs of the pursuit.
Eventually he became much
like the alligator in form and func-
tion. His new form eminently suited his new warld
and the challenges it presented. He walked the
Everglades confident in the knowledge that he was
the strongest baing there, man ar animal, except one — the hull gator.

In due time. the final conflict between Jag and his nemesis came.
After years of chasing the boy, the mad gator finally cornered him.
Bload|ust welled up within the beast as it threw itseli at Jag. Jag fought
the gator to a standstill and then snapped its neck.

Jaq had his vengeance, but at a horrible price. The bull gator had
savaged the boy, tearing huge chunks of flesh from his body. It would
only be a matter of time before Jag followed his enemy into the ooze.

He would surely have died had it not been for the timely inlervention
ot a young grad student from Georgia Tech. Amy Carter was conduct-

ing a thesis study in the Everglades when she heard the fight. She
waded toward the sounds of combat and stumbled, quite literally,
upon the dying Jag. She bound his wounds and took him to her field
station, where she cared for him for many weeks until he fully
recoverad,

When he regained consciousness, Jag was guite surprised 1o
discover that not only was he still alive but he was locked ina small
building. Amy, unaware that he was awake, was outside getting water
to clean his bandages, She was also unaware of how he would react to
being in an enclosed space. After years of living in the swamps, the
sudden confinement of the field station seemed like a cage to the boy,
Fear gripped Jaqg, and his animal side took over. He tore out of the field

station and ran headfirst into a
startled Amy. Amy's calm-
ing words fell on deaf

gars. In a savage panic

Jaq attacked her.

Luckily for Amy,
she knew how to take
care of herself. She
sidestepped Jag and

used his own momen-
tum to pin his arms behind
his back. When lucidity returned, the boy
faund himselfinan unbreakable full nelsan.
He was astounded; he'd defeated a power-
ful bull gator only to be bested by a young
girl. Amy talked quietly in his
ear, convincing him that she
meant no harm. Jag, much
calmer, promised to be-

hawve. x

Jaq came to like Amy. He
helped her with her research
and caught food for the two of them. She, in return, taught

him about the world outside the swamps and taught him
some Native American Wrestling maves. Soon she
finished her thesis and prepared ta leave the swamp
—and Jaq. Before going, however, she put him in
touch with the one individual she believed could
help Jagq acclimate to the real world — Blanka. The
two hit it off immediately — well, almost immedi-
ately. (Blanka had to show the impulsive Jaq that he
wasn't a World Warrior — yet.)

Blanka brought Jag to a local Street Fighter tourna-
ment and set him up. Victary followed victory over the
caming months, until Jag attained his present ranking. He still
writes to Amy and probably loves her, but Street Fighting has become
his life and probably will be for a very long time.

Appearance: Jaq is ohviously not entirely human,
He has scaly green skin, a huge tail and a massive
snout. His clothing consists of tom jeans and a
leather vest. Jag also likes to wear a necklace made out of huge ivary
teeth extracted from the jaws of his old enemy, the bull gator.

Playing Jag: You are a kind soul and hold your friends in high
regard, Unfortunately, only thase whao can match you in a fair fight are
considered friends. To others, especially those whom you deem weak,
you can be overbearing and occasionally vicious. Someong doesn’t
have to beat you in a fight to gain your respect. They just have to meet
you head an, with courage and honar.

Ouote: I'mawhat!? | don't know what that is, pal — but 1 sure don't
like yaur tone!

-t .



Style: NATIVE AMERICAN WRESTLING

Name: JAQ
Player: School: GEORGIA TECH
Chronicle: Stable: NONE

_ATTE[EUTEQ

Puysicat Soctat
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Interrogation @0000 Drive 00000
Intimidation @®@0O0 Leadership 00000
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Streetwise @0000 stealth Q0000
Subterfuge 00000 survival
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ANIMAL COMPANION @8000 Punch @980
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Team: NONE
Concept: ALLIGATOR HYBRID (BESTIAL)
Signature: sNAFPS JAWS AT
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Perception 00000
Intelligence .._ODO
Wits ®e000
KNOWLEDGES
Arena 90000
Computer 00000
Investigation - 00000
Medicine 00000
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Speciat MANEUVERS

JAW SPIN
WOUNDED KNEE
AR THROW
BEAR HUG

JUMFP
THROW
SLEEFER
EYE RAKE
TAILL SWEEF
BITE
TEARING BITE
RIFFING BITE
New Basic Maneuvers:
cLAw
TAIL 5LASH
Combos: BLOCK - TEARING BITE -
CLAW [DIZZY)

BITE - Jaw SPIN - BEAR HUG (DIZZY)
AR THROW - WOLNDEDR KNEE -
SLEEFER (DIZZY)
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CYBERNETICS

I have yet lo see anything that is metal put up a fight befitting
of a true warrior. There is no spirit in metal — only in flesh can
the warrior focus his spint. Only in flesh can one atain the
highest of goals.

— Ryu, lecturing his first cyborg opponent

Recently, Street Fighter arenas have been invadaed by a
new breed of warriors hall-human, half-machine beings
known as cyborgs. Some managers and ftradilionalists feel
that this violates the spirit of competition. Monethaless, oy
borgs have been allowed lo compete in Street Fightar
tournaments, albeit with reluctance

The creation of a cyborg is an incredible feat of engineer
ing, programming and surgery, unequaled by any other
technological marvel in this decade. Human flesh, bone,
muscle and nerva are grafled to mechanical implants to
produce a synthesis of man and machine. This technology's
potential uses are manifold and wondrous. Limbs lost (o
accidents or paralysis can bareplaced; the optic nerves of tha
blind can be wired into mechanical lenses, resloring sight,
brrain diseases can be countered with cerebral implants, Bul
there is a dark side to cybertechnology. Too much metal, and
the human disappears, replaced by an implacable kiling
maching,

Three years ago, the United States government created its
first cybernetic warrior, codenamed Argent for its silvery
exoskeleton. The Army was extremaly proud alils engingerning
miracle. Argent was deployad Lo an isclated location in Mew
Mezice for final evaluation. In field tests the unit proved
unstoppable, unbeatable — and. ultimately, uncontrollabile.

Perhaps a tiny logic circuit want haywire; perhaps the
sensory overload of computerized thought processes was Loo
taxing to process; perhaps a machine programmed for war
simply cannot "turn off." In any case, Argent went amok. The
unit escaped from the base and rampaged through the state,
The Army was unable to contain the unit. Argent single-
handedly destroyed two small towns, and il soon became
sviden! that the cybarg's rampage was taking it directly into
Las Vegas. The situation was desperate. Then Argant met
Balrog.

Balrog reduced the cyborg to scrap metal in 38.029116
seconds (according to the internal chronometar recovered
frarn the defunct urit's rermains). Las Vegas was saved, and

Mevada's governor rewarded the boxer extravagantly tor his
service to the city. Nanetheless, most people realized whal a
close call the incident had been. The public cried out for a
moratarium, forcing the Pentagon to halt all research into
cybernatics. Or so people thought.

CMMN had broadcast the crisis in Las Vegas across the
globe. Within a year every national and corporate superpower
was researching cybertechnology. Much of the rasearch was
beneficial, producing mare efficient artificial hearts or Im-
proved prostheses for accident victims, Other discoveries
were less benevolent. Secret projects developed designs far
more efficient, and lethal, than the Argent prolalype. Re-

searchers needed a way to test ther products withoul running
the risk of repeating the Mew Mexico crisis. They needed a
rigorous proving ground that would allow them to examine [he
full petential of their warniors. They chose the Street Fighter
circuit,

Mow managers and fightars alike are being offered cyber-
nelic enhancements, Mostindignantly refuse the offer; however,
a few accept for one reason ar another. Maybea the fightar has
realized he dossn't have what it takes to be a cantender;
maybe he's been crppled in the ring; perhaps he simply feels
the advancing years dulling his reflexes. Far whatever reason,
afew accept the offer and allow their nameless benefactors ta
aller their bodies far the sake of victary in the arena.

Taday, cyborgs have appeared in nearly all important
tournaments and are accepted as opponents — accepted but
nal respected. Few Street Fighters regard cyborgs as honor-
able opponents, and they constantly show their contempt for
these half-human freaks. Most Street Fightars consider it
detestable for a warrior to corrupt his body for the sake of
victory, Hanorintheringisearned — nol boughtin dhardware
store.

Thare are excaptions — cyborgs wha have demonstrated
the strength of their convictions in and outside the arena,
These precious few have not sacrificed their humanity to the
machine with which they have melded.
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Workme Witk Tye Cyveernenos
Backgrounp

Cyborg characters radiate cold. aloof auras and are con-
slantly reminded of their mechanical enhancemeants by the
locks of fear in the paople they meaeat. You may be a great
crowd favorite in the ring, but your fans may cringe when they

meet you In person

E<TABLISHED QHARACTERS AND
(YBERNETICS
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ATRIBUTES

Cybemelic charactars are at a social disadvantage from
the baginning, As a result they have one fewer paint to spend
on Social Attributes than other characters do, They can still
make Social Atrributes primary. secondary or tertiary 1hey
will marely have six, four or two dots, respectively, to spandan
their Social Attributes. Cyborgs naturally have a difficult time
interfacing with other people. Because of this, a cybaorg must
always pay six times the current rating o increase any Social
Attribute, even if it's less than superhuman

However, it is easier for cyborgs to reach superhuman
levels in their Physical or Mental Attributes. Cyborgs gain one
additional dol 1o be put in a Physical or Mental Attribule.
Furthermore, a cyborg wishing to nerease her Physical or
Mental Attributes beyvond 5 is not subject to tha higher cost
rmuttiple used for purchasing superhuman traits. While other
Street Fighters pay six times an Aftribute's current rating when
increasing itinlc the superhuman range, the cybaorg character
still only pays four times that Attribute’s current rating

Agiemes

Cyborgs' mechanical nature pravides Ihem with certain
nherent Ahilities Players are nol required to spend any of their
charactars’ starting Ahility points on these Abilities — they're
"frea” for cyborgs. Because they're free, it 15 possible for a
cvborg character to start with more than three dots in these
Abilities,

Cyborg Abilities are as follows: Inlerrogation », Intimidation
o Computer » and Medicine =

However, cyborgs cannot begin with maore than two dots in
Streetwise or Investigation, Furthermare, increasing these
Abilities via experience cosis three times the current rating
instead of the narmal two,




Omer Teans

Honor

Cyborgs begin with negative Henor, which reflects the way
ather Streat Fighters regard cybernetically enhanced war-
riars. When creating a cybaorg, the player adds two boxes to
the laft of tha character's Honor track. These boxes have lo be
filled in the narmal way before the character is regarded as
having any Honor at all. The original three peints divided
between Glory and Honor may be used to buy off this negative
Hanar value when the fighter is created. Under no circum-
stances does the character get two extra dice for these
‘negative” boxes when rolling Honor,

Health

Cyborg Street Fighters begin with 12 Health dots instead of
the normal 10.

Using CYBERNETICS

The number of dots a character has in the Cybearnetics
Backoround determines the number and type of limbs an-
hanced. For each dot the characier has, one area af Iha body
may be enhanced. Howevear, onoe a character has five dotsin
the Cypernatics Background he is considered 1o be "fully”
cybernetic, A3 such, all limbs are cybernetic, as ara the head
and torso. This is as high as anyone can go and still maintain
agrasp, albail a amall one, on her humanity. Cybargs tread a
fine line betwean man and machine — if they go too far, they
forget what it means to be alive and human

Each point in the Cybernetics Background also serves
anothar purpose, The power systems of the cyborg allow il to
simulate the Facus Technigue, Tothis end, the fighter may use
the Cybernatics Background in place of his Focus Technigue
when purchasing and executing Focus-based Spacial Ma-
neuvers, A cybarg does not require a specilic fighting style to
learn Focus Special Manauvers, He must still pay the paint
cost to learn the maneuver, but doesn't require the Focus
prerequisite, The cost for these Special Maneuvers is always
the most expensive one listed. When determining Speed,
Camage and Move for these cybermetic Focus Maneuvers, the
oyborg character has the option of using Physical Allributes
instead of the Mental Attributes normally used with Focus
based Special Maneuvers. Furthermora, cyborgs can spend
Health Levels instead of Chi to power cybarnetic Focus
Manauvers.

For exampie, Ken Jjs designing his Street Fighter, the
Canuckalron, and he wants lo add an ice Blast fo the
Canuckatron's cybernetic array. lce Blas! requires a Focus
Technique of 3. While the Canuckalron's Focus Technigue is
arere 1 Ken can still purchase this Special Maneuver for his
character because the Canuckalron s Cybernetics Background
i53. Now the Canuckatron can shoot lce Blasts at a cost of two
Chi or two Heallth

Cybernetic enhancements are easily recognized for what
they are and can anly be concealed by heavy clothing. The
technalogy to creata a convineing duplicate of human skinhas
thus far elured science

Enhancing a Street Fighter is a good way o add a vanety
of special powears to an otherwise run-of-the-mill combatant —
it the combatant in question doesn't mind being treated like a
freak!
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Techniaues.

Appmionat Limes

Each pair of limbs adds one to the fighter's appropriate
Technigues. If you have Punch and Grab Technigques of 3 and
two additional arms, then your adjusted Technigues would be
4 for the purposes of executing maneuvers. Additional legs
pravide the same bonuses to Kicking and Athletics Tech-
nigueas.

Another oplion is the addition of animal-like implants, You
may add wings, jaws or a tail to your character. Fighters such
as these may use animal hybrid maneuvers in combat,
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Paco “Tye leepien” Juaee>

Paco grew up on the docks of Chicago, where his father worked as
a longshoreman. His family had immigrated from Spain when he was
quite young, and had settled down in a pleasant little neighborhood
compaosed of other Spanish immigrant families. It seemed as if the
Mew World would be good to Paco's tamily.

As Paco grew up, he found that his size and brutality made it
easy to take what he wanted from the other kids. Fear
became his business and terrar his calling card. He
ruled his old neighborhood, and everyone paid
him far protection. His parents could do nothing
to stop him.

Life was good for Paco, and soan he began
maving into other areas of town — including
territory.controlled by the Chicago Mafia. One night,
three Mafiosi stopped Paco, who was now known as
“The lcepick,” and told him to go back to where he
came from. Paco gave them his reply — with his
fists,

Paco thought that would be the end of it. He didn't
realize whom he was dealing with. Three days
later a firebomb incinerated his home, kill-
ing s parents, Paco survived and went
ouft seeking revenge. The Mafia, antici-
pating such a turn of events, had
retained a Street Fighter named Bruno
Vespechi. The lcepick, though fast
and skilled, was no match for a
trained Street Fighter, especially
one asvicious as Vespechi. Juarez
was broken like a rag doll and
thrown into the streets aof “his"
neighborhood to die.

It would have ended there were
it not for the kindness farastranger,
who saw the mob dump the uncon-
scious Juarez. The man took the youth
backta his apartment and cared for him
during the many maonths it took for
Paco 1o recover, During this time,
Paco shared his story and his thirst
tor vengeance with his benefactor.
The man sympathized and offered to
teach him Western Kickboxing at his
school. Paco, who had just been rudely
introduced to the eftectiveness of a trained
fighter, gratefully accepted

Manths passed and Paco's health improved, as
did his Kickboxing skills. As his skills increased,
50 did his thirst for vengeance. Finally, Paco
considered himself ready to vindicate his
parents’ deaths by challenging Bruno
Vespechito a Street Fighting match. Bruno
was amused by the young pup's guis and accepted.

The lcepick was backand in great form. Bruno was so surprised
by Paco's new skills that he lost the first round without laying a hand
on the youth. The crowd jeered Bruno and laughed at his pathetic
performance. Mo one laughed at Bruno and got away with it

The secand round was completely different, Bruno knew what to
expect now. At first the round appeared ta be a draw, but then Bruno

landed a powerful uppercut that stunned the young fighter. Mot
content merely to win the match, Bruno put on a pair of brass knuckles
he kept in his jacket and began working over the Icepick. When Bruna
finished, Paco was again in need of medical help, this time more than
his friend could provide. His arms and
legs had been shattered.

The staff of the Chicagoe Hospital
did their best, but the damage was
/ justion great, Paco could barely walk,
S T £ let alone fight. For the next few

- Y months, Paco sat and broaded in his
squalid apartment,

One day a well-dressed man vis-

ited Juarez at his home. The man
explained that if Paco agreed to help
field-test new cybernetic equipment for
the man and his company, he would
help Paco regain his mobility. Paco agreed
and was taken to a secret laboratory, where
his first sel of cybernetic arms and legs was
installed. }
Since then Paco has installed various types
of enhancements and is constantly improving
his training as well. He is a relative newcomer to
Street Fighting and has yet to meet Vespechiin
the ring again, but is looking forward to their

inavitable reunion. The lcepick has little concern
for anything except revenge, not only on Bruno but
on his Mafia masters as well,

Appearance: The lcepick is a large man mada
even larger by his obviously mechanical arms. His
legs look normal unless one is quite close to Paco.
The arms are another matter entirely: they appear
almost as wide as Paco is tall. Chrome tubes snake

through their heavy steel framework, and weird attach-

ments dot the cybernetics.
Paco has given up trying to disquise his artificial limbs and
usually wears a tattered denim wvest that emphasizes his
augmentations,
Playing the lcepick: You are obsessed with vengeance and will
let nothing come between you and Vespechi. In the ring you
consider an apponent simply anather way to polish your skills
hefore you finally meet Bruno Vespechl again. Your me-
chanical arms and legs make it hard for you to get close
to anyone emotionally; most people are {rightened by
YOUr appearance.

Dther Street Fighters have grudgingly come to
respect your skills in the ring but are still wary of
you. That's okay, you really don't have time to
socialize. You're on a mission of revenge. When-
gver the apportunity arises you like to stalk Mafia
solders and disrupt their operations. This has

made you a lot of powerful enemies, but you
rarely slow down long enough to take notice.
Duote: Hey! | thought | told you to leave here. You're not going to
like what happens if | have to walk across this room and throw you out
mysell




Player:
Chronicle:

Division: FREESTYLE

Rank: 7 =
Standing

Wins 32 losses_ 3

Draws_ ! Ks 30

Mame: FACO THE ICEFICK" JUAREZ

Style: WESTERN KICKBOXING Team: NONE
School: sTREETS OF cHICAGC Concept: CYBORG

Stable: NONE (EX-CLIENT OF Signature: SMLES AND YELLS,
EXCALIBUR PRODUCTIONS) *YOURE NEXT BRUNO!

ATTEI‘EUTES_
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Insight ®0000 Security @0000 Medicine ®0000
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Subterfuge ®0000 Survival 00000 style Lore 00000
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E LEMENTALS

Weaapons are the instruments of misfartune and should be
resorted to only when unavoidable.

—5Sun Tzu, The Art of War

Ma ane knows what causes certain peaple to exhibil el-
emental powers. Perhaps a quirk in Ihair genetic structure
gives these so-called elementals their freakish command over
the elements of earth, air, water and fire. Or maybe elementals’
abilities stem from psychic or even magical sources. The
nature of elementals’ powers has baffled even the most
brilliant scientists.

Elemantals have a firm connection with the planet. They
also lend to specialize in only one element. Their tempera-
ments often mirror their chosen elaments. A fire elemental is
hotheaded and volatile, while an earth elemeantal is slow to
anger and steadfast in its convictions. Water elementals are
free thinkers and persistent, and air elementals are wandar-
ers, Apparently an alemental's mindset is a major factor in
determining which elament she can manipulale.

Etementarg AND THE EppTy

Many elementals are drawn to environmental causes. Some
elementals are maddened by their powears and view them-
selves as gods. These few individuals are extremely dangerous
but, luckily, are usually no more powerful than any other Street
Fighters, despite their delusions.
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When creating an elemental, the player generates the
character per normal rules. The usual point costs for Al
tributes, Abilities, etc. apply, To become an Elemental, however,
the character must purchase peints in the Elemental Back-
ground. She must also specify the elemenl (air, earth, lirg,
water) with which she has an affinity.

