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Unar med Conbat

Wth the advent of 3rd edition these rules work better than ever. |nstead of
having a concentration each of these skills replaces the old unarnmed conbat.
So each of these martial arts counts as a general skill and each of the
maneuvers still counts a specialization. Here's a rule of thunb for making a
new martial art. One if there's one close to it just adapt it as you see fit.
O K. for a conpletely new art choose up to five regular maneuvers, six if the
new martial art had no special maneuvers or bonuses. If the martial art has a
special the limt for it's list of maneuver should not exceed five. If you
devise a new art send to nme at NightLif@ne.net and if it passes mnuster |'|
add to the ever growing |ist before you.

Exanpl e: Predator has three martial art forns: 5. He has three genera

skills in, Hapkido: 6, Kappo: 6, and Tae Kwon Do: 7. Hapkido allows himthe
noves: Takedown, Lock, Disable, and Total Disable. Tae Kwon Do allows him
Strike, Kick, Junp Kick, Block and Spinning Junp Kick. Wile Kappo allows him
Strike and Distract.

When attacking (or defending) in hand to hand conbat, you nust declare which
techni que you are using. The techni que chosen deternmnes the difficulty (see
bel ow for details), damage, reach and any special effects which m ght happen
if the attack is successful. There are certain noves which can only be
attenpted by characters possessing the appropriate concentration. These are
desi gnated by asterixes on the lists and charts, and include such noves as the
Tae Kwon Do Spinning Junp Kick, the Thai Boxing Junping Knee Strike, and the
Hapki do Total Disable. In addition, certain martial arts give you specia
bonuses if you have a concentration in that style. For exanple, characters
with a rating in Aikido can face nultiple opponents without a nodifier and
characters with Hard Kung Fu receive a bonus to damage. These special bonuses
do not apply if the character doesn't have a concentration in the appropriate
style.



Exanpl e: Predator attacks with a Spinning Junp Kick. This is a Tae Kwon Do
nove, so he can roll 7 dice (his rating in the Tae Kwon Do specialization).

If he had instead attenpted a Takedown, which is a Hapki do nove, he would rol
hi s Hapkido rating (which is a 6.) |If Predator had tried a Knee Strike, which
does not fall under any of his martial arts, he would only get to roll 5 dice,
hi s base Unarned Conbat rating. He could not attenpt a Junping Knee Stri ke,
since that nove is restricted to characters with the skill Thai Boxing, and he
doesn't have a concentration in that style.

Certain martial arts are defensive in nature. They are designated (Def only)
in the description of the style. Unless the GM determ nes a specia
situation, the character can only counterattack with noves fromthat style.

Martial Arts Techni ques

Bl ock/ Evade

This move can only be used when counterattacking. |f the character gets nore
successes than the attacker, he has bl ocked or dodged out of the way. However,
unli ke a normal counterattack, no damage is done to the attacker. A character
does not receive a reach nodifier while blocking, even if his reach is greater
than the opponent's The exception to this rule is trolls, who nay apply their
natural reach nodifier of -1. A character who uses martial arts to block or
evade an arned attack receives a +2 target nodifier

Backhand ** ( Gmoptional NightLife's coment Umm .. Maybe )

Same as a Strike but uses the back part of the hand. The Di sadvantage is that
it does | ess danmge.

Di sabl e

A nerve-striking techni que which causes the target to |lose feeling in the

af fected body part (which can be an armor a |leg.) The power |evel of the
attack is equal to the attacker's skill level, not his strength rating. If the
darmage is not resisted conpletely, the target cannot use the affected |inb.

Di stract

The Kappo Distract nove allows the attacker to distract his opponent, meking
it harder for the target to concentrate. The defender resists with his highest
unarnmed combat concentration at a T# of the attackers Kappo skill. The target
may default to Unarned Conmbat with a +2 target nodifier, or to WIIlpower with
a +4 target nmodifier. Every 2 net success for the attacker result in a +1
target nmodifier for the opponent's next attack or counterattack, whichever
conmes first. Distract can only be used by characters with a concentration in
Kappo.



El bow
A character nmakes a attack with a elbow to the torso or chin.

Escape Hol d

When a character is being held in a grapple or a lock, he must use this
technique to break free. Wen the person trying to escape gets at |east one
net success using this technique, he has broken free fromthe hold.

Flying Junp Kick ** ( Gmoptional N ghtLife's comment Umm .. Maybe )

This attack is made by running at the character and flying through the air to
l and one or two feet solid on a person. This kick does incredible damge but
is very hard to do!

Grappl e

The attacker attenpts to gain a hold on the opponent. If the attacker has any
net successes, the target receives a +1 target nodifier to all attacks unti
attacker receives his next action. Even if used as part of a Defensive Only
martial art style, the Grapple attack nmay al ways be used to attack. Grapple
attacks do no damage. A character who is being held in a grapple cannot Kkick
or use junping knee techni ques.

Junmp Ki ck

The character |eaps off the ground and | ands a kick on the opponent. A
difficult nove to acconplish, but it does a | ot of danage.

Junpi ng Knee Strike

A nore powerful version of the Knee Strike in which the attacker |eaps off the
ground and plows a knee into the target's midsection. This nove can only be
attenpted by characters with a concentration in Thai Boxing.

Ki ck

I ncludes front kicks, snap kicks, roundhouse kicks, and spin kicks. Pretty

basi c.

Knockout *
TN: 9
A powerful punch attack done by boxers to end a fight.



Ki ppup
TN. 6

This is a special nove available to anyone with a martial art skill. It's a
neat little roll/flip that gets the attacker back on his feet quickly. It

wor ks nmuch like a Quickdraw (as explained in the nain rules.) The character
rolls his unarnmed conbat concentration against a TN 6, nodified as the GM sees

fit. |If the test is successful, the character gets back on his feet and is
still able to performan attack/counterattack on that phase. |If the test
fails, the character is still able to get up, but |loses his

attack/counterattack. If the character botches the test (using either the Rule
of One fromthe main rules, or the better one presented in Fields of Fire then
not only does he |ose his attack/counterattack, as above, but he's still on
the ground. All characters fighting while on the ground autonmatically get the
"inferior position" nodifier and give their attackers the "superior position"
nodi fier.

