KICK

Improved Hurricane kick

Requirements: Kick. OOOOO, Focus. OOO, Hurricane kick

Learn: Shotokan Karate.2, Wu-Shu.3

As Hurricane kick but it causes a knockdown use the system below.

Cost. 1 Chi. 1 will

Speed. +1

Damage. +1

Move. +1

Comet Crusher

Requirements: Kick. OOOO, Athletics. OOOO,  Dive kick

Learn: Tae Kwon do, WuShu. 5

The warrior does a triple hitting dive kick to the opponent’s head.

System: The total damage is combined for dizzy.

Cost: 1 WP 

Speed: +1

Damage: +1

Move: +1

Blade Kick

Requirements: Kick. OOOOO, Athletics. OOOO

Learn: MuaiThai, Tae Kwon Do, WuShu, Hakuokusaken.4

The fighter dose a foreword flip and hits with his heel.

System: Use the below modifiers.

Cost: 1 WP

Speed: +1

Damage: +5

Move: Three

Reaper Kick

Requirements: Kick. OOOOO, Double Hit Kick

Learn: Strauheim, VonDikail. 4, Any. 5

The fighter snaps his kick up and down hitting with tremendous force.

System: Roll 2 damage tests. The victim suffers a knockdown.

Cost: 1 WP

Speed: +1

Damage: +5

Move: Two

Air Lightning Leg

Requirements: Kick OOOOO, Jump, Lightning Leg

Learn: WuShu 2; Kung Fu 5

This is a variant of the infamous Lightning Leg that can be performed while in the air.

System: This is considered an Aerial Maneuver, and must be performed while airborne. The attacker makes three damage tests in the same manner as a normal Lightning Leg. 

Cost: 1 Willpower

Speed: +0

Damage: +1

Move: +0

Flurry Kick

Requirements: Kick OOO, Athletics OOOO

Learn: Kung Fu, Saikyo Karate, Shotokan Karate, WuShu 3; 

The fighter launches himself forward at the opponent, and lashes out with three kicks.

System: Make three separate damage tests using the modifiers listed below. This is an Aerial Maneuver.

Cost: None

Speed: +0

Damage: -1

Move: +2

Jaguar Tooth

Requirements: Kick OOOO, Athletics OOO, Jump, Wall Spring

Learn: MuaiThai 3

In this powerful maneuver, developed by Adon, the fighter springs off a wall and spears the opponent with his leg.

System: To use this maneuver the character must first execute a Wall Spring. Opponents who are struck by a Jaguar Tooth and take damage will suffer a Knockdown. This is an Aerial Maneuver.

Cost: None

Speed: +1

Damage: +4

Move: +2

Knee Strike

Requirements: Kick OO

Learn: Muai Thai, Ninjitsu 1, Any 2

In this somewhat vicious maneuver, the fighter stands close to his opponent and jumps up to knee him in the stomach, chest, or face, using the momentum of the jump to increase the damage.

System: To use this maneuver the attacker must be in the same hex as the opponent. It does not count as an Aerial Maneuver. The victim of a Knee Strike will suffer a Knockdown.

Cost: None

Speed: +2

Damage: +1

Move: None

Reverse Front Kick

Requirements: Kick OOO

Learn: Kung Fu, Shotokan Karate 2; any 3

The fighter launches a feint kick past the head of his opponent, then quickly reverses it with a sharp snapping motion, driving his heel into the back of the opponent's head.

System: This kick ignores blocks.

Cost: None

Speed: -1

Damage: +1

Move: -1

Rising Bird Kick

Requirements: Kick OOOO, Athletics OOO, Double-Hit Kick, Jump

Learn: WuShu 2; Kung Fu 3; Capoeria, Special Forces 4

In this highly acrobatic maneuver the fighter jumps upwards feet-first and kicks at the opponent three times.

System: This is considered an Aerial Maneuver. Make three damage tests using the modifiers listed below.

Cost: None

Speed: -1

Damage: -1

Move: +0

Rising Jaguar

Requirements: Kick OOOO, Jump, Knee Strike

Learn: Muai Thai 4; Kung Fu, Western Kickboxing, WuShu 5

In this powerful Kickboxing maneuver, the fighter leaps upward, slamming his knee into the opponent.

System: This functions in effectively the same manner as a Dragon Punch (see Street Fighter pg. 107-108). This is considered an Aerial Maneuver.

Cost: 1 Willpower

Speed: +0

Damage: +5

Move: -2

Spinning Thrust Kick

Requirements: Kick OO

Learn: Capoeria, , Kung Fu, Savate  1; Shotokan Karate, Tae Kwon Do, 2; Any 3

The fighter spins and then thrust-kicks at the opponent, using the momentum from the spin to increase the power of the kick. Sometimes the fighter will hit his opponent with his heel as his foot whips around; this is called a Spinning Back Kick.

