PUNCH

Head Knocker

Prerequisites: Punch OO, Grab OO

Power Points: Highland Fighting 2, Any 3

The famous move that you always saw in the movies was considered impractical

in real life, until one Highlander worked out how to be fast enough to

actually pull off the stunt..

System: The Warrior must have two opponents adjacent to both him and

to each other.  The Warrior reaches forth, grabs both their heads,

and knocks them together.  Both opponents take damage.  This moves

goes past Blocks; neither opponent may add their Block technique to their

Soak total.

Cost: None

Speed: - 1

Damage: - 1

Move: - 1

Gut Punch

Prerequisites: Punch OO

Power Points: Highland Fighting 2, Any 3

The Highlander swings his fist in a wide arc to land deep within the

abdominals of his opponent. Very painful, and often takes the wind

out of the victim's breath.

System: Use these modifiers.  The Gut Punch also causes a Knockdown.

Cost: None

Speed: - 2

Damage: + 4

Move: Two

Dashing Fist Sweep

Requirements: Dashing Punch, Fist Sweep

Learning: Boxing.2, Western Kickboxing.3

The warrior dashes across the ring and nocks his opponent’s legs from underneath him.

System: The Warrior moves in a straight-line movement ends in the same hex as the opponent the victim suffers a knockdown

Cost. 1 will

Speed. +0

Damage. +4

Move. +2

Phoenix Eye Punch

Requirements: Punch. OOOO

Learning: Boxing, Pro Wrestling, Kung Fu, Phoenix Style.1 Any.2

The fighter quickly reaches out with his thumb and plunges his opponent in the eye

System: Stamina is not calculated in the soak. Note: the warrior suffers a one point

Honor loss when he performs this maneuver.

Cost. Nil

Speed. +1

Damage. +0

Move. +0

One Inch Punch

Requirements: Punch. OOOO, Focus. OOOO

Learning: Kung Fu. 2, Boxing, Phoenix Style. 3, Any.5

The fighter learns how to focus his chi into devastating blows that send his opponents flying.

System: the fighter sends his opponent flying back one hex per point of Focus and knocks them down even if they were blocking they still get their block but are knocked down unless they block with San he.

Cost: 1 Chi

Speed: +0

Damage: +2

Move: +0

Dashing clothesline

Requirements: Punch. OOO, Athletics. OO

Learn: Pro Wrestling, Sanbo, sumo, Strauheim. 2, Any.4

The Fighter lashes out with his arm out stretched and topples

his opponent.

System:  The fighter moves in a strait line. this is one of the only maneuvers that allow the user to continue his movement after he is hit with his maneuver. The victim suffers a knockdown.

Cost: None

Speed: +0

Damage: +3

Move: +1

Lightning Strike

Requirements: Punch. OOO, Focus. OO

Learn: Strauheim, VonDikail.1, Any. 2

The fighter lashes out with a weak but fast punch.

System: Use the modifiers below.

Cost: Nil

Speed: +4

Dam: -3

Move: +0

Leaping Fierce

Requirements: Punch. OOO, Jump

Learn: Hakuokusaken, Boxing. 2, VonDikail. 3, Any. 4

The fighter leaps into the pounding his opponent in the face.

System: The jumping fierce is an Ariel maneuver and can avoid projectiles like a jump. The victim suffers a knockdown.

Cost: Nil

Speed: +0

Damage: +4

Move: +0

Fist Slash

Requirements: Punch. OO

Learn: Any 2

The warrior moves both fists downward at such a high rate of

Speed that she actually cuts through the air.

System: use below modifiers.

Cost: WP. 1

Speed: +2

Damage: +1

Move: +2

Rapid Attack

Requirements: Punch. OOO, Athletics. O

Learn: Boxing, special forces.2, Any 3

The fighter spins and delivers a series of short uppercuts.

System: Roll three damage tests. This maneuver allows you to move while doing damage.

Cost: WP. 1

Speed: -1

Damage: +2/+2/+3

Move: Three

Burn Knuckle

Requirements: Punch. OOO, Focus. OOO, Dashing punch

Learn: Hakuokusaken,Boxing.2, Any 3

The Fighter dashes foreword with a glowing hand.

System: As dashing punch. Non-blockers suffer a knockdown.

Cost: 1 Chi

Speed: +1

Damage: +4

Move: +2

Spinning Flame Elbow

Requirements: Punch. OOOO, Focus. OOO, Power Uppercut, Jump

Learn: Ninjitsu, Hakuokusaken, Kung Fu. 3 Any 4

The warrior leaps into the air with his elbow stretched out and slams his opponent.

System: May be used as a Jump to avoid projectiles.  Two damage tests

At the listed rating if next to an opponent.  Non-blocking Opponents suffer a knockdown, whether they were in the air or on The ground.  The Spinning Flame Uppercut is an Aerial Maneuver

Cost: WP. 1

Speed: +0

Damage: +3

Move: +1

Triple Spin Fist

Requirements: Punch. OOO, Power Uppercut, Spinning Back Fist

Learn: Any 4

The Warrior does a series of spinning uppercuts.

System: The warrior begins with a punch at +1 damage and moves one

Space. Then, the next attack is a backhand at +2 damage and moves

One space.  The final attack is an uppercut at +3 damage and

Moves one space.  If the opponent does not block, she suffers a

Knockdown from the final hit.

Cost: WP. 1

Speed: +0

Damage: +1/+2/+3

Move: Three

Bull Head

Requirements: Punch OOOO, Athletics O, Head Butt

Learn: Boxing 4, Any 5

When the fight starts, he would dash across the ring and blast his opponent with a devastating head butt before the opponent realized the fight had begun. The move is considered by many to be a typical Birdie cheep shot, but it won him a lot of matches.

