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�Chapter I : The Basics



Learning the Martial Arts

	Martial arts is a type of unarmed fighting much more effective than punching and wrestling. It is considered an art and a way of life. This book is not about the way of the ninja or anything, it is simply how to fit martial arts into an AD&D 2nd Edition game. A few notes about martial arts to begin. Only 3 classes can take martial arts; fighter, thief and priest. Mages cannot be martial artists for the practice of magic takes up too much of their time. Priests can because of their monk like nature.

	When a character first learns martial arts, it’s not too spectacular. With the first weapon slot devoted to martial arts, they draw upon the use of this martial arts chart (similar to the punching and wrestling tables found in the Player’s Handbook). 




Attack Roll�Maneuver�Damage*�KO%�
�
20�Head Punch�3�15�
�
19�High Kick�2�10�
�
18�Vitals-Kick�2�8�
�
17�Vitals-Punch�2�5�
�
16�Head Bash�2�5�
�
15�Sidekick�1�3�
�
14�Elbow Shot�1�1�
�
13�Body-Punch�1�2�
�
12�Low Kick�1�1�
�
11�Graze�0�1�
�
10�Body-Punch�1�2�
�
9�Low Kick�1�1�
�
8�Body-Punch�1�2�
�
7�Knee-Shot�1�3�
�
6�Sidekick�1�5�
�
5�Head Bash�2�10�
�
4�Vitals-Punch�2�10�
�
3�Vitals-Kick�2�15�
�
2�High Kick�2�20�
�
1�Head Punch�3�30�
�
*Plus Strength Bonus

�	After adding another slot to the martial arts, the character’s ability is much more improved (note that this is not a specialization, it does not confer the usual specialization benefits). In order to gain this ability, the character must first find a master, which is usually a great task in itself. The master will teach the character how to better use the fighting ability and will also teach him 3 Special Maneuvers (see Chapter II) per slot devoted to the particular martial art. Also when a character “specializes” in martial arts, he receives an extra parry which he can use at any point in time during combat. This parry cannot be used for attacks. Martial artists dislike the use of armor and can only use non-metal armors which don’t restrict movement (such as chain mail or full plate) but can use up to studded leather.

	Here is a listing of the most common styles of martial arts used by a character and which special maneuvers each style uses.




Style�# Attacks�Damage�AC �Maneuvers�
�
Judo�1�1d4�8�Lock 4      Throw 1, 2, 3, 4�
�
Karate�2�1d6�7�Kick 2, 3   Lock 1, 3    Strike 1, 2

Throw 1, 3

Mental/Physical 1, 2, 4�
�
Aikedo�2�1d8�7�Lock 1, 2, 3, 4    Movement 1, 2, 3

Push 1, 2, 3    Throw 1, 3, 4

Vitals 1, 2, 3

Mental/Physical 1, 2, 3�
�
Sumo Wrestling�1�1d8�7�Lock 1, 4   Push 1, 2, 3    Throw 1, 3

Movement 3

Mental/Physical 1, 3, 5�
�
JuJutsu�2�1d8�6�Kick 3    Lock 1, 2, 3   Movement 2

Strike 1, 2    Throw 1, 2, 3

Mental/Physical 1, 3, 5�
�
Tae Kwon Do�2�1d6�6�Kick 1, 2, 3    Movement 2, 5

Throw 1, 2

Mental Physical 2, 4�
�
Muay Thai�2�1d8�4�Kick 1 (treat as a knee thrust)

Lock 1, 3   Movement 3, 7

Strike 1, 2

Mental/Physical 1, 2, 3, 4, 5�
�
Bujinkan Ninjutsu�2�1d8�5�Kick 3   Lock 1, 2, 3, 4

Movement 1, 2, 4, 7    Strike 1, 2, 3

Throw 1, 2, 3    Vitals 1, 2, 3, 4

Weapon 1, 2

Mental/Physical 1, 2, 3, 4, 5, 6�
�
Kung-Fu�2�1d6�5�Kick 1, 2, 3   Movement 1, 2, 4, 6

Lock 2    Throw 1, 2

Weapon 3, 4

Mental/Physical 1, 2, 4, 5�
�
�	A character can learn more than one martial art. After they have mastered one martial art, they may choose another to learn. But during this time the character cannot draw upon his old art form for it will ruin his training. After a second form is learned, the character can combine the best elements of each style and form his own martial art to use himself and teach others.

	To learn Special Maneuvers, the character must know certain skills before he can take a maneuver, i.e. to know Kick 3 which is Backward Kick, the character must first take Kick 1 and 2 (Circle Kick and Flying Kick). No more than two proficiency slots can be expended on a single martial arts style per level.



Quick Note

	With one proficiency slot, the character gains use of the Martial Arts Table. After finding a master and spending an additional slot, the character can better use his chosen style, gaining access to the better AC, number of attacks and damage but not the special maneuvers. For every additional slot devoted to the particular style, a master will teach three special maneuvers.

�Chapter II : Special Maneuvers



Martial Arts Special Maneuvers

	For every slot a character denotes to his martial art, he gets 3 special maneuvers, moves vary according to which martial art the character has taken (see Chapter I).



Kick

1. Circle Kick

	In this dramatic kick, the attacker builds up power and momentum by spinning in a complete circle before landing the kick (usually on the side of the head or body). If successful (a normal to hit roll), the kick does twice the normal damage. If unsuccessful, the character loses the next attack he is normally allowed as he tries to recover his balance.



2. Flying Kick

	This spectacular kick requires at least five feet of running space. The character leaps high into the air and leads with a powerful kick to the head (or head height for larger than man-sized creatures). If the kick connects, the character does triple normal damage. If unsuccessful, the character falls to the ground adjacent to the intended target and must spend a round getting back to his feet (unless he also has Prone Fighting or Instant Stand).



3. Backward Kick

	This seemingly innocuous kick is extremely difficult to master. The character attempts a normal attack at any creature directly behind him, either kicking his foot over behind his head or lashing out straight backward. He does not have to turn around to face his opponent. The kick does normal damage, but a failed attempt has no ill effects.



Lock

1. Choke Hold

	This teaches the character the correct way of applying pressure to render an opponent unconscious. When using a choke hold, no attacks can be made the next round as the attacker is entirely occupied in gripping his opponent. If a successful to hit roll is made, the choke has been applied. Once applied, the hold must be maintained until the end of the next melee round (during which the character can take no other action). The victim can attempt to escape by making a successful to hit roll, modified by a -2 on the die roll. The escape attempt can be tried as many times as the victim has attacks. If the character fails to escape, he falls unconscious at the end of the round. He remains unconscious for 1-3 rounds.

�2. Locking Block

	This action can be taken instead of a normal attack. It can be used against unarmed fighters or melee weapon attacks. A normal to hit roll is made. If successful, the character has trapped his opponent’s weapon, arm or leg in a scissors arm-lock and it cannot be used to make attacks. In addition, so long as the victim is so trapped the character can make attacks (using the feet only) with a +4 on his chance to hit. The victim can break the lock by expending an attack and making a normal to hit roll for success. The locking block does not cause damage.

	When used against an unarmed fighter, an unsuccessful locking block cause no penalty other than the attack has been lost and no damage is done. However, when used against a weapon, an unsuccessful locking block results in the character taking damage from the weapon. In attempting to make the block, the character has only managed to get himself hit by the weapon.



3. Incapacitator

	By gripping the opponent and twisting the joints, the character can render one finger, arm, or leg useless for 24 hours and cause double normal damage. A successful to hit roll must be made and the victim is allowed a saving throw vs paralyzation. If the saving throw is failed, the appropriate limb is rendered useless. If the saving throw is made, the victim suffers double damage but his limb can still be used. A failed to hit has no effect on the taker save the waste of an attack and no damage is done. This maneuver is particularly useful to prevent opponents from escaping or making attacks.



