SUPERS

Resurrection

Requirements: Focus. Improved Regeneration, Immortality

Learn: Phoenix Style. 4, Any.5

The warrior can heal his wounds at a super human rate.

System. The maneuver when used will bring a character to full health. Regardless of the amount of wounds received. This maneuver is automatic and happens

The same round that the warrior was reduced to 0 or less health.

Cost: 2 Super

Speed: See Above

Move: Zero

Kaiser Wave

Requirements: Focus. OOOOO

Learn: Strauheim.3,Saikyo karate 4, Any. 5

The warrior unleashes tremendous amounts of chi in a gigantic projectile.

System: The projectile created by this maneuver is a take up 3 hexes any one In this range takes damage victims suffer a knockdown. If Kaiser Wave Is used to interrupt another projectile it neutralizes it and keeps going. It has A range of Range of Wits + Focus.

Cost: 1 Super

Speed: +0

Damage: +10

Move: zero

Screw Upper

Requirements: Focus. OOOOO, Hurricane blast

Learn: Any. 6

The fighter summons up his chi into a massive tornado to engulf his foe.

System: This super move only has the range of one hex per point of focus. And hits 3 times the level

Of super used.

Cost: various

Speed: -1

Damage: -2

Move: one

Mega attack (Maneuver)

Requirements: Technique the original move is based on: OOOOOO, Focus: OOO, Original move

Learn: Cost of the original move +1 to minimum of 4

The fighter unleashes a maneuver that hits multiple times.

System: this is another “generic All purpose super move and it hits 2 times the level of super used.

It also has any special effects that the maneuver had.

Cost: Various

Speed: the original move –1

Damage: original move –1 maximum of +3

Move: original move

Super Lightning Leg

Requirements: Kick. OOOOOO, Athletics. OOOOO, Focus. OOO, Great Wall of China
Learn: WuShu. 5 

The Fighter sends a super human fury of kicks to his opponent.

System: Roll 9 Damage tests with the below modifiers.

Cost: 2 Super

Speed: -1

Dam: +3

Move: zero

Force Hammer

Requirements: Focus OOOOO, Improved Fireball, Repeating Fireball

Learn: Shotokan Karate, Kabaddi 5 

This maneuver creates a large beam of force that can pound threw walls

And nock over trucks.

System: The beam is 3 hexes wide and damages all in those hexes the beams range is wits + focus x 2, anyone caught in the beam takes the listed damage and must roll a strength Vs the attackers focus treat this as a sustained hold each round the attacker Wishes to keep it up.

Cost: Various

Speed: -1

Damage: +10

Move: zero

Super Fireball

Requirements: Focus OOOOOO, Flaming Fireball, Repeating Fireball

Learn: Shotokan Karate 5

The fighter unleashes a multi hitting burning projectile to blast an opponent.

System: As flaming fireball but roll one damage test per 2 point’s of focus + 2 Tests . Per level spent past the first.

Cost: Varied Super

Speed: -1

Damage: +2

Move: zero

Super blast

Requirements: Athletics OOO, Kaiser wave, Air wave punch

Learn: Any 6

Description: the fighter leaps into the air and unleases a small projectile that explodes outward to a giant globe of energy.

System: The victum suffers one test per level blown and the radius is 2 hexes +1 hex per level. Victums suffer a knockdown.

Cost: Various

Speed: -2

Damage: +5

Move: +0

Super Raging Demon

Requirements: Focus OOOOO, Punch OOOOO, Grab OOO, Ashura Warp 

Psycho Kinetic Channeling

Learn: Any 10

This move is Akuma’s super death move he streams towards an opponent gliding foreword on wave of chi and grabs his opponent then a large burst of chi engulfs the surrounding blinding the onlookers when the chi clears a smoking crater remains with

The victor standing and the victim unconscious.

System: The fighter ashura warps to an opponent grab him and delivers 15 damage Tests with the modifiers below using punch.

Cost: 3 Super

Speed: +2

Damage: -1

Move: wits + focus

Power Geyser

Requirements: Focus OOOOO, Athletics OOOO, Power Wave, Power Dunk

Learn: Hakuokusaken. 5 

The fighter leaps up into the air with a and slams his fist into the ground

Unleashing a geyser of energy into the air.

System: the power geyser starts in an adjacent hex to the fighter and fills all surrounding Hexes and hits all in those hexes. Sense it is coming from beneath there is no block Vs the power geyser. Roll 1 damage test per level with the below modifiers victims suffer a knockdown.