Kill ** ( Gmoptional NightLife's conment For NPC s only )

This attack is designed to kill the opponent . The power |level of the attack
is based on the character's skill, not strength, and it does a base damage of
deadly. This attack is done just by a one finger touch. This damage is
resisted normally, but often it will result in death

Knee Strike

A vicious attack with the knee to the m dsection of the opponent.

Lock

The attacker mnust specify which body part he is attenpting to put into a |ock
(a wrist lock, an armlock, a head lock, etc.) If the attacker gets any net
successes, the defender is put into a |lock and cannot performan action with
that body part. The effects of a lock last until the defender gets net
successes on the attacker in a roll of Unarnmed Combat, Strength or Quickness
(whi chever is highest) vs. Attackers skill. This roll can only be attenpted on
the defender's action. The defender cannot take any other action (except
attenpting to break free) until he is out of the lock. If the defender does
not get any successes in attenpting to break free then he receives a Light
stun (no resisting) due to strain. If he rolls all ones he breaks what ever
appendage was pinned. The defender al so receives a Mdderate stun (nho
resisting). Sucks if you get in a |lock

One Handed Choke *

If successful with this attack the attacker begins to choke the victim After
the choke is achieved, the victimnust continue to resist the base damage on
each of the attacker's followi ng actions until the hold is broken. No speed
bonus



Rever se Hol d* excl usive Aikido/Westling technique
TN: 7 D: (Skill) L (stun) R +0 S: +0

This is a special nove used to turn the tables on one's attacker. It is a
conmbi nation of the Escape Hold and Lock techni ques. Wen a character with
Aikido is held in a lock (not a Grapple), he can use this technique in place
of "Escape Hold". |If the character gets at |east one net success, he escapes
fromhis opponent's hold, and proceeds to put his opponent into a Lock! See
the "Lock" technique for details about that attack

Spi nni ng Junp Ki ck

An advanced form of the Junp Kick. It is very hard to pull off, but is the
nost damagi ng ki ck

Stri ke

A sinple standard punch or other attack using the hands.

Sweep

A standard foot sweep which knocks the opponent off his feet. If the attacker
gai ns any net successes, the target is knocked down.

Takedown

The character grabs the opponent and hurls himto the ground, while keeping a
hold on him If the attacker gets any net successes, the target is knocked
down and is also put into a Lock (see the Lock techni que described above.)

Thr ow

The character grabs hold of his opponent and flips or throws him If the
attacker gains nore successes than the defender, the nove succeeds. The
attacker nust then split his net successes between danage and di stance. For
every 2 net successes assigned to distance, the attacker will throwthe 1
meter. So if you gained 6 net successes on a throw and assigned themall to
di stance, the target would be thrown 3 neters (in the direction of the
attacker's choice.)

Total Disable

This nerve attack is designed to incapacitate an opponent w thout seriously
hurting him The power level of the attack is based on the character's skill,
not strength, and it does a base dammge | evel of deadly. This danmmge is
resisted normally, but often it will result in the target bei ng knocked
unconsci ous.



Sunmary of Techni ques Chart

Techni que TN#/ Damage/ Range/ Speed/ Speci al
Backhand 4/ (Str)M +0/ +1

Bl ock: 4/ (Str-1)L/ +0/+1/ +2TN vs Bl ades

Di sable 6/ (Skill) S/ +0/ +1/ damage to |linb
Disarm5/ (Str) L/ +0 /+0/ 4 succ = take weapon
Distract*4 (Str) M +0/+0/ distract, then strike
El bow 5/ (Str +1 M +0/ +0

Escape Hold 6/ none/+0/ +0/ out of hold

Evade 4/ none/ +0/+1/clean miss

Grappl e 4/ none/ +0/ +0/ hol d.can do squeeze
Flying Junp Kick 9/ (Str+3)M stun/ +0/ +0/ None
Junmp Kick 7/ (Str+2)M +2/ -1

Junpi ng Knee* 5/ (Str+2)M +1/-1

Kick 5/ (Str+1) M +1/ +0

Knockout* 9/Skill S(stun)/+0/+0

Kill NA NPC s only

Ki ppup 6/ stand up

Knee Strike 5/ (Str+2)M +0/ +0

Knock Out 8/ (Str)S/ +0/ +0

Lock 6/ (Skill)L/ +0/+0/ hold. next=(Skill+3)M
One Hand Choke 8/ (Str S(stun)/ +0/ +0

Reverse Hold* 8/ (Skill)L/+0/+0/ escape & hold
Spin Junp Kick* 8/ (Str+3)M +1/ -2

Strike 4/ (Str)M +0/ +1

Sweep 5/ (Str)L/ +1/ +0/ knocked down

Takedown 8 (Skill+1) L +0
Thr ow 5 (Str) L
Total Disabl e* 8 (sSkill) D +0

* denotes exclusive technique

+0

+0

+1

knocked down & hol d

-1

Str/ 4 meters base



Not es
1. *=Special Myve. Cannot be done w thout concentration in the appropriate style.

2. Dfficulty becomes the base T# for the techni que. The correspondi ng reach bonus
doesn't lower the T# for the attacker as it normally would, though it still raises the T#
of their opponent. (The contrary to this is that the sheer size of a troll does allow
their racial reach advantage to reduce their difficulty T#. A junmp kick froma three
neter tall martial artist is just sinply a frightening thing.)