4. Immobilizing

	With one hand the character is able to grip and hold an opponent  in a way that keeps him from taking any action. The character is still able to make attacks (using either his feet or other hand), even applying an immobilizing attack on another victim. A successful to hit roll must be made and the attack does no damage. Immobilized characters can attempt to escape by spending a melee attack to break the hold.. However, the chance of success is modified by -6 to the die roll to hit. An unsuccessful immobilizing lock results in a -4 modifier to the character’s next attack



Movement

1. Feint

	A feint is a trick where the character begins an attack in one direction and at the last minute changes it to another direction. When done successfully, the opponent is out of position to the new attack and cannot defend as effectively against it. A feint requires one melee attack to execute. A normal to hit roll is made and if successful the character’s next attack gains a +2 on the chance to hit. The feint itself does no damage, If unsuccessful, the character suffers no penalty other than the loss of the attack.

�2. Prone Fighting

	Prepared for any circumstance, the character is able to fight effectively even when lying on the ground. This maneuver is constant--it applies any time the character is knocked from his feet. The only limitation is that the character can perform no other special maneuver (except Instant Stand) when prone.



3. Immovability

	By carefully positioning his feet and learning to tense and relax various muscles, the character can avoid being knocked, lifted or thrown off his feet. Any time these would occur, the character is automatically allowed a saving throw vs paralyzation. If the save is successful, the character remains where he is.



4. Missile Deflection

	Relying on the speed of his reflexes and the nimbleness of his footwork, the character is sometimes able to avoid non-magical missile attacks (including magical arrows, bolts and bullets). This ability is constant although the character must be aware of the attack. The character is allowed a save vs paralyzation against each attack. If the save is successful, the character has dodged the missile; if not, the missile hits normally.



5. Leap

	The character is able to perform extraordinary feats of springing and leaping by channeling his inner power, mentally making himself as light as a feather. From a standing start the character can spring four feet into the air and three feet forward plus one foot for each level of the character. He can also flip in mid-air to automatically change his facing. Such springs do not take an entire melee round, costing only one attack allowed during the round. Thus a character could flip over an opponent, land behind him, and execute an attack from the rear with his next melee attack. From a running start, the character can spring eight feet upward and ten feet forward plus one foot per level of the character. The character must have at least ten feet of running space for the springing. In both cases, the character must make a dexterity check to see if he lands safely. If the roll is made, the leap is successful. If the roll is failed, the character leaps but falls to the ground upon landing.



6. Speed

	The character has developed lightning fast reflexes and powerful muscles mainly by concentrating and learning how his body controls its movements. The character gains twice the normal amount of melee attacks (both with martial arts and normal combat) and moves at double the normal combat movement rate (only). The increase in movement rate does not apply to normal movement nor can the movement speed be maintained for more than five rounds. This special maneuver is difficult and tiring. It can only be done once a day and can only be maintained for five rounds. At the end of this time, the character must rest for 1-3 rounds or suffer a -2 to AC, attack and damage rolls and ability checks.

�7. Slow Resistance

	Having developed his body and disciplined his mind, the character is automatically immune to Slow effects.



Push

1. Concentrated Push

	The character focuses his inner energy into his hands, giving him great results even from a gentle push. On a successful to hit roll the opponent is knocked back one foot per level of the character. If the distance is greater than three feet, the victim must make a successful saving throw vs paralyzation to remain on his feet. If the victim hits a solid object, he suffers damage as if he had fallen the same distance. Note those with Immovability can resist being knocked back. If the push is unsuccessful, all attacks made against the character for the remainder of the round have a +2 on their chance to hit.



2. Sticking Touch

	The character has son attuned his sense of touch that even by lightly placing his hand on another he can cause it to follow their every move. A normal to hit roll must be made and no damage is done. However, so long as the character remains in contact, he gets a +2 on all subsequent to hit rolls and his armor class improves by 2, since he is able to feel the impending move of his opponent before it happens. The touch can only be broken by the opponent moving in a way or at a speed beyond the capabilities of the character. Thus, if the opponent had the Leap maneuver he could use this to break the contact. However, if both knew this maneuver, the character could automatically choose to leap at the same time as his opponent, keeping contact unbroken.



3. One Finger

	This skill requires long and difficult practice. It is said that the student first learns to push a heavy bell with the touch of a single finger. He concentrates then on touching it lighter and lighter while making the bell swing even more. Finally, he reaches the point where he can make the bell move without actually touching it. His inner power extends from his finger and pushes the bell. At this point he has mastered One Finger.

	One finger gives the character the power of Concentrated Push without having to touch the target. The character simple concentrates and points his finger at the victim. The range is equal to one foot per character level. One finger requires great concentration and is the only action that can be taken in the melee round regardless of the number of attacks the character has. A normal to hit roll must be made. If successful, the victim is affected as if hit by a Concentrated Push. If unsuccessful, the attack misses and has no effect.



Strike 

1. Iron Fist

	Through various toughening exercises, the character has hardened his hands so much that they feel like steel. The character does 1d10 points of damage on each punching attack. This power is constant.

�2. Crushing Blow

	The character is able to shatter or break objects with a blow of his hand. This includes wood, ceramics and masonry but not metal. The character can break 1/2” of wood or 1/4” inch of brittle stone per level. The DM can modify this based on the shape, hardness and age of the object. If used against a living target, the character causes damage plus points equal to his level. The Crushing Blow requires great concentration and is the only action the character can do in a round regardless of the number of attacks normally allowed. In all cases a normal to hit roll must be made. The DM must determine the number needed to hit a stationary object (based on its hardness). If the die roll is failed and the character is striking a hard object (such as stone), he has seriously hurt his hand. He suffers damage equal to what he would do on a normal attack and the hand is useless for 24 hours.



3. Eagle Claw

	Through physical exercise and concentration, the character can summon immense crushing strength into his hand. On a successful to hit roll he can shatter objects (snap spear staffs, crush stones, ect.), crush metal items, and cause 3d10 points of damage on an attack. This requires great concentration and is the only action the character can take in the round.



Throw

1. Fall

	The first maneuver any student of this style learns is how to fall correctly. He learns to fall and roll, taking the impact of the fall on the safest areas of his body. Once learned, this maneuver is constantly in effect. Thereafter he suffers only 1/2 the normal amount of damage from a fall.



2. Instant Stand

	After learning to fall, the character learns how to gain his feet quickly either by rolling up into a standing position or using an acrobatic jump. Normally one round is required for a character to gain his feet, but a character knowing this maneuver can regain his feet automatically instead of making an attack. He may do other actions in the round if he has attacks available.



3. Hurl

	This throw relies a great deal on strength and less on leverage. The character can attempt to pick up an opponent and throw him to the ground 1d4 feet away. The victim suffers double damage. Characters with immovability can resist this maneuver. A successful to hit roll must be made for the Hurl to work. If the roll is failed, the character loses all remaining attacks for the round and automatically loses initiative for the next round.

�4. Great Throw

	Using leverage and his opponent’s momentum, the character is able to throw his enemy a great distance. A normal to hit roll must be made. If the victim is stationary, the character can throw him one foot per level. If the victim is charging the character, the distance thrown is 6 feet plus one foot per level. The victim suffers triple normal damage from the throw. If the hit roll was unsuccessful, the opponent has countered the move and the character has been knocked off his feet, automatically losing initiative next round.



Vital Area

1. Pain Touch

	Simply by pressing his finger against specific points of the body, the character can cause great pain in his victim. This can be done in place of a normal attack. It cause no damage, but if the to hit roll is successful, the victim feels as if he is on fire. Thereafter, he will be -2 on his chance to hit and a +2 on chance of being hit. The effect lasts for 1-3 rounds. There is no adverse effect on the victim if the to hit roll is failed.



2. Stunning Touch

	With a light slap of his fingers in the correct place, the character can stun and daze his opponent. This can be done in place of a normal attack and causes no damage. A normal to hit roll must be made. If successful the victim is allowed a saving throw vs paralyzation. If this is failed, the victim is stunned for 1d4 rounds, unable to take any action, However, if the to hit roll is failed, the stunning touch is unsuccessful.



3. Paralyzing Touch

	By placing pressure on specific nerve junctions, the character can paralyze his victim, leaving him unable to move for 1d6 turns. A normal to hit roll must be made and the character is allowed to make a saving throw vs paralyzation. If the attack fails or the saving throw is made, no damage is done.