Cost: Various

Speed: +1

Damage: +8

Move: three

Rising Dragon Wave

Requirements: Punch. OOOOO, Athletics. OOOO, Focus. OOOO, Dragon Punch 

Learning: Shotokan Karate. 4, Sakyio-Ryu. 5

The fighter dose a series of dragon punches each rising to greater heights.

System: Roll one damage tests each point of movement on the maneuver, The victim suffers a knockdown.

Cost: Various

Speed: -1

Damage: +3

Move: Level 1: Four, Level 2: Six, Level 3: Eight

Vertical Dragon Wave

Requirements: Punch. OOOOO, Athletics. OOOOO, Focus. OOOOO, Flaiming

Dragon punch

Learn: Shotokan Karate. 5

The Warrior jumps strait up hitting his opponent with a barrage of dragon punches.

System: Roll five damage tests with the below modifiers + 2 damage tests per level

Of super spent. The target suffers a knockdown

Cost: Vareous

Speed: +0

Dam: +2

Move: One

Fury (Attack)

Requirements: Kick. OOOOO, Punch. OOOOO,  Focus. OOO, (Some Special Move)

Learn: Any. 6

The Warrior lashes out with a flurry of kicks and punches ending with a (Certain Move).

 System: Roll 5 damage tests 3 kick and 2 punch, +1 more of each damage tests per extra level spent. Then roll a test for the move the super is based off of. The victim suffers a Knockdown after the final hit.

Cost: Various

Speed: -1

Damage: -2 /As move its based on

Move:-3 
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Prerequisits: Punch OOOOO, Kick OOOO, Focus OO, Spinning Backfist, Power Uppercut
Power Points: Special Forces 5, Any 6

Description: The fighter launches himself forward with a kick, Turns into a Spinning Backfist, and ends with a Power Uppercut.

System: Similar to the Thousand Burst Kick, the different levels of Super Meter used determine how this move is executed. With Level One, the fighter kicks forward using the first move modifier and kick technique instead of punch technique. With the second level of super meter he uses his momentum to turn and do a Spinning Backfist, switching back to punch technique and using the second move modifier to move forward while doing so. Finally, with level three, the fighter executes a Power Uppercut, knocking down Aerial Opponents and using the third move modifier to continue forward. Each of these attacks hit three times and knocks the opponent back one hex.

Cost: Variable Super Bar
Speed: -1
Damage: +2
Move: -1/Two/One

Jaguar Varied Assault

Prerequisits: Punch OOOOO, Kick OOOO, Focus OO, Elbow Strike, Jump, Rising Jaguar
Power Points: Muay Thai 5, Any 6

Description: The Muai Thai fighter rushes forward, ramming his elbows into his opponent multiple times. At the highest levels, the fighter ends with a flurry of hand strikes resembling the hundred hand slap or with a powerful Tiger Knee.

System: The fighter hits three times per level of super used. The first level of the maneuver uses the first move modifier, then goes to the second and finaly the third. At level three, the last three hits may be computed with the kick technique if the fighter so wishes. If this option is taken, then the move is considered to be aerial.

Cost: Variable Super Bar
Speed: -1
Damage: +3
Move: +0/One/One

The Birdie

Prerequisits: Punch OOOOO, Athletics OOOO, Bull Head
Power Points: Boxing, Western Kickboxing 5, Any 6

Description: The fighter runs at his opponent and headbutt's him multiple times. At the highest level, the warrior headbutts the opponent three times, taunts his dizzy opponent, and headbutts him two more times.

System: The fighter hits his opponent a number of times equal to the level of super used, plus two. In addition, at level three the move counts as a taunt. The opponent is not dizzy at the end of this maneuver.

Cost: Variable Super Bar
Speed: -2
Damage: +3
Move: +4

Brave Mountain Rising Heaven Kick 

Prerequisits: Kick OOOOO, Athletics OOOOO, Focus OOO, Rising bird kick
Power Points: Wu Shu 5, Special Forces 6

Description: The fighter launches herself forward with a full vertical split, hitting her opponent with the heel of her foot.

System: This is a Aerial Maneuver. A knockdown results from a successful hit. If this Maneuver moves the fighter into the same hex as her opponent, then the Maneuver hits three times the Super Bar used to power it , otherwise it only twice the Super bar used to power it. This maneuver can dodge fireballs.