3. Techni ques can be adjusted to do physical danage with a +4 target Modifier

Martial Art Descriptions

Witten by Tinothy A, Mathena with additions by yours truly

Al KI DO

Ai ki do has the greatest pacifist stance of all martial arts. Although Aikido
exhi bits great defense against other martial artists it has no of fensive noves
what soever. This is partly because there is no conpetition in Aikido, where
each student seeks to conme closer to a perfect sense of harnony. Aikido is a
new martial art, created in the 20th Century, and draw ng techni ques from
Jujitsu, Judo, Karate and Kendo.

As in the center of a whirlwi nd, the Aikido master can fend off the attacks of
any and all who approach. One attenpts to accommopdat e the opponent as nuch as
possi bl e, so a person w shing to push a knife there should be allowed to do
so. O course, the Aikido nmaster would never be so rude as to interfere with
the path of the knife by getting in its way. And the attacker will have to
follow his knife hand as it is speeded up by the hand of the Aikido defender

When subdui ng opponents, the idea is to seize the |eading part of the
attacker's body, usually right at the wist or ankle. At this point, one can
either use the attacker's monentumin a flip, or, by applying a joint |ock
one can |l ead the attacker around into a hel pl ess position on the ground.

BASI C HAND TO HAND ( UNARMED COVBAT)

This is the old skill unarmed combat. It has no special nmaneuvers or bonuses.
This is a collection of nonspecific maneuvers and bl ows. The user nmy attenpt
any of the non-specialized maneuvers. This is what could be considered a
"generic" martial art.



BOXI NG

Boxing is a sport involving nostly hand attacks (usually wearing padded
gloves) and the ability to stand toe to toe and be punmel ed by your opponent.
Fighters stand in a ring and throw various punches to either wear a opponent
down or knock hi m out.

BRAWLI NG ( STREET FI GHTI NG )

A undiscilipined formof fighting which varies fromgroup to group. It is
sinmply the dowmn a dirty school of fighting. There is no such thing as a unfair
nove with these fighters. Survival is the only thing that counts.

CAPCERI A

A Brazilian martial art devel oped by slaves, Capoeira is the only style that
assunmes a person may be bound (or in leg chains) and still have a need to
fight. Also, the techniques in the style were originally passed along to
students in the form of dance.

CARROVMELEG

The Elven martial art; it enphasizes speed over strength. It is a very rare
martial art to see on the streets, only the elves of the Tir should know it!
The elves gained their inspiration fromnature and how it conpensated for its
own weaknesses, and expl oited others.

CH I N-NA (THE ART OF SEI ZI NG

One of the first arts that involved studying the nerves, tendons, joints and
nmuscl es of the human body. This is the ancient precursor to Aikido, Jujitsu
and many other nmodern fornms. Although Ch'in-Na is really a formof westling,
its precise holds, strikes and |ocks can be disabling or deadly. The student
spends equal anounts of tinme studying the body, sparring with fellow students
and teachers, and neditating in solitude. The Ch'in-Na nmaster will always seek
to grasp at the body's nost vul nerable and fragile parts. Injuries inflicted

i ncl ude severed tendons, dislocated joints, and nerve damage. Usually this
starts with a paralyzing attack foll owed by systematically inflicted danmage on
the hel pless victim

All Ch'in-Na masters conduct their classes in the strictest of secrecy.
Students take a blood oath to never reveal the identity of any living Ch'in-Na
artist (although deceased nasters can be tal ked about and revered). Initia
acceptance al so requires the potential student to make a large cash gift (from
10, 000Y to 100, 000Y). Even after "graduation," a Ch'in-Na student nmay be
expected to continue offering yearly gifts from 1, 000Y to 5, 000Y



CHOY- LI - FUT KUNG FU

Created in 1838 as one of nmany offshoots of Shoa-Lin Kung Fu. The formis very
aggressive, concentrating on |long hand techni ques |ike roundhouse and over hand
SW ngs.

A Choy-Li-Fut master, when confronted with a fight, will imediately attack,
plunging right into the m ddle of any group of opponents. Using the circular
parry, she will fend off any attacks while lashing out with a flurry of hand

strikes, snap kicks and back sweeps.

Instruction in Choy-Li-Fut is available in nonasteries and martial art schools
t hroughout China, as well as in Hong Kong, Taiwan and in the United States.

COVIVANDO

This is a scientifically designed fighting style taught in nost branches of
the mlitary. Otherwi se known as LINE training. It takes many attacks and
conbines theminto a |lethal form of unarmed attack

COPPO

Coppo is a rather vicious martial art that specializes in studying the weak
points in the human anatonmy and exploiting those with bone-crunching strikes.
A hit froma Coppo expert is likely to snap the bone cleanly w thout nuch
force being applied.

CYBER | MPLANT HTH ( CYBER | MPLANT COMBAT)

This is the skill for using the various cybernetic inplants. This falls sone
where in-between unarned conbat and arned conbat. Basically is a nodified
version of basic hand to hand with the inplants taken into consideration.



DRUNKEN STYLE OF KUNG FU

The idea behind the Drunken Style Kung Fu is purely deceptive, all the nobves
can be perfornmed while imtating a drunken stupor. Also called Ts'ui Pa Hsien,
nmeani ng the "Eight Drunken Fairies Form"

Encountering a naster seens to be nothing nore than happeni ng across an

ordi nary drunk. Wobbling unsteadily, stumbling to the ground, nmaking uncertain
hand novenents, and continuously singing or talking incoherently. Al attacks
and defenses seemto be pure accidents, with a hand outstretched at exactly
the right tine, a stunble to the left just in time to avoid a blow, and so
forth. It is said that the greatest nmamsters can | eave their opponents

conpl etely defeated, but without a clue as anything other than "dunb | uck"
bei ng the cause.

Drunken style may be hunorous, but it is also very difficult to learn. Years
are spent practicing each small novenent, along with the trenendous variety of
foot and | eg techniques.

ESCRI VA

Escrima is the national Martial Art of the Philippines, and was designed with
t he unarned conbatant facing arned foes in nmind. It is vicious and brutal
often conbining el bow and fist strikes to batter the opponent.