4. Distance Death

	This is the ultimate skill of this method and requires great practice and concentration. To learn it, the character must practice at a pool of water, driving his finger at it without touching it. As he does so, he concentrates on his own power, trying to extend it from his finger. When he can hear the echo of his thrust rebound from the water, he has mastered this maneuver.

	Distance Death requires great concentration and is the only action the character can make during the melee round. It has a range of one foot per level of the character. With it the character can choose to apply the effects of Pain, Stunning or Paralyzing Touch or he can choose to do three times the normal amount of damage on the attack. If pain is chosen, the victim is not allowed a saving throw; for stunning the saving throw is 

-2 on the die roll. In all cases a normal to hit roll must be made.

�Weapon (note that these maneuvers can be done unarmed)

1. Weapon Catch

	All weapons are routinely used to block and parry an opponent. The weapon catch maneuver teaches the character how to use the special martial arts weapons to catch and lock his opponent’s weapon in place. Here weapon includes not just melee weapons but also the arms and legs of an unarmed opponent. A weapon catch is made in place of a normal attack and a to hit roll must be made. If successful, the character has caught the opponent’s with his weapon and has locked it in place. The opponent cannot use that weapon to fight with. Furthermore, the character can make further attacks on the opponent with a +2 on his chance to hit, if he has a body part free to hit. The opponent can break the catch by either dropping his weapon or spending a melee attack to attempt to break free. If he attempts the latter, he must make a normal to hit roll to succeed.

	If the weapon catch attempt fails, the character has managed to foul his own weapon on that of the opponent’s. With a quick twist the opponent pulls the character’s weapon from his grasp, leaving the character disarmed.



2. Weapon Breaker

	Just as martial arts weapons are designed to catch weapons, they are also capable of breaking them. Indeed, students are often taught this art as it gives them an advantage in combat. The breaking action is a swift blow or twist with the weapon. It can only be used against melee weapons, not unarmed fighters. The character can also use this maneuver when fighting with a bo stick against a sword. A normal to hit roll must be made. If successful, the opponent’s weapon must save vs crushing blow or be broken. If the to hit roll is failed or the save is made, the maneuver fails. This maneuver does no damage. 



3. Steel Cloth

	With this maneuver, the character need never be without a weapon. Taking a 6- to 10-foot piece of cloth, the character whirls and snaps it tight, keeping it in constant motion, giving it the rigidity of a spear. The cloth is treated as a spear, except that it cannot be thrown. This maneuver is automatic, no die roll is made for success unless making an attack which is a normal to hit roll.



4. Improvised Weapon

	What does a chair, a ladder and a bucket have in common? They can be used as improvised weapons. Using this maneuver, normal everyday objects can be used as weapons. The DM must decide the speed factor and weapon damage for objects, but here is a rough idea of what most objects would be.

	Small           DMG 1d4, SF 2

	Medium       DMG 1d6, SF 5

	Large           DMG 1d6, SF 7

As always, a normal to hit roll must be made when attacking with these improvised weapons.

�Mental and Physical Training

1. Meditation

	Meditation is a state of deep concentration. By meditating, the character focuses and regains his energies. One hour of uninterrupted meditation is as restful as two hours of sleep. While meditating, the character is oblivious to hunger, thirst, heat and cold. He is still conscious and aware of his surroundings, however, so he does not suffer any penalties on surprise or initiative rolls.



2. All-Around Sight

	The character’s training makes him more attuned to his immediate surroundings. He is able to detect opponents on all sides of him, provided the are not invisible. The character can never be struck from behind or suffer a penalty from a back attack. This maneuver is constantly in effect.



3. Mental Resistance

	The mental exercises and ordeals of the character’s training have toughened and strengthened his will. He receives a +2 on all saving throws against mental attacks including charm, illusion and hold spells. This maneuver is constantly in effect.



4. Blind Fighting

	Under his master’s guidance, the character has trained for long periods while wearing a blindfold or in darkened rooms. This has given the character the ability to detect his foes with his other senses. The character only suffers a -1 penalty when fighting in the darkness, when blinded or facing invisible opponents (while the blindfighting proficiency gives -2 and none gives a -4 penalty). However, any of these in combination with a silence spell render the character effectively blind again. This maneuver is constantly in effect.



5. Iron Skin

	Rigorous physical training has toughened the character’s muscles to the point where he can harden them like iron. The armor class of the character is improved by 2, but only when he is not wearing any other type of armor.



6. Levitation

	This is perhaps the rarest of all the martial arts maneuvers, since it requires the utmost of concentration and mental discipline. Daily the character practices making his body feel lighter, using his mental power to negate his own weight. Finally, the character succeeds in overcoming all his weight. At this point he can levitate. This maneuver requires one turn of concentration before it can be done. Thereafter the character can move up, down or sideways at five feet per round. He can take no actions while levitating and if his concentration is broken, he falls to the ground. Upon completion of the levitation, the character must rest for one round before doing any other action.

�Chapter III : Ki Powers



What are Ki Powers?

	Ki is the energy inside everyone and everything. Through the martial arts, a character learns how to focus his ki and perform extraordinary feats of attack and defense. To learn ki powers, a character must practice daily and for every third level of experience after a character has devoted 3 slots to his martial arts, he learns a new ki power of the DM’s choosing.



1. Whirlwind Attack

	The character concentrates his bodily energy and bursts into a whirlwind of motion. This ability requires all of the character’s ki power for the day (i.e., he cannot have used any ki power previously that day). Using this power, the character can attack all opponents within 10 feet of him once in the same round. Both sides must roll initiative and the character cannot use his ki power to garuntee maximum damage. However, all other to hit and damage bonuses do apply. The character can attack every opponent within range at the instant of the attack, regardless of the number of attacks he is normally allowed. All attacks occur when dictated by the initiative roll. This power uses up all melee attacks for the round.



2. Water Walk

	By concentrating on his ki, the character can walk across short distances of smooth water. The character can cross 5 feet of water per level of the martial artist, moving at a rate of 30 feet per round. This requires intense concentration, which is broken if the character is injured in any way while walking on water. This power can be used a number of times per day equal to the level of the character.



3. Kiai

	While making an attack and concentrating on his breathing and using a kiai (a loud, fierce shout), the character can inflict maximum damage on that hit if a successful to hit roll is made. A character can use this power once a day for every two levels of experience, which means a 4th level character can use a kiai twice a day, a 6th level three times and so on.



4. Fists of Fury

	The character, through religious training and practice can focus his ki power. Knowing that he is among the chosen, this fills his body with berserk energy and disdain for his own life. This condition lasts for one turn and can be done once per day. While in this state the character gains one extra attack per round, improves his armor class by one, gains an additional +1 to hit, damage and saving throws and can dodge or deflect missile weapons by making a successful saving throw vs breath weapon, (the last part of this ki power does not work if the martial artist already has the Missile Deflection special maneuver). This power can only be used once per day, and uses up all other ki powers for the day. If any other ki powers were used previously, this power does not work. This power uses up all melee attacks for the round.

�5. Elemental Burst

	Upon focusing his ki, the character indicates the target point of which to release the energy within the range of 60 yards. The target point must be an item composed of one of the five elements--wood, fire, water, stone or air. The element then releases the ki energy within it in a sudden burst. Wood and stone items throw off sharp slivers in all directions out to a 10 foot radius. All within the area of effect must make a save vs spell or suffer 1d8 points of damage, if the save is made it results in 1/2 damage. Fire shoots off glowing sparks, causing 1d4 points of damage or none if a save vs spell is made. The sparks have a 5% chance of igniting any flammable objects within a 10 foot radius. Water pushes out in a strong wave, knocking down all within 10 feet of the water who fail a save vs paralyzation. Boats and other vessels are unaffected by this wave. An air burst creates a concussive wave, stunning all within a 10 foot radius for 1-2 rounds unless a saving throw vs spell is made. In no case does this power noticeably affect the structure of the target item. This power can be used once a day for every two levels of the caster. Thus, a 6th level character can use this power 3 times a day. This power uses up all melee attacks in a round.