System: Use the modifiers below.

Cost: None

Speed: -1

Damage: +3

Move: -1

Hop Kick

Requirements: Kick OO Athletics O
Learn: Capoeira,  Muai Thai Kickboxing, Savate, Shotokan Karate, Special Forces, Western Kickboxing, WuShu 1 Any 2

Description: The Fighter does a short hop forward with a snapping kick. While not very damaging, this maneuver is very fast and covers a good distance.

System: Use the Modifiers below. This is not an aerial Maneuver.

Cost: None
Speed: +2
Damage: -1
Move: +1

Jumping Sabot

Requirements: Athletics. OOO, Kick. OOO
Learn: Special Forces 2, Any 4

Description: The Fighter rapidly jumps forward and hits his opponent with a Roundhouse.

System: This is an Aerial Maneuver.

Cost: 1 Willpower
Speed: +0
Damage: +4
Move: +0

Lightning Heel

Requirements: Kick. OO, Double Hit Kick
Learn: Shotokan Karate, Kung Fu, WuShu 2, Any 3

Description: The Fighter brings his leg straight up and slams his heel down onto the opponent's shoulder, hitting on the way up and on the way down.

System: Hits twice and knocks down aerial opponents.

Cost: None
Speed: -1
Damage: +1
Move: -1

Genocide Cutter

Requirements: Kick. OOOO,  Athletics. OO, Jump

Learn: Strauheim, VonDikail, Special Forces.4, Any 5

The warrior lashes out with a leaping double roundhouse.

System: Two Damage tests.  Non-blockers suffer a knockdown.

Chi: Will 1

Speed: +1

Damage: +4

Move: -2

Foward Backflip Kick
Kick Maneuver
To Learn: kick OOO, athletics OOO, backflip kick, jump

Power Points: caporeia, spanish ninjitsu, wu shu 1, kung fu, special forces 2, any 3

caporeia, spanish ninjitsu, wu shu 1

The fighter runs up, leaps toward, and strikes with a airborne backflip kick
System: if the maneuver scores a strike against an airborne opponent, it causes two damage tests.  

cost: 1 willpower,

speed +2 

damage +1

move Two

Foward Slide Kick
Kick Maneuver

To Learn: kick OO, athletics OO

Power Points: ler drit 2, spanish ninjitsu 3

The fighter slides in a standing position into his opponent's feet
System: This maneuver causes a Knockdown if damage is scored 

cost: none 

speed +0

damage +2

move +0

Cartwheel Kick 

Kick Maneuver
To Learn: kick OO, athletics OO

Power Points: caporia, ninjitsu, wu shu 2, any 3

The fighter rolls in a series of cartwheels, striking with feet and fists over and over

System: A cartwheel kick must travel in a straight line in any direction. hen an opponent is encountered, the fighter does not stop but pushes her opponent back one hex. For each hex an opponent is pushed back, the opponent suffers one attack using the modifiers below. 

  The fighter may end his turn in any hex he likes anlong his line of travel.  

cost: 1 willpower

speed +0

damge +1 (per hex)

move +4

Scissor Kick 

Kick Maneuver

The fighter leaps, then preforms a front flip, kicking out for a one-two hit
To Learn: kick OOO, athletics OOO, jump

Power Points: ler drit, jeet kune do 3, wu shu 4

System: Aerial, causes two damage tests 

cost: 1 willpower

speed +0

damage +3

move +3

Ax Kick 
Kick Maneuver
Learn: kick OO, jump

Power Points: savate 2, special forces, western kickboxing 3, kung fu, shotokan karate, wu shu 4

The fighter jumps into the air, bringing his foot over his head and then down onto his target
System: this attack is concidered an aerial maneuver and may be used to avoid projectiles. The fighter travels his allowed movement in the air using the -2 modifier and ends his attack in the same hex as his target. because this attack targets the head from above, crouched opponents are struck. jumping opponents arealso struck and will suffer a knockdown.

cost: none,

speed -1

damage +4

move -2

Boot To The Head

Kick Maneuver

To learn: Kick OOO

Power Points: Any 2

Description: The fighter leaps off the ground, straight up, and slams a heel to the victim's forehead.

System: The fighter makes a normal attck with the modifiers below. If damaged, the victim suffers a Knockdown. 

Cost: none

speed –2

damage +2

move: None

Tiger Knee 
Kick Maneuver

To Learn: kick OOO, athletics OO, jump

Power Points: thai kickboxing 4, special forces, western kickboxing, jeet kune do 5

The fighter crouches down then springs up, driving his knee into his opponent

System: The tiger knee will cause a knockdown and damage to an aerial opponent. This is an aerial maneuver that can be used to Jump over projectiles. 

cost: 2 willpower

speed +3

damage +2 

move +0
