ATHLETICS

Hundred Demon Somersault

Requirements: Athletics OOOO, Jump, Throw

Learn: Shotokan Karate. 3

The fighter sails, spinning through the air towards his opponent, and upon reaching them either grabs and throws or uses a basic attack.

System: The character can jump a number of hexes equal to their total move (including the modifiers below) and when in the same hex as an opponent they may attempt a throw, punch, or kick.

Cost: 1 Will

Speed: +1

Damage: Special

Move: +2

Air Tumbling Attack

Requirements: Athletics OOOOO, Jump, Tumbling Attack

Learn: Spanish Ninjitsu, Ninjitsu 1

The Fighter Tumbles threw the air and delivers a breage of hits while tumbling into the enemy.

System: Roll one damage Test for each point of move and it is an aerial maneuver.

Cost: 1 willpower

Speed: +1

Damage: -1

Move: -2

Improved Tumbling Attack

Requirements: Athletics OOOOO, Light feet, Tumbling Attack

The fighter rolls at an opponent delivering a multitude of hits.

System: The improved tumbling attack dose not require a fighter to move in a straight line

Other wise the system is exactly like tumbling attack.

Cost: 2 Will

Speed: +1

Damage: +1

Move: +1

Air Elbow

Requirements: Athletics OOO, Punch OO, Jump
Learn: Ninjitsu. 3

Description: Similar to the Flying Heel Stomp, the fighter jumps up, slams his elbow down on his opponent, and pushes off to land behind him.

System: Ariel maneuvers 

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

Bushido Dash

Requirements: Athletics 4, Focus 2
Learn: Ninjitsu 3

Description: The Bushin runs forward at incredible speeds, often catching their opponent off-guard.

System: This move is used as a "jump off point" for making other maneuvers. Use the modifiers below.

Cost: None
Speed: +2
Damage: None
Move: +4

Bushido Dash Crescent Kick

Requirements: Athletics OOOOO, Kick OOO, Bushido Dash, Double Hit Kick
Power Point: Ninjitsu 3

The Bushin races towards the opponent, jumping and lashing out with a kick at the last minuet. The kick hits the head or shoulder with the heel.

System: This move hits twice and can not be blocked by a crouching block.

Cost: 1 Willpower
Speed: +2
Damage: -1
Move: +4

Bushido Dash Slide 

Requirements: Athletics OOOO, Kick OO, Bushido Dash, Slide Kick
Learn: Ninjitsu 2

Description: The Bushin sprints forward, then drops low, knocking the opponent’s feet out from under them.

System: This Maneuver knocks down and can be used to dodge projectiles.

Cost: 1 Willpower
Speed: +2
Damage: +3
Move: +4

Flip Kick

Requirements: Athletics OOOO, Kick OOO, Focus 2
Learn: Capoeira, WuShu, Special Forces, Ninjitsu, Spanish Ninjitsu 4

Description: The fighter performs a handstand and then flips forward, slamming her heel into her opponent's chest or head.

System: This is and aerial maneuvers that causes a knockdown. In addition, it can be used to dodge Sonic Booms and other projectiles

Cost: 1 Chi, 1 Willpower
Speed: +2
Damage: +5
Move: 2

Roll

Requirements: Athletics OOO, Kippup
Learn: Any 2

Description: After being knocked down by an attack, the fighter tucks into a ball and rolls behind the opponent. However, it leaves him vulnerable to others.

System: This is a crouching maneuver. The fighter chooses one opponent whose attack will be dodged. However, any other opponents that attack the fighter inflict full dice damage on him. In other words, the fighter can't soak. This maneuver ignores the knockdown penalties.

Cost: None
Speed: +2
Damage: -
Move: 2 Towards Enemy

Super Jump

Requirements: Athletics. OOO, Focus. O, Jump

Learn: Wu Shu, Spanish Ninjitsu. 2, Any. 3

The fighter can leap great distances much farther than normal posible with a jump.

System: The fighter may leap into the air and chioose not to come down untill the last person has taken their action for the round. At which time he may deliver a basic punch or kick.

Cost: 1 chi

Speed: +1

Damage: (special)

Move: +5  

Power Dunk

Requirements: Athletics OOOO, Punch OOO, Focus OO, Jump

Learn: Hakuokusaken.3, Any 4

The Fighter dashes his opponent into the air with a shoulder and then slams

Him into the ground with a punch.

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

The listed rating: Athletics first, punch second. Any opponent that

Does not block the first is immediately hit by the second. Non-

Blocking opponents suffer a Knockdown, whether they were in the

Air or on the ground.

Cost: WP. 2

Speed: +1

Damage: +3/+2

Move: +1

Fanny Smash

Requirements: Athletics. OOO

Learn: Any 2

The Warrior slams his but into his opponent.

System: Non blockers suffer a knockdown.

Cost: nil

Speed: +2

Damage: +2

Move: +1

Jumping Fanny Smash

Requirements: Athletics 4, Fanny Smash, Jump

Learn: Any 2

The Warrior leaps high into the air and lands but first onto their opponent.