6. Ki Blast

	One of the greatest powers of the martial artist and it can only be used once per day foe every 2 levels of the character. The ki blast brings forth a visible force of energy in a form chosen by the character when he learns the power, a good example is Ryu and Ken’s fireball from the Street Fighter series of games. A normal to hit roll must be made, if successful the target receives 2d8 points of damage +1 per level with no saving throw. A critical hit indicates that the power of the ki blast is increased, causing 1d4 additional points of  fire damage and it ignites any combustible materials that fail a saving throw vs magical fire. The range of this power is 10 feet + 5 feet per level of the character. Thus, a 3rd level character can strike an opponent 20 feet away. This attack takes up all melee attacks for the round.



7. Improved Mirror Image

	This ki power uses up all melee attacks for the round and works much like the 2nd level wizard spell Mirror Image, with some important differences.

	The mirror images appear in the vicinity of the character, but can move up to 30 feet away. Although the images must face the same target or enemy (whichever one the character is facing), they do not have to perform exactly the same actions. They can draw different weapons or appear to choose different tactics in combat.

	When struck in combat, these images collapse as if injured or killed, feeling solid to the person attacking them. Only at the start of the next combat round do “injured” images disappear.

	Like the images created by a mirror image spell, these visions inflict no actual damage. If they attack an enemy in combat, all their attacks seem to miss until they are struck or the spell duration (3 rounds per level) ends.

	To determine how many images appear, the DM rolls 1d4 and adds 1 for every 3 levels of the martial artists experience. This power can be used once a day for every 2 levels of the character.�8. Iron Mind

	Through focusing his mind and blocking out outside thoughts, the character can become immune to all charm and hold spells for a full hour. Additionally, the martial artist automatically disbelieves all illusions cast by 3rd-level wizards (or their equivalent) or lower. This spell can be used once per day per level of the character.



9. Resist Pain

	Focus is the key to this power, and it takes one full round of concentration for this power to work. If the character is involved in combat and is struck while trying to use this ki power, he must make a saving throw vs paralyzation or it is lost. If successful, this power allows the character to absorb 2 points of damage per level of experience. Thus, a 5th level character can absorb 10 points of damage before the power is rendered ineffective. This power wears off in 5 rounds. If the character is struck while the power is in use, he must rest for 1-3 rounds thereafter or suffer a -2 penalty to AC, attack, damage and ability rolls. This ki power can only be used once a day, if no other ki powers were used during the day and it also uses up all other ki powers.



10. Heal Self

	Concentrating on any wounds the character may have for one round, the martial artist can heal 1d4 points of damage. This power can only be used on the character and does not work on anyone else. It can be done once per day for every level of the martial artist.



End Note

	These are just ten examples of Ki Powers. The DM should feel free to make up his own powers. Good examples to take from are wizard/priest spells and innate abilities of some types of creatures. Also play fighting type video games like Street Fighter or Mortal Kombat for ideas like E. Honda’s “Hundred Hand Slap” or Raiden’s “Teleport”.

�Chapter IV : Miscellaneous Information



Martial Arts and the Races

	It is presumed the most martial artists are humans or half-elves, but what of the other races? Elves, being disciplined would of course have martial arts, most likely a derivative of Wing Chun, the Drow would mostly use some type of Ninjutsu (I named my Drow style Dark Spider). Dwarves prefer their axes and warhammers, along with standard punching and wrestling. Gnomes, being the short race that they are, couldn’t really benefit from the martial arts. Halflings might know a martial art, but something simple like Judo for they are a jovial race and don’t really have the discipline. As always, there are exceptions and it’s really left up to the DM if a gnome would use Bujinkan Ninjutsu.



The Way of the Dragon

	Dragons, being the most ancient race of the AD&D 2nd Edition game have the time and discipline to create their own hand-to-hand combat system. This is a very secretive form of martial arts, and a character must befriend a dragon before he can learn this ancient fighting style.



Way of the Dragon, # Atts 2, Damage 1d8, AC 4



Special Maneuvers (each one of these has a poetic dragon name)



“Double dragons play with pearl.”                             -Kick 1 (Circle Kick)

“Single dragon emerges from the sea.”                      -Kick 2 (Flying Kick)



“Old dragon takes on water”                                     -Lock 2 (Locking Block)



“Fierce dragon races across stream.”                        -Movement 6 (Speed)



“Spiritual dragon rises towards sky.”                        -Throw 2 (Instant Stand)



“Swimming dragon plays with water.”                     -Weapon 4 (Improvised Weapon)



“Dragon’s chi spreads across river.”                        -Mental/Physical 2 (All-Around Sight)

“Dragon resists mortal knife.”                                 -Mental/Physical 5 (Iron Skin)



	Most Wyrm’s know this artform, but many are reluctant to teach just anyone. Most characters must complete a quest for their dragon masters before they will be taught this ancient martial art.

�Proficiencies

	Here are a few proficiencies that a martial artist might want to take to set himself apart from other characters. DM’s should exercise caution when allowing characters to take these new skills.



1. Iaijutsu (1, dex -2)

	Although this is a skill learned and used with a weapon and not a peaceful proficiency, it is one that can be learned by anyone willing to devote the time and effort. Iaijutsu is the art of fast drawing a melee weapon--unsheathing and sheathing it with blinding speed. Characters with weapon specialization in a melee weapon automatically learn iaijutsu for that type of weapon. However, iaijutsu can also be learned separately for weapons the character is not specialized in. Upon selecting this proficiency, the character must state what weapon it applies to. The weapon must be specific, not a general class. Thereafter, the character can change to or from that weapon without penalty (changing a weapon normally requires one round) and under certain situations has a better chance at surprising his opponent.



2. Close-Quarter Fighting (2, dex 0)

	Characters with this proficiency have learned to fight in the cramped confines of dungeons and buildings. In such locations, or in other extremely close fighting conditions, characters using martial arts, bludgeoning or piercing weapons receive a +2 bonus to attack rolls. Slashing weapons cannot be used in close-quarter fighting.

	A successful proficiency check at the start of combat yields this bonus. Failure means the character fights normally.



3. Danger Sense (2, wis +1)

	This proficiency provides a character with a sixth sense which warns of impending danger. On a successful check, the character avoids a trap at the last second or realizes that opponents wait to ambush him due to a sudden warning tingle that cannot be ignored. Characters who make successful checks spot traps before blundering into them and receive initiative against hidden opponents. This proficiency does not work against opponents who are out in the open and making no attempt to hide their actions. Failure indicates that the character senses nothing out of the ordinary and play continues normally.

�4. Drunken Boxing (3, con 0)

	Characters using this proficiency employ an extremely unorthodox and unpredictable fighting style. Drunken boxing is graceful and deadly, fooling opponents that the character is too drunk to fight. It is also extremely tiring, as part of its nature is that it focuses every bit of energy a character has into an attack.

	Benefits are in the number of attacks the character gets and the amount of damage it inflicts. A drunken boxing character gets one more attack per round than normally entitled to. All damage rolls for attacks that hit receive a +3 bonus and a +2 bonus to hit. His armor class also improves by 1 due to his unpredictable nature.

	To use drunken boxing, a character must make a successful proficiency check at the start of combat. A failure means he is using the skill wrong, and suffers as much adverse effects as there would have been bonuses. The proficiency lasts until the end of the round.

	Drunken boxing can only be used twice per day, as it is extremely tiring. After a battle ends, the character must rest for one hour before he can again call on the proficiency. Resting means doing nothing but resting or engaging in light travel (riding a slow-moving horse, ect.) if the character must walk, he cannot use the proficiency until four hours have passed. Without this rest, a tired character suffers the ill-effects as described in the DMG.



5. Mettle (2, con 0) 

	Like many legendary heroes, the martial artist with this natural gift possesses a nearly indestructible frame; indeed, he seems to be cast of iron. With bones that are inherently resilient, this character has a Herculean fortitude that allows him to resist the punishment of bludgeoning weapons and falling damage. Any damage from these attack forms is halved if the warrior makes a successful Constitution check.

�Kung-Fu and Karate Schools

	Not all kung-fu and karate is the same, and the DM should allow players to pick a specific school to add more life into hand-to-hand combat.