FU- CHI AO PAI (TI GER CLAW KUNG FU)

Inspired by the strength and power of a tiger, the Fu-Chiao Pai formis
dedi cated to building the strength and endurance of its followers. This is
very much an external form stressing offensive attacks, and a |linear form
utilizing all kinds of solid, maxi num danmage strikes.

A Master of the Tiger Claw Formwi |l enter conbat aggressively, |eaping or
chargi ng the opponent as soon as possible. Once in conbat the master will try

to keep conbat in conbat range, striking out with as many kicks as possible
and using clawtype strikes only when the eneny conmes too cl ose.

HAPKI DO

Hapki do is an offspring of Aikido, which started in 1965 and is grow ng
rapidly.

JUDO

Judo is the art of throwing and tunbling, the principle is to throw your
opponent or to role with your opponents blow. Judo is not an offensive art.



JUIUTSU/ JUJI TSU

"What ever works. That's Jujutsu!" And that's the best way to describe this
pragmatic, "no-hol ds-barred" martial art. Major techniques include Atem -\Waza
"vital points," Kansetsu-Waza "joint |ocking techniques and Nage-Waze
"throwi ng nmethods." Defensively Jujitsu specifically has novenments to counter
daggers, sticks and both close and unarnmed attacks. Other names for the art
include; "the art of gentleness,"” "the art of pliancy," and "the art of

suppl eness. "

A master will use anything at hand, froma ring of keys to dirt thrown in the
opponents eyes, to gain an advantage. ldeally the opponent will be thrown or
joint |ocked until helpless.

JEET KUN DO

Have you seen any of the old Bruce Lee videos? JKD is the style he created,
and the nanme neans "Way of the Parrying Punch." Its nmain attack is to Parry
t he opponent’s attack (thus creating an opening), and deliver one short,
deadly punch fromvery cl ose in.

KAPPO

This art's primary focus is on power, and the ability to do as nmuch danage as
possi bl e. The other strong suit is the distraction of opponents.

KYOKUSHI NKAI - KARATE

Striking power, especially the power to break through solid objects, is one of
the main teachi ngs of Kyokushi nkau of the "School of Utimte Truth." There is
conpetition on all levels, including full-contact bouts between students, and
contests to see who is the best at breaking boards and bricks.

In a fight, a master will attack aggressively. Al defenses should be soft

foll owed by hard counterattacks. The enphasis is always on rapid bl ows and
speed. Training is very hard and very conpetitive. Al though protective body
arnmor is worn initially, advanced students are expected to harden their bodies
enough to take sparring strikes and ki cks.



LI - CH ( SHORTHAND KUNG FU)

It's called shorthand Kung Fu because nost of the novenents are based on a
boxi ng di stance, close enough for hand novenents but too cl ose for anything
but snap kicks. Other strengths are rapid stance changes and intricate hand
novenent s.

The Li-Chia master will enter combat steadily and deliberately, advancing to
conmbat range. Then it becones a sinple matter of out fighting the opponent
with as many bl ows as possible.

MANTI S STYLE KUNG FU

Mantis Style Kung Fu originated in Southern China by the Shao-Lin Priests. The
Praying mantis is a very powerful form it is based on |ong kicks and very
fast strikes. Mantis Formpractitioners like to wait to junp into Conmbat and
take down their opponent as quickly as possible. They do not fool around or do
any show of power. They're in and out. Martial Artists ook up to the power
that the Mantis Style holds, for this art is very hard to naster

MAU TAU

A creation of JimArvanitis fromthe Geek martial art of pankration. Mi-tau
use | ow kicks, wrestling holds and jointbreaks and boxing strikes. Al conbine
to forma effective fighting style which allows the students forns of free
expressi on.

PAO PAT MElI (LEOPARD STYLE KUNG FU)

As with the Tiger Claw Form Pao Pat Mei is based on the fighting prowess of
one of the great hunting cats. And the difference between the two styles is
like the difference between tigers and | eopards. Were tigers rely on pure
strength and power, the | eopard nmust use qui ckness and accuracy. The tiger can
afford direct contests of power, where the | eopard nust be nore cautious and
pl an nore carefully.

A master of Leopard Style Kung Fu will take the tine to apprai se an opponent
before striking. However, there's not a |ot of subtlety in this form Every
technique is dedicated to fast and deadly attacks.

PENTJAK SI LAT

Pentjak Slat is a conmbination of the fighting arts of Indonesia. A forefather
to Japanese karate it nmakes use of nmany noves all based off the different
parts of the human body, hands, head, feet, fingers and hips are all used.
There are over 150 different styles of Pentjak Silat practiced in Indonesia



SAMBO

Command Sanmbo is the Soviet Arny’s own Martial Arts. This is a hybrid of
Westling, Judo, and just plain nastiness.

SANKUKAI  KARATE

Sankukai is a martial art dedicated to the idea that combat invol ves
under st andi ng and accepting the enemy. The actions of an opponent should not
be opposed; rather, as in Aikido, they should be assisted. Likew se, the

rel ati onshi p between opponents is nore like a dance than a contest. It is also
taught that there is a novenent in every stillness, and a stillness in every
novenent .

When attacked, a Sankukai master will spend the first nelee round avoiding the
eneny. |If attacks are |argely hand based, then the response will be a lock. If
the attacks were nostly kicks, then the response will be a sweep. Finally, if

the aggressor is attenpting grappling attacks, then the reaction would be to
stand off and start delivering Junp Kicks.

SAVAT

Brought over to Europe fromthe ships which sailed to the orient. The sailors
brought back a hybrid fighting style which woul d becone popul ar anpng French
sail ors because of its sheer effectiveness. It would continue to evol ve and
change as it progressed to a gentleman’s art to a full fledged nmartial art
both effective and | ethal

SHAO- LI N KUNG FU

This is the original version of Kung Fu (also called Gung Fu), and the martia
art that spawned hundreds of derivative forns. It has shaped and influenced
all the martial arts.