Elemental Special Maneuvers have the Elemental Back-
ground as an additional prerequisite, The dots in the Elemental
Background prerequisite must be met along with any other
preraquisites before the character can purchase a specific
Elemental Special Maneauver,

An existing character may become an elemantal al any
time, provided he invests enough experience inthe Elemental

Background =
Soak Bonuses

Elernentals are unusually resistant to their own element, yet
vulnerable to their opposed element. Because of this,
Elemantals have inherenl Soak modifiers to certain types of
damage. These modifiers are as follows: '

Fire

+1 to Soak verses fire-based attacks.

-1 to Soak versus water-based altacks.

Water

+1 to Spak versus waler-based attacks.

-1 to Soak versus earth-based attacks.

Air

+1 o Soak versus air-based attacks and any Aerial Manauver,

-1 to Soak versus fire-based atlacks.

Earth

+1 to Soak versus earth-based attacks and any maneuver

-1 to Soak versus air-based attacks

ELementas AND FiGHTING Stvies

Elemantal powers are suparnatural in arigin and very pow-
arful, & fire glemental is easily the match of any normal warrior,
but is often outclassed by a Street Fighter. Raw power and
conviction can never equal efficient training. Elemeantals can
study any style of martial arts, but tend ta base their choice
upon the type of elemental energy with which they are imbued.
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Sappuitpe

Sapphire Fullon was porn and raised in Austin, Texas,
along with her twin brother. Aaran, Her lamily was aftluentand
spoiled Sapphira rotlen. Her father bought har and her brother
into the best private college in the state, College, however,
proved guite a shock to her. She was accustomed to getting
her way and suddeanly found herself in an anvironmenl whers
that wasn't always possinle

Angear and frustration buill up inside of Sapphire, resulting
in a literal explosion — a spontaneous blas! of psychokinetic
flame. Hours laler, Sapphire was standing outside her dorm
along with the other sludents while the fire department worked
to contain the blaze she had unwittingly started. Mot surpris-
ingly, Sapphire told no one what had happened in her room
that day. Eventually, she rationalized the explosion as a break
in a gas line. Life went on as normal, However, she learned to
keep her temper under cantral, or at least to be alona when il
went off,

| MANEUVERS

 Air

Elemental SkIN (5 pls.)
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Water
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Sanse Ejarnent (1 pt.)
Fire
Fire Strike 13 pts.)
Flaming Fist (2 pis.)
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Sapphire refused to think about her powers again — unlil one
tateful day in the spring of her junior year. As she walked across
the campus with her brother, she noticed a van slowly driving
behind them. Upon being spotted, the van accelerated toward
them. It screeched o a halt and several men injumpsuils climbed
out. Sapphire called for help, but the nearby students reacted too
siowly. The men grabbed Sapphire and Aaron and began
dragging them toward the van. Before Sapphire even knew what
was happening. the man holding her was on fire and she was
sprinting across the campus, her brother's desperate cries for
help echoing in the distance.

It has baen three years since that fateful day, and Shadoloo
has made sevaral more altermpls 1o abduct her. Her parents
disappeared shortly after her brother was kidnapped. Sapphire
has since sought refuge with her Uncle Bob in New York. Ha
taught her the ways of Karate so she could better defend herself.

Recantly, she has heard stories about a man on the Street
Fighter circuit named Vortex, Although she has never seen
him, his description matchas that ot Aaron's. She has recently
joined a Mew York Street Fighting stable and hopes the circuit
will eventually lead her to her brather.

Appearance: Sapphire is of medium haight, with short,
spiky red hair. She dresses in jeans and tank tops, unless in
the ring. Thare she wears a one-piece leolard undameath a
ripped-up leather jacket, Although she is prone to meod
swings, her eyes usually blaze with intensity.

Playing Sapphire: The spoiled girl within you has had to
grow up quickly. You never did finish collage, having fled to
Mew York City shortly after your brother and parents disap-
peared. You are somewhal reserved and prefer solitude to the
company of others. You are still short-tempered; however, you
Iry to control yourself as best you can.

Weignt (2 pis.}

Quote: Oh, did | make you mad? ¥ou dan'l know the first
thing about baing mad.

o



Name: SAPPHIRE
Player:
Chronicle:

Style: sHOTOKAN KARATE = Team: NONE
School: TAUGHT By UNCLE BOB Concept: YOUNG HOT-HEAD
Stable: EXCALIBUR PRODUCTIONS Signature: FIERCE
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Mentat

Perception 90000
intelligence 8000
Wits 00000
KNOWLEDGES
Arena 90000
Computer 08000
Investigation = 00000
Medicine 0000
Mysteries 0000
Style Lore 0000

SpeciaL ManEuvers:

FIRE STRIKE
FLAMING FIST
HEAT WAVE
SENSE ELEMENT
POWER UPPERCUT
FLYING KNEE THRUST
THROW
Jume

Combos: BLOCK - STRONG FUNCH
(WIFLAMING FIST) - THROW (DIZZY)
HEAT WAVE - FIRE STRIKE - FLYING
KNEE THRUST
JAB - SHORT KICK - TO FIERCE
FUNCH (W/FLAMING FIST) (DIZZY)

EXPERIENCE







Chapter 4:

MANAGERS

I hanastly don 't know where I'd be without my manager. I'm
certain I'd stil be great, of course, but | wouldr't be nearly as
organized or as marketable. She's wonderful!

— Fei Long, televised live on Good Marning Hong Kong

Managers are an integral part of the Street Fighter world,
Without a manager, a fighter can expect endless scheduling
headaches that will detract fram her training time. A good
manager can make all the little details flow together, leaving
tha Street Fighter free o concentrate on the next fighl. Manag-
ers come in all shapes and sizes, and no two have the same
managing style. Each is an individual, and like the Street
Fighters they manage, some are incredible, and some are
mearely competent.

A manager can have any number of skills from other profes-
sions, such as Trainer, Accountant or Slreet Fighter. However
some of the best managers are strictly that — managers and
nathing else. These managers are administrative and public
relations specialists. They don't know how to make a good
fightar, but they do make a good fightar successiul. These
managers are spacialists in their profession and will rarely, if
ever, leave their affices. They don't wark well in the field and
prafer 1o leave the business of the ring to professional trainers.
But when it comes to booking fights and taking care of all the
administrative neads of their fighters, they are right at home.

Thera is another breed of manager on the circuit, one that
applies the hands-on approach o the Street Fighting biz.
These managers involve themselves in every aspect of their
tighters training. from food preparation to arranging sparring
praclices to accompanying them around the globe fremmatch
ta match. Managers such as these are frequently ex-Street
Fighters. who have quit the circuit for less strenuous and safer
oeeupations. even though they still crave the excitement of
compatition. Other managers enjoy leoking out for their fight

ers as they would their own children. In either case, these
managers will follow thair fightars to nearly all of their matches
and aften coach them from the side of the ring.

A flighter doesn't need a manager, bul then they probably
enjoy doing paperwork, court appearances and taxes,

CreAtNG A Managep Craracep

This character is usually played by the Storyteller, but can
be played by one of the players. There are a few differences in
the character creation which make this type of character less
physically powerful than Street Fighters. However, it is usually
the manager who can negetiate with tournament directors,
obtain exil visas and do lunch with the rich and powerful.

When creating the character, you should adjust the charac-
ter creation points as follows:

* Abilities preferred by this character are Manage, Bookie,
Arena, Style Lare, Insight, Medicine, Streetwise and Subter-
fuge.

* Managers receive 10/8/5 dots for Abilities during creation
instead of the usual 9/7/4.

* Managers receive B dots in Backgrounds rather than the
usual 5.

* Reduce the number of dots allotted to Technigues from 8
o4

 Feduce tha number of dots allotted to Special Maneuvers
from 7 to 3.

» Manager characters can still purchase additional Tech-
niques and Special Maneuvers with Freebie Foints.

» Thase charactars are not usually interested in any tighting
styla bul may have picked up some moves from the streels or
their fighters. They can only purchase moves which can be
used by all styles only,

* |nitial Chi: 1

= |nitial Willpower: 4
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Some people only realize their life's calling after they have
already committed years to another job or are forced o learn
other skills simply 1o survive. Some characters realize thal they
wanttobe managers or have o be. Perhaps no other manager
will handle a particular Street Fighter, and he is forced to
manage himzelf. Maybe the fighter has become loo old Lo hold
his own in the ring, bul can’t bear to give up the life forever,
Managing allows him to stay on the scene, maybe ven halp
new fighters along,

To become a manager, the character must usa their accu-
mulated experience to develop the Abililies necessary for the
jol. These Abilities include: Manage, Bookie and Arena.

The extent towhich a character develops these skills befars
becoming a manager will determine what kind of & manager
thal character is. Obvicusly, a character with ona dot in aach
of these wouldn't have much of a clue, bul could take their best
shat at managing a team nonetheless. A character who is
proficient at all of these Abilities would undoubtedly be an
effective manager.

There are ather Abilities which will greatly addto amanager s
effectivenass. These secondary Abilities are necessary for
Managers of high-ranking fightars. At high levels of competi-
tion, you need to be able 1o spot a shady deal and evaluate
your fighter's opponent. or else you and your fightar wi
probably lose. The stakes at this level are too high for ama

teurs. & bad business deal or booking a match against an
opponant who is too strong for your fighter can be disastrous.
This can bankrupt your business, ar your fighter can be
seriously injured, perhaps even crippled. Helpful secondary
Ahilities include: Medicine, Style Lore, Insight, Inves-
tigation, Publicist and Streetwise Tho Contacts
Background can also be invaluable to managers

Whenmaking an established characterinto amanager, you
do nol receive any of the adjustments to character traits that
you would if you were making a manager character fram
soratch. To create a Street Fighter with manager skills, simply
purchase lhe appropriate Abilities during the character cre
ation process as narmal.

Wswe e Mannger geys

Ta be an effective manager, you must first be able use your
differant Abilities and resources to the benefit of your fighter
Inefficiency and sloppiness on a manager's part can spell
doom for even the most talented fighter.

Arena

To locate a tournameant, or even know that one is going to
be held, the manager must roll his Perception + Arena. The
number of successes will indicate 1o the Storyteller how much
the manager knows about the tournament. This information
may also be learned by the Street Fighters. Infarmation which
may be acquired consists of: the name and location of the




lournament, who hosts it, the date of the tournament, how long
it lasts, the grand prize if any and who is attending

Being adept al Slreetwise and Investigation ar having the
Contacts Background will be useful for learning other things
about the Tournamenl, such as any interesting rumars about
the hosts, or what has happened al past tournaments

Boowie

Lnfortunately most teams do not bring in a lat of money for
amanager, especially as the Street Fighting circuitis illegal in
most countries. To aclually make a team profitable, the man-
agar must often place side bets on the success of the team in
the tournament. Managers will often place bets on other
matches during a tournament to increase their prafit margin,
Occasionally, unscrupulous manager will bet against their
clients. Such managers do not last long once this knowledge
is revealed,

Playar characters may also use this skill, if they possess it
It is poor farm for fighters to bet for or against themselves or
their team during a match. A Fighter discovered doing so wil
lose one temporary Honor Renown. Going through a bookie
will alsa result in the loss of temporary Honar,

Ta simulate the profits from side bats, roll the Character's
Bookia Skill + Wits. The number of successes determines how
much money the manager makes on side bets. The amount of
money waon is listed in the following chart. Alternately, the
character could actually pick and place their fight bets using
thesir own judgment leaving the luck up to the combat thal

actually accurs at the tournament

Succasses ilfinnings
: -53,000
-51,200
4 -5500
: 5500

,If 1,200

G 33,000

7 59,000

g 50,000

}'TPU fH 0,000
5140000

This chart indicates the monetary amount won, You'll notice
thatthere are negative values associated with the bets. Noane
ever said that gambling was safe, Only experienced gamilers
should attempt betting on fights for a living. A botch result will
double the maximum amount lost. =

The Storyleller should take into account the size of the
tournament where the betting is taking place. If it is very small,
it iz unlikely that they will win or lose mare than a few grand, if
that. Likewise, placing side bets doesn't have to be about
maoney. Favors could be bet on nearly any other commodity
imaginable. Streel Fighting is usually on the black market, so
anything's possible. Situations like these could become excel
lent subplols or even full-blown stories for the characters.
Risk-takers, beware; if the bookie Ioses too much money, he
runs the risk of not having enough cash to send the characters

nome




MANAGE

There is a lot of work involved with managing a team, and
the expenses can really add up. Mast of the money won by a
team at tournamenis is funneled back into the overhead of the
Stable. Of course, creative bookkeeping and good managing
skills can reduce the overhead and allow more of the moneay
to be kepl by the team itself.

At the Storyteller's option, the manager can make an Intel-
ligence + Manage roll at the beginning of 2ach month to see
how the manager is handling the team's mundane affars. (fhe
team was successful in thair tournament bouts the previous
month, then the manager can gain ong additional die far every
bout wen. However, the manager also loses one die for every
bout lost. The more successes gained on the roll, the higher
the team's standard of living.

If the tearn is stuck in a losing streak, a manager can maka
a Manipulation + Manage roll. The numbar of successes
naeded to keep the team afloat are equal to the number of
memiers in the team, Failure or too few successes means that
the team i running out of money. They will need to draw fram
their own resources and had better start winning matches
3000

Of coursa, Storytellars should Tee! free to skip these rolis
entiraly, it it interferes with their story at all. Likewise, the
Storyteller can just decide how well the team is doing based
upon the manager's actions and decisions. Or Fate could play
a hand and the team could fall into tough times in spite of their
manager's best effarts.

PREPARING FOR A FIGHT

An inexperienced or poor manager will simply book and
ship his tearn off to a tournament with little or no preparation.
A good one will use all their skills and resources to prepare his
tearn for the upcoming match well ahead of time.

To do this, he will use resources that go above and beyond
his Manage Ability to ready the taam. Streetwise, Style Lore,
Conmtacts and Investigation can all pravide valuable informa-
tion. If successful, & manager can find out what other teams
will be attending. He can also press more and learn details
about the Streat Fighters who belong to the other teams. If he
is parlicularly successtul, he can learn public (and sometimes
private) details about the opposing Streat Fighters. Once he
learns as much as he can, he'll pass it all on to his team
Particularly resourceful managers will go so far as to prepare
situations and circumstances that mimic a particular opponent's
Special Maneuvers,

Good managers will also keep an eye on the maneuverings
of olher managers. It is easy for a novice leam with a poor
managear to be matched against an experienced group of
ruthless fighters. An experienced manager will spot these
uneven matches and aveid them. The importance of a good
manager should not be neglected by a new team. He is well
worth the price. A new team might not make any money with
amanager, but they definitely wan't make any without one and
will probably end up in the hospital every other fight. A good
manager is as nacessary o a Street Fighter as a good Elock
Technigque. Both will protect their interests,

CTAFE

it's a good job, isn't {7 Type something, will ya? We're
paying for this stuft!

— Bill Murray, "Ghostbusters”

Like most athletes, Street Fighters are only as good as their
support network. The making of a champion is a team effort
When the athlete or Street Fighter wins, it is not only a victory
for her but also a victory for those who helped to get her there.

A staft is the individual or individuals who work with the
Street Fighter 1o either hone her abilities or to take care of some
ather aspect of the Street Fighter's life. Staff members come
from all walks of life and can be friends and family of tha Street
Fighter or simply professionals hired to do a specific job. This
section takes a look at the many different types of statf a Street
Fighter can have and what they can do for him in and out of the
ring.

Teacyers

There are four basic lypes of staff who can be involvedinthe
ongoing training of a streat fighter. These are Trainers, Men-
tors, Tutars and Instructors.,

Each has a particular area of expertise and can help a
Fighter increase a particular Attribute or -~'—‘-.t:ri|it'1n|-I by decreasing
the amount of experience necessary lo improve, They do this
through custom physical training programs and advanced
instruction technigues.

Trainers

Trainers specialize in keeping their client in lop physical
condition. & personal trainer oversees many aspects of a
street fighter’s life. From dietary and sleep habits to personal
workout regimes, a personal trainer does it all.

A personal trainer lowers the cost ofimproving a character's
Physical Attributes (Strength, Dexterity and Stamina).

Mentors

Algo known as etiquetle specialists. Mentors are often
some of the most overlooked on a Street Fighter's staff roster.
Although their value may seem understated, Street Fighters
from nearly all walks of life find new doors opened for them
through the cultivation of good social graces. More than one
Streel Fighter has gone on to become a movie or fashion star
as a result of their personal fame coupled with a mentor's
guidance.

A mentor lowers the cost of improving Social Attributes
{Charisma, Manipulation and Appearance).

Tutors

Tutors help their students to expand their thought pro-
cesses. A good tutor uses a variety of methods to improve the
student's memory skills, her awareness of the world around
her and her ability to react to new and unexpectad circum-
stances. Although many street fighters fail to see the benefit of
this type of statf member, those who do invariably have the
upper hand when forced to think their way out of a tricky
situation.

A tutor lowers the cost of improving a character's Mental
Altributes (Perception, Intelligence and Wits).

Instructors

Instructors come in all shapes and sizes. They can teach
anything from auto repair to first aid to bungee jumping. A
good source of instructors is essential for any character who
someday dreams of cutgrowing the fighting arena. Aninstruc-

- .



tor may teach any Ability she is familiar with, However, an
instructor can never raise a student's level of ability above her
W,

An instructor lowers the cost of lgarming new Abilities
{Talents. Skills and Knowledges) and improving existing ones

Instead of gaining a single Instructor when selecting this
type of staff, the character can opt to gain a source of
Instructors (this could be college faculty, a slreet gang or
anything in between). While this group will never be persanally
invalved with a character like a single instructar would, it does
allow the character a broader base of Abilities to learn from.
The player and Staryteller should decide in advance what type
of group this is and what types of Abilities the character can
learn from them.

LEARNING FROM EXPERIENCE

A teacher must have the Instruction Ability (see the Strast
Fighter screen for this Talent) to be able to impart any of their
knowledge to a pupil. The Ability can be applied to any of the
applicable areas which they specialize in {i.e., a personal
trainer could not teach a character Investigation). A teacher
may never help her students advance beyond a five point
rating in any area. This sort of intense knowledge can only be
lzarned by onaself.

Teaching doesn't always result in a lower point cost. A
teacher must roll her Intelligence + Instruction and get a
number of successes equal to the current level of the Attributs
or Ability that the charactar is impraving. If the teacher dogs
not get enough successes, the character must pay the tull
experignce cost. However, if the teachar does roll the neces-
sary number of successes then the characlers experence
costs are as follows: current rating x3 for Attributes and current
rating x1 for Abilities.

RING DOCTORS

I'm a doctor, Jim, not a bricklayer!

— DeForrest Kelly, "Star Trek”

A ring doctor is able 1o heal aggravated damage between
rounds or at least tempaorarily. By applying ice and local
anesthetics, the doctor may allow the fighter to ignore tha
effects of aggravated damage until the match ends. The ring
doctar is a highly specialized type of doctar who uses his skills
in a very specific way. They are trained to patch up a fighter
in the few minutes (3-10) which they are allowed la rest in
between rounds. Their medical training is guite different from
the training that most characters have accoss 0.

The ring doctor rolls their Wits + Medicine Ability. For each
success rolled, ane aggravated damage box will be tempo-
rarily removed from the character. This is only lasts until the
end of the match. Any further aggravated damage will be
added 1o the rest when the fight ends. Aggravated damage
will haal as normal whether it is treated by a ring doctor or not.
A character should be careful though; it is possible to become
seriously injurad in this way.

Any doctor may heal one aggravaled damage Dox on any
character. This healing is in addition to any healing done in the
regular manner, however only one box of aggravated damage
may be healed by a doctor perweek, While medern medicine
is often seen as the uitimate solution to any medical problem,
the fact is, only time can heal most wounds, unless you have
been trained in the arts of Chi Kung Healing or Reganaration,




Ower SWEE

A street fighter's staff need not be limited to those rales that
help a character in the ring. A helpful s1aff can assist the
character in everyday life as well. Many of these professions’
beneficial effects might not be as noliceable as a trainer who
canlower acharacter's experience costs. Mevertheless, these
roles can make a Chronicle fun and interasting and in the long
run can ke worth their weight in gold. A perscenal trainer might
niot risk her life to smuggle a character his lock pick set while
he's being held in some forgign jail cell, but his butler might!