Kung-Fu Schools	


School�Advantages�
�
Bok Pai (Crane)�Free Eagle Claw maneuver, treat as a Crane Fist.�
�
Ch’ A Ch’ Uan�Free Tumbling proficiency.�
�
Choy-Li-Fut�Circular parry movements adds +2 to parry.�
�
Eight Drunken Fairies�Free Drunken Boxing proficiency.�
�
Fong Ngan (Phoenix Eye)�Parrying inflicts damage (the Phoenix Eye Strike).�
�
Fu-Chiao Pai (Tiger Claw)�Free Eagle Claw maneuver, treat as Tiger Strike.�
�
Kuo-Ch’ uan (Dog Boxing)�-2 to initiative because it’s not taken seriously.�
�
Li-Chia (Short-Hand)�+2 to break/avoid grapples.�
�
Mien-Ch’ uan (Cotton Fist)�+1 to parry.�
�
Monkey Style�Free Great Throw maneuver.�
�
Pao Pat Mei (Leopard)�-1 initiative to speed, and +2 punches.�
�
Eight Step Praying Mantis Style�-1 to AC.�
�
Shao-Lin�One free Ki power.�
�
Snake Style �1 free vitals maneuver.�
�
Wui Wing Chun�Free Circle Kick maneuver.�
�
Little Nine Heaven Wu-Tao Kung Fu�1 free maneuver from any of the listings.�
�
Crab Fist�+2 damage from hand strikes.�
�
Xing Chiao (Eagle Claw)�Free Eagle Claw maneuver.�
�


Karate Schools


School�Advantages�
�
Shotokan�Free Circle Kick and Eagle Claw maneuver, treat as a Hurricane Kick and Dragon Punch.�
�
Isshin-Ryu�+2 to hit and damage when using a Bo staff.�
�
Kyokushinkai�Free Crushing Blow maneuver.�
�
Moo Gi Gong�Free Improvised Weapon maneuver.�
�
San Kukai�Foot sweep +1 to-hit.�
�
T’ang Su�Free Concentrated Push maneuver.�
�
Kenpo�Free Flying Kick maneuver.�
�
�Chapter V : Martial Arts Character Kits

The Shadow Ninja Thief Kit

	Ninjas were feared assassins in the orient, using stealth, hidden weapons and unorthodox methods, they became the bane of powerful lords and an enemy to samurai. Presented here is the Shadow Ninja, a character kit which is a statement of not only the mystic ninja of ancient legend, but also has contributions from a wave of 70’s ninja movies and anime.



Requirements

	The Shadow Ninja kit is open to humans, elves and half-elves. It’s really up to the DM if another race can take this kit but it is best suited for the presented three. To be a member of this kit, the player must have at least a score of 14 or more in his Intelligence and Dexterity scores. Shadow Ninjas can be of any chaotic alignment.



Role

	Shadow Ninjas are invisible warriors; assassins practiced in the skills of concealment, stealth, trickery, disguise, hand-to-hand combat and assassination. They possess a number of special powers and use many unique devices. Their abilities and reputations are clouded in mystery. 

	Shadow Ninjas are elite assassins, and they do their job well. Failure is not an option. If a Shadow Ninja fails to capture or kill his prey in the time allotted to him, he must either commit ritual suicide or give up his character kit and spend the rest of his life running in fear of his former guild.



Weapon Proficiencies

	A Shadow Ninja character must spend all his initial weapon proficiency slots on Bujinkan Ninjutsu. Later slots can be used to improve the martial art or use (only) ninja weapons.



Nonweapon Proficiencies

Bonus Proficiencies: Danger Sense.

Required Proficiencies: Tumbling and Disguise.

Recommended: 

	General--Swimming, Weather Sense and Fire-Building.

	Rogue--Blindfighting and Forgery.

	Martial Arts--Close-Quarter Fighting.



Equipment

	Shadow Ninjas automatically start off with a set of studded leather armor, rope and a grappling hook. A character of this kit cannot wear armor heavier than studded leather.

�Special Benefits

	Shadow Ninjas prefer stealth and concealment to their tactics. In this, they receive a +20% bonus to their move silently and hide in shadows skills.

	Once a character of this kit has put 3 slots into his Bukinkan Ninjutsu weapon proficiency, he must choose one of the following paths of Ninjutsu. 

Ju Tai Jutsu, Path of Grappling. +2 to-hit with any grapple.

Daken Tai Jutsu, Path of Striking. Adds +2 to damage with any hand-to-hand strike.

Ken Jutsu, Path of the Sword. Free specialization in Ninja-To.

Tanto Jutsu, Path of the Knife. Free specialization in Dagger (Tanto).

Bo Jutsu, Path of the Staff. Free specialization in Bo Staff.

Kasari Jutsu, Path of the Chain. Free specialization in Kusari-Gama.

Zazen, Path of the Mind. Free Meditation maneuver.

Seishan Teki Kyoyo, Path of Spiritual Refinement. Free Ki Power.

	A character can only choose one of the paths. If he loses his kit, the character cannot use these path any longer and must forfeit the bonuses.

	A Shadow Ninja also has an uncanny ability to jump long distances. For ever level of the character, he can jump 10 feet straight up or forward, or 5 feet back. If this is used in an attack, it gains a +1 bonus to damage rolls for every 20 feet of distance. 

	Upon reaching 10th level, the Shadow Ninja gains his ultimate power--The Path of the Shadow. In any area of shadows, the Ninja can teleport through the shadows into any other shadow a distance away. The character can do this once a day for every 3 levels of experience, so a 9th level Shadow Ninja could perform this 3 times a day. The distance one can travel also depends on the level of the character. For every level of experience, the character can teleport 10 feet. So a 12th level Shadow Ninja could teleport to a shadow 120 feet away 4 times a day.



Special Hindrances

	Shadow Ninjas do not fancy themselves as thieves, so they receive an initial -40% to their pick pockets skill.

	Honor is law in Shadow Ninja society. First off, a Shadow Ninja can never reveal his true name to anyone else but the head of the guild. If it is discovered by anyone other than the head, then the Shadow Ninja loses all of his honor, and must leave the Shadow Ninja guild, never to return.

	The worst offense though has a higher penalty. Failure to complete a mission is not acceptable, and the penalty is death. The character performs a ritual suicide which involves the breaking of one’s neck. The Ninja goes into a deep meditative state and begins using the ancient ninjutsu hand postures of meditation. When he is at peace, he reaches up, clasps his head with his hands and snaps his neck so powerfully it severs the spinal cord (done by a simple Strength roll). Failing to do this will result in losing the Shadow Ninja kit, returning to the status of a normal thief (losing all bonuses and penalties associated with the kit) and he will be hunted for the rest of his days by his former brethren looking to end his life.



Wealth Options

	Characters with this kit begin play with the standard rogue funds, 2d6 x 10gp.

The Street Fighter Warrior Kit

	Wandering the world with only a few possessions and a will to fight. Street Fighters are the stuff legends are made of when it comes to hand-to-hand combat. Street Fighters are warriors, plain and simple--wanderers earning their money however they can and searching for the next fight around every corner.



Requirements

	Humans and Half-Elves are the most common Street Fighters, but unusual fighters are not uncommon. To be a Street Fighter, a warrior must have at least a 14 in his Constitution score and 12’s in his Strength and Dexterity ability scores. Street Fighters have no alignment restrictions.



Role

	Street Fighters come in all shapes and sizes. From frail looking half-elf women to massive human men. All have one thing in common, they enjoy the thrill of the fight. Street Fighters constantly scour the globe searching for better opponents, honing their skills in unorganized fights in taverns and on the street. Most fights are just until the opponent gets knocked out, but there have been times when men have been killed in these fights.

	Player character Street Fighters should have a few scars and many stories of their many fights. They never back down from a challenge and are usually the first to run into combat. There is a fine line between bravery and stupidity, and it’s sometimes hard to tell which side a Street Fighter is on.



Weapon Proficiencies

	Members of this kit must spend every one of their weapon proficiencies on the martial arts. Street Fighters disdain the use of weapons and will always use hand-to-hand combat.