Cost: Variable Super Bar
Speed +0
Damage: +1
Move: -2

Jaguar Revolver

Prerequisits: Kick OOOOO, Athletics OOOO, Focus OOO, Jaguar Kick
Power Points: Muay Thai 5, Any 6

Description:The Figher flips forward into a Jaguar Kick. Using his momentum, he flips over again and again into two more Jaguar Kicks.

System: This is an Aerial Maneuver that causes a knockdown against Aerial opponents. It hits three times per level of super bar used. This maneuver can dodge fireballs.

Cost: Variable Super Bar
Speed: -1
Damage: +2
Move: +2/Two/Two

Somersault Justice

Prerequisits: Kick OOOOO, Athletics OOOOO, Focus OOO, Flash Kick
Power Points: Special Forces 5, Any 6

Description: The Fighter launches himself in a very fast Flash Kick.

System: This is an Aerial Maneuver that causes knockdown. If the move connects, then the number of hits equals three times the level of Super Bar used to power it. This maneuver can dodge fireballs.

Cost: Variable Super Bar
Speed: +1
Damage: +1
Move: None

Super Hurricane Kick 

Prerequisits: Kick OOOOO, Athletics OOOO, Focus OOO, Hurricane Kick
Power Points: Shotokan Karate 5, Kung Fu, Wu Shu 6

Description: The fighter spins much faster than a normal hurricane kick, actually creating a vacume that sucks his opponents in.

System: This is an Aerial Maneuver. When the fighter attacks with this move, all opponents within a radius equal to the level of super bar plus 1 are pulled in. The maneuver pulls the opponents closer one hex (stopping when they are in the same hex as the attacker) and then attacks three times. This is done once for each level of super bar used.

Cost: Variable Super Bar
Speed: +0
Damage: -2
Move: None

Thousand Burst Kick 

Prerequisits: Kick OOOOO, Focus OOO, Lightning leg
Power Points: Wu Shu 6

Description: The Fighter jumps forward with a kick, then spins forward with a Lightning leg

System: This Maneuver is distinctly different for each level of Super Bar used. The First Level of the Super Meter allows you to perform the 'normal' kick that hits 4 times. The second level allows you to add together the two movement modifiers and perform a lightning leg which hits six times in the connected  hex. The third level allows you to do a move similar to the Double Dread Kick in that it hits, then moves and hits again. The first move modifier is used for the 'normal' kick and then after the first kick, you move using the second move modifier and perform The lightning leg. The First Kick hits three times and the final lightning leg hits 6 times in three connected adjacent hexes. Each of these attacks knock the opponent back one hex.

Cost: Variable Super Bar
Speed: +1
Damage: +1
Move: +0/One

Bull Revenger

Prerequisits: Grab OOOOO,  Athletics OOOO, Jump
Power Points: Any 6

Description: The fighter leaps twords his opponent, wraps his arms around the opponent's neck, lifts said opponent in the air, and slams him head first into the ground a number of times. At the highest level, the opponent is slamed three times.

System: The move hits once per the level of super meter used. The opponent lands in a hex adjacent to the thrower. Like all grab maneuvers, this maneuver is unblockable.

Cost: Variable Super Bar
Speed: -1
Damage: +5
Move: Two

Bushin Eight-Double Fist 

Prerequisits: Athletics OOOOO, Punch OOOOO, Kick OOOOO, Jump, Backflip Kick
Power Points: Ninjitsu 6

Description: The fighter throws a flury of punches, slowly rising in the air as he juggles his opponent for incredible damage.

System: This maneuver can be used to dodge projectiles. It knocksdown and is an aerial maneuver. It hits a number of times equal to three times the super meter used.

Cost: Variable Super Bar
Speed: +1
Damage: +0
Move: Two

Bushin Strong Thunder Kick 

Prerequisits: Athletics OOOOO, Punch OOOOO, Kick OOOOO, Focus OO, Bushin Dash Crescent Kick
Power Points: Ninjitsu 6

Description: The Ninja runs foward, throwing a flury of punches and elbow smashes at their opponent, finally ending with a devistating Bushin Crescent Kick.

System: The fighter throws a number of hits equal to three times the alpha meter used. The movement modifier varies with the level used: At Level 1 it is +4. At level 2 it is +6 and at level three it is +8.