It all started in the Shao-lin Tenple in the Chiu Lien Muntains. For over a
two thousand years, students of the martial art traveled there for training.
This continued until the reign of the 17th Century Enperor K ang Hsi, when the
Shao-lin nonks responded to a call to put down an insurrection. 128 nonks
responded and they nanaged to rout the eneny entirely. This was such an

al arm ng display of power that the governnent eventually sent an arny agai nst
the Shao-lin. Only five nonks managed to survive the battle and burning of the

tenpl e.



SUMO

Suno is the Japanese national westling sport. It presents the bizarre sight
of enornous, near-naked, squatting nmen attenpting to heave each other to the
floor or out of the ring. It's not all just nmuscle either, the average sunp
can do the "splits" as well as a high school cheerl eader

Bef ore sunp conbat begins, there are several rituals to be perforned. I|ncluded
are cl appi ng, show ng open hands, and stonping with each foot, scattering of
salt on the mat, and, finally, shikiri, consisting of |ow squatting, glaring
at the opponent, and pounding the mat while getting worked up for conbat.
Conmbat ants do not know exactly when the match will start, they nmust attack
with lightning speed when the signal is given. Attacks may start with a series
of powerful Palm Strikes designed to test the opponents resolve. Then the sunp
attenpts sone kind of grapple or hold, actually hoisting the opponent off the
ground when successful. This is followed by a trenendous toss, hurling the
opponent to the ground with great force.

TAE KWON DO

Tae Kwon Do, |oosely translated as the "way of hands and feet," is studied in
many of the world's mlitary organizations. The idea is to efficiently conbine
ki cks and punches for the best possible attack form This is probably the nost

ki ck-oriented of all the martial arts A nmaster will attack quickly, preferably
with some kind of flying junp kick. If the opponent is able to avoid or
counter the kicks, then the second approach will be to nove in with a volley

of punches and short-range kicks.

TAI CH

Tai Chi is nost conmonly | ooked at as an exercise program and is conmonly
practiced extrenely slowy for that purpose. However, the Tai Chi master can
speed up the pace and beconme extrenely effective in hand-to-hand conmbat. It is
practiced throughout China by young and old alike, and nuch tinme is spent on
breat hing contro

TAI -JUTSU NI NJI TSU

Tai -Jutsu is the art of assassination. Sometines referred to as the Warriors
of the Night, they carry an arsenal of tricks and techni ques designed for
infiltration, penetration, assassination and terror. Tai-Jutsu nasters always
attenpt to finish their fights as quickly as possible. That can nean a
devastating attack with bare hands or weapons, or just the throw ng of

shuri ken to cover an escape. Renenber that Tai-Jutsu masters only care about
the mssion, killing is uninportant unless it becones absolutely necessary.



TE

This is a Martial Art fromthe islands of Okinawa in southern Japan. It is
al so known as "Ryukyu (Oki nawan) Karate".

THAI KI CK BOXI NG

Thai Ki ck Boxing, or Miay Thai, is the national sport of Thailand. The
ultimate in a pure conbat martial art. Everything is oriented towards the
lightning attack of fists and feet. In five 3 nminute rounds, opponents go
through a full contact fight for the entertainment of mllions.

Part of the reason why Kick Boxing is so deadly is due to the nunber of
conpetitors. Training can start as early as the child can walk and virtually
every abl e-bodi ed Thai boy practices kick boxing and dreans of beconming a
national chanp. It's not limted to nen either; there are plenty of
tournanents for femal e kick boxers as well

THAMOC (The Art of Modern Conflict)

THAMOC or nore sinply the Art is a Martial Art devel oped by Lone Star. Its set
of skills incorporates an econony of nmotion. THAMOC nmasters al ways take the
direct, utilitarian attack. The art is designed to incapacitate (not kill) the
opponent in the shortest anopunt of tine, with the | east amount of collatera
danmage.

TI EN- HSUEH ( TOUCH MASTERY)

To study Tien-Hsueh, the Chinese art of "Touching Vital Points," requires a
Conpl ete know edge of human anatomy. The student becones as famliar with the
fl ow of blood, the workings of the body's organs, and, nost inportant, with
the nervous system as any surgeon. So precise is the know edge, that a
character can kill with the touch of a finger. Not nerely kill instantly, but
kill inevitably, so the victimw Il die hours, or even days, after the injury.

W NG CHUN W NG TSUN

W ng Tsun originally cane from china passed down through the years. Until a
person naned Bruce Lee canme upon it he trained in Hong Kong, then he canme to
the United States changing this arts nane to Wng Chun. Wng Tsun is a Kung Fu
system based on strikes at extremely close range. Conbination attack/defense
noves are favored, as well as rapid hand techni que conbined with | ow ki cks.
The idea in Wng Tsun is to get the fight over as fast as possible. Teachers
are found just about anywhere there is a Chi natown.



Martial Art Styles

Ai ki do

Def ense Only

Techni ques: Disarm Escape Hold, Lock, Reverse Hol d*, Throw

Speci al Bonus: A character with Aikido can face a nunber of opponents up to
his rating in Aikido without receiving the penalty for "Opponent Has Friends
in Melee". The opponents still get their bonus for having friends in the

nel ee, but the aikido expert doesn't get the penalty. A Japanese nartial art
that is defensive and (in sonme versions of the style) alnpst pacifistic in
nature. The name can be translated into "way of union with chi, the life force
of the universe". It involves the manipulation of joints in various |ocks and
escapes

Basi ¢ Hand to Hand (The Unarned Conbat Skill.)
Techni ques: Bl ock, Strike
Notes: There are no frills with this. Just your basic target nunber 4 attacks.

Boxi ng
Techni ques: Bl ock, Evade, G apple, Knockout, Strike
Speci al Bonus: Characters may use their Boxing skill in place of their Body to

soak the damage from unarmed combat attacks. Not exactly a martial art, but
it's included here for the purpose of general unarmed conmbat. Boxing is a
sport involving nostly hand attacks (usually wearing padded gl oves) and the
ability to stand toe to toe and be pummel ed by your opponent.