Nonweapon Proficiencies

Bonus Proficiencies: Close-Quarter Fighting.

Required Proficiencies: Endurance.

Recommended:

	General--Direction Sense and Weather Sense.

	Warrior--Blind-Fighting and Survival.

	Martial Arts--Mettle and Danger Sense.



Equipment

	Street Fighters seldom wear armor and don’t use weapons (for they are weapons after all). A Street Fighter character will start off with only the basic necessities like a bedroll and rations. 

�Special Benefits

	Members of the Street Fighter kit train hard, and as proof of this training the character gets double (6) the starting amount of special maneuvers when he “specializes” in a martial arts style for the first time.

	At 3rd level, the Street Fighter learns his first Ki Power. This is always an attack power and it becomes the character’s special finishing move. This power can only be used once per day per level of the character, but when it_is_used, it will inflict maximum damage on the opponent. The victim must make a save vs death or be knocked out as well for 1d6 rounds, if the save is successful there is no additional effect. A good example of a finishing move would be the Ki Blast. The Ki Power could also be replaced with a Special Maneuver, creative player’s should discuss their own finishing move with the DM.



Special Hindrances

	The biggest hindrance a Street Fighter has is his inability to use weapons or armor, so he is restricted somewhat in what types of creatures he can fight (ever try to fight a Balor bare handed with nothing but a silk kung-fu outfit covering your body?)

	The only other hindrance is overconfidence. Most Street Fighters will not back down from a fight, which may be the reason why there are not many of them out there. Street Fighters are often times poor, which is also another disadvantage as it is reflected in their rugged appearance.



Wealth Options

	Street Fighters start with 1/4 the normal starting amount of  funds for the Warrior class, 1d6 x 10gp. (It is usually 5d4 x 10gp).

�Chapter VI : Sword Fighting Schools (From Dragon Magazine #235)

	Sword fighting schools add a little bit of excitement and fun to combat (usually one-on-one combat). There are 4 types of passes in each fighting school; Basic, Difficult, Master and Death Move. To learn a fighting school--characters must first find a teacher and then spend one slot on learning the basic passes, two on basic, three on Master and four on the Death Move. To use the passes, the character must roll a natural 17 for basic, 18 for Difficult, a 19 for Master and a natural 20 (critical hit) for the Death Move. The character rolls the appropriate dice to find the result.



Dominguez School

	The Dominguez school originated in Torreon, but it has become the most popular school in Renardy. It focuses on two-weapon fighting style, so to be a member of this school, a PC must spend an additional proficiency slot in that style. Dominguez members do not receive the typical -2 penalty to their secondary weapon attacks.



Dominguez Secret Passes

Basic Passes (1d4)

1. Torreoner Two-Step

	This attack can only be used on the swordsman's first attack (in any given round). With it, the swordsman sets up his next attack, which he will use to throw his secondary weapon at a +2 bonus to hit.



2. Swift Sting

	This attack inflicts a wound to the opponent's sword arm. Foe fights at an attack penalty of -2 until the damage is healed, (effect is cumulative with each secret pass until -10; then, the foe loses all use of that arm).



3. Slow Counter-Step

	This attack automatically puts the opponent off balance until the end of the following round; he has a +2 AC penalty (AC 5 becomes AC 7). This attack inflicts no damage.



4. Dominguez Double-Dive

	This pass can only be used on the swordsman's first attack in any given round. This move is actually two successful attacks, so it also takes the place of the second attack. Damage for both attacks is rolled at a +1 bonus.



Difficult Pass (1d6)

1-2. Kiss of Steel

	The swordsman hits opponent with weapon hilt; opponent must make a successful Constitution check at a -6 penalty or be stunned, losing all attacks for one round.

�3-4. Morales Ironsnap

	The swordsman pins foe's weapon. If used against an opponent fighting with one weapon, the next attack automatically hits for maximum damage unless the opponent uses his initiative (if he hasn't already used it) to make a successful Strength check, to free his weapon. If the Strength check fails, his weapon must save vs crushing blow or break. The pass itself inflicts no damage.



5-6. Two-Handed Farewell

	No matter which attack it is performed with, this pass inflicts maximum damage for both weapons. This does not negate any other attacks.



Master Stroke (1d4)

1-2. Torreoner Block and Strike

	This attack must be on the first attack in any given round. The first weapon inflicts no damage, but the second weapon does maximum damage if it hits. The swordsman also automatically gains initiative in the next round. If the opponent has not attacked this round, his next hit is effectively parried.



3-4. Manzanas Blurring Tower

	The swordsman whirls blades so quickly that the opponent is confused, missing all attacks until the end of the next round and suffering a +2 AC penalty.



Death Move

Dominguez Necktie

	The swordsman strikes with both weapons, opening the arteries in the foe's neck. Opponent can no longer fight and dies in 2d4 rounds if a healing spell (cure serious wounds or better) is not used within that time.



Cavalcante School

	The Cavalcante school originated in Texeiras but is becoming popular throughout the Savage Baronies. This school focuses on force. Practitioners prefer moves that display strength and power. To be a member of this school, a PC must have a Strength of at least 13.



Cavalcante Secret Passes

Basic Passes (1d4)

1. Agueira's Salute

	This attack is a crushing blow to the opponent's head. It gives a +2 bonus to damage; the opponent must make a successful Constitution check at a -4 penalty or be stunned, automatically missing his next attack.



2. Cavalcante's Charge

	The swordsman implements a forceful forward attack. The opponent must make a Strength check at a -4 penalty or be forced backward 1d4+2 steps. This is especially useful when fighting on a ledge or cliff.

3. Baronial Masquerade

	The swordsman distracts the opponent and rushes in, knocking foe's weapon to the ground. The swordsman automatically gains initiative next round and a +2 bonus on his next attack. The pass itself inflicts no damage.



4. Texeiran Trounce

	The swordsman attacks forcefully enough to knock foe off balance. The opponent must make a successful Strength check at a -4 penalty or be thrown to the ground. His next initiative must be spent picking himself up.



Difficult Pass (1d6)

1-2. Iron Lunge

	The swordsman doubles the damage for his next attack and adds +2 damage.



3-4. Battle Royale

	The swordsman runs his sword through the opponent, doing maximum damage. The opponent make a successful save vs paralyzation at a -2 penalty or flee.



5-6. Shattering Ram

	The swordsman strikes foe's weapon with his own sword, using massive force. The opponent's weapon must successfully save vs crushing blow or be shattered. This attack inflicts no damage.



Master Stroke (1d4)

1-2. Scarlet Veil

	The swordsman gouges out one of the foe's eyes. Opponent receives a -2 penalty to all attacks and initiative rolls and a +2 Ac rating penalty until the eye is magically regenerated. If both eyes are gouged out, the foe suffers a 4 point penalty to all the above.



3-4. Sudden Squall

	The swordsman successfully hits for maximum damage and grabs a nearby object, hitting the opponent for an additional 1d8 hp damage plus any Strength bonus.



Death Move

Surgeon's Knife

	The swordsman disembowels foe. Opponent can no longer fight and will die in 2d4 rounds. Only healing spells (cure serious wounds or better) can be used to repair this damage.

�Moncorvo School

	The Moncorvo fighting school is a favorite of swashbucklers all over the Savage Coast. This school originated in Vilaverde and still has its headquarters there. To be a member of this school, a PC must have either the tumbling proficiency or a Dexterity of 13. This school also favors the use of a buckler.



Moncorvo Secret Passes

Basic Passes (1d4)

1. Hidalgo Death Wish

	This attack inflicts a wound to the opponent's side. Foe suffers an Ac penalty of +2 until the wound is healed. (Effect is cumulative with each pass until the opponent's AC is 10; then the attack inflicts double damage.)



2. Rapier's Harvest

	The swordsman can cut any single non-living object within reach, such as a pouch, rope, candle, belt or any object that can normally be cut by a rapier. This attack inflicts no damage.



3. Baronial Panache

	The swordsman's spectacular skill requires foe to male a successful save vs paralyzation or flee.



4. Silk and Steel

	This attack lets a swordsman swirl a cloak to confuse his foe and entangle foe's weapon, causing him to automatically miss the next attack.