System: Use the modifiers below.

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

Neck Shatterer

Requirements: Punch. OO
Learn: Ninjitsu 1, Any 2

Description: The Fighter rams his elbow deep in his opponent's gut, and then whips his forearm up, ramming the back of his fist into the opponent's throat.

System: The maneuver hits twice, using the modifier's below and can not be blocked with a crouching block.

Cost: None
Speed: -1
Damage: +0
Move: -2

Atemi Strike

Requirements: Punch OOOO

Learn: Kabaddi, Ninjitsu. 3, Shotokan Karate. 4

In this attack the fighter strikes at one of his opponent's vital points, causing agonizing pain.

System: If this is used successfully, then the damage from the Atemi Strike cannot be soaked, unless the attack was blocked.

Cost: 1 Willpower

Speed: -1

Damage: -1

Move: -2

Fingertip Attack

Requirements: Punch OOO

Learn:  Kung Fu 1

The fingertip attack is one of the more unusual hand strikes possible; the fighter attacks with but a single finger. This is not normally used for the damage it inflicts (which is small but painful), but in order to deliver pressure point strikes.

System: This attack inflicts only 1 health level of damage.

Cost: None

Speed: +4

Damage: Special

Move: +0

Leaping Rake

Requirements: Punch OO, Athletics O, Claw, Jump

Learn: Spanish Ninjitsu 2, Any 4

The fighter leaps past his opponent, raking him with his claws as he passes.

System: This is an aerial maneuver, and it only works if the attacker has enough Move to go past his opponent; if he dose he leaps  far past  his opponent, this maneuver cannot be used to avoid

projectiles.

Cost: None

Speed: +1

Damage: +1

Move: +1
Kinfe Hand Strike  

Punch Maneuver
To Learn: punch OOO

Power Points: kung fu, shotokan karate 3, special forces 4, any 5

The fighter has trained so that his hand is rigid like metal, causing painful stabs

System: use the modifiers below. Unless the opponent is Blocking, he may only use half his stamina (rounded down) to soak damage. 

cost: none

speed +1

damage –1

move -1

Knuckle Sandwhich 

Punch Maneuver

To learn: Punch O

Power Points: any 1

Description: The fighter hits his victim in the mouth. This is a quick and painful Maneuver.

System: Use the modifiers below.

Cost: None

Speed: +1

Damage: +1

Move: +0

Lunging Punch 

Punch Maneuver
To Learn: punch OOO, athletics O

Power Points: boxing, shotokan karate western kickboxing 2, any 3

The fighter dashes foward and delivers a low, sweeping punch that is quite suprising

System: This is concidered a crouching maneuver. The lunging punch ignores blocks, unless the victim is preforming a crouching block or is using kick defense. 

cost: none

speed +0

damage +1 

move +1

Pimp Slap 

Punch Maneuver

To Learn: Punch O

Power Points: Any 1

Description: The fighter slaps his opponent across the face with all his strength.

System: Use the modifiers below. The victim of such a slap loses one temporary Glory point if he receives damage.

Cost: none

Speed: +1

Damage: -2

Move: None
Shikan - Ken/Ninja Knuckle Fist
Punch Maneuver
To Learn: punch OO

Power Points: ninjitsu 3

The fighter strikes with the upper knuckles of the hand

System: The opponent stuck must make a resisted Strength check or be knocked back a hex. This maneuver will cause aknockdown vs. jumping opponents.

cost; none

speed +1,

damage: +1 

move +0

Shuto/Sword Hand 
Punch Maneuver

To Learn: punch OOO, shikan-ken

Power Points: ninjitsu 2

The fighter swings his hand in an arc similar to a club or a sword
System: This punch ignores any special bonuses that provide extra protection, such as armor, toughskin, or similar powers. Anyone without such extra protection suffers an additional +1 damage.

cost; none

speed –1

damage +3 (or +4, see above)

move -2

Widowmaker
Punch Maneuver
To Learn: punch OOO, jump, haymaker

Power Points: savate 2, any 2

The fighter makes a short jump, and puts everything he has into one devestating punch
System: The fighter may jump up to two hexes toward an opponent before inflicting damage. Any target damaged by the widowmaker suffers a knockdown. because of the over-hand strike involved with this move, a jumping target will not be hit, as the punch doesn't develop any real force until the swing is completed.

  The widowmaker is an aerial maneuver and may be used to avoid projectiles.

Cost: none 

speed -3,

damage +5

move 2 (maximum)

Haymaker 
Punch Maneuver

To Learn: {punch 1}

Power Points: savate 2, any 2

The character spend a moment to wind up for a powerful punch
System: use the following modifiers

Cost none

speed –2

damage +4

move –2

Groin Punch 

Punch Maneuver

Prerequisites: athletics OO, punch OO

Power Points: any 3

Description: The fighter ducks or does the splits, moving quickly downward, and punches his victim in the groin area.

System: All damage is calculated to see if the opponent is dizzied - the maneuver can actualy only cause a maximum of 2 health levels.

Cost: 1 Willpower

Speed: +1

Damage: +6 vs. men, +2 vs. all others

Move: none

Boshi - Ken/Thumb Drive 

Punch Maneuver

To Learn: punch OOO, shikan-ken

Power Points: ninjitsu 2

The fighter uses his thumb to attack nerve clusters

System: an opponent struck with this maneuver will suffer numbness in the following turn. if any damage is inflicted, the opponent suffers a -1 to move during the next round. 

cost: none

speed –1

damage +2

move +0