Braw i ng
Techni ques: Bl ock, Kick, Knee Strike, Strike, El bow
Speci al Bonus: None

Capoeri a
Techni ques: Bl ock, Evade, Kick, Knee Strike, Sweep
Speci al Bonus: None

Carronel eg
Techni ques: Bl ock, Disarm Evade, Kick, Strike,
Speci al Bonus: None

Ch'In-Na (The Art of Seizing)
Moves: Lock, Throw, G apple, Disable, Strike
Speci al Notes: None

Choy- Li - Fut Kung Fu
Moves: Strike, Kick, Junp Kick*, Sweep
Speci al Notes: None



Conmando
Techni ques: Bl ock, Disable, Kick, Strike, G apple
Speci al Bonus: None

Coppo

Techni ques: Distract*, Strike

Speci al Bonus: Wen using a Coppo Strike or Distract attack, the character may
choose to do physical damage i nstead of stun danmage with a +2 TN nodifier

i nstead of the usual +4 (as described in Fields of Fire). Wen doing physica
damage, the character may use his skill level instead of his strength for the
power of the attack.

Cyber I nplant Hand to Hand (The Cyber inplant Conmbat Skill.)

Techni ques: Bl ock, Strike

Notes: There are no frills with this. Just your basic target nunber 4 attacks.
If this skills isn't taken, partial default to your martial art to use them

Drunken Style Kung Fu

Moves: Strike, Kick, Elbow, BIock

Speci al Notes: For a person watching the character performthis art they nust
make a perception test at a target number of 2 tinmes the characters
concentration. If the perception test fails they think it's just a dumb drunk
wi th good | uck!

Escrim
Techni ques: Disarm Elbow Strike, Kick, Strike
Speci al Bonus: A character receives +1 to his disarm nove.

Fu- Chi ao Pai (Tiger Claw Kung Fu)

Techni ques: Stri ke, Kick,

Speci al Notes: Character's using a concentration in Fu-Chiao Pai receive +1 to
the power of their attacks.

Hapki do

Techni ques: Escape Hol d, Kick, Lock, Strike, Takedown, Total Disable*

Speci al Notes: A character using Hapkido receives a -1 Target Mddifier to any
Lock, Disable, or Takedown attacks (but not Total Disable)

Hard Kung Fu

Techni ques: Bl ock, Junp Kick, Kick, Knee Strike, Strike

Speci al Bonus: Characters receive a +1 bonus to the power of all attacks.
Kung Fu is sonetines viewed as the Chinese version of Karate. Many styles are
patterned after the nmovenents of aninmals. Hard Kung Fu is a style that

enphasi zes power and strength. Some exanples of Hard Kung Fu animals are

Ti ger, Eagle, and Leopard, anmong others.



Jeet Kun Do
Techni ques: Bl ock, Disarm Evade, Sweep, Strike
Speci al Bonus: None

Judo

Def Only

Moves: Throw, Lock, Takedown, Sweep, Grapple

Speci al Notes: The Judo Throw does (STR+ 1 M stun) danage.

Juj utsu/Jujitsu
Moves: Throw, Disable, Strike, Takedown, Grapple, Bl ock
Speci al Notes: None

Kar at e
Moves: Strike, Kick, Throw, Bl ock, Sweep
Speci al Notes: The Karate Stri ke does (STR+ 1 M stun) danage.

Kappo

Moves: Strike, Distract*

Speci al Notes: Characters who use their Strike attack may do physical danmage
Wi t hout receiving an additional target nodifier.

Kung Fu (Hard)

Moves: Strike, Block, Kick, Junp Kick*

Speci al Notes: Characters using Hard Kung Fu attacks receive a +1 to the power
| evel of their attacks.

Kung Fu (Soft)
Moves: Strike, Kick, Sweep, Lock, Disable, Block
Speci al Notes: None

Kyokushi nkai Karate

Moves: Strike, Kick, Block

Speci al Notes: A character using this concentration receives a +1 to the
damage | evel of all attacks.

Li - Chi (Shorthand Kung Fu
Moves: Strike, Kick, Knee Strike, Elbow
Speci al Notes: None

Mantis Style Kung Fu

Moves: Strike, Elbow, Kick, Flying Junmp Kick*, Throw

Speci al Notes: Characters using this concentration receive a +1 to the power
of their attacks.



Mau Tau
Techni ques: Strike, Grapple, Kick, Lock, Escape Hold
Speci al Bonus: None

Pao Pat Mei (Leopard Style Kung Fu)
Moves: Strike, Kick, One Hand Choke*, Sweep
Speci al Notes: None

Penj ack Sil at
Techni ques: Strike, Block, Kick, Throw, Sweep
Speci al Bonus: ?

Sanbo
Techni ques: Disarm Grapple, Kick, Strike, Sweep, Throw
Speci al Bonus: None

Sankukai Karate
Moves: Bl ock, Strike, Kick, Junp Kick*, Lock
Speci al Notes: None

Savat
Moves: Strike, Kick, Knee Strike, Block, Disarm
Speci al Notes: None

Shao-Lin Kung Fu

Def Only

Moves: Strike, Block, Lock, Kick, Sweep, Takedown

Speci al Notes: When Using this concentration the character may never strike
first, only in self defense or in the defense of others.

Suno

Moves: Stri ke, Throw, Takedown, Grapple

Speci al Notes: Character using this concentration receives -1 to all grappling
and throw noves.

Tae Kwon Do
Moves: Strike, Kick, Junp Kick*, Spinning Junp Kick*, Bl ock
Speci al Notes: None

Tai Chi
Techni ques: Bl ock, Kick, Strike, Sweep
Speci al Bonus: Use the Boxing rules for soaking damage.



Tai - Jut su

Moves: Strike, Kick, Sweep, Block

Speci al Notes: Character using this concentration receives -1 to target #'s
when attacking a target they have achi eved surprise over.