The following is a list of ather staff members a street fighter
couldhave. Thislist is by no means all inclusive — players and
Storytellers alike should feel free 1o add their own unique Staff
as they see fit.

Bumer

Abutleris far more than the person who opens doors al your
request. He organizes your househald and ensures that your
home (mansion or otherwise) is in good repair. He also takes
care of your everyday needs, like repairing your clothes and
laying them out for you, keeping track of your personal
engagements and reminding you of appointments. He will
Al50 dCCoOmpany You on your travels at ‘:,-'CIIJ[ FEC]IJES'..

ProrocempHER

How glse will you get those 8 X10 action glossies to give to
those special admirers? They can also be very helpful when
you need to develop sensilive pictures of secret Shadaloo
operations

Faston ConsutTanT

Do you raally think that your combal gear is appropriate for
tea with the Queen of England? What about a business
meeting or a night an the town? Image is everything o these
people, and a fashion consultant will make sure you look your
best in every situation.

Bovvquard

Okay, you can handle yoursell in the ring. but can you deal
with mobs of frantic tans? & Whirlwind Kick could clear a path
from the cab to yvour hotel, but it could also end up in a lawsuit
These bruisers are trained to skillfully and diplomatically move
crowds out of your way. They also watch your back in the real
warld., '

Cuaurseur

You've got better things to do than drive. Thes retainars
are expert drivers, trained not only to make your ride as
amaoath as humanly possible, but they're also skilled rally
drivers. Mead a lift to a dinner party or a high speed chase
Ihrough the back steeets of an untamiliar city? Then you need

a chauffeur,

Across the Atlantic or a hot fire zong, these jet jockeys can
daoit. If you can buy, rent or borrow an aircraft, these guys can
fly it for you. & pilot might seem like an obscure type of stafl
member, but the real movers and shakers fly in style. Besides,
whio else is gaing 1o air-lift you out of the steamy Mriganka
jungles when things get out of hand?

M

Tired afler a grueling night of being pummeled by another
unknown Street Fighter? Let the maid draw your bath and turn
down your bed for you. Just because you're a rough-and-
ready ighter doesn't mean you can't anjoy some pampering
every now and than,

There are plenty of other staft which would be willing to wark
tar you, all you have to decide is what you wanl or need. A
Private Investigator, Lawyer, Scientist, Accountant, Personal
Secretary, PR Man (or Woman) or Go-fer are all good choices,
and there are dozens of othars you might like to use. The
choice is up o you. The peaple who surround and suppaort
your character make a statement about who that character is
and what she valuas. What is your statement?

TeAus

You think you have a chance of beating me? You'd belter
bring the rest of vour frignds. You'll still lose, but you might not
end upin the hospital it have to knock out five upstarts inslead
of one

Sagal, intimidating an overconfident Streat Fighler

Teams are a very impartant part of the Streel Fighter circuit.
Most tournaments are made up of team events with a couple
of high- profile single combat matches. Fighters who are just
starting out on their careers will often choosea to join a team
because fight promoters and managers realize that unknown
tighters have little crowd-drawing patential, For a manager 1o



make any sort of prafit off of novice Street Fighters, thay have
lo book spectacular matches.

While beginning fighters are not popular with spectalors,
teams are. Perhaps this is the very thing that made the
circuses of ancient Rome so popular, In any casea, managers
prefer 1o book teams of new fighters over unknown individuals
Mew fighters are usually guite receptive to the idea, feeling
that Ihere is a certain safety in numbars, They also comea
logether as a team if they share a particular ideclogy or
fighting style.

Teams often live together in & communal arrangement
Because tha fighting circuit takes fighters on the road for much
of their time, they tend not to have parmanent residences, If
they do, they will ofien have a small house where the team will
lwe communally. This is not always the case, but the vast
majarity of teams do live togethar. Managers promaote thistype
of living arrangament as it cements the solidarity of the group.
Onthe road, leams will freguently rent a single suite or the floar
ol a hotel in whatever city their next match is in

Mot all teams have a manager, but there is always one
member of the team who deals with the manapemenl issues
which arize
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Instant Combos — The characters simultaneously at-
tack a single foe. Each character mus! do their maneuver on
the same spaad, which means that the faster team members
musl altack when the slowest one goes. All members of the
teamn who are a part of this combo simultaneously attack their
chosen targel. All damage done ta the target is curmulative for
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Mary teams have come 1o recognize the value of working
logether in the arena, The members of these taams don't jus!
fight beside each other. They coordinate their maneuvers to
ncrease thair effectiveness as a unit. Many times, a finaly
luned fighting team can make its opponents look like mere
bar-room brawlers. A team can begin to use teamwaork in twa
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Team Combo. Attacks which affect more than one hex would




undoubtedly affect your teammates as well. Likewise an
attack that leaves your target on the ground, and thus oul of
striking range, is also bad for teamwork. In the end, the
Staryteller is the final arbitrator of which Maneuvers work
together and which don'l

Extended Combos — Thase types of Combos snaak up
on an oppanent. When purchasing an Extended Comba, the
players must decide in which order their characters will strike.
These strikes are then done one after another on a Turn by
Turn basis. If any of these strikes miss or do no damage, then
the chain is broken, and the Combao must begin anaw. How-
ever, if at any time during the Combao the target has taken a
cumulative volume of damage which exceads her Stamina,
she is Dizzied. In order tar this type of Combo to be elfective,
the target cannot take damage from any source other than the
character that is supposed to be attacking him during any
given round.

For example, Alex Stone, Mookie and Dingo wan! to do an
Extanded Combo on Sagat. They must be dreaming it they
think they 've got a chance at beating fim, bu! they re going try
in spite of their better judgment. Alex is first, and he hils Sagal
with a Spinning Backfist, daing fwo Health levels of damage.
During the first {urn, Sagat also attacks and Dizzies Dinga. In
the second turn, Sione distracts Sagat by blocking Sagat's
Tiger Knee with his face. Meanwhile Mookie calches Sagat
from the side with his Double-Oread Kick doing one Health
level with the first kick and g whopping two with the secand.
Dingeo spends the furn recovering from s Dizzy. In the third
turn, Sagat sends Mookie crashing lo the ground with a Foot
Sweap, and Dingo makes his mave. Dingo steps in with fHis
Double-Hit Knee. His first hit does ane Health level as does his
second, bringing Sagat's total up fo sevan Health levels of

damaage, This is just barely enough to Dizzy Sagat. If these
character’s can stand up to Sagal’s devastating attacks for a

few rmore rounds, they might have a chance of beating him

thraugh teamwork,

Stables are always run by a manager, athough the marsager
may have other businesses which he runs in addition to the
Stable, In any case, the manager of the Stable is responsibla for
the conductand management of the teams and individuals within
the Stable. Itis not uncommaon fnr the manager 1o have assistant
managers, if it is a particularly farge Stable. The Stable is
frequently based oul of one particular city, whera atraining facility
is cwned or rented. The manager also lives in this area, usually
near the facility, Allfighters and teams have access tothe Stabla's
facililies, staff and manager, although teams which are more
profitabile or higher in the standings usually have precedence.

The manager usually has a slandard, thougfT informal,
contract, which all fighters or teams must sign to jain the
Stable. This contract outlines the duties of the fighter to the
stable and wvarious other clauses. Some particularly kind-
hearted managers set aside a portion of the Stable’s profits in
aratirerment fund for the fighters, Stables with this program are
abvioushy more popular than other Stables,

Once a Team or individual becomes well-known, they will
often be approached by a manager for admission into a
Stable. Alternately, a fighter may seak out a managear o join
their Stable. Most good teams have a manager and are part of
A Stahle. It makes their life so much easier and gives them
more time to practice their arts. A Stable isn't essential to
success on the Street Fighting circuit, but it certainly helps
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Headquarters: MNew York City, New York, LISA
Manager: Samson Prowse

Facilities: Excaliber Gym, Bronx, NMew York

Staff: Franklin Thompson, Physical Trainer (Instruction sss)
Ms. Jessica Byers, Tutor (Instruction sees)

Farmid Singh, Mentor (Teach »#)

Dr. Ludwig Von Riesling, Ring Doctor (Medicing sess)
Jonathan Byers Publicist/Lawyer (Publicist ===} (Law see)
Street Fighting Stable:

Independents

Sapphire

Mick Fontana

Harpol Jhalwa

Teams

Excassive Force

Chimu Mihon
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Name: sAMsOnN PROWSE

Concept: MANAGER

Stable: EXCALIBUR PRCDUCTIONS

Strength 88000 Charisma
Dexterity 88000
Stamina #8000  Appearance

299090 Perception
Manipulation @800 Intelligence 909000
@8980 Wits

#0900 Honor_ 2

Glory__ =

990088 Rank NONE

Other Traits
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INTIMICATION 90000
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STYLE LORE [ 1X117T]
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00000
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MANAGE

CONTACTS

Willpower

Samson Prowse

At the age of 18, Samson Prowse was the manager of the
British Inlernational Cricket Teamn for his academy. It was here
that he first got a taste of the world of professional sports. He
decided that this was the career for him and put all his efforts
into becoming & world- class manager. His parents were
proud of his drive and supported him completely

After attending & private academy, Samson accepted a
scholarship 1o the Yale School of Busingss. Four years later he
burst upon the business world, ready for anything. Anything
oxcept unemployment, that is. Samson found that most pro-
fessional sports teams weren't hiring managers at the timea,
and those that were wanted someone with more experience
than Samson had. He wasn't discouraged — after all, he was
a Yale man. He should be able to do anything, shouldn’t he?

It didn't take him long to find something. He'd heard of the
Strect Fighting circuit and had even attended a couple of
malches. |t was a rough and bloody sport, completely undis
ciplined and brutal. I was also guite lucrative! Samson signed
up a couple of good fighters and began Excaliber Produc-
tions.

Since thal time, the Excaliber Stable has grown, and the
firm's business interests have become very profitable. Prowse
now owns an extensive and diverse stock portfolio. He is very
well-known on the circuit and is reputed to be an honorable
man, even it some of his fighlers, like Excessive Force, are not.

Appearance: Samson is a small man with boyish fea-
tures, which he is a lillle emoarrassed about, He is younger
than most managers of his caliber, being only 22 and loaking
only 18, He is always immaculately dressed and usually wears
an ascol in he Yale University colors.

Playing Samson Prowse: You are very nonarabls in
your dealings with other people. whether they are othar
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managers, your fighters or the city officials you pay olf regu-
larly. Business consurneas your life, and you are attempting to
cultivale contacts in Hollywood to branch out into the movie
industry. You have the bearing of an English gentlemen and
enjoy the nickname of "Governar” that your stall and Stable
have given you. You have a thick English accent which
pccasionally givas you frauble when talking to "foreigners”.

Quote: |« be glad to sign you to my Stable. but first lat’s
sag haw yau do in the ring :

=k



Sapphire (See Chapter Three for her background and
statistics)

Nick Fontana

Harpol Jhaliwal

Nicr FONTANA

Although he was barn in Idaho, Mick has spend the
majarity of his young life on the streets of Seattle. His
parents were very hardworking and careful in every
aspec! of their lite, except when it came to Mick, i
wasn't that they didn't love him — they just didn't have
time for him, Two jobs, a mortgage and all the
other litthe things in life combinad to occcupy
thezir lime with concerns other than their
zon's well-baing

Mick maturally sought refuge with his
friends, other kids who were neglected
by their parents too. It wasn't long be-
fore Mick was spending more time aut
of his parents’ housa than in it, usdally
playing with his band. He anjoyed the
freedom and respect he gal from
his ouddies. Together they were
wild and uninhibited rmaybe a
little 100 wild. Before Mick knaw it, he
was in trouble with the law. A long
gsaries of misdemeanors and patty
thefts followed him through high
school. He was spending almost half
af his time in Juvenile Hall. Mick would
soon be turning eightean, and the nex
time he got in trauble with the law, he
wouldn't be sent to some youth camp
— he'd go to prison. His life linally came to
a sudden and draslic change the night of
the rabbery.

Mick wasn'tthacriminal, butsimply pass- J
ing by when ha noticed an old man being #
accosted by two leather-clad thugs. Deep
down inside, Nick was always a decent {18
guy. He'd occasionally steal the odd |
item, but he never hurt anyone. Seeing
these two hulking masses of meat clos-
ing in on a helpless old man enraged
the: oy, He rushed to the man's rescus,
only to be confronted by one of tha
thisves who had pulled a knife. Mick

wasn't impressed and jumped al the man anyway. Nick was
fast and strong and considered himself a good fighter, but he
wasn't good encugh,

He collapsed with the knife stuck between his ribs. The
world was slipping in and out of focus, but Nick could still see
what happenead nexl. The ald man jumpead high intc the air and
kicked one of the thieves in the head with both feet. Then he
must have pulled a gun, because a gout al flame shaol from his
outstretched hands at the second thug. All Nick rememierad
after that was the wizenad face of the old man leaning over
hirm, saying something like, "You arerough, young one, but not

without merit.”

The man was Master 3himizu, a contemporary
of Grand Master Gouken. He wasin Seattle search-
ing for students when he stumblad upon Mick, or
vice versa. The master nursed Mick- back to
health and offered to teach him the ways of
mental discipline and Sholokan Karate. Mick
agreed and spent the next three years in
training. Then the master toldhim about

Street Fighting.

Mick was interested, especially whan
thi Master tald him that he was training
hirm 1o become a match far the current
champion Ryu. Shimizu wanted to be-
came the next Grand Master and
helieved that to do so, he must produce

a student to defeat Gouken's pupils in

the ring. Nick was to be that student.

[hat was six months ago, and Mick
has been making good progress ad-
vancing inthe standings. He isimpatient
to confrant Ryu, even though he realizes
that it will be years before he's ready.

Appearance: MNickisacocky young
man about 22 years old. He likes ta wear

casual clothes in the "Grunge” style. Torn

jeans, Doc Martens, a plaid shirt and a
basaball cap with his band's name sten-

ciled across it. He still plays with his old band,
The Horsemen, and occasionally they will show
up at his malches.

Playing Nick Fontana: You're cocky,
impalient and don’t give a damn about the
outside world, After a good malch or a good
gig you like to party 'till dawn. The master

talgrates this, but only barely. You would do
anything for the master, excep! desert your
old friends, even if they are holding you
back. You like Samson Prowsea, even if he
talks like a pansy.
Quote: | might not look like much, bul
I can kick yaur sorry bl




Player:

Name: NICK FONTANA

Chronicle:

Style: SHOTOKAN KARATE

Team: NONE

School: seATTLE MARTIAL ARTS INSTITUTE Concept: STREET KID

Stable: EXCALIBUR PRODUCTIONS
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HARPOL ey muny

Harpol does not know who her parants are. anly that sha Appearance: Harpol is slim and beautiful, and prefers to
grew up on the streets of New Delhiwith a group of other street  waear her street clothes during matches. She wears a open
urching. She presumes that her parents abandoned her be-  necked T-shirt and a dark leather jacket, with matching pants.
cause she was female, a practice commaon in India becauss The monks and Dhalsim disapprove of her shoddy
af the dowry price demanded of parents whan their daughters - dress. She prefers to regard her tastes as an
aramarried. Whatever the reason, the fact remains that Harpol affirmation of her roots, namely the streets and
was one of a large number of street children teeming through alleyways of New Delhi, although she would
aul the city. Were it not for a kindly sect of Buddhist monks, never have been able to afford such clothes
she would have been relegated to a life of hunger and before [oining the circuit. She also wears a
petty larceny, lot of bracelets which create a pleasantly

The monks saw in her a potential for great- musical sound as she moves, Many appo-
nass which the rest of the warld had nents are distracted by the sound, a fact
missed. They took her in and taught her she lakes advaniage of
the serenity of their mystical teach- Playing Harpol: Youare play-
ings. She learned about her own tul and enjoy teasing your Buddhist
potential and the warld beyand MNew teachers. Life is exciting, at least
Delhi's crowded alleys, Whan she now that you no longer live in gullers.
proved harsalfto be ready, the manks Deeasionally you miss the simplicity
began teaching her the secrets of of that life, but would never want to
Kabaddi. return to it In fact, you are deathly

The girt took Lo the leaching as if afraid of being forced ta live on the
she were born for that purpose. slreets. To combat this fear, you have
"Perhaps youwere," answered the signed a contract with Samson Prowse
monks when she asked just that and Excaliber Productions against
guestion. “You ara the finest stu- Chalsim's advice
dent we have ever had, but your Racently you have been losing a lot of
days here are ngaring an end. your matches, and Samsen has put you on
Graater challenges await you.” probation. If yvou don't start winning within
Having taught her all they could, three months, he will drop you from the
they introduced her to Dhalsim and Stahbla. Thiz has made you desperate to win,
the Street Fighling circuit. which has caused you to bacome sloppy in the

Dhalsim looked deegp within the ring and lose more matches. All you need is a couple of
girl and saw har potential, hidden like solid wins to reinforce your self confidence — and soon,
a pearl beneath the waters of a fast- Quote: This city isn 't very different from MNew Delhi. You
flowing river —turbulent, yet beautitul. have your poor and homealass as we do. There's always some
Dhalsim's teachings unleashed pow- guy with an attitude who thinks he's a Streel Fighter. I'm here
ars within the girl that she had no idea o set him straight
she possessed: powers over her own
body, to produce gouts of acid from her
mouth and power over cold. He completed
her teachings and still acts as her sensei
occasionally.




Name: HARPOL JHALIWAL
Player:
Chronicle:

Style: KABADDI Team: NONE
School: NEW DELHI Concept: STREET URCHIN
Stable: EXCALIBUR FRODUCTIONS Signature: HELFS OPFONENT UP
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Teams

Excessive ForaE

Street Fighting Team

Stable: Excaliber Productions

Division: Traditional

History

Excessive Force was formed by Viadislav Kolchenko in the
lzle '80s as a demaonstration group touring the USSR, The
team soon became bored with simply demonstrating its physi-
cal prowess and thirsled for real challenges. In 1992, they
discoveraed the Street Fighter Circuit and have been compel-
ing ever since,

Their team name is not just a snappy title. it actually
dascribes their fighting style to a T. The crowds love their
violenl and excessive enthusiaam.

Alj MEHEEES
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Maio Carnace

Major Carnage is the only name thal Viadislay Kolchanka
answers to nowadays. Al one time, he was a full major in the
Russian military, Little is known about his military career,
except that he was invalved in the occupalion of Afghanistan
and had some part in Operation; Desert Storm. His specific
roles in both of those military cperations is unknown. He is ona
of the most decorated members of the elite Russian Spetsnaz
unit. These soidiers are respected throughout the world as
being some of the very best trained commandos. Major
Viadislavy Kolchenko was the best of these, until ha becams
bored.

The current polilical climate within the former US5H made
the Spetsnaz pretty much obsolete to Viadislav, Granted,
therewas plenty of wark for tha unil: breaking smugglingrings,
quelling paolitical coups and protecting the scattered nuclear
arsanal from thieves. To Major Kolchenko, this was all pratty
much rautine work, which anyone could do. He wanled a real
challenge, something where he could put his real talents to
use. The Street Fighting circuit was ideal. He could break
heads and demonstrate the strength of Mather Russia at the
same time. He approachaed Zangief with the idea of forming a
team for this purpase. Zangief agreed with the concept, bul
felt that Kolchenko was the wrong person far the job. "You're
brutal and unfeeling.” he said. "My Russia is a land of great
warmth and strength. Your Russia died with Stalin.”

Thiz has not deterred Viadislav, now Major Carnage, from
his abjective. Carnage lives on a small island in the Baltic Sea,
which he dominates ke an ancient Cossack lord. He has
increased the population of the sland by inviting/hiring a
contingant of his ald Spetsnaz buddies to serve him. It is
rumored that he achieved his wealth by stealing from lrag
duririg the Desert Storm campaign, but noone knows far sure.

Ha was hired by Excaliber Productions, formed Excessive
Faorce and starled making waves on the Street Fighting circuit
Few people think of Major Carnage or his team as honorable
fighters, but they do win matches, so Samson Prowse keeps
them on,

Appearance: Major Carnage is a huge man with blond
hair. He likes to wear the Spetsnaz uniform when fighting. The
peret, striped shirt and wide legs cut a distinctive tigure, one
not easily overlooked on a crowded street either. Occasionally
he will wear Russian military fatigues, but doesn't believe they
ara flashy enough to convey the true spirit of Mother Russia.