Difficult Pass (1d6)

1-2. Master Seal

	The swordsman carves a personal mark into the foe's forehead or clothing. Scar requires regeneration to erase.



3-4. Swordsman's Gambit

	The swordsman tumbles under the foe's weapon and adds an extra 1d6 damage on this attack.



5-6. Vilaverdan Slip

	The swordsman skillfully steps around a foe blocking the way (including through a doorway), automatically gaining initiative in the next round and at a +2 bonus on his next attack roll.



Master Strokes (1d4)

1-2. Inigo's Rebuke

	Swordsman creates an opening for 1d3 extra attacks, which he must apply immediately.



3-4. Swashbuckler's Eyebrow

	The swordsman slashes the opponent on the forehead, inflicting maximum damage and blinding foe, who attacks with a -2 penalty for the next two rounds.



Death Move

Moncorvo's Heartbreak

	The swordsman pierces foe through the chest. Opponent can no longer fight and dies within 2d4 rounds if not healed magically (cure serious wounds or better).



Verdegild School

	The Verdegild fighting school originated in Eusdria. Popular with Paladins and knights, this school teaches that superior skill is shown through control. Anyone can kill an opponent, but a superior swordsman can prove his skill without causing death. A duel ends when an opponent is disarmed or, occasionally, at first blood. Though practitioners of this style do not like to kill, they will defend themselves to the death if no other alternative presents itself.



Verdegild Secret Passes

Basic Passes (1d4)

1. Corsair's Handshake

	This disarm attack works even against an opponent using the two-weapon fighting style. Opponent must make a successful Strength check at a -4 penalty or drop all weapons he is currently holding. This attack inflicts no damage.



2. Paladin's Reverence

	This attack inflicts a wound to the opponent's leg. Foe suffers a -2 penalty to initiative rolls until the leg is healed, (effect is cumulative with each pass up to a -10 penalty; then, the opponent loses use of the leg.)



3. Swordsman's Slice

	The swordsman can cut any single non-living object within reach, such as a pouch, rope, candle, belt or any other object which can normally be cut by his sword. This pass inflicts no damage.



4. Show of Force

	The swordsman unbalances foe and forces him backward. Opponent must make a successful Dexterity check at a -4 penalty or be knocked to the ground. His next action must be used to pick himself up. The swordsman can choose to execute this attack for no damage.



Difficult Pass (1d6)

1-2. Royal Display

	The swordsman makes a flourish with his blade, demonstrating such superior ability that his opponent must make a successful save vs paralyzation at a -2 penalty or surrender.



3-4. Knight's Accolade

	This attack inflicts damage to the opponent's sword arm. Foe fights at a -4 penalty to all attack rolls until the arm is healed, (effects are cumulative the first two times this is used; after that, the opponent can no longer use that arm.)



5-6. Eusdrian Standoff

	The swordsman locks swords with the opponent, closing in until they are face to face. This effectively prevents any sword attacks by either of them until someone steps away. If the opponent steps away first, the swordsman automatically gains the next initiative with a +2 bonus on his attack roll. However, the opponent can attempt a Strength check at a -6 penalty to push the swordsman away; if he succeeds, neither receive any subsequent bonuses.



Master Stroke (1d4)

1-2. Musketeer Sundown

	This attack inflicts a hard blow to the side of the opponent's head. Foe must make a successful Constitution check at a -8 penalty or fall unconscious. This attack inflicts 1/2 damage.



3-4. Honorbound's Courtesy

	The swordsman disarms the opponent and shreds his garments over a vital area. The opponent must make a successful save vs paralyzation at a -4 penalty or flee (if there is room) or surrender. The swordsman can choose to execute this attack for no damage.



Death Move

Verdegild's Sentence

	The swordsman severs (or at least completely disables) opponent's sword arm at the elbow; opponent's hit points are automatically halved, and he must make a successful system shock roll or fall unconscious. He will bleed to death in 1d4 hours if not healed magically, or otherwise.

�Chapter VII : Oriental Weapons

General Data


Weapon�Cost�Weight (lbs.)�Size�Type�Speed Factor�Damage

Sm-Med�Damage

Large�
�
Bo Stick�5cp�4�L�B�3�1d6�1d4�
�
Bow��������
�
-Daikyu�100gp�4�L�-�7�-�-�
�
-Daikyu Arrow�3sp/6�1/10�S�P�-�1d8�1d6�
�
-Pellet Bow�25gp�5�M�-�7�-�-�
�
-Pellet�5cp�1/10�S�B�-�1d4�1d4�
�
Chain�5sp�3�L�B�5�1d4+1�1d4�
�
Chopsticks�3cp�1/10�S�B�2�1d3�1d2�
�
Crossbow��������
�
-Cho-ku-no�50gp�12�M�-�6�-�-�
�
-Light Bolt�1sp�1/10�S�P�-�1d6+1�1d8+1�
�
Gunsen�4gp�1�S�B/P�2�1d3�1d2�
�
Jitte�5sp�2�S�B�2�1d4�1d2�
�
Kama�2gp�2�S�P/S�4�1d6�1d4�
�
Kawanga�1gp�1�S�P/B�7�1d3�1d2�
�
Kusari-Gama�4gp�3�M�S/P/B�6�1d6�1d4�
�
Nunchaku�5sp�3�M�B�3�1d6�1d6�
�
Polearm��������
�
-Naginata�8gp�10�L�S�7�1d8�1d10�
�
-Tetsubo�4gp�8�L�B�7�1d8�1d8�
�
Sai�1gp�2�S�P/B�2�1d4�1d2�
�
Shuriken�3sp�1/10�S�P�2�1d4�1d4�
�
Sword��������
�
-Katana�100gp�6�M�S/P�4�-�-�
�
One-Handed�-�-�-�-�-�1d10�1d12�
�
Two-Handed�-�-�-�-�-�2d6�2d6�
�
-Ninja-To�20gp�5�M�S/P�3�1d8�1d6�
�
-No-Dachi�45gp�10�L�S/P�8�1d10�1d20�
�
-Wakizashi�50gp�3�M�S/P�3�1d8�1d8�
�
Tetsu-Bishi�2gp/12�1/10�S�P�-�1�1d2�
�
Three-Piece Rod�2gp�3�M�B�7�1d6�1d4�
�
Tui-fa�2sp�3�M�B�3�1d6�1d4�
�
�Weapon Descriptions

	The list above contains a number of unusual weapons, both in name and purpose. The descriptions given are provided to explain the appearance and purpose of these weapons. Some of these weapons have special uses and properties (entangling, for example) which are also given in the descriptions.



Bo Stick

	The bo stick is a wooden staff of hard wood, normally 6’ to 7’ in length. Its hard wood makes it difficult to cut or break.



Daikyu	

	This is the largest type of bow in an Oriental campaign. In some ways, it is similar to the longbow. It is seven feet long and bent at the ends for greater power. Unlike most bows, the grip is not centered, being closer to the bottom. This allows the bow to be fired from horseback and kneeling positions.



Chain

	This is also called the manriki-gusari or rante. It is a simple length of chain with weights at each end. It can be whirled quickly, striking with hard blows from the weights. One can be swung out to entangle an opponent or it can be thrown (like a bola), entangling and causing damage at the same time. The chain weapon is popular in areas where the lord has forbidden the use or wearing of other weapons, or when secrecy is required. It can easilly be worn as a belt or hidden under a sash. It is often used by ninjas, since it has a great number of uses.



Chopsticks

	Chopsticks can be used as a weapon in cases of emergency. They are not very effective, but can be better than nothing.



Cho-Ku-No	

	The cho-ku-no is a repeating light crossbow, capable of firing several bolts before needing reloading. Mounted on the top is a magazine that can hold up to 10 quarrels. The cocking and reloading action is worked by a single lever, pushed forward and then pulled back. This allows a faster rate of fire than normal. Up to two quarrels can be relaoded in the magazine per round. Thus five rounds are required to completely reload the cho-ku-no. A character cannot fire and reload in the same round. It is heavier than a normal crossbow and has a poorer range.