Te
Techni ques: Disarm Evade, Kick, Strike, Sweep
Speci al Bonus: None

Thai Ki ck Boxi ng

Moves: Strike, Kick, Knee Strike, Junping Knee Strike*, Elbow

Speci al Notes: Character receive a +1 bonus to the speed and power of all kick
attacks

THAMOC
Techni ques: Bl ock, Disarm Strike, Escape Hold, Takedown
Speci al Bonus: Character receives a +1 bonus on the takedown maneuver.

Ti en- Hsueh (Touch Mastery)** NPC'S only
Moves: Strike, Kick, Block, Kill*

Special Notes: Kill is a strike done by one finger touching a part of the body
doing (Skill D) physical damage. When using this attack you can only add a #
of dice fromconbat pool up to the character's skill in Biology. (Yes you may

concentrate in anatony and specialize in humans., etc...)

W ng Chun/W ng Tsun
Moves: Strike, Gapple Throw, Kick, Sweep,
Speci al Notes: None

Westling ( Graceo Roman )

Moves: Grapple, Lock, Takedown, Throw

Speci al Notes: Westlers receive a -1 target nodifier to all Grapple attacks.
However, they may never assign successes to di stance when perform ng a Throw.

Westling

Techni ques: Escape Hold, Gapple, Reverse Hold*, Takedown, Throw

Speci al Bonus: Westlers receive a -1 to the TN of the Grapple and Escape Hold
t echni ques.

Speci al Notes: The traditional sport, not really a martial art, per se, but

i ncl uded here anyway along with Boxing. The conbatants attenpt to pin each
other to the ground, using a conbination of holds and takedowns.



V. Speed

This section deals with optional rules about the speed of various techniques.
Certain attacks are naturally faster than others, and so they are easier to
get in before the opponent can land his own attack. To sinmulate this, each
technique is given a speed nmodifier (also, certain styles receive bonuses to
the speeds of their techniques). The speed rules add another |evel of
conplexity to unarned conbat, so nost Gvs will probably choose not to use
them but they are included here for conpl eteness. Speed works simlar to
Reach. A higher speed nodifier neans a faster nove. Conpare the speeds of
each conbatant's chosen technique (plus any nodifiers froma style's specia
bonus) . Subtract the difference fromthe TN of the character with the higher
speed.

Exanpl e: Mog attacks Predator. Mbg has Coppo (7) and is attenpting a Strike.
Predator has Tae Kwon Do (7) and is attenpting a Spinning Junp Kick. Mg's
Base TN is a 4, and Predator is an 8. The Strike has +0 reach, but Mdg is a
troll and so he always gets a +1 bonus to reach, giving hima total reach of
+1. The Spinning Junmp Kick also has a +1 Reach. Since both conbatants have +1
reach, the nodifiers cancel. Now conmes the speed nodifiers. Mdg's strike has a
+1 speed. Predator kick has a -1 speed (-2 for the technique, but he gets a +1
for Tae Kwon Do's special bonus). Subtracting the speeds gives a difference

of 2. (+1 - (-1) = +2) Since Mg's technique was faster, he gets to subtract
2 fromhis TN. Unlike with Reach, Predator target nunber is unaffected. So the
end result is that Mog rolls his skill against a TN of 2, and Predator rolls

his dice against a TN of 8. Bad news for Predator

There is a second, sinpler, way to use speed, which doesn't have as nuch
effect on the gane. In the main rules, it states that the "attacker" always
wins ties. Instead of saying that, it is possible to use speed to deternine
whi ch character wins a tie.

The character with the faster technique will win a tie. |f the speed of both
the attacker and counterattacked are the sane, then you can revert back to the
original rule that the attacker wins ties. Feel free to use whichever version
of the speed rule you |ike better, or ignore the speed rules conpletely.

VI. Not es

There are a few additional rules/clarifications that we thought worth
menti oni ng here.

Killing Hands

It is very easy to convert the physical adept power "Killing Hands" for use
with these rules. First of all, the damage becones physical instead of stun,
as witten in the main rules. (By the way, we have a house rule that states

t hat phys-ads nay attenpt to do stun danage with their Killing Hands strike by
taking a +4 TN nodifier). Secondly, the damage code of the attack is changed
according to the | evel of the phys-ad power, as shown on the chart bel ow

Li ght == -1 to Damage Code
Moderate == no nodification
Serious == +1 to Damage Code

Deadly == +2 to Danmge Code



If by sone chance the danmage code is increased above "Deadly", then sinply
call it Deadly and add +2 to the power of the attack for every tinme the damage
code was rai sed above Deadly.

If the character has Light Killing Hands, and the danage code of the technique
he was attenpting was Light, then the character sinply nust use two of his net
successes to stage it up to Light. From there, stage the damage nornally.

Techni ques

The original Shadowrun unarnmed conbat systemwas intentionally abstract. It
was neant to represent a generic exchange of attacks and parries, rather than
taki ng things bl ow by-blow. However, with this system you choose your
technique. This is not neant to inply that if you choose a Strike your
character punches once and that's it. On the contrary, it neans that your
character tried some conbination of attacks, of which the Strike was the main
focus. Perhaps it was a fake kick followed by a punch, or a block then punch
or whatever.

Be creative in your descriptions of the attacks, but don't get too carried
away. An unarmed conbat exchange takes up one conplex action. |In firearns
conmbat, a character can't do too rmuch in a conplex action (trigger a full-auto
burst, shoot twice, thing s like that) so not too nmuch can happen in a single
unarmed combat exchange eit her

VII. Armed Conmbat Fighting Style: Paired Mel ee Wapons

To have ACFS: PMWa PC nust have a skill rating of at least 2 in each skil
that ACFS is for. ACFS: PMV nmust be chosen for each pair of single-handed
weapons (2 swords, sword/dagger, 2 daggers, etc.).