Playing Major Carnage: You are strong, as strong as
the old USSR, You feal that if you demonstrate that the
Motherland is still strong, then sha will become strong again
You can not abide weakness and frequently hurt opponents in
demonstrating your strength in the ring. You have been called
brutal and unfeeling, but rarely give thesea opinions any thought
After all, they come from weak jealous foreigners. None of your
cauntryman would DARE speak Lo you that way, except that
fool Zangief, but he has slayed in the West too lorg and has
become weak. Soon you'll deal with him.

Quote: Das vacgania. | crush you now!




Name: '"MAJOR CARNAGE" Style: SPECIAL FORCES TRAINING
vLADISLAY KOLCHENKD School: RuUssIAN SPETSNAZ
Stable: EXCALIBUR FRODUCTIONS
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Since he was a child, Hideao lzumo was raised 1o become
a Sumatori, and this is the only life he has ever known, Far
lwenly years, he trained to became a champion. If not for his
violent temper, he would probably be Japan's finest Sumo
naw that E. Honda no longer anters Sumo basho (tourneys).
lzuma’s viclent rage has caused him to become disgraced
He has shamed himsell and his teachers by acting dishonor-
ably and attacking fallen oppaonents,

It is custornary for a Japanese warrior who has been
disgraced 1o try to restore his honar and atone for his mistakes.
Hideo is the exception to the rule. He embraced his dishonor,
seeing it as a release from the rigid regimen and rules of
conduct. He has since made a name far himself on the Straal
Fighting circuit, but it is not a good nama and brings no honor,
It is recognition though, the recognition which the Hammer
lives for. Recently he has joined Excessive Farce, and he feels
vary much at home,

Appearance: The Hammer is a huge hulking man wha
resemioles a slab of beef, like the massive frozen carcassesin
a meat-packing planl. Hideo likes to wear business suils in
aublic, thinking that they lend him a touch of class and

respectability. Inside the ring, he prefers to wear the spandex
pants, so popular with bikers, instead of the traditional mawashi
which Sumo wrastlers wear. He says this is because he is a
modern man and doesn’t feel he needs to emphasize the
archaic trappings of a dead sport. In fact, the mawashi has a
deep religious significance to Sumoteri, and Hideo has been
banned from aver danning the clothing again. E. Honda has
made it quite clear what would happen if Hideo disgraced
Surna again by putting on the mawashi, afact Hideo would like
to forget.

Playing the Hammer: You are arrogant and opinion-
atad, What you can't intimidate people into giving you, you
usually take anyway. Few people enjoy your company, except
the other members of Excessive Force, You dislike being
reminded of vour fall from grace among Sumaotori and will take
your frustrations out on any Sumo you meet in combat, even
oulside of the Street Fighting circuit, You fear E. Honda and will
go to great lengths to avoid meeting him. This is because of
threats he has made against you, threats you firmly beliave he
will carry out

Quote: Konnichi Wa. | crush you now!




Name: 'HAMMER" HIDEC 1ZUMO
Player:
Chronicle:
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Greg Hart was born and raised in the il fields of western
Canada and owas much of his upbringing to the crews of the
oil rigs in the area. When he graduated from high school, he
joined a crew waorking the fields around Edmonton. The
grualing works soon turned the lad into a massive man. He
would often demonstrate his strength by shutting off the
drilling equipment and turning the drilling kit by hand. The
huge rods would bury into the ground almost as fast as the
rig's enging could turn tham,

Mights an the town were always wild, with Grag's mates
laying huge bets on impromptu arm wrestling and fisticulls
matches. Greg always wan these fights and enjoyad doing so.
In these brawls he learned to despise the weak. It wasn'l long
befare he discovered the Street Fighting circuil,

His first match was a real eye-opener for the ruffian. An
opponant half his size. a girl noless, saundly beat him. The
loss was more than he could bear. That day, he guit the
rigs and went to Calgary to learn some sorl
of fighting style, any style. He stumbled
across 5anbe atthe Calgary Wres-
ting Sludio and immediately
began training.

His second match, two
years later, was com-
pletely different — he
cleaned up the
ring with his
opponent. Ma-

jor Carnage was a spectator and invited Greg to join his new
Street Fighting team, Excessive Force. Thare has been na
looking back for Grag “Tha Anvil" Harl,

Appearance: The Anvil is easily the largest member of
Excessive force. He likes to wear a plaid shirt and denim vest
with the sleeves torn off of both, Grubby jeans, hiking boots
and a John Deere cap round out his wardrobe. Cutside of tha
ring, Greg wears the same clothes and rarely changes. as is
obvious from his body odor. He alsa likes to drive large trucks
and hunt moose and bear, but considers it unsporting to use
agun

Playing the Anvil: You are the strongest man in Canada,
or so you think, but then no one has proven you

wrong — yel. You consider yourself the cham-

pion of the commaon working man, but
they are rarely as prejudiced and mind-
lessly brutal as you are. You live for the
next challenge and will mercilessly punish
any opponant that doesn't live up to your
standards, standards whichinclude
the ability to bench-press a small
car and drink three cases of beer,
and not that American swill ei-
ther!

Quote: /' crush you, eh!




Name: "ANVIL" GREG HART

Style: sANBO

Team: EXCESSIVE FORCE

Player: School: caGary WRESTLING STUDI0 Concept: OIL RIG WORKER
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Cxiu NIHON

Street Fighting Team

Stable: Excaliber Productions

Division: Freestyle

(Chimu Mihon translates to Team Japan in English}

History

Chirmu Minon has only recently appeared on the Street
Fighting circuitandistrying hard o live up toits self-appointed
title of Japan's hero team. Their manager, Samson Prowse,
has great hopes for the fledgling team and fully expects them
to live up ta their grandiose name. To date, they have won
avery match they have entered, with one notable exception.
Due to unscrupulous manipulation, they were scheduled to
face a team out of China called the Howling Mongal Haorde.
The Horde was made up of far more expenenced warriors,
rank 5 and above, who where attempting to add a cheap
victory o improve their standings on the circuit. They did this.
but not before the young Japanese warriors showed what they
wera made of. It was not an easy victory and one that neither
team is likaly to forget.

The team is the brainchild of leader Akira Leung, called
Hikodaoshi in the ring. Akira believed that the way to restore
Japan's honor in the world community and within its borders
was 1o inspire its youth. To this end, he has formed Chimu
Mihon along the line of a popular Japanese phenomena, the
Sental warrior. Many television shows in Akira's home country
teatured teams of five adolescent super heroes fighling evil
and protecting Japan, The members of Chimu Nihen are all
teenagers and see themselves as the protectors of Japan's
honor. They are on a mission to rejuvenate the soul of the
country by instiling a sense of hanor to its youth. If initial sales
figures on Excaliber Productions’ video release of the first
Chimu Nihon tape are any indication, they are already suc-
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Although Akira Leung was born in Japan as Akira Takashi, he uses
the name of Leung out of respect for his adopted family in China.
Akira's parents were high-level managers in a large Japanese corpo-
ration invohved with importing goods from China. His father was in
charge of deciding which factaries they would continue to import from
and which they would stop doing business with as a result of overhead
cutbacks. Many managers wenl 1o great lengths to gain Mr. Takashi's
favor, thus allowing their factory to remain in production for another
year. Like most children, Akira was largely oblivious to the details of
his parents’ careers. This ignorance was shattered during the family's
final trip to China when the police finally caught up with
his father and arrested him on charges of bribery.
Akira's father loved his son, though, and stalled the
police long enough for him to escape.

Akira ran aimlessly through the streets, blinded by
tears, until sormehow he arrived at one of the factories
his father had inspected. There was an ald man
there, whom Akira remembered seging ina
janitor’s uniform earlier that day. For same
reason, the man's face stuck in his mind.
"Come, my child,” the old man said.
“They will be looking for you, and the
streets of Beijing are not safe at this
time of night. | have a small farm, a
few miles out of town, where you will
be safe. | live there with my family
and my students. | would be honored
if you would stay with me.” “How many
students do you have?" Akira asked. For a
long time the man was silent, then qui-
etly replied, “One. Now.”

Akira lived with Master Leung
and his family for many years.
He studied Wu Shu with the
master and went to a local
school with the master's
children. It soon became
evident that Akira was very
special, both athletically
and academically, He be-
came an expert martial artist
and a scholar. He was very
content with his lite for the
maost part,

In the back of Akira's
mind was the memory of
the shame his father
had brought fo the
family name. It would
abways haunt the bay un-
less he did something to restore the honor of
the Takashi name, something which would return the honor his father
had stolen fromthe country itself. He didn't know what he could do, but
he knew he couldn't do it in China. He would return to the land of his
birth — Japan.

Tokyo was not the way Akira remembered it from almost fifteen
years ago. A depression covered the city. People worked and worked
and never seemed to get ahead, while the corporations thrived. The
spirit of the country seemed to be draining away. If anly there was
samething he could do about it. Then it hit him: he would assemble a
team of musicians, athletes and martial artists to tour the country,

possibly even the world. This team could revive the spirit of Japan. It
was 50 obvious, he-wondered why no one had thought of it before.

He met Kyoko Kimura while searching for corporate backing for his
idea. Instantly, he knew that, while Japan's soul might be dying, its
heart was doing fine. This beautiful, intelligent young woman would be
his wife. Akira was sa entranced by her that he almest missed his
appointment with the head of the consulting firm where she worked.
While the head of the firm couldn't see the profit in Akira's proposal,
it didn’t stop Akira from arranging a date with Kyoko,

Dver dinner, he told her about his quest to restore his family's honor
and his idea to restore the spirit of Japan to its people. Kyoko agreed
that something had to be dane, and she might be able to arrange a

meeting with someaone that could help. Three days later, Akira and
Kyoko met with Samson Prowse the manager of Excaliber Produc-
tions, and Chimu Nikon was born,

Akira has become the leader as well as the founder of Chimu Nihan,
which translates to English as “Team Japan.” Toinstill the group
with more of the spirit of adventure and of Japan’s culture, he
has given each of its members dramatic code names. He
himself has adopted the name "Hikodoshi™ after a con-
stellation in the Southern
Hemisphere. This group of
stars Is named after an an-
cient Japanese legend which
emphasizes love, devotion and hard
work, ideals Akira firmly believes in.
Akira is hopelessly in love with Kyoko. He intends to marry her once
Chimu Nihon is a success. At that time he intends to reclaim his
tamily name of Takashi and restored the honartoit. Then, and only
then, will he ask Kyoko to share it with him,
Appearance: Akiraappears to be thinand lightly muscled,
which is an assumption he knows how to exploit. He
often dresses in a manner more befitting a school-
teacher than a fighter. With his small, round glasses
perched precariously upon the end of his nose and
his tweed jacket patched at the elbows, he hardly
seems a threat to anyone. Not so — he is as
much a mastar of Wu Shu as he is an intellec-
tual, Many opponents have mistaken his
bookish exterior for the real thing.

In his Hikodoshi persona, Akira likes to
don the dress of a peasant. His one conces-
sion to the heroic nature of his profession
consists of a beautiful silk sash he wears
about his waist. The sash is decorated with

stars and represents the Milky Way which
separates him from his love in the sky,
Orihime. He also likes to wear a pair

of tasseled leather boots, given
him by the Leung household when
he left China.

Playing Hikodoshi: You often prefer to read a good book to a night
out on the town, but when it comes to adventure, you're right in the
thick of things. Honar means a lot to you and you have dedicated your
lite to restoring the tarnished honor of the Takashi tamily name. You
see Chimu Nihon as a way to restore that honor by emphasizing the
ideals of Japan and communicating these ideals to the rest of the
world. Street Fighting has given you a way to do this, and Excaliber
Productions has given you the means to do it.

Quote: For the honor of Japan!
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Orttime

Kyoko Kimura has only been on the Street Fighting circuit
for a short while and is relatively unknown outside of Japan. At
an early age, she enralled in the Tokyo Kung Fu academy for
acourse inJapanese flower arranging. Between classes, she
would watch the students practicing their katas. The grace of
their movements enthralled her, and she would often catch
herself mimicking the moves as she watched,

it wasn't long before one of the students noticed her
watching and ridiculed her. “Look at you," he said. “Are you
afraid to take the class because you are small and weak?" He
continued to taunt her, maving forward menacingly as he did,
Kyoko was frightened by this rude man and Iried to slip past
him. He flung out an arm 1o stop her and, in a flurry of
movement, found himself suddenly flying through the air.
Kyoko was as surprised as the student; apparently she
had learned more from watching the Kung Fu than she
thought. The sensei, who had watched the altercation,
agreed and invited Kyoko to become his student
Stunned, she accepted his offer

A few years later, she graduated from business
schoal and the Kung Fu academy. A3 she maved
into the business world, her sensei urged her not
o squander her skills and use them for the
good of the people. She was confused by
his words, but agreed to do what she could
and accepted a job with a Tokyo-based
investrent firm.

She worked there for a couple of
years, practicing her Kung Fu when
she could and pondering her sensei’s
last words to her. She couldn't think of
a way that she could be of use to the
people of Japan, until one day in July of
1893, when she met Akira Leung.

Akira had just recently arrived In Japan,
seeking his heritage, and the fulfilment of his
missicn of atonement. When Kyoko saw him,
she realized that this man would be her hus-
band. Akira's meeting with the board want very
badly but he did manage to ask her to dinner,

Crver dinner, he explainad his Chimu Nihon
concept: Japan needed a team of athleles or
martial artists ta travel overseas, promaoting the
ideals and philosophies of Japan 1o the rest of the
world, So far, the government and many corpora-
tions had refused him. Things looked desperate for
Akira and Chimu Minon,

Kyoko asked if he had considered Straet Fighting. Akira
knew nothing about the circuit and said so. After a brief
explanation, Kycko said that she had certain business con-
tacts with Samson Prowse, who ownad Excaliber Productions.
She volunteered to help him arganize the project. He agreed,
and together they set up Chimu Nihon

Thay were surprised by the number of highly skilled appli-
cants that applied for membership in the team, but decided to
choose anly five of the younger fighters. While there were
many older, more experienced warriors, they reasaned that
the young Street Fighters, who made the cut would best
exemplify the youthiul attiiude of today's Japan. ThHey wera
also surprised to discover that they were both accomplished

martial artists and very much in love.

It was Kyoko's idea for the leam o assume heroic
code names to emphasize thair ideals. She also
insisted that she and Akira take the namaes of Orihime
and Hikodoshi, who are constellations in the Japa-
nese sky, depicting lovers separated by the Milky
Way. Akira agreed and announced his intention to
marry her once he had reslored honor 1o his
family name.

Appearance: Fyoko Kimura is small
even by Japanesa standards. In har Orihima
persona, she likes o wear a coslume remi-
niscent of a traditional Kimono, but
abbreviated to allow her free mavement.
She is also fond of lilies and will frequently
wear them in her hair during a fight. Oppo-
nents often ignore her in combat,
mistaking her schoaolgirl looks as an indi-
cation of her inexperience, Such fighters
nevar make the same mistake twice.
Dutside of the ring, Kyoka prafers to dress
in business suits and will aften put her hair
up to appear older,
Playing Kyoko: You are fun-loving and have a
playful sense of humor, except whan daaling with
business matiers, Chimu Mihon means a lof to you
but not as much as your love for Akira Leung. You
expect to marry him within the next two years, but
realize that until then the team comes first
Quote: Sirest Fighting is ke a delicale flower. It's
pretty fo watch but if you get too close, you could
damage something. If you want my advice, don't get
too close,
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Soulo TORA

Mo one really knows that much about Yuki Otonashi or i, in
fact, that is her real name. She is a tiger hyorid who was found
living in one of the tew wild areas of Japan, the Daisetsuzan
Matianal Park. Yuki has lived on the slopes of Daisaetsuzan's
three valcanaoaes for as lang as she can remembear, Unfortu-
nataly, that period of time only extends to a couple of years
back. Her earliest memary consists of waking one morning to
find herself surrounded by wild snow monkeys bathing in a hot
spring. She doesn't know who her family was or where
they might have gong, although she would
dearly like to know. She has litile tangible
about her past, except a gold locket which
she claims she has always had. The lockel
contains a picture of a young
girl similar in appearance 10
Yuki, although obviously
not parl-tiger. There is
also an inscription
which reads, "Best
wishes Y uki
Oronashi.” Itis un-
clear whether this
is the name of the
girl in the picture .V
or if the lockel was
meaant as a gift. In 4
any casa, Yuki has
taken that name as it
isas good as any ather

Akira Leung heard folkiales
about the mysterious Shoujo Tora,
or Tiger Girl, in Tokyo and decided
to investigate. The Tiger Girl had
peenhiding from the public for many
years, and it was no mean task to
locate her. Hunters had tried for years
to find her with litile success, Those few
who ohd manage 1o catch sight of her usually
regretted the encounter.

Eventually Akira succesded in tracking her down and
was abla o befriend her. She was enthralled by his stories of
civilization and the technological wonders it containad. She
agread to go with him back ta Tokyo on one condition: that he
heln her research her past. Akira agreed, and soon they wera
driving back o Tokyo

It wasn't long before Yuki took an interest in the newly
forming Chimu Nihon and asked to join. Kyoko was hesilant at
first. feeling that Yuki might not be able o control her tigar

)

instincts in combat, but agreed to a sparring malch against
her. Yukilost to the mare experienced Kyoko, but only barely,
The fight was intense and brutal. Both girls were surprised by
the ferocity and skill of the other and became fast friends
Akira, watching the match, noticed that Yukl incorporated
many moves common to Capoeira in her style. When asked

abaout this, Yuki replied that she had a dim memory of
someone teaching her these moves, but thal
was all.

Yuki scon became a full member of
Akira's team and decided to use the
name the people had given her,

Shoujo Tara. At apparently 15 years of
age, she is lhe youngest person in Chimu
Mihan. She looks up to Kyoko as a big
sister and has a crush on Akird:
Appearance: Shoujo Tora appears much
older than her 15 years, She stands five feet
and ten inches and weighs one hundred
and sixty pounds. Mast of this is due to
the tiger genes which have combined
with her human ones. She has a lean,
wiry build, with a tight, dense muscula-
ture which belies her body weight,
Apparently her hybridized muscles are
denser and mare compact that the human
varsion of the same. Her most distinctive
features are her catlike ears and tail as well as the
soft, white and black striped fur which covers her body.
In the arena, she likes to don costume that is little more
than a bikini as so not impair her movement. Apparently
the costumea was inspired by an animation characler
popular in Japan at the time.
Playing Shoujo Tora: You are usually very
happy and enjoy having a good time, Games of skill
appeal o you, especially those that involve athlatics
or fighting. The wilds constantly call to you, and you
return to them whenever you have free time. Chimu
Mihon is an exciting group to be with, and while
you realize that you are still inexperienced, you
manage to pull your weight in the group. They
are like the family you know you have but can't
remember, You have confidence in Akira’s
claims that he can restora your memaory or
find your family, but until then Chirmu Nihon
iz all you have. Perhaps that will be enough.
Quote: /e was easier in the woods,
but no way was it more exciting!

-
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Kuma My Anp SEwRer Kan

(Spiert of Fire AnD WateR Demon)

Little is known about these twin brothers as they are reluctant to talk
about their past, even with their teammates, Their real names are Hikaru
and Hiroshi Matsuda, They ac-
knowledge that they are in
fact brothers, but will
not tatk about their
family, exceptto
admitthatthey
do have one

The brothers
first met Akira
Leung when he was
torming Chimu Nihon,
They claimed that the Earth
ilzelf sent them to help him reju-

venate the spirit of Japan. Akira
was skeptical, or at least until the
brothers demonstrated theirincred-
ible powers. After this, Akira was
quite happy to welcome the twing
onto the team. Since then, the
Matsuda brothers have been valu-
able assets to Chimu Nihon.

The brothers have identi-
cal standings because they
only fighttogether. The ane
occasion they lost was to
the more powerful Howl-
ing Mongal Horde, The
match was arranged by
the unscrupulous
manager of the
Harde, an enig-
matic woman,
known onby as the lce Princess. The
Horde was far maore experienced, but
even so, they had a hard time dealing with
Chirnu Minon, especially the Matsudatwins. In
the end, despite the valiant efforts of Hikaru
and Hiroshi, the Horde won, a sleazy

victory which the brothers intend to

shove down their throats sometime in
the future.