System: As Fanny Smash but may be used as a Jump to avoid projectile attacks

Cost: 1 WP

Speed: +2

Damage: +2

Move +2

Displacement 

Athletics Maneuver
To Learn: block OO, athletics OO, punch O, esquives

A quick sidestep, allowing a dodge,  followed by a quick jab
Power Points: savate 2, spanish ninjitsu 3, wu shu 4

System: this maneuver is completely effective only if the fighter has enough Move to initiate a counterattack and is quicker than his advesary. When the opponent begins his attack, the fighter must have enough speed to interrupt the attack; otherwise, the displacement is ineffective. The fighter executing the displacement may then travel up to her full Move to the right or left of the opponent. Once the opponent's move is completed, the "displaced" fighter may move back in and counterattack if the fighter has any move left. This maneuver may beused to avoid projectiles, although a contested roll must still be made. The street fighter's punch technique is used to detirmine the dmage for the attack.

cost: 1 willpower

speed +2

damage -1 

move +1

Dragon's Tail 

Athletics Maneuver
To Learn: athletics OOOO, upper tail strike 
Power points: any:  3

System: the target suffers a Knockdown if airborne; otherwise a grounded target will be pushed back one hex if damaged by this maneuver. 

cost; none

speed –1

damage +5 

move -2

Torpedo 

Athletics Maneuver

Prerequisites: punch OOOO, athletics OOOO, focus O

Power Points: any 5

Description: The attacker hurls himself at his victim, actualy flying, for a moment, through the air. The force of this knocks the opponent with the assaliant for the full length of the flight.

System: The victim suffers a Knockdown if damage is scored, and is also moved along with the attacker, in the hex in front of him, for the full distance. The attacker must move in a straight line. This is an aerial.

Cost: 1 Chi, 1 Willpower

Speed: +2

Damage: +2

Move: +2

Tumbling Attack
Athletics Maneuver
To learn: athletics OOO, backflip

Power Points: spanish ninjitsu 2, caporiea 3, any 5

A rolling attack that can strike a victim over and over if timed correctly
System: The tumbling attack has simultaneous movement and damage tests each time the attacker moves a space. When the fighter rolls into a space with an enemy, he rolls a damage test and pushes the victim back one hex. The atacker moves in a straight line. This is a crouching maneuver.

Cost; 1 willpower

speed –1

damage –1

movement +0

Typhoon Tail 
Athletics Maneuver

To learn: athletics OOO, tail sweep, jump

Power Points: Those with a tail:  3

The beastial fighter flies across the area, striking with legs and tail repeatedly
System: The fighter begins the Typhoon Tail by moving up to his designated Move in hexes. During this time the fighter is airborne and cannot be hit by projectiles. An opponent in the final hex of movement will be hit by the attacker's knees and take dmage at the +5 modifier. The oponent is also knocked back one hex along the fighter's trajectory. 

  at this point, all fighter's in adjacent hexes, including the one just hit, are struck by the spinning tail and are knocked back one hex away from the attacker. The damage modifier for the second attack is +2..

 cost; 1 chi, 1 willpower

speed –2

damage +5/+2 (see above)

move +1

Upper Tail Strike 
Athletics Maneuver

To Learn: athletics OOO, Tail merit

Power Points: Those with a tail:  3

The beastial fighter whips his tail around to attack the head of his opponent
System: Airborne or jumping opponents suffer a knockdown if damage is scored. 

cost; none

speed +1

damage +2

move +1

Flying Punch 

Athletics Maneuver

To learn: athletics OOOO, punch OO, focus OOO, jump

Power Points: ler drit 3

The fighter leaps (flys?) up and behind, delivering a punch to the victim's back

System: The fighter must move 2 hexes behind his opponent then move into the same space as the opponent as he comes flying in. This is an aerial maneuver. The opponent's Stamina is halved (round down) for Soak purposes. The fighter loses one point of honor whenever the maneuver is used. The maneuver can be used straightfoward without the loss of honor, but in that case the Stamina of the fighter's opponent is not halved. The fighter ends his move one space in front of or behind his opponent, depending on how the maneuver was used.

cost; 1 willpower

speed –2

damage +2 

move +5

Ground Fighting 
Athletics Maneuver
To Learn: athletics OOOO

Power Points: pankration 2, sanbo, native american wrestling, wrestling 3, special forces 4

Simulates training in the art of continuing to fight when knocked to the ground
System: This maneuver does not require a combat card. Instead, it is simply invoked whenever the fighter has been knocked down, thrown, or has fallen down. The street fighter does not have to rise from the ground to continue fighting (although if he does he suffers the standard -2 speed penalty). He may continue fighting from the ground, using any basic or special maneuver that does not require hip-derrived tourqing or momentum, or any aerial maneuver. This requires some Storyteller descresion. Street fighter who do not possess this maneuver may still fight when grounded, but with a -3 speed and damage to thier own attacks.

  Individuals fighting grounded opponents suffer -2 damage and speed to thier own attacks unless they are low-target attacks. 

cost 1 willpower per turn used

see above for other details

Light Feet

Athletics Maneuver
To learn: First the fighter must learn Jump {athletics 1}, then Light Feet {athletics 4, jump}

Power Points: spanish ninjitsu, jeet kune do, lua 3, any 5

Simulates a fighter who has trained to become quick on his feet
System: This maneuver adds +1 move to all the fighter's maneuvers. It does not have to be played, and is always in effect. If the player fighter a willpower point, he may, for one turn, receive +3 to move instead of the +1 normaly gained with this maneuver.

Modifiers: see above

Pounce 
Athletics Maneuver

To Learn: athletics OOO, jump

Power Points: any2

The fighter explodes into a mighty leap at his prey
System: The fighter hurls himself at his opponent. this is concidered an aerial maneuver and can be used to avoid projectiles. The fighter lands on top of his opponent; if any damage is scored, the opponennt also suffers a knockdown. 

cost: 1 willpower 

speed –