The cost for ACFS:PMWis 2 active skill points or 2 build points if chosen
during PC creation and 6 Karnma if bought afterwards. No other Karma/build
poi nts need be spent on any one ACFS skill once it is already bought.

ACFS: Paired Mel ee Weapons allows a PC to nake a single attack (one conpl ex
action) with the PC s main weapon skill against a single target with 2

si ngl e- handed nel ee weapons, doing increased damage on the attack. This

i ncreased danmage is equal to the follow ng:

If 2 weapons of same size: Danmge of attack equals
x1.5 power, +1 damage |evel (exanple: a pair of
swords doing 8Mindividually, would do 12S with
ACFS: PMN/ ) *

If 2 weapons, 1 larger than the other (ex
swor d/ dagger conbo): Damage of attack is |arger
weapon power + 1/2 of snaller weapons power, no
damage | evel nodifier (exanple: sword doi ng 8M
dagger doing 4L, would do 10M with ACFS: PMN )

* Use Amidexterity from Cannon Canpaion to determ ne nodifers for two handed
weapons use. ACFS is required to actually fight with two weapons at the sane
time and receive the superior weapons bonuses to dammge.



Guns in Melee

Often, a character with a gun will find hinmself involved in hand-to-gun
conmbat, nost |ikely against sonebody trying to disarmhimor westle the gun
away from him or whatever. Under the original rules, things work out a bit
strangely. Wen it's the gunman's turn, he can take two sinple actions, and
shoot the "westler" twice while his the westler just sits there and watches,
unable to counterattack at all. However, when it's the wrestler's turn, the
gunman is allowed to counterattack using unarned conbat. He can't shoot his
gun, but he can punch the wrestler. If you don't find this strange, then you
can ignore the followi ng optional rule. If you're like us, and think it's a
bit weird, then read on.

Whenever a gunman is within reach of someone who wi shes to engage himin
unarnmed conbat, every action is treated as though it were an unarned conbat
engagenent (in other words, one attack and one counterattack.) Wen it's the
gunman's turn, he can shoot and the westler can wrestle. Wen it's the
wrestler's turn, he can westle and the gunman can shoot. Well, they can each
try, at least.Both the gunman and the westler roll unarned conbat. The
wrestler may choose a technique normally. The gunnan uses the foll ow ng
techni que (he may roll his highest unarned conbat concentration, whatever it
may be).

Gun In Melee
TN: 5* D: as gun** R see table S +2

* = can be nodified by laser sights and smartgun |inks as usual
** = the gunman can attenpt to fire a burst if his weapon all ows.

Reach is determ ned by the size of the gunnan's weapon. The bigger the gun,
the harder it is to bring it to bear on the westler when he's up close and
per sonal

Weapon Reach

Pistol +1

SMG+0

Rifle-1

Sniper Rifle, LMG2

Assault Cannon huge characters only -3.

If the westler ends up with nore successes, then he has managed to knock the
gun aside, or otherw se avoid being shot. He can use his net successes for his
technique as if it had been used in a normal unarmed conmbat attack

If the gunman gets net successes, the westler was unsuccessful in getting the
gun out of the way. He is hit by the attack. Use the net successes to stage
the gun's damage as if Firearnms had been rolled.

The gunman can either use two sinple actions (taking two shots, either single
shots or three- round bursts) or one conplex action (shooting a full auto
burst). If he chooses to take two sinple actions, the first one is resolved
as described (unarnmed conbat vs. unarmed conbat). However, if the gunman



succeeds on the first action, he may take his second sinple action without
bei ng opposed by the wrestler (who had his chance to get the gun away and
failed). On this second shot, the gunman should roll Firearns instead of
unar med conbat .

Armed Conbat

It is a very short step fromUnarned to Arned conbat. |f shouldn't take nuch
doing to tweak a technique for use with a weapon instead of unarned. For
exanple, strike is a sinple stab or slash with a weapon, disarm could be used
with a weapon, etc. The speeds and TNs can be used as witten for the martia
arts rules, but the Reach should be determ ned by the weapon.

Al so, a note on weapons and martial arts.. many styles teach weapon use al ong
with the standard unarnmed techni ques. However, in our rules we have not dealt
with that. OQur assunption is that if the character has studied a martial arts
styl e that teaches weapons, he should have both the Arnmed and Unarned Conbat
skills separately. |If the character has only Unarned Conbat, he can stil
default to using weapons (it's only one dot on the skill web between Arnmed and
Unarnmed conmbat. so it's quite easy for sonmeone who's good at one of the styles
to pick up a weapon and use their martial arts background to put it to good
use, even wi thout the Armed Conbat skill).

St agi ng Danmage

We canme up with an alternative way to stage damage in nelee conbat, to nmake it
a bit nore deadly. In the main rules, the attacker stages damage up first, and
then the defender rolls body and stages it down again. This is in contrast to
firearns and all other combat, in which the defender nakes his soak roll
reduces the attacker's successes, and then damage is staged. Normally, it
doesn't make a difference, but here's one case where it did, and this was how
we first discovered the glitch in the rule.

Exanple: Melinda rolls a sword attack and gets 10 net successes. The
base damage of her attack is 13M This is not enough to i nvoke the optiona
"overdanage" rul e agai nst her opponent.

Using the rules as witten: Mel i nda stages the danage up to Deadly (this
uses 4 successes). Because of the overdamage rul e, she cannot stage it any
further, and now the defender must soak 13D. He rolls body and conmbat poo

and gets four 13s (ain't karma pool a wonderful thing). This brings the
damage down to a Moderate wound.

Using the firearns rule: The defender rolls his soak, and gets four 13s just
as in the previous exanple. This cancels four of Melinda's successes, |eaving
her with net 6. Then she stages the damage up to Deadly. The opponent takes
a Deadly wound.

See the difference? One way gets the guy a Mdderate wound, the other way neans
that he takes a Deadly wound. So to nmake nel ee conmbat a bit nore equal to
Firearnms conbat, we use the second way for stagi ng damage.