Appearance: Hikaru and Hiroshi Matsuda are identical twins and
appear to be around 16 years old. Hikaru is a little more handsome that his
hrather, but this is due more to grooming and a charismatic bearing than
anything else, Outside of the arena the two tend to stick together and will
often be sean signing autographs in Tokyo, Hireshiis reluctant to meet his
new fans and usually dresses far more consenvatively than his flashy
brother.

Inside the ring, the two wear close-fitting costumes to emphasize their
“superheroic” personas. Hiroshi wears a blue costume, reflecting his

water-based elemental powers, and Hikaru's flame essence is indicated by
his yellow unifarm. They have tried to convince the other members of
Chimu Nihon to wear similar fighting gear to foster team unity. So far they
have not been able to convince Akira of the necessity, and Yuki is dead-set
againstit, {but then she isn't particularly fond of the clothing she's already
forced to wear).

Playing Hikaru: As Hikaru Matsuda, you have a disposition to match
the fire you control, You don't really have a hot temper, except with those
who really ask for it. You are like a brushfire when it come to your personal
lite. When you develop an interest in something, you consume everything
about it, and move on to whatever else has sparked vour interest when
finished. This tendency has made it hard for you when it comes to school
— OF FOMmance, g

Playing Hiroshi: You are also influenced by your chosen element. You
are cool, collected and show to anger. As far as your outlook on life is
concerned, you take it as it comes and conform yourself to the world
around you. You know that everything happens for a reason, and if you
work hard enough at something, you can change it. You are relentless in
your pursuits, tending to study a problem until you have felt out every facet
of it. Only after intense consideration will
you act, using the least amount of
effort necessary, Whether that force
consists of an intelligent rebuttal dur-
ing a discussion or a face full of sea
water is as carefully considered as
any other decision you make.

Quote: Hikaru — Hey
Squid-face! fse ihe litter
barrel, that's whatit's there
for. Oh, yeah? Come here
and say that, tough guy!

Hirashi— The world
is in a terrible state,
suraly you realize that?
I would like to discuss
the protilem with you, Of course,
next week will be fine, but |
wouldn't bring any of the
hoard af directors with you.
Why? Because they might
not be as understanding
as | am concerning that
secret merger you've
been planning afl year.
Of course, it might not
stay sacret for long.
Come by the office
tomorraw. | fook
forward to it,
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ARENAS

Oh great! A rock shaped like a giant skull. They always
mean trauble.

— Samurai Pizza Cats

Arenas are the pride of a Street Fighter and reflect the
esteem inwhich a fighter is held by his homatown, Il is possible
lo purchase and build an arena and keep ils presence a secret
from the general populalion. These secrel arenas are not
aporeciated by Street Fighters, who will rarely set foal inside
of one

Street Fighting 1s a speclacle to be shared with the public,
not a vice to be hidden away from prying eyes, There s no
glory in competing in secret and no honor 1o be found
confronting an opponant in the basemenl. An arena musl b
accepted by the fighter's peopla to be of any use to the fighter
Even Ryu's rooftop arena is known by his neighbors, it not
certain autharities, There are benefits to having an arena of
one's own but there are responsibilities as well

For a description of the Arena Background see the Street
Fighter rulcbook, page 57

MG an apena

It a character buys the Arena Background, then allow them
to construct an arena with the advantages listad below. If they
wish to create one later, you should make it something they
mustaccomplish incharacter, throughoutthe Chronicle, some-
thing more than a simple purchase with experience points.
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To create an arena, the fighter should have an Honor and
Glory Renown equal to or greater than the level of arena they
wish to purchase. (Beginning characters with the Arena Back-
ground da not need to meet this requirement.) The Arena
Background must be bought using accumulated experience.
If the character mests the Honor reguirements, then thay are
generally accepled by their hometown. [f the charactar is not
honorable, then har arena will be visited by the police more
often than spectators. It the fighter's Glary is not up to snuff,
then she will attract ruftians and scum to the matchas, which
will cause problems for the townsfolk. In either situation, the
arena will not slay open for long,



RESPONSIBILITIES

If the town accepts the fighter and allows the arena to be
built, there are a number of responsibilities the fighter must live
up to. Thisis an unwritten code and can vary from town to town
Typically it is an understanding which promotes good rela-
tions between tha town and the Street Fighter.

These responsibilities often include:

* Protecting the town from harm.

= Help individuals in dire need of a protector.

+ Minimizing the disturbance a match creates

* Improving the area an arena is buill in (donations or
community work will suffice.)

In return, the townspeople will look out for the fighter:

» They will warn him of newly arrived fighters.

» Protect the fighter from ringside interference.

= Warn him of weapons aboul 1o be used by an cpponant

* Share a portion of the side bets with the fighter (but anly
if the fighter is winning).

* Provide safe houses when needed.

Theimportance of being accepted by your hometown can't
he emphasized enough, especially since Straet Fighters are
involved in an illegal circuit,

ARENA Advaniages

The larger the arena, the more advantages the owning
Street Fighter gains when fighting in it. Also the more presti-
gious fighters will often seek out a well-known arena {and its
awner), The Arena Ability can be used by the visiting fighter to
understand and negate many these advantages, but only if
the charactar has enough time to study the arena.

Far each dot in the Arena Background, the advantages are
as follows ;

] The authorities can be convinced fo lock the other
way. You have no real advantages, save for the luxury of
having your own arena.

s+ At this stage, and hereafter, the fightar owning the
arena doublas all of her gains and losses in Glory when
fighting on her home turf,

ses  An arena of this size is fairly well-known (even if its
owner is not), Mevertheless, it has the attention of the fighter's
hometown and is "plugged in” to the Street Fighting circuit. Al
Honor gains and losses are doubled for the owning fighter
when she fights on his own turf,

sses Your arena is unigue and somewhat spectacular, It
has nooks, crannies and conditions that only you are truly
accustomed to. When rolling for damage in your own arena,
your difficulty drops to five (instead of six). You can decide
exactly what kind of conditions make il this way. However, an
opponent who makes a successful Perception + Arena roll
can negate this advantage, if their successes match the size
of the arena.

seens Yoo have an intimate knowledge of your arena, which
is unlike any other in the circuit. For the first three turns ot any
round, you may add +1 to speed, damage or movement. As
above, an apponent who makes a successiul Perception +
Arena rell can negate this advantage, if his successes maltch
the size of the arena.
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ather hand, a Freestyle mateh could pit a man with a bullwhip
and a trained tiger against a lunatic with a chainsaw.

Duelistiournaments vary more than any other, sothereis no
official rating system. Usually a Duslist lournament is spon-
sored by a rich entrepreneur or by a group of society
degenerates who are looking for exciling dinner entertain-
ment. Honor is a rare quality in this division, and there are very
few individuals who can make a career out of fighting in'il, as
casualties are very high,

Freestyie TournAMENTS

Many fighters like to combine maoves learnad from more
than one style of fighting. Usually these fighters will compeate
in the Freestyle division. Freastyle is usually the “catchall”
division, as many fightars have bean known to switch fram
their old division into this one. (afthough itis not unheard of for
afighter lo leave the Freestyle Division in favor of the Tradition
or Duelist Divisions —rare, but not unheard of. ) These tighters
usually make the switch il their standing in their previous
division has been irreparably damaged, usually by a long
losing streak. Fighters who swilch divisions are generally
looked down on by their new division's members until they
prove themselves in the ring.

A Freestyle tournament is more of a speclacle than a
Traditional event. The mixing of styles and training in any one
fighter can create surprising and spectacular movas. |f a
Traditional match emphasizes the grace and beauly of com-
petition, aFreestyle matchis a celebration of cutthroat brawling.
[tis rare for asingle dojo to sponsor these events, and far more

commaon fara country, Urgar-uaﬂnn Or even a manager to host
them.

Freestyie taurnamenls are the proverbial bread-and-butter
matches for most Street Fighters. While there is no official
ranking system, a simpie roll of Inteligence + Arena will tell a
character if the tournament is worth attending or not, Thera is
an undercurrent of information at these tournaments, and
many are used as fronls far nefarious activities. However,
there exists a strong bond of camaraderie amang the honaor-
able contenders in this division

Miep TouRNAMENTS

& wvery rare type of tournament, but one that deserves to be
mentioned is the Mixed tournament. Mixed tournaments take
all comers and are very similar to Freestyle matches in this
regard. However, there is a slightly wider range of styles,
objects and allies allowed in a Mixed tournament. Therrules for
gach Mixed tournament are unique (o that specific tourna-
ment, and thera ara only a handful of them in existence. The
most popular {as well as the most elite) Mixed tournamcnt i5
the World Warrior Grand Tournament.

PEENWS TWHENB

Here are a few weall-known tournaments to provide your
character with a new stomping ground (should he need one)
Obviously, the Storyteller can, and probably will, create her
own tournaments unigue to your chronicle for your character
to enter. You can use these tournaments included below as a
place o hone your character's skills or as examples and
termplates for your own tournaments. Alternately, you can use
them as settings for your own Street Fighter adventures,




Mownk's Seeott TournamenT, TIBET

This tournazment is held every four years. Buddhist monks
travel the world watching the Street Fighter tournaments. They
than choose the fighters they deem worthy of competing in
their tournamant. Mo ane knows ar understands the criteria
these ineffable monks follow when choosing the fighters.
Many of the fighters are not ready for the intense level of
compatition they face at this tournament. Yet the monks still
chaose them,

Soime think that the spiritual needs of the fighter calls to the
monks and draws them to the arena where the fighter is
Oithers think they get some sort of perverse kick out of seeing
peginners matchad up against experienced Velerans. Tha
only facts known for sure are the slyle of tournament and the
reward: a year of study in the Tibetan dojo. No one knows what
they teach, as the winners are sworn to secrecy as part of their
acceptance of the reward. However, it is known that fighters
trained by these monks seem ta have unusual command over
their inner resources.

These Tibetan monks have taken a vow of silence o betier
foster their sense of brotherhood and to isolate themsealves
fram the distractions of the outer world. In spile of this, they
have litte trouble locating the clandestine Street Fighter
matches or the fighter 1o whom their invitation belongs. Itis a
greal honar to be chosen by the monks, and no one has ever
refused to attend the lournament

The messenger delivers a scroll bearing the fighter's nama
and the location of the lournament, then silently withdraws,
iving the fighter to puzzie out the meaning of the scroll. The
scroll's paper is yellowed and brittle with age, yet the fighter's

name is written upaon this fragile paper. These monks must
have a deft handindeed ifthey are able toinscribe an invitation
an anciant paper like this. Pernaps the invitations were already
written and merely delivered as they are needed, but that
would mean that they were written when the paper was new,
obviously hundreds of years ago,

The tournament is held over four days at a simple monas
tery built upon a mountain in the Shipki Pass near the village
of Gartlok. The pass is one of the few means of traveling
between Tibet and northern India. The beast way (o travel to the
monastery is by flying inta Delhi and taking a car or bus north
o Simla. Often a car will be able to take you mast of the way
to the border, weather and other conditions permitting, of
course.

At the border, a guide may be hired to take the fighters the
resl of the way to Gartok, This part of the trip usually takes a
week of continuous travel by horse. Gartok is a guaint little
village dwarfed by the huge mountains that surround it on all
sides. The main road which passes through Gartok goes from
one end of Tibet to the other, although it looks more like a goat
trail than a road. The natives are friendly and courleous,
certainly mare so than the Chinese army patrols and bandits
which also pass through the area.

Overlacking the village is the monastery, perched precari-
ously near the peak of one of the smaller mountains here and
shrouded in mystery. None of the villagers has ever traveled
the treacherous path up to the manks” home, but they greettha
monks evary four years as they leave the monastery to invite
the fighters for the tournament, The inside of the monastery is
sparsely decorated, and the fighting arena consists of a huge
caurtyard, ringed with statues of past champions. One of the



statues is of Dhalsim and ancther appears to be of M. Bisan,
although damage to the head of the statue makes it hard to
identify the man.

All fighters are required to sleep in the village and to walk
the path each day to the monastery. The rigors of this climb are
presumed to purify the spirits of the tighters. Each day, all
fighters will face one cpponent, then return to the village. Itis
not unknown for tired or injured fighters to lose their footing on
the steep slopes and fall into the treacherous gorge skirting
the path, never to be seen again. The tournament continues
until all but two Street Fighters are left, and these two face off
for the prize.

The Tibetan Monk's Scroll Tournament is organized as an
elimination style event with the following rules:

« Weapons are not alliowed.

s All matches are single combat with no team events.

s Tha winner of each match advances to the next round.

» Any slyle or background is permitted o compete —
providing they have bean invited to do so by the monks.

« Competitors are chosen by the monks who seek out
worthy Street Fighters.

* The level of compelition is intense, and only warriors of
ranks 5 to 8 are invited.

= The tournament is held every 4 years,

The Storyteller datermines the reward, which will consist of
one year's training with the mastaers of the Gartok Monastery.

Tre Omnt Resources Open, WortbwiDe

This compelition is notorious as one of the most grueling
tournaments on the circuit, nat for the level of competition, but
for the sheer amount of combat involved. This event is held
infrequantly and is worldwide in scope. Omni Resources
sponsars and offers its backing to the winner in the form of an
exclusive contract, making the fighter a part of the Omni
Resources Street Fighter Stable, Ifthe fighters are already part
of a Stable, tha corporation will buy out their contract for an
incredibly generous price. Losing fighters who have distin-
guished themselves are often offered positions within the
corporation. All these considerations make the competition for
these prizes extrems,

Omni Resources is a global corporation invalved in many
different businesses, but is most often associated with the
exploitation of natural resources. One of the many branches of
the company is Omni Home Entertainment, which specializes
in made for video mavie releases, Recently Omni has decided
ta start & new series of videos called In the Realm of Conflict,
which contains highlights of their previous tournaments. The
line has been immensely popular and profitable for Omni
Resources,

The event is a round-robin format far teams of fighters.
Single combat events are also held at the same time as the
teams, but are less popular, both with the corporation and the
viewing public. & team must win two out of three malches
against any of the teams in their tier. Matches are organized
by the judging council hired by Omni Resources lo officiate
the taurnament. Each subseguent tier follows the same for-
mat, and matches continua to be arranged until all ethar teams
are eliminated but two. These two compete for the final prize.

This round-rabin style of tournament allows for many teams
o compete and for the individual teams to chose their oppo-
nents. The sheer number and diversity of teams makes the
combat grueling. Each team only fights a particular team once
per tiar, but will aften meet the same team again and again as
they both advance in tiers by beating other teams. Intensa

rivalries often result from these recurring encounters, and it is
not unknown for competitors to carry their antagonism for each
other outside of the ring.

Omni Resources arranges for a neutral arena for the com-
petitors to fight in, They usually make use of their facilities
scaltared across the globe. One match may take place ina
London factory at night, while a couple of days later, the Street
Fighters may be competing underground in a Welsh slate
mina. A week later, the site could quite likely be of a logging
camp in Northarn British Columbia. Whatever the venue, Omni
Resources always makes sure to have plenty of spectators on
hand and a good film crew lo record the combat. Thay also
tend to plaster the arena with advertisemeants for their latest
business acquisition or product,

Team managers also take advantage of the fact that the
tournament is being recorded for video and atternpt to secure
endorsemeants from other companies for their fighters, Other
multinational corporations are willing to sponsor teams of
fighters sothat their logos can be incorporated into that team’s
wardrobe, Most are satisfied with a small emblem sbmewhere
on the fighter's costume, while others insist on a larger one.
Who can forget the year a young Balrog appeared wearing a
bright red jacket with the *Burger Kid" emblem stenciled on
the back?

There are rumors that the tournament is a coverl recruiting
drive by Shadoloo. Omni Resources denies.any connection
with any criminal organizations and has a huge legal depart-
ment ready to confront any accusations along those lines. A
few Street Fighters have been jailed for slander and bank-
rupted by legal bills, but most know enough to keep their
suspicions to themselves. Life is much easier that way, and
there really is no solid proof of these accusations.

The Omni Resources Open is organized as a round-robin
Freestyls tournament with the following rules:

» The use of weapons is permitted, except for firearms.

e All matches are team events, There is also a single
combat tournament which follows the same rules as the team
avents.

» To advance to the next tier, a team must win two out of
three matches.

» The final tier is determined when only two teams remain.

= Any style is permitted to compete.

« Competitors who wish to compete must sign a waver,
which allows all profits from filmad matches to be retained by
Omni Resources.

« Any rank of fighter is invited to attend.

* The tournament is held once every few years and usually
lasts about six weeks,

The prize consists of a contract making the team part of the
Omni Resources Fighting Stable for one full year. Winners
receive the corporate backing of Omni resources (equal to the
Backing #=#= Background) and access to the extensive train-
ing facilities of the corporation (equal to the Staff see
Background). There is also a $500,000 purse for the winning
team.

Wortd Creeur TournamEenT, WortDWIDE

Often called the “flashfire” tour, this tournament is the
longest, most vialent and least organized street fighting tour-
nament in existence, and none of the fighters who participate
in it would ever change it. Many Street Fighters are involved in
this tournament and proud of it. This neverending tournament
is commonly refereed to as “the Street Fighting Circuit," and



many fighters don't actively seek out any af the other tourna-
ments, as this is the only one which interests them.

The rules are simple: lind atighter, beat the fighter and have
your results recorded. The Street Fighter circuit has estab
ished a 900 number for this purpose. Matches canbe arranged
by the fighters, managers or circuit administration, orthey can
just happen. The attraction of the circuit to many of the lighters
is this lack of organization. [t appaals to their vision of the world
they live in. Like old fashioned gunfighters ar ancient samurai,
they like the idea of finding an opponent and calling them out.

A fighter must be prepared to accepl a challenge at any
time in any place. Of course they could always refuse a
challenge, but to do so would lose face, as well as Honor and
Glory. Another drawback associated with refusing challenges
g less obvious, Once the fighters on the circult hear rumors
that a fighter has consistently refused challenges, they will
frequently go out of their way to seek the coward out. Like
sharks in a frenzy, the circuit will sense the weaknass of one
of their own and attack. If the fighter in guestion has refused
malches with Street Fighters of egual or lower stamding, they
will be particularly zealous in their pursuit of the fighter, This
halds true of teams which refuse challenges as well

Ihe World Circuit has no organization, except tor a central
bady, which records participants and match results. The
"guidalines” are as follows:

s Weapons are nol permitted, unless both participants
agres 1o their use. Firearms are always prohibited.

¢ Single or team malches are allowed, and results are
recorded for any match held

= A fighter may decline a challenge.

= A match can be hald anytime, anywhere, although fighters
are on their own if caught by the police

= A fighter may challenge someone of any rank, though it is
cansidered poar farm far a higher-ranked opponent to chal
lenge a lower-ranked one. -

= Wew fighters may enter the circuit by challenging another
circuit fighter

M. Bison likes to invite the best of the fighters on the circuit
to a private tournament, held sporadically at his island far-
tress. Other than this there is no raward, save Honor, Glory and
the opportunity to be the best. Every six months, the top
fighters' names are posted for all contenders to see

The taurnament is worldwide and never-anding.
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MASTERS

The student has surpassead the master,

—Darth Yader, “Star Wars"

The ultimate attainment of any martial arts style is the rank
af master. Masters embody the wisdom and enlightenment of
their particular art form, often to the exclusion of all else in their
lives. Solitude and meditation are their paths to enlightanment,
The seeking of fundamental insight cccupies their thoughts,
and the guest for personal fulfillment consumes their lives.
They see knowledge in every move they make and meditate
upon the value af the mostinnocuous occurrence in their warld.
It is & great honor for a fighter to be selected by a master for
perscnal tutelage.

Masters are a solitary lot, frequently sequestering them-
selves in secluded spots to better follow their disciplines. Most
have left the affairs of the world to the more warldly followers of
the martial arts, but nol all. The World Warriors are all masters
in their own rights. In their own way, they are advancing the
beliefs of their martial arts by demonstrating their ideals in and
out of the ring. Most masters teach only a select few and will not
demonstrate their own powers cutside of a dojo. These believe
that meditation and practice are enough to perfect their arts,
wilhout resorting to competition. True masters rarely resort to
brutish contests to further their studies,

Ryu tells a story from his early years as a student of the
Grand Master of Shotokan Karate, the legendary Gouken, One
day, a stranger had appearad at the gate of his master's dojo
seeking entrance. Al that time, Ryu was still had much tolearn,
but was filled with arrogance over what he was already ca-
pabileof, Watching over his shoulder, Gouken bade the stranger
enter and politely asked his business at the dojo.