Pellet Bow

	This weapon is almost identical in construction and use to a normal bow. However, instead of firing a normal arrow, it has a small sling in the bowstring for holding a small stoe or pellet of clay or lead. The firing style is different from that of a normal bow. The pellet can be fired with more force than a sling.

�Gunsen

	A gunsen is an iron, or war, fan. Its main use is defensive, counting as a small shield. However, it can also be used to strike blows. Again, it is normally considered a weapon of emergency.



Jitte

	The jitte is primarily a defensive weapon. It is a tapered iron bar with a short hook projecting near the handle. It is not sharp. The jitte is used to block attacks and catch weapons. It can also be used to strike blows.



Kama

	The kama is a straight bladed sickle. It is a farmer’s tool that can also be used as a weapon for gerat effect. Ninjas tend to use this weapon, since it can be carried without arousing great suspicion.



Kawanga

	The kawanga is both a tool and a weapon. It is a length of rope with a grappling hook at one end and a weight at the other. It can be used for climbing or as a weapon, by swinging the hook or the weight at the opponent. In addition, the rope can be used to entangle an opponent. This type of weapon is popular with ninjas since it has several uses and is easilly concealed.



Kusari-Gama

	The kusari-gama is a development of the common kama (sickle), designed for more fighting purposes. It is a kama with a length of weighted chain attatched to the butt end of the handle. It can be used in several ways. The user can attack with the kama in hand, he can club and entangle with the weighted chain, or he can whirl the kama at the end of the chain. This weapon is relatively easy to make and is favored by both peasants and ninjas.



Nunchaku

	This is a martial arts weapon, derived from the common agricultural flail. It consists of two lengths of hard wood or iron connected by a short chain or cord. It can be used to parry attacks, club an opponent or catch weapons. It is easily concealed. Martial arts training is required to use this weapon effectively.



Naginata

	A lightweight but strong glaive. The shaft is six to eight feet in length and ends in a curved sword-like blade. It is used as a standard polearm. The naginata is often the preferred weapon of women.

�Tetsubo

	The tetsubo, or iron-shod rod, is the polearm version of the mace. It is a long wooden rod, wielded with two hands, the upper half of which is covered with studded iron strips. It is often used by travelers, since it can also serve as a walking stick.



Sai

	The sai, or tjabang, is a martial arts weapon almost identical to the jitte. It is used in the same manner as the jitte. The only difference in the two is that the sai has two projecting tines instead of one.



Shuriken

	The shuriken is a small throwing weapon. It comes in many sizes and shapes, the two most common being the star and the spike. Stars have three or more razor-edged points, ensuring that at least one will strike the victim when thrown. Spikes are large pins, tapering to sharp points. Both are thrown by hand and have a limited range. Shuriken are easily concealed. They can be hidden in folds of clothing or tucked in sashes. Spikes can be worn in the hair.



Katana

	The katana is a single edged lightly curved sword ending in a chisel point. It evolved gradually from the normal sword and is noted for its superior construction and design. It is perhaps one of the finest types of swords made. Great care is taken in making the katana and the forging and construction of it is considered a rare and valuable art. The weaponsmith must labor long hours to achieve the correct temper of the blade. When correctly made, the blade is light, well-balanced, and combines great strength with flexibility and resilience. The quality of the metal and forging allows the blade to be ground to a razor-sharp edge. In addition, such blades are often beautifully decorated with etched designs, prayers or family lineages. Equal attention is given to the hilt, guard, and scabbard of the weapon, Katanas often have induvidual names, reflecting deeds of glory in which it has been used.

	For a samurai character, the katana is more than just a sword, it is part of his honor and the honor of his family. It is his personal weapon, not to be used by others. To touch the scabbard of the sheathed katana is to insult the samurai. To draw the blade without permission is an insult. A single katana may have been in the same family for generations, becoming a treasured heirloom. To lose such a weapon is a shameful disgrace that can only be swept clean by the recovery of the weapon and the punishment of those who have taken it. Many samurai have given their lives to recover the family’s weapon.

	The value of a katana can vary greatly, depending of the quality if workmanship and the history of the weapon. The price listed on the weapon list is for an average weapon. Others may be of greater or lesser price, depending on the quality and artistic workmanship of the weapon. 

�Ninja-To

	This is the ninja’s standard sword. It is approximately the length of a short sword, making it easier to conceal on the body. Unlike the katana, the blade is straight and of lower quality. However, in keeping with the ninja’s methods, the sword and scabbard have multiple uses. These will vary from ninja to ninja. Some include secret compartments in the hilt of the sword or tip of the scabbard for carrying powders, poisons or daggers. The scabbard is normally longer than the sword and open at both ends, allowing it to be used as a blowpipe or breathing tube. Strong silk cord may be wrapped around the scabbard to be unwound for climbing. The scabbard is usually stiff and strong, allowing it to be used as a rung of a ladder. Other devices can be attatched or hidden within this weapon as he DM allows. 



No-Dachi

	The no-dachi is the oriental equivelant of a two-handed sword which resembles a 6 foot long katana. It must be weilded with two hands and can only be carried on the back, not the hip like a true katana.



Wakizashi

	This is a short sword, similar in design and construction of the katana. Like the katana, the wakizashi may be named for some past deed or event. It holds almost as important a place in the samurai’s honor as his katana. Those rules and guidelines concerning the katana and its care also apply to the wakizashi when its part of a matched set.

	The wakizashi and the katana are normally worn as a pair by samurai characters. This is known as daisho, or “long and short”. The two weapons are a sign of the samurai’s status.
 Only samurai characters are allowed to wear them both. 
Should others disobey this law they can be subject to arrest or immediate execution for presuming a rank they have no right to hold.



Three-piece Rod


	Also known as Sa Tjat Koen, this martial arts weapon is another derivative of the agricultural flail. It is made of three, two to tree foot long pieces of hard wood connected by short sections of chain. In trained hands it can be used to strike an opponent, block his attack, and catch or break his weapon. In untrained hands it is virtually useless.




Tui-fa


	This is also known as the tonfa. It is a hardwood rod with a small handle sticking out off-center from the side. The entire length is about two to tree feet. Originally the handle of a millstone, it is now a martial arts weapon. With it, the trained fighter can block, catch weapons, break weapons and attack effectively. It is often used in lands where normal weapons are not allowed.



�
Tetsu-bishi

	
Tetsu-bishi are small caltrops, not melee or thrown weapons. The tetsu-bishi is a ball or four sided diamond of spikes, designed so that no matter how it lands at least one spike is pointing upwards. They are used to stop or slow the movement of men and animals by making the ground extremely dangerous to walk on. Because of they way they are designed, they cannot be thrown at an opponent for any good effect. Rather, they are cast on the ground at the feet of an opponent when being pursued. They are greatly favored by ninjas since they can allow a quick and unpursued escape. 

	When using tetsu-bishi, the character must state how many he will use and how much are
a
 he will cover.
 
The base amount is 10 cast down in a 5 foot by 5 foot area (25 square feet). Anyone entering the area must make a save vs paralyzation. A successful save means the character has avoided stepping on any of the tesu-bishi, an unsuccessful save indicates the character has stepped on one 
suffering damage and must halt his movement. If half the amount of tetsubishi are used, the victim gains a +4 bunus on his saving throw. For every 5 greater than the base 10 tetsu-bishi used, the victim
’s saving throw is reduced by -2 and the victim suffers a +1 in damage (up to +6). If the victim is moving at greater than 1/2 his normal movement rate, he siffers -2 on the saving throw. One check must be made for every 5 square foot section entered. However, characters who move with caution (1/3 their normal movement rate) are not required to make any saving throws.

	If a character (or creature) steps on a tetsu-bishi
, they must stop and remove it before continuing movement. This requires one round. In addition the character must make a second saving throw vs paralyzation to see if he is temporarily lamed. If the save is successful, the character can continue moving normally. If the save is failed, the character, due to pain and discomfort, can only move at 1/3 his normal movement rate. This lasts 24 hours or until the character is healed of the damage.
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Note:
 
When shooting short range, there is no penalty, but medium range imposes a to-hit penalty of -
2 and long range -5.
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