Cost: Variable Super Bar
Speed: +0
Damage: +0
Move: Special

Force Palm 

Prerequisits: Focus OOOOO, Block OOO, Fireburst
Power Points: Wu Shu 5, Kung Fu 6

Description: The warrior's chi explodes in front of her outstretched hands, hitting everyone within a certain range with a cone of pure chi. This creates a shield that repells almost all attacks against her

System: At the first level, the fighter only hits her opponents that are in the same hex as her. At the second level it also hits  adjacent hexes in front of the warrior. At the third level, the fighter hits the two adjacent hexes that are adjacent to the three hexes. This maneuver knocks down aerial opponents and knocks ground opponents back until they're out of range of the Force Palm. This hits 3 times per level of super spent.

Cost: Variable Super Bar
Speed: +1
Damage: +0
Move: None

Rapid Fireball

Prerequisits: Focus OOOOOO, Fireball
Power Points: Any 6

Description: The fighter throws out a number of projectiles at once. The fireballs are overlapped when they are in the air, giving the illusion of one large fireball. When they hit, they explode and hit anyone in the same hex (except for possibly the thrower).

System: The Number of Fireballs thrown is equal to three times the level of Super Meter Used. If a fighter jumps, he will aviod a number of fireballs equal to the number of successes on the roll. When the Fireballs hit a target, they detonate and hit anyone in the same hex as the target (except for the fighter launching them). The Fireballs can not be aimed at multiple targets.

Cost: Variable Super Bar
Speed: +0
Damage: +0
Move: None

Sonic Break

Prerequisits: Focus OOOOO, Sonic Boom 
Power Points: Any 6

Description: The fighter throws out a number of Sonic Booms at once. When they hit, they explode and hit anyone in the same hex (except for possibly the thrower).

System: The Number of Sonic Booms thrown is equal to the level of Super Meter used plus 1. If a fighter jumps and makes his dodge roll, he will avoid half of the Sonic Booms (round up) but the rest will hit him unless they use a wall spring. When the Sonic Booms hit a target, they detonate and hit anyone in the same hex as the target (except for the fighter launching them). The Sonic Booms can not be aimed at multiple hexes.

Cost: Variable Super Bar
Speed: +1
Damage: +2
Move: None

Invulnerability 

Super Focus maneuver

To learn: Toughskin, Focus OOOOO

Power Points: Any 5

Description: For a short time, the fighter can become invulnerable to all physical attacks!

System: The fighter becomes immune to all physical attacks, and receives no damage from punches, kicks, grabs, and physical-damaging Focus powers like Fireball and Lightning. Mental attacks still cause damage, if those Maneuvers cause Mental damage. The character may still be thrown and suffer from Knockdowns, if damage would have normaly been applied without the Invulnerability. The maneuver takes one action to activate, and will last a number of turns after the activation turn equal to the Amount of super spent + 2. During the activation turn, the character may take no other Maneuvers and must stay in place, but for the remaining turns the character may act normaly. 

Modifiers: 

cost: Various super

speed: +0 (activation turn)

damage: None

move: None (activation turn)

Clone

To Learn: Focus OOOOO

Power Points: Any 6 

Description: The character can make copies of himself that will do battle with him.

System: A number of clones will appear that have the same statistics as the fighter who summoned them, but the maximum thier Techniques may be is 2. they have no Special Maneuvers, and may only use Basic Maneuvers. They are concidered to have temporary Chi and Willpower scores of 0. The health of the clones is 1/2 of the summoner's, rounded up.

  The clones will have whatever weapons and equipment the original possesses. They will last as many turns as the summoner spends in Super times 2. A number of clones will appear equal to one per Super spent. When the time expires, the clones disappear. If the character is Dizzied, the clones disappear.

  It takes a full turn to summon the clones, and they appear at the end of that turn. they appear anywhere the summoner likes within his line of sight and within a number of hexes equal to the summoner's Focus. While summoning the clones. the summoner may not take any action, including Blocking. However, even if the summoner is struck, the clones will appear, unless, of course, the summoner was dizzied.

  Example: Copycat spends 2 super. He remains still, and at the end of the turn, 2 clones appear. They will remain for 4 turns. Although Copycat has a 3 rating in all his Techniques (except his Grab, which is a 1), His clones all have techniques of 2 (and a grab of 1). Copycat has a Health of 11, so his clones have a Health of 6. He could make them appear up to 5 hexes away (equal to his focus), but he makes them appear beside him. On the next turn, the four-turn countdown will begin, and he and his new "friends" may attack.

Cost: 1 super per clone 