Tne man answered that he intended to challenge Gouken
for the title of Grand Master and advanced along the path
towards Gouken. Taken aback, Ryu rushed to his master's
side, seeking to protect the old man. When the stranger
reached the dojo, Gouken acknowledged his claim as Grand
Master and, bowing deeply. returned to his maditation. With
that the stranger also bowed, showing his respect for the old
man, and left,

Ryu was confused. How could his master have relinquished
his title so easily? He would have fought for it, perhaps aven
died. He followed his mastar to ask him why: Gouken marely
pointed to the intricate rock garden outside. Amid the delicate
patterns of the pebbles were unsightly marks |eft by Ryu as he
had rushed to his master's side.

As you can see, the distinction between masters of different
ranks is not always one of training or experience. The way a
master lives his life is as important to his ranking as his
knowledge of his style. Sometimes the difference between
mastars and Grand Masters is one of discipline or attitude, not
only of the master but of his studants. The actions of a masler's
pupils always reflect on the master and can adversely affect
his standing in the marlial arts community.
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Finding a sensei can be quite difficult or surprisingly easy.
Some masters run dojos which accept any students. From
these classes they select the students who show the most
promise for private tutelage. Gouken was known 1o operate
such a school in Tokye. Sometimes these schoals ara run by
unscrupulous martial artists passing themselves off as mas-
ters whan they are in fact little more than students themselves.
The only way to be sure that your sensei is in fact a master is
to learn from him. Eventually you will realize the true worth of
your teacher, This is your first step upon the road to enlighten-
menl.

Other masters dwell in remote locations Lo isolate them-
selves and their students from the distractions of the modern

have access
rule bc":lk.




world. Shrines and monasteries are frequent homes for sensei
because of their serenity. Likewise, inaccessible locales are
also tavorad, whera simply finding the master is atrial. Rumars
of a Wing Chun Kung Fu school deep in the Amazon Basin
seam to bear out this fact

Ocecasionally a master will accept a student of exceptional
merit from another fighting style. Of course the student is
required to immerse hersell in the doctrines of the master's
style, The basics must be learned and relearned before tha
student is ever introduced to the more advanced technigues.
Learning new moves requires that the student learn to adapt
his own style to that of the master. Many students are unable
lo do this and are forced to admit failure, sometimes after
years of training

A fighter skilled in mare than one style of fighting is incred-
ibly formidable and equally rare. A master may refusé to teach
the applicant, or the student may not be able to handie the
cross- training. No one knows if there are any truly successful
Strest Fightars who praclice two styles.

FinpING A MASTER

it is easy lo kill somecne with a slash of a sword. it is hard
to be impossible for others to cut down.

Miyamoto Musashi, "The Book of Five Rings"

There are two methods used to find a true master willing to
teach a Street Fighter. One is the Path of Honor. Masters on
this path hold persanal truth and enlightenment above all alse.
The ather method is the Path of Glary. Masters and students
on this path value anly results and accomplishments, While
many of them are great fighters, they have no inner harmony
to speak of,

Twe Patv of Honoe

The Path of Honor requires that a fighter live by a strict code
of ethics. If she maintains an honorable lifestyle and becomes
known as a virtuous person, they might be accepted by a
master. A master following the Path of Honor will only teach
students who themselves are honorable and live up to the
master's strict codes of conduct, which, depending upon the
master, can include:;

* The student does not kill,

+ The student does not let others suffer,

* Tha student does not covet wealth

+ The student seeks challenges in combat, not victory.

* The student is judged by his peers as honorable.

# The student is proficient in their chosen style.

Only if the fighter measures up to these guidelines will a
master agree to teach her,

Finding masters on the Path of Honor is not easy. These
elusive masters like to make themselves difficult to find. They
feel that the journey itself should be the first lasson.

Usually a fighter will hear of a master from a fellow fighter
wha trained with the master. Of course, this is all part of the
mastar's ineffable plan. The student is sent out after being
trained and allowed to send back honorable men and womean
whao are in need of the master's lessons.

Traveling lo the master's retreat or secluded dojo usually
nvalves encountering injustice or evil influences along the



way. Most fighters take this in stride as the way the warld
works. This is not so, Why is a mastaer's monastery built in an
area frequented by bandits or in a small country suffering
under the yoke of an appressive ruler? This is because the
master wills il What better way to study the worth of a pupil
than by regarding his reactions o the injustice around him?
Forthis reason, the area around a master is frequeantly rife with
crime and poverty. Occasionally a master is torced to move
when his students clean up an area, but this is always a happy
occasion, even if the master is forced to vacale a thousand
year old temple

Oin rare occasions, a master will seek out a worthy student,
In these instances, the master never reveals his actual iden-
tity, but will let the student learn over time. There is always a
reason why a follower of the Path of Honor leaves his home to
seek a specific studenl. This may be to further his family or
dojo's teachings, to defeat some evil ar simply to tutar his
raplacemeant.

In any case, the master will set tasks or obstacles for the
student to conquer as he advances intraining. There is always
some higher purpose behind these which the teacher intends
the student tolearn, such as the importance of love and mercy,
or that the fight, not winning, is everything. Many valuable
lessons can be learnad from an honorable defeat.

Students of the Path of Honor are constantly bombarded by
lessons of ife and inscrutable riddles. Everything is a lesson
to be learned.

(& fighter's Honor must be at least six and must always be
higher than their Glory Renown to be taught by a master of the
Path of Honor, though there are exceplions, such as Ken.)

Tue Patw of Glogy

Very few masters follow the Path of Glory. This group is very
mercenary and will leach only the richest or most famous
students. They are usually quite well known, being ex-fighters
themselves or descendants of a well known dojo. These
masters have become old or infirm and wish to relive their past
glories through their students.

It is easy to find these masters, as they tend to advertise
their presence. Fighters must already have established a
name for themselves before a glorious master will teach them
Winning is everything to these men and women. If a lighter
drops in his standings or experiences a losing streak, the
mastar will be very angry. A losing fighter reflects poorly on his
master's worth and cannot be tolerated. If the losing slreak
continues, the master will throw the student out of his dojo.

Following the Path of Glory is very difficult. Losing status is
the same as failing. Most students don't fully comprehend the
drives behind these masters, and faw mastars themselves
understand it. The glare of television lights has blinded the
master to the world around them. They live only to improve
their skills and popularity, seeing it as a form of immartality,

These masters are constantly in demand for their teaching
skill, but little more than fighting can be learned from them.
Few hanarable fighters can study from this kind of master for
very long, but may be able to stay around long enough 1o pick
up an important move or two before the master's attitude
drivas them away,

{Afighter's Glory Renown must be at least six to study from
a master who is on the path of Glary. Fighters with high Honor
will probably find their ethics compromised by such amaster.)
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seen one toa many flighters crippled in the ring. Then again,
they could be simply getting old and slow, Whatever lhe
reason, fighters will think about life outside of the ring and
retirerment. Yet many of these old war-horses ara reluctant to
leave the life behind altogether, Here are a few of the careers
that retired fighters take up.

Taniing HALL

It 1z common for a fighter to establish a dojo or training hall
to teach students the ways of their fighting slyle. This allows
the fightar to still be influgntial in the world he loves, evenif he
cannot continue in competitive matches. 1t also pays the bills,

& player may decide to retire a fighter who has been losing
constantly and begin & new ong. The old fighter may start a
dojo and assist in the training of the new one. Perhaps the
teacher has been hurt or forced off of the circuit and is using
the younger student to exact his revenge. This can establish
& continuity to a chronicle, like passing the lorch from one
character to another. Building a training hall can help a fighter
who is walking the path of the master. They may teach and
learn at the same lime, Perhaps they have not reached the
poinl where they are wiling to abandon their life for the
seclusion of a master's retreat. Many of these fighters be-
came seduced by the success their students acquire. They
turn away from the Path of Honor and towards the Path of
Glary. These fighters have failed to become true masters bul
are still valuable teachers.

Some Street Fighlers maintain a dojo during their competi-
tive career, although most find that the pressures of competing
occupy all of their free time.

Marriage |

Running the Street Fighting circuit brings you in contact
with many, many people. Itis possible for a fighter to meet thal
one special parson, whom he wishes to spend the rest his life
with, This persan can be another fighter, a manager, a spec-
tatar or even the rookie cop who raided your first match and
threw you in jail. Whoever the person is, the attraction is
undeniable. and your fighter considers marriage

The circuit just doesn't seem as much fun as itused to. It's
all well and good getting punched in the head by Zangief, but
if your loved one isn't there to kiss it better, what's the point?
Maybe you should just get aut of itwhile you still can, get a real
job and raise babies.

Storyleller characters may be willing to seftle down with a
character youwant to retire, but this doesn't have to be the end
af your character's involvement in the aclion. Eventually the
character may have children who are raised inthe character’s
fighting style and eventually find their way onto the circuit. This
has great possibilities for an ongoing chronicle featuring a
farmily legacy of fighters,

You've seen how it's done, but you know you can do a better
job. As a fighter, you took night classes in Finance and
Promotion and now you're ready to start your own Stable.
You've got a bunch of investors lined up, and all you need are
the fighters,

Your character may be reluctant to leave the Street Fighting
life. Managing gives you an excellent opportunity to keep an
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old character around as an exira. Granted the manager might
not shaw up in all the stories, but he can still be invalved in the
action. This is an excellent solution for a player whose time
demands don't permit her lo play inall of the group's ons,
vet still wanls 1o make guest appearances frem tm-; to Tlm-:'.

R
oL 4 TournmenT

Mastars and training dojos commanly sponsor tourna-
nents, but there is nothing stopping your fighter from holding
one. A lot of prestige is given to the I'u':i--r u" a lournament.
Many retired fighters are able to remain very influential in the
Streel Fighter circult this way

Your character will need to have the facilities 1o hold a
tournament, such as an Arena Background of at least four
dots. You will also naed at lzast three dots of Resources {(or
Backing) lo finance the tournament. Then you will need to
supply the prize. A purse usually refers to a sum of money
which is wan by the best fighter, although sometimes |'—"-"'.'E|f\-
and other objects are awarded. Other lourneys have maore
esoleric prizes, such as an ald scroll with an ancient meaneuve!
inscribed on it or an oppaortunity to sludy with a mastar, In any
case, you will have lo arrange for the prize.

To hold a tournament, a lighter must have at least six do
of Glory for the tournament to atiract lighters. Any less and few
fighters will even hear about the event. A fighter with the
Promate Ability may add their dols in Promote to their Glory
total for the purpose of advertising this tournament. Using
promation will attract more fighters, but the better competitors
will realize that this is more hyps than substance and think
twice about attending

The fighter must also have at least five dots s of Honor 1o l.d.-r-
fighters lrust the tournament to be fair. There have bee
incidances of rigged or biased tournaments, and managers
are always on the look ou! for these, The Tlg ter holding the
tournament may in fact be very honorable, but it they haven'
had a chance to demonstrate this fact {i.e.. a anaugh
Honor), many managers will be reluctant to take a chance on
it

JLIirE

Holding a successful tournament will give the N 3h|~- and
the tournament itself) five temporary dots of Honor and Glory,
Thera are advantanes 1o holding tournaments. Many fightars
sea il as a form of immortality as well as an honor o have a
tournarmant held in their name. Perhaps there will be a Chun |
Invitational or an M. Bison Cup tournament

WALKING THE PATH OF AN

The penetrating britiance of a sward

wigided by a man of the way

strikes at the gvil enemy

iurking deep within

one's own body and soul

Marihei Ueshiba (1883 - 1969), founder of Aikida

Street Fighters oflen dream of aftaining the rank of mastar
n 1heir particular style. Few have the will or discipling
actually attain this goal, but for many. the very pursuit of this
goal is as good as attaining it. Ryu plans on becoming a

master when ha retires.




ABILIMES PEOWIPED TO BECOME A MasTep

Itis said that to become amaster of any given style, afighter
must know everything about all ather martial art forms, This
isn't completely frue, but a master must have an exceptional
knowledge of the other styles in order to be prepared to
counter their specific maneuvers. A master must have five
dots in the Knowledge of Style Lore in order to meet this
demand,

Knowing the many opponents is not encugh. The master
must also have keen wisdom when dealing with people. She
must be able to look deep within a person and recognize what
she sees there. How will a student know if she has potential if
you yourself are unable to see it7 A talent for Insight is required
to plumib the depths of adisciple’s essence and recognize the
potential inside or the influence of evil. A master must have at
least four dots in Insight

Strange happenings have a particular attraction to masters.
They believe that what has happened in the past has a direct
connection to events which occur in the present. To be
ignorant of the past is to be oblivious to the present. Places of
ancient limes are attractive to masters and are frequently
sought out for their powerful influences. A master must have
at least four dots in Mysteries.

Masters must also have the ability to convey their lessons
to their students. otherwise a master's knowledge will die with
her. Knowing the roots of a Maneuver or Technigque is useless
if you cannot express this knowledge in a way that your
studentls can understand, A master must have at least four
dots in Instruction

TeCHNIDUES

Masters must have four of their Techniques at a minimum of
five dots. The other two may not ba less than thrae. A number
of World Warriors are already masters in their own rights. Mone
of them are willing to forsake their lifestyle to become a master.
However, no oneg is closer to retiring than Ryu. A great number
of masters have Techniques higher than five, and one or two
of the greatest are rumored Lo have Technigues beyond eight!
In order to master a style a character must have also learned
all of the Spacial Maneuvers associated with that style. Only
then can they call themselves a master
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New SPECIAL MANEUVERS

Just when youw think you've seen It all, some freak upstart
hops in the ring and hits you with some mave thal's lotally new.
It takes you complerely off guara. After having competed in the
Street Fighter circwit, | really do beligve thal anything's pos-
siblo.
— Dee Jay, interview in Aolting Stone Magazine

Ower 50 new Special Maneuvers are includad in this boak
Some of them can be learmmed by anyone, while others are
spacific to the new styles and Unigue Backgrounds introduced

garlier

Bost1-ken (THume Drive)

Prerequisites: Punch =ee Shikan-ken

Power Points: Minjitsu 2

The thumb-drive fist, or Boshi-ken, is ke a reqular punch,
except that the thumb protrudes along the front of the fist and
is used for striking the opponant. Typically the force of the
punch is direcied at the nerve clusters of an enemy’'s muscles
for maximum effectivenass

System: An opponent struck with this punch will suffer
numbness during the following round, If any damage is in-
flicted, the opponant suffers a -1 to Mowve during the next round.

If no damage was scored by the Ninja, it is assumed that the
strike mizsed the targeted nerve cluster and doesn't slow the

target appreciably
Cost: MNone
Speed: 1
Damage: 2
Move: +0

Hﬂ}'makar
Shikan-ken

Shutg

Widowmaker

Ax Kick

Cartwheel Kick

Heel Stamp

Reverse Frontal Kigk

Grab;

Dr’sangagﬁ.
Dislocate Limb
Eye Rake

Jaw Spin.
Ripping Bitg
Srﬂﬂper
Tearing Bite

Athletics:

Displacemant
Dragon’s Tajj
Esquives
Founce

Tail Sweep
Typhoon Tajf
Upper Tail Strike

Enveiop
Fire Strike it

Shrouded Maoon
Speed of the Monsa
Spontan

Stone i Cm'_'mt‘im
Vacuum

Variom
Wall
Weigh[




HAYMAKER

Prerequisites: Funch »

Power Points: Any 2

The fighter actually winds up like a baseball pitcher to
delivar this crude yel powerful punch. Sha first reaches as far
dewn the to ground as she can without overbalancing herself,
Then she whips her fist in a wide arc over her own head and
directly onto her opponent's. The momeantum imparted by the
wide overhead swing imparts tremendous force tothis maneau-
ver, Bacause of the windup reguired, it is hard to move while
executing this maneuver.

System: The Haymaker is used like any other punching
maneuver, with the modifiars below,

Cost: None

Speed: -7

Damage: +4

Move: -2

SHikan-ken (Nivea Knucekte Fist)

Prerequisites: Punch =

Power Points: MNinjitsu 3

Shikan-ken is very similar to a Jab, but the striking surface
is significantly different. Most punches are thrown with a
clenched fist, which provides a wide area of impact. When
throwing a Knuckle Fist, the Ninja does not flex the innermaost
joints of her fingers. This leaves the bony middle knuckles as
the striking surface. The reduced area of impact increases the
strength and damage of the punch,

System: 4An opponent struck by the Knuckle Fist must
make a resisted Strength test to see if they are also knocked
back one hex. This punch will cause a Knockdown against
jumping cpponants,

Cost: MNone

Speed: +1

Damage: + 1 (may knock back an opponent one hex)

Move: +0

SHuto (Sworp HAND)

Prerequisites: Funch === Shikan-ken

Power Points: MNinjilsu 2

The arm is swung in a wide arc toward the target. Atthe last
moment, the Ninja's fist unclenches, and the fingers formaline
90 degrees from the palm. The lower edge of the fingers
strikes |he larget with a force similar to that imparted by a
aword or club,

System: This punch ignores any bonuses the target gains
from armor, Toughskin or similar powers. A larget without such
protection suffers an additional +1 to damage,

Cost: Mone

Speed: -1

Damage: +3 (or +4, see above)

Move: -2

Wipowmaker

Prerequisites: Punch ==+ Jump, Haymaker

Power Points: Any 1

This move is similar to the Haymaker, except thal the fighter
makes a short jump to increase the damage inflicted. Gravity
and the punishing mass of the fighter propel the attacker's fist



directly onto the target's head. This move s slow, butwhen it
connects, it will often end a fight

System: The fighter may jump up to two hexes toward an
opponent befora inflicting damage. Any larget damaged oy
the Widowmaker sulfers a Knockdown. Because of the aver
hand strike involved with this move, a jumping target will not
be hit, as the punch doesn’t develop any real force until the
swing is complated.

The Widowmaker is an Aerial Maneuver and can beusedto
avoid projectiles.

Cost: Mons

Speed: -3

Damage: +5

Mowve: 2 (max.)

Ax Kick

Prerequisites: Kick »=_ Jump

Power Points: Savate 2, Special Forces, Western
Kickboxing 2; Kung Fu, Shotokan Karate, Wu Shu 4

One of the faw airborne kicks favored by Savate fighters,
this move is also popular with other styles. The attacker begins
this attack by jumping into the air and stretching his leg high
above hiz head. He then slams the leg down onto his larget's
head or shoulders, using his height and momentum to in-
crease the force of the blow, Few Street Fighters can withstand
the farocity of an Ax Kick

System: This attack is considered an Aerial Maneuver
and may be used to avoid projectiles. The fighter travels his
allowed moverneant in the air using the -2 modifier and ends his
attack in the same hex as his target. Because this attack
targets the head from above, crouched opponents ara struck,
Jumping opponents are likewise struck and will sulfer a
knockdown,

Cost: MNone

Speed: -1

Damage: +4

Move: -7

CartwHeeL Kiok

Prerequisites: Kick == Athletics e

Power Points: Caposira, Minjitsu, Wu Shu 2; Any 3

The fighter flips into an acrobatic cartwheel, smashing her
teet and fists into her opponent over and over again. The
amaunt of ground covered is truly amazing. This move is also
used to put distance batween a fighter and an opponent who
is pressing har too hard.

System: 4 Cartwheel Kick must travel in a straight ling in
any of the six directions available to the Street Fighter, When
an opponent is encountered, the fighter doas not stop but
pushes her opponent back one hex. For each hex an oppo
nent is pushed back, the opponent suffers one attack using
the madifiers balow,

The fighter may end her turn in any hex she likes along her
line ot travel. Cartwheel Kicks must travel in a straight line,

Speed: -0
Damage: +1 (per hex)
Move: +4




CartwHEEL Kick

Heer Stamp

Prerequisites: Kick = Athlatics =

Power Points: Ninjitsu 1, Any 3

The Hesl Stamp is designed to increase the distance
between a Minja and an enemy who is pressing the Minja too
hard. The Minja raises her leg in front of her and lashes out,
slamming her heel into the closing opponent’s chest or block-
ing arms. The two warriors are propalled directly away from
gach ather.

System: The MNinja causes very little actual damage with
a Heel Stamp, the maneuver is primarily used to gain breath-
ing roam or 1o set up a more offensive move for the next round
{or to knock the opponent off a cliff, into a vat of sulfuric acid,
etc.). The Ninja moves back ane hex, while the target moves
in the opposite direction

The larget is moved a dislance inhexes equal to the (Ninja's
Strength + Athletics) minus the target's Strength.

Cost: Nane

5FHH: +2

Damage: -4

Move: +1

Reverse FrontaL Kick

Prerequisites: Kick *#= Double-Hit Kick
Power Points: Savate, Western Kickboxing 1; Wu Shu 2,
.ﬁ'xr‘u',-' a

The fighter launches a feint kick past the head af his
apponent, then guickly reverses it with a sharp snappmg
mation, driving his heel into the back of the apponent’s head

System: The Reverse Frontal Kick hits only cnce, using
the modifiers below, This kick ignores Block Maneuvears

Cost: MNone

Speed: -1
Damage: +3
Move: -1

GrAE
DISENGAGE

Prerequisites: Grab »s Athletics se

Power Points: Minjitsu 1; Malive American Wrestling,
Sanbo, Spanish Minjitsu 2; Any 4

This maneuver ulilizes a fighter's flexibility and guickness,
enabling her to extract herself from an opponent’s grasp.

System: A lighter may play this move during any turn in
which she is in a Sustained Hold., When played, the captive
tighter rolls a second time to try to escape from her caplor.
However, for the second roll the fighter rolls her Dexterity
versus her opponent’s Strength. If she escapes and has any
Move left, she may move away from her cpponent.

Cost: Mone

Speed: +1

Damage: MNong

Move: -2

-



Distooate LIME

Prerequisites: Grap ===, Kick == Athletics =

Power Points: Capoeira, Ninjitsu 2; Kabaddi, Sanbo,
Mative American Wrestling, Special Forcas 3

Jumping torward, the fighter grasps his ocpponent's arm
lightly with both of his. He then lifts one leg into the pit of the
ppponent's arm and pulls with all of his strength. This pulls the
shoulder joint loose from its socket, causing incredible pain
and immaohilizing the arm

Very litthe damage is inflicted by this maneuver, but itis an
effective way to deal with an opponant who specializes in
punches

System: Tho turn aftar a fighter's shoulder has been
dislocated, he suffers a -3 Speed penalty. This is because he
is forced to pop his arm back into its regular position. Ay
punches used this turn will have a -2 Damage modifier, as the
fighter attermpts to return some feeling to his arm. Alternately,
the opponent can choose not to relocate his arm. However, he
may anly throw kicks until he take the time (and the -3 Speed
penalty) to relocate his arm

Cost: Mone

Speed: -1

Damage: +1

Move: +1

Eve Rake

Prerequisites: Grab » Punch =
Powar Points: Minjitsu 1, Any 2

In & truly desperate move, the fighter clenches her fingers
intc a claw and rakas them across her opponent's eyes. The
pain caused by this is incredible but usually does not resultin
any permanent damage.

Few Street Fighters use this attack, as it is considered
axtremaly poor form. Nonatheless, this move has often meant
the difference betwean winning and losing a match.

System: Vory liltle damage results from this attack, but for
the next turn the opponent must fight Blind. If her Blind Fighting
Skill is zero, she is effectively dizzied

A fighter forced 1o resort to this desperate move loses ane
termporary Honor point. 1f an Eye Hake is used in a tournament,
he will also lose one tempaorary Glory point

Cost: MNone

Speed: +2

Damage: -2

Move: <0

Jaw Spin ~

Prerequisites: Grah #se++ Athletics === Tearing Bite

Power Points: Animal Hybrid 3

Truly a terrifying tactic. The fighter assumes a crouching
stance (apparently a Block Maneuver) and waits for her
opponent’s attack. When the attack is launched, the hybrid
jumps, grips her assailant’s limi in her jaws, and worries the
opponent.

System: To be successful, the hybrid must actually allow
the slower attack to hit, If the opponent's attack is faster, this
maneuver cannot be played. Once the blow has landed




{assuming the hybrid is not dizzied and is still on her feet), she
then executes the Jaw Spin.

When determining damage done by this attack, the Arimal
Hybirid Background is used in place of the hybrid's Grab
Technigue,

Cost: 1 Chi

Speed: +1

Damage: +5

Mowve: Maone

Rippine Brre

Prerequisites: Grab =+ Bile

Power Points: Animal Hybrid 2

Animal hybrid Street Fighlers often use their jaws as weap-
ons, The fighter chomps down on the limb he wishes to
weaken, and then tries to tear the muscles and ligaments from
their connecting tissue. It is because of this maneuver (and
others like it} that animal hybrids are looked down upon, inand
out of tournaments.

System: The fighter leaps forward and indicates which
limb he wishes to strike. A successiul rollinflicls damage and
causes the targe! 1o suffer a -1 penalty on both Strength and
Dexterity tor the remainder of the combat. This maneuver can
be perfarmed multipla times, thus further impairing an cppo-
nent,

When determining damage inflicted by this attack, the
Animal Hybrid Background is used in place of the hybrid's
Grab Technigue

Cost: 1 Willpower

Speed: -1
Damage: +1
Move: Cne

SLEEPER

Prerequisites: Grab see

Power Points: Sanbo, Mative American Wrestling 3,
Sumo, Special Forces 4, Any &

The wrestler grabs her opponent and quickly positions
herself behind him, simultanecusly wrapping her arms around
his neck and haad. In this position she massages pressure
points on the scalp while compressing the carotid artery,
which contrals the flow of blood to the brain, Eventually the
lack of circulation will cause the opponent ta lose conscious-
ness.

System: |f the character can maintain her grip for three
raunds. including the first, she will aulomatically dizzy her
opponent, This is a Sustained Hold,

Cost: 1 Willpower for the first turn only.

Speed: -1

Damage: +7

Move: One

Teaeing Brte

Prerequisites: Grab == Athletics ==, Bite

Power Points: Animal Hybrid 2

This Special Maneuver is similar to the Head Bite (see the
Street Fighter rulebook, pg. 119), except that as the
fighter's teeth baar down on his oppanant’s neck, he also
applies leverage to the victim and throws him over his back.

System: Afier applying the damage, the attacker then
throws his cpponant in the opposite direction from the one he
is facing. The victim travels a number of hexes equal to the
fighter's Strength -1.

Like the Jaw Spin, this Special Maneuver uses the Animal
Hybrid Background in place of the fighter's Grab Technique
when determining the damage for this attack,

Cost: | Chi

Speed: +1
Damage: +4
Move: One

DISPLACEMENT

Prerequisites: Block e Alhlelics #» Punch », Esguives

Power Points: Savate 2; Spanish Ninjitsu 3; Wu Shu 4

This move consists of a quick sidestep, which allows the
fighter to dodge an oncoming attack. The fighter may then
exacute a short jab if the opponent is still within range. Many
oppanents are intensely frustrated by this evasion, which is
commonly practiced by Savate fighters

System: This maneuver is completely effective only if the
fighter has enough Move to initiate a counterattack and is
guicker than his adversary. When the opponent begins his
attack, the fighter must have encugh Speed to interrupt the
altack; otherwise, the Displacement is ineftective. The fighter
executing the Displacement may then travel up to her full
Move ta the left or right of her oppanant. Once the opponent's
move is completed, the “displaced" fightar may move back in
and countaratiack if the fighter has any Move left. This maneu-
ver can be used to evade projectiles, although a contested roll



must still be made (see "Evading Projectiles” under the Jump
Special Maneuver in the Street Fighter rulebock, pg 1243,

The Strest Fighter's Punch Technique is used for the pur
poses of determining damage.

Cost: 1 Willpower

Speed: +Z

Damage: -1

Move: 1

Deacon's TalL

Prerequisites: Athlatics ===« Lipper Tail Strike

Power Points: Animal Hybrid 3

[ his Special Maneuver is similar to the Upper Tail Sirike, but
is more difficult to control and requires grealer strength and
coordination to perfarm. The fighter leans forward as if winding
up for a powerful uppercut. He then shifts his weight in the
other direction while twisting his lower body to snap the tail
forward. Using sheer brute strength and momenturn, the
fighter crashes his tail across the upper body of the larget.

System: The target suffers a Knockdown if airborne;
otherwise a grounded target damaged by the Dragon's Tail
will be pushed one hex directly away from the fighter

When determining damage inflicted by this attack, the
Animal Hybrid Background is used in place of the hybrid's
Athletics Technigue

Cost: Mone

Speed: -1

Damage: +5

Move: -2

ESQuives

Prerequisites: Athletics #+ Block »

Power Points: Savaie 2

An evasion technique similar to certain Aikido moves. The
fighter simply sidesteps away from the attack, placing himself
out of harm's way. As with Boxing, Savate strategies depend
a lot upon avoiding an adversary’s blows,

System: The fighter must have enough Speed to interrupt
his attacker. Asthe opponent attacks, the player using Esguives
simply moves his counter in any one direction up to twa hexes,
This move is similar to Displacement, excepl that the fighter
may nol initiate a counterattack with this move.

Cost: MNone

Speed: +2

Damage: Mone

Move: Two

Pounce

Prerequisites: Alhletics == Jump

Power Points: Animal Hybrid 2

The fighter drops into a crouch and explodes into a mighty
leap at her prey. The feracity of this maneuver often takes
opponents by surprise. Experienced fighters may be lipped
off by the low growl emanating from the fighter as she concen-
trates on the upcoming leap

System: The hyborid hurls herself at her opponent, This Is
considered an Aerial Maneuver and can be used to avoid
projectiles. The fighter lands on top of her opponent; if any



damage Is scored. the cppanent also suffers a Knockdown,
Az with most other Special Maneuvers available to animal
hybrids, Pounce uses the Animal Hybrid Background in place
of the Athletics Technigue for the purpose of determining a
Damage modifier.

Cost: 1 Willpower
Speed: -1
Damage: +7
Move: +4

Prerequisites: Athletics «, Upper Tail Strike

Power Points: Animal Hybrid 2 :

By crouching low to the ground and spinning arocund, the
fightar may strike with her tail. Of course, the fighter must
possess atail. The tail sweeps outin acircle, smashing into the
feet of all opponents in the hexes surrounding thesfighter. All
targets will suffer damage and a Knockdown. Because this is
a Crouching Maneuver, jumping or airbarne targets will not be
hit,

System: Anyong in the six hexes surrounding the attacker
will be struck and ({if damage is done) suffer a Knockdown,
This includes allies of the fighter who stray loo close when the
Tail Sweep is used, The Tall Sweep is a Crouching Maneuver,

Cost: None

Speed: -1

Damage: +1

Move: MNone

Prerequisites: Athletics === Tail Sweep, Jump

Power Points: Animal Hybrid 3

The Typheoon Tail seems 1o have been inspired by the
Hurricane Kick taught in Shotokan Karate. The fighter uses her
leg muscles to propel herself high into the air. As she de-
scends she pirouettes — tucking her legs beneath her body
and allowing the tail to extend in a circle around her. She then
angles her descent to strike her target's head.

System: The fighter bagins the Typhaon Tail by moving up
to her designated Mave in hexes. During this time the fighter
is airborne and cannot be hit by projectiles. Any opponant in
the final hex of movement will ba hit by the attacker's knees
and take damage at a +5 medifier. This opponent is also
knocked back one hex along the attacking fighter's trajectory.

Atthis point all fighters in adjacent hexes, including the one
just hit, are struck by the spinning tail and are knocked back
one hex away from the attacker, The Damage modifier for the
second attack is +2.

Unlike other Animal Hybrid Maneuvers, the Typhoon Tail
uses Athletics as the base Technigue for damage — not the
Animal Hybrid Background

Cost: 1 Chi, 1 Willpower

Speed: -

Damage: +5 (center hex) +2 tor all adjacent hexes

Move: +1



Upper TaiL STRIKE

Prerequisites: Alhletics »»»

Power Points: Animal Hybrid 3

By twisting her hips, the fighter may use her lail o strike at
the head of an opponent directly in front of her. The ferocity of
such an attack often takes fighters by surprise, especially
ones trained ta watch only the hands, fest and eyes of an
oppanenl.

System: This atlack uses the modifiars below. Airborne or
jumping opponents will suffer a Knockdown if any damage s
inflicted. As with most other Animal Hybrid Maneuvers, the
fighter substitutes his Animal Hybrid Background for his
Athlatics Technigue when determining damage

Cost: MNone

Speed: +1
Damage: +2
Move: +1

Prarequisites: Funch # Focus »#, Elemental ==

Power Points: Elemental (&ir) 3

The elemental can summaon & burst of air and direct it at his
oppanants. This blast comes from nowhere and often catches
unwary oppanents off guard.

System: The user of an Air Blast must have a clear line of
sight to the target. The range of a blast equals the character's
Intelligence + Elemental Background, in hexes. While the Air
Blast is treated like a projectile, itis not visible to the comman
eye. Only those fighters who make a successtul Blind Fighting
roll {Perception + Blind Fighting) can attempt to interrupt this
attack with their own manguver.

Cost: 1 Chi

Speed: -1

Damage: +3

Move: Mone

Prerequisites: Focus seee

Power Points: Minjilsu, Wu Shu 2; Kabaddi, Kung Fu 3;
Shotokan Karate, Capoeira 4

By focusing his inner baing, the fighter may reduce his
mass to such a point that he can become effectively weight-
less at will. & fighter using this ability may stand on someone’s
outstretched arm without her feeling his weight. It is said that
this ability was developad by fighters who watched Indian
fakirs lying down on beds of nails without being harmed
Specialists can actually dance upon the head of a pin.

System: This ability is always in effect and allows the
fighter 1o add +1 to Move when using an Aerial Manauver,
Make a special Combat Card for this power and place il by
your character to remind yourself during combat that it is
always in effect.

Cost: MNone

Speed: See description above

Damage: See descriplion above,

Move: (+1 banus to Aerial Maneuvers)




Prerequisites: Focus ===

Power Points: Ninjitsu 3

With a special hand sign, the Minja draws forth the tear in an
opponent's heart and manifests it on her own face, especially
her eyes. Only a truly brave fighter can shrug off the effects
and attack the Minja.

System: All within sight of tha user of this hand symbaol
must succeed in a contested roll of Willpower against the
Minja's Manipulation + Focus. Anyone who fails the test must
get as far away from the Ninja as possible. This is considered
a Sustained Action (similar to a Sustained Hold), and over-
whelmed opponents will continue to flee from the Minja until
they succeed in a contested roll or until three combat turns
have passed.

Successful fighters may move and attack narmally.

Cost: 1 Chi

Speed: +1

Damage: MNaong

Move: MNone

Prerequisites: Focus #* Elamental »»

Power Points: Elemantal (Water) 3

Truly a vicious power, Drain causes tha target to become
dehydrated and weakaned. The waler held by the target's
body actually seeps through her pores. A Street Fighter may
not even be aware that she is being dehydrated, until she
passes out. Affected fighters appear to glisten with sweat,
gven in extremely cold weather.

System: This is a projactile attack similar to Fireball, and
can be dodged. even though there is no outward sign of a
projectile, Characters who make a successful Perception +
Mysteries roll will notice the projectile.

Atarget struck suffers one Health Level of damage, regard-
less of Stamina or Soak bonuses, The following round the
target will also suffer a -1 Speed and a -1 Move penalty,

Cost: | Chi

Speed: -1

Damage: 1 (no Soak, no Stamina)

Move: -1

Prerequisites: Punch » Focus == Elemental se

Power Points: Elemental (Water) 2

A portion of the elemental’s body transtorms into a huge fist
andlashes out at the target. This power usually originates fram
thefighter's extended arm, but may be projected frormany part
of the body, such as the back or head (which makes the
Drench unpradictable).

System: The range of Drench equals the elemental's
Intelligence + Focus Technique, This is a Focus-based ma-
neuver; however, damage is determined according to the
fighter's Punch Technigue and the modifiers listed below

Cost: 1 Chi

Speed: +1

Damage: +2

Move: -




Prerequisites: Focus ## [Clemential seee

Power Points: Elemantal (All) 5

The elermental is able ta transform her body into the elemean-
tal essence in which she specializes. The effects vary but
always last for a short time, during which the fighter usually
clozses with her luckless opponent.

System: The following modifiers apply to combat against
alementals of the different types. These effects last for a
number of turns equal to the elemental’'s Focus Technigue

Fire

Anyone who attacks the elemental in this form may take
damage from striking the elemantal (similar to Maka Wara).
The elememal uses his Focus Technique to determine dam-
age. The attacker's Stamina applies for defense in the usual
tashion

All punching, grabbing or kicking attacks by the elemental

have an additional +1 damage modifier, -

Water

Any attack that successfully damages the elemental in this
form subtracts one success rom the damage done (.., if

someaneg hil the water elemental for four Haalth Levels of
damage, the elemental would only take three Health Lavels).

Air

All Aerial Maneuvers against the air elemental suffer a -2
penalty on the attack's Damage modifier.

All projectile attacks such as fireballs cause one fawer
Health Level of damage (similar to the Water effect, above).

Earth

All punching or kicking attacks aimed at the elemental
suffer a -2 penalty an the attack's Damage madifier. When in
this form the elemental cannol be thrown and is unaffected by
Knockdowns L

Cost: 1 Chi, 1 Willpower

Speed: -2

Damage: Varies. See above,

Move: MNone

Prerequisites: Focus »=, Llemental seses

Power Points: Elemeantal (All) 4

Similar 1o the Yoga Teleport, except that the elemental
melds into his element and travels through it to appear
magically in another place. The same element must also be in
this second area. Thus, a water elemental may dissolve into
one poal of water only to appear suddenly out of another the
next round.

System: This power has no range limit with regard to most
combat hex-maps. Striding fighters reappear at the end of the
same round they disappeared.

Outside of combat the elemental may move invisibly through
his element at a rate of (Stamina + Focus) miles per hour,

Cost: 1 Chi {outside of combal the Chi cost is 1 per hour
traveled)

Speed: +1

Damage: MNone

Move: See description above




Prerequisites: Focus ==

Power Points: MNinjitsu 4

By gesturing with this particular hand sign, the MNinja can
confugse an opponenl. The intricate weaving of the Ninja's
fingars through the air baffles the target with its grace and
complexity. Simple-minded oppanants will stare for hours &t
tha writhing hands of a Ninja master, or at least until the MNinja
returns tham to their senses with another altack.

System: The MNinjamust succeed in a contested roll of his
Dexterity + Focus versus the larget's Wils + Mysteries. If the
Minja wins, ireat the target as if she is dizziad next twrn.

Cost: 1 Chi

Speed: -°

Damage: MNone

Move: -1

=501

Prerequisites: Focus »= Grap == Elemenlal s+ Dranch

Power Points: Elemeantal [Water) 3

This power produces two fists similar to those produced by
the Dronch power. Both fists attempt to grapple the target and,
it successtul, will cover him completely. An Enveloped fighter
will begin to drown. Most elementals will only sustain this hold
until their target passes out. Truly evil elementals will sustain
it langer.

System: The Envelop functions much like a Grab Maneu

var Il lwo fighters are engaged in a Sustained Hold and are in
the same hex, then both will be aftected. Each round the target

must succead in a Stamina test to see if he is dizzied by lack
of oxygen,

The range of the Envelop exiends a number of hexes equal
to the fighter’s Focus Technique and requires an unobstructed
line of sight.

Ervelop is a Sustained Hold and may be maintained a
number of rounds equal to the Elemental's Focus Technigue,
If the line of sight is broken by an obstacle ar another fighter,
the Envelop is dispelled. Unlike most Sustained Holds, the
target may mave and fight normally, except that his Speed is
at-2

Cost: 1. Chi {first round only)

Speed: -2

Damage: + 1 (first round) -1 each following round

Move: -2

.'*-"' { ';".’5.5&.:.
Prerequisites: Focus *+, Elemental #==, Flaming Fisl
Power Points: Elemental (Fire)} 3
A long gout of flame extends from the elemental’s hands,
satting ablaze anything in its path. Most elementals shoot the
flame from their hands, but it can come fraom any part of the
body. The flame extends in a straight line fram the fighter.
System: The characler uses the modifiers below to pro
duce a long gout of flame that is in effect a "line of death” on
the arena floor. The fighter uses her Focus Technigue fo
determine the length of the flame in hexes. The Fire Strike must
trawvel in a straight line and, like the Yoga Flame, occupies the
hexes for the duration of the combat turn. This damage is
applied to any characler standing within the affected haxes

Fire Sirike 5

ik



Cast: 1 Chi
Speed: 1
Damage: +1
Move: MNone

Prerequisites: Funch » Focus = Clemental «»

Power Points: Elemantal {Fire) 2

The fire elemeantal can surround her hands with flames for
brigf periods of ime, causing her foes additional damage or
sefting things on fire. Her fist blazes for a moment befora she
strikes her opponent and then dies down once the blow has
landed

System: Add the Damage modifier below o any basic
Punch Maneuver. The player must select a basic Punch
Maneuver and play the Flaming Fist with it. The Flaming Fist
does not affect the Speed or Move of the maneuver, anly the
Damage.

Cost: 1 Chi

Speed: S22 above

Damage: +3

Move: See above

Prerequisites: Alhletics » Focus == Elemental ses
Power Points: Elomantal (Air) 2
Airelementals can summon the winds to propel thamssalves

through the air. Usually this i1s accompanied by a gust of wind

that whips any loose abjects hither and yon. The possessor of
this skill can also fly without creating the associated distur-

bance (though few do — thewind blastis wondarfully dramatic).

System: Cutside of combal this power allows tha fighter
to fly without tiring, at a speed equal to (Focus + Dexterity) x
10 miles per hour. He can lift any amount of weight he would
normally be able to carry on the ground

In combat, the player must stand still for & full turn whila
activating the Flight power. He may block, but cannot initiate
any offensive allacks. The following turn the fightar will be
treated as an airborne target, and may attack and move
narmally, using the modifiers balow inaddilion to any provided
by the move he decides to use. His Move in hexes eguals his
Starmina. Furthermore, he s only affected by Aerial Manauvers
ar by projectile attacks

Cost: 1 Chi per turnincombat, 1 Chi per hour out of combal

Speed: +1

Damage: MNong

Move: Stamina

Prerequisites: Focus e Elemental Background see

Power Paoints: Elemantal (A1) 4

By drawing upon the Earth's essence and power, (he
elemental may transform her own internal energias into a
healing aura. This is very similar to Kung Fu's Chi Kung
Healing ability, but it may also be used to heal animals and
enviranmental damage.

w5



System: The character must be able to touch the person
or animal to be healed. One Health Level is restored per point
of Chi the character spends. This power also exlends to the
natural world, and it is not unusual for elementals to be seen
using it to clean up polluted rivers, mine trailings and such.

In natura, one Chi purifies up to five square feet of polluted
area. Certain especially polluted areas may require more (han
ane Chi per five square feel.

Cost: Ses description above

Speed: -1

Damage: MNans

Move: -1

Prerequisites: Focus == Elemental Background ses

Power Points: Elemental (Fire) 2

The fire elemental can suddenly raise the temperature
around a person or object — making the air difficulllo breathe
and disarienting an opponeant. A person affected by this feels
as though she's suddenly stepped inside an oven. Dizziness
and nausea alten Tollow.

System: The elemental rolls damage, but only for the
purpases of calculating a dizzy. The opponent actually takes
no damage. This maneuver bypasses any bonuses the oppo-
nent gets from blocks. This is considered a projectile and can
ba dodged as such.

Cost: 1 Chi

Speed: +0

Damage: +2 (special; see above)

Move: +0

Prerequisites: Focus === Grab ==

Power Points: Kabaddi, Ninjitsu 3; Kung Fu 4

Mo one knows what ancient order developed this power,
although a few Kabaddi mastars speculate thal it descanded
from the Mongol Empire, They believe that this ability was
rasearched by the wise men of Genghis Khan's court in a futile
atternpt to discover immaortality. Khan believed that the lite
anargies of his foes would be able to sustain his life throughout
the centuries.

Leech is similar to the Regeneration power, except that
gach Chi spent allows a combatant to drain one Haalth Leveal
from his opponent and transfer it to himsell, To use this power,
the fighter must be able to touch his opponent

System: Mo other actions may be initiated once Leech
has begun. A fighter may attack and then use Leech, but not
the octharway around. Foreach Chi spent, one Health Level will
be transferred fram the targel 1o the attacker. The maximum
number aof Chi that may be spent equals the attacker's Focus
Technigue. An attacker may not increase his Health Levels
beyond his maximum,

A target must be successiully grabbed in a Sustained Hold
before Leech may be used. The hold is treated as still being
in effect for purposes of the target breaking the hold, except
that damage is allocated as above instead of by the ariginal
hald's modifiers.

Cost: Ses description above.

Speed: +0

Damage: Sce description above.

Move: MNone



Prerequisites: Athletics == Focus =ee Elepmental ses
Flight

Power Points: Clemental (4ir) 3

This power reduces the waight of the target {which doesn’t
nead o be the elemental), allowing him to jump guicker and
farther than normal

System: The affected highter may add +2 o his Speed
and +3 ta his Move tor all Jump-enhanced maneuvars nexl
round. The elemental is not required to concentrate on the
efiect during the round, and may move and attack normally.
Lightness lasts for 2 number of turns egual to the Elemental’'s
Focus Technigue,

Cost: 1 Chi

Speed: +1 (intial) +2 (largel, Tollowing round)

Damage: MNong

Mowes: +1 (initial) +3 ({target, following round)

Prerequisites: Focus == Elomenial ses Wall

Power Points: Elemantal (Larth) 3

A gaping holeis tarn oul of the earth beneath the elemental’s
oppanant. Many fighters are cauaht off guard by this maneu
yar,

System: In ordear to be effective, the Streel Fighler must
target his opponent after she has finished her movement.
Otharwise. the elemental must select a hex as the target for the
pit. Any fighter who ends her turn on this hex falls into the pit.
Usea the moditiers below for damage from the fall, The pitis five
feet deep plus one additional foot per dot in the elemental’s
Focus Technigue. Fightars who fall inte the pit must spend
thair next action climbing out. Treat this action as a Move
Maneuver at -4 Spaaed. Pits should be marked on the hex map
because, once created, a pit 1s permanant

This power will notwork if the fighter is nolin contact with the
ground; even thin wooden planks will negate this maneuver
Using Pit in an arena will result in the loss of one temporary
Glory Renown, because of the damage it causes. Fighters will
oftan be asked 10 make reparations,

Cost: 1 Chi

Speed: -

Damage: +1

Move: -1

Prerequisites: Focus *= Llementa| sees

Power Points: Elzmental (\Water) 2

The body of the tighter dissolvas into a pool of clear water
which cannot be damaged by physical atfacks or projectiles
The Street Fighter is able to move undernealh and around thin
obstacles, such as crates and poles, or under doors thal are
nal watertight.

System: Physical maneuvers will not affect the character
who can still move, although Focus-based maneuvers lika lca
Blast and Fireball will still damage him

Cost: MNone

Speed: +1

Damage: MNong

Mova: -7




Prerequisites: Focus === Elemantal »=== Air Blast

Power Points: Elemental {Air) 4

Clasping both hands together and pushing forward, the
fighter funnels a hurricane-strength gust of wind toward the
target. Unprepared opponents have been thrown dozens of
feet by the winds produced.

System: A blast of air with a width (in hexes) equal to the
character's Focus Technigue starts one hax-line in front of the
character and continues forward for three hexes,

[Insert hex diagram for maneuver here]

Anyone in this path suffers one hit, which may be blocked
narmally. Use the Damage modifiers below. Any fighter who
suffers damage is moved an equal number of hexes in a
slraight line away from the elemental. Jumping or airborne
appeonents will suffer a Knockdown as well

Cost: 1 Chi

Speed: -2

Damage: +1

Move: Mone

Prerequisites: Focus sesss

Power Points: Minjilsu 3

This power does not require the elaborate hand signs that
ather Saiminjutsy powers do. Sakki allows the Minja to read
others' intentions and react to them. The Ninja is able 1o sense
the emotions of those around her. Any intention to harm har is

perceived as a distinctly unpleasant sensalion, escalating o
intense discomfort in cases of strong hatred or imminent
danger. A sleeping Minja with this power is aware af hear
surroundings at all times, and any aggression directed at har
will trigger the Sakki, whether it is an assassin standing over
her with a drawn sword or a sniper across the alley from her
homea.

The attack must be directed specifically al the Ninja. She
would be able to sense a bomb planted in her own car, but not
ana plantad in her friend's car. An unsuspected blow aimed at
her head can be easily avoided, while she would have little
idea that her associates wers also targets, Sakki is never
taught to non-Minja.

System: During combat with anly one visible opponeant,
this skill is af little valug, unless the Minja is blinded someahow.

Outside of the ring, Sakki has many applications. The
Storyteller must tell the Ninja that something “bad” is going to
happen. The Ninja can take her next action protecting herself,
ar she can try to warn and save those nearby. If she does this,
and innocents who would otherwise perish are saved therekyy,
the Minja gains a temporary Honor point

This power is always in effect, even when a character is
sleeping

Cost: None

Speed: None

Damage: MNone

Move: (Focus + Athletics) only to avoid surprise atlacks.

Prerequisites: Focus =+ Athletics =

Power Points: Minjitsu 2

This power allows the Ninja to slip away into shadows. As
this is a Focus-based maneuver and has nothing to do with the
aclual blackness of the shadow, it may be utilized in broad
daylight.

System: An opponent must succeed in a resisted test in
order to see the Ninja. The cpponent rolls Perception +
Alertness against the Minja's Focus + Stealth to spat the Ninja,
If the Minja cannot be spotled, no attack can be made. An
opponant can blindly attack a hex at random; if she chooses
lhe wrong hex, however, her next action is taken at -2 Speed.

The Minja may move up to the maneuver's full movement
without being seen, only lo reappear the next turn. If the Ninja
remains unspotted, his next action is at +1 Speed

Cost: ' Ch

Speed: +0

Damage: MNone

Move: -1

Prerequisites: Focus », Elemeantal =

Power Points: Clemental (All) 1

The elemantal can inluitively sense the presence, amount
and composition of his chosen element, provided it is naarby.
Earth elementals can discern the compaosition of he soil, the
structure of a ladge, or the waak spal in a natural stone wall,
Air elementals can sense any pollution in the air (including the
air inside someone's lungs), detect the presence of air behind
sealed doors, and sense subtle shifts in air pressure and
temperature, Water efementals can discern the composition
of nearly any liguid, sense any maisture buildups, and gauge
an opponent's Tatigue level through his level of dehydration.



Finally, fire elementals can calculate the temperature of any
object or area, gauge their opponent's body temperature, and
discern any object's combustion point

While this power may nol be all that helpful in the ring, many
elementals find Sense Element to be an invaluable toolin other
circumstances.

System: The character rolls Perception + Elemantal Back-
ground to discern information about her chosen elemeant
Thereis no cost to activale this power; the elemeantal is acutely
aware af her chosen elemant at almost all times.,

Cost: None

Speed: Mot applicable

Damage: MNone

Move: Mot applicable.

Prerequisites: Focus eee

Power Points: MNinjitsu 3

The Minja must concentrate on the form of her body's Chi
and the method in which she wishes to tap it. By forming the
intricate and secret hand sign of the Mongoose, she may draw
on its power 1o increase her natural speed.

System: The Ninja may only move this combat turn and
cannot block or attack, The following tum she may choose to
add +4 1o har Speed or +6 1o her Move (the latter must be in
a straight line).

Cost: 1 Ch

Speed: -2

Damage: MNone

Move: -2

Prerequisites: Focus === Elomental #=ees Heatwave

Power Points: Elemental (Fire) 4

With this awesome power, the elemental can make his
opponent literally burst into flames. Unsuspecting or unfo-
cused opponents will suffer horribly as they burn uncontrollably.
Victims of this attack will continue to burn until they either
axtinguish the flames or the elemental allows them to go out.

System: The elemental must defeat the defender in a
contested Focus roll. If the elemental succeeads, the defendar
bursts inlo flames, taking the damage listed below. Each
round thereafter, the elemental can continue to expend Chi to
keep the fire burning. The affected character can counteract
this expenditura of Chi by spending one action rolling on the
graund and pulling the fire cut. Unfortunately, it is not always
wise to do this in the middle of combat: any character who rolls
out a fire suffers a -2 Speed penalty on her next action,

Cost: 2 Chi first round, 1 Chi therzafter

Damage: +5 first round, +2 therealter

Move: -”

Prerequisites: Focus == Punch ==, Elemental ==, Wall

Power Points: Elemental (Earth) 2

The elemental may form a small boulder from thin air and
throw it at her targel

System: Thisis a projectile attack, very similarto aFireball
or lce Blast, The more Focus the elemental has, the larger the
ciong is. Because the stone is thrown, this Focus Manauver

uses Strength instead of Intelligence to determine the damage
inflicted,

Cost: 1 Chi

Speed: -2

Damage: Strength + Focus Technigue

Move: MNons

Prerequisites: Focus #+# Elemental seee Air Blast

Power Points: Elemental 3

Perhaps the most dangerous of all elemental powers. The
wielder may tempaorarily remove the air in any given area,
Whan this power takes effect, there is a loud crack similar to
thunder as the surrounding atmosphere rushes to fill the
vacuum, Any target in the area affected will feel the air sucked
outof his lungs, while almost simultaneously the air around him
smashes into every part of his body.

System: The user of this power designates onehex as the
target hex, Any fighter in that hex must succeed in & Stamina
test or be automatically dizzied the following turn. He than
suffers damage according 1o the modifiers below,

Air elementals are unaffected by this power. A target with a
higher Speed may interrupt and mave out of the affected hex
before the vacuum forms,

Cost: 1 Chi

Speed: -

Damage: 2

Move: -2



Prerequisite: Focus #, Athlatics #e Grab «« Bite

Power Points: Animal Hybrid 2

The fighler has fangs, which allow him to inject 2
poison into his target. The poisen will paraly2e small animals,

bt cnly serves to slow the tougher Sireat Fightars

System: Onasuccessiul attack the target suffers damage
according to the modifiers below. For the next two turns, (he
victim will act at -1 Speed and will automatically lose one
additional Health Lavel por turn of the poison's effect, Venom
may not be used in conjunction with any other biting attacks
— although it may be warked into an effective combination
with other biting attacks

Cost: 1 Chi

Speed: +1

Damage: +2 (Lingering effects for lhe next two turns. See
above. )

Move: -2

Prerequisites: Focus », Elemental ==

Power Points: Clomental (Earth) ¢

Simple yet effective. The elemental causes a solid wall ol
sarth ta erupt from the ground, either hitting an opponeant or
bincking his altack.

System: The elermental selects a hex other than her awn
and fills it with & wall of garth. The range of this power 15
Perception + Focus. Anyone in this hex al the time the power
is evoked suffers the listed damage below. Otherwise the wall

must be circurmventad or beaten down, As with the Pit Special
Maneuver, the elemental must be in contact with the earth for
this maneuver to he effective,

Awall has a number of Health Levels equal to the Elemental’s
Focus Technique, and a Stamina egual to her Elemental
Background.

Cost: MNone

Speed: -2

Damage: +2

Mowve: lNone

Prerequisites; Focus eee, Elemental sses_Wall, Stone, Pit

Power Points: Elermantal (Earth} 3

The very assence of the planet is at earth elementals’ beck
and call. This includes gravity! The elemental may farce the
olanet itsell 1o root the target to the earth for a short period of
time. Affacted fighters are surrounded by a bizarre effect
similar to waves of heat from a hot highway. The oppanent
suddenly feels as if her weight has been doubled — then
tripled.

System: This is a projectile attack and may be dodged as
such. Otherwise the target will nat be able to jump far the
following round, and will suffer -2 Speed and -2 Move. This
eftact cannot be sustained but can be used successively.

Cost: 1 Chi

Speed: -2

Damage: MNone

Move: -1
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sses Fuperl: You've decided to carry a pager because too
many people need to get a hold of you wheraver you are.
Placing bets has become a lucrative sideling, and you consis-
tently win. The gambling houses all know you by name — they
don't like you, but they know you and will take your bets.

=ses0 [aster: You don't need a day job. No one in town will
take your bets anymaore, but that's okay because you have
enough capital to cover most bels on your own. You have your
own clientela, who gamble only with you. You are an expert at
statistics and caloulating odds. Occasionally there is an upsea
and you some lose money, but rarely.

Possessed by: Gamblers, Bookies, Loan Sharks, Mafia
Bookmakers

PugLIcisT

This Skill allows you to advertise an upcoming eventin order
to attract paying customers. This can be a little tricky some-
times — some countrias frown an the circuit and those that
don't always want a cut off the top. It's bast to keep the
autharilies out of the ring and the accompanying deals.

. Maovice: You beligve thatl advertising in the classified
section of the local paper is the best way to allracl an
audience.

L0 Practiced: Spreading posters on telephone poles
attracts mare people, but few of the real movers.

=== Competent: You know how to contact the people
most interestad in the Street Fighting circuit. You let them dao
yourwork for you, as they spread word of the upcoming match
to interested parties.

sens [xpert: You know the major players in nearly every
city in which circuit matches occcur. Managers envy your
advertising savvy, and fighters seek you out to finance their
malches. Important city officials know you by name. They may
nat like or approve of you, but they know you.

ssees Macter: Nothing happens on the Street Fighter Cir-
cuit without your knowledge. You can make one call to any city
in the world and organize a match. Your services are sought
out by the largest, best-financed stables. Your name is known
byimportant government officials, who may help or hinder you
depending upon how you play your cards. Shadoloo has also
taken an interest in your activities.

CyBERNETICS

This is the ability to install and upgrade cybernetic implants.
You have combined high-tech know-how with medical and
prosthetic technology to achieve truly amazing results. You
can repair, upgrade and, given lime, build cybernatic limbs

Befare a character can learn Cybernetics, he must attain
five dots in the Medicine Knowledge.

. Student: You know the basics of prosthetics technal-
ogy and how to replace simple equipment. Simple repairs arg
the best you can manage. You know encugh to refer the
patient to a more qualified technician.

ss  College: At this stage you are able to recognize the
inefficiency of mast artificial limbs. You begin to design im-
proved models, but lack the technical knowladge to build
them.

=ss  Mastars: Scientific teams have offered you a position
in their ranks. You are respected by your peers as an inspired
scientist and a hard worker. A few of your papers concerning
prosthetic replacements have been published in medical and
technical magazines,

ssse [octorate: Your advice s solicited for all manner of
projects. You can completely rebuild and improve any "off the
rack” prosthetic device, increasing its efficiency tenfold. Were
the technology involved not so expensive, your designs would
be the medical slandard.

sssse Scholar: Few people ask you for advice, because
few can understand the concepts you talk about. The word
‘revolutionary” doesn't do justice to your work. Some of your
patients regard their accidents as the best thing that ever
happened to them — your cybernetic replacemeants ara thal
qood.

Possessed by: Doctors, Mad Scientists, Inventars, Nobel
Prize Winners.

.
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GUIDI

So, you think you're tough?

Running the circuit has never been this difficult. See
the side of street fighting that few talk about: the
undiscovered wilds, the horrid results of men fused with
technology and the keys to unlocking dark sorcerous
power. Be prepared the next time you step into the ring —
there's no telling what you'll face!

Less than human, more than equal

The Street Fighter Players Guide will explore new
facets of street fighting. Discover the truth about Blanka's
& nature, learn how to create cybernetically enhanced
> warriors, train in new styles and explore new

backgrounds. Plus, the book also has new
N, information on tournaments, arenas, managers

i and sensais.
The Street Fighter Players Guide will take your
characters to the limit... and beyond.
The Street Fighter Players Guide will feature:
« New Special maneuvers, many never seen
Ny before.
P~ ‘f - Detailed source material on Animal Hybrids,
Cybernetics, plus two new styles.
+ New Street Fighter teams which you can play
yourself or fight in the ring.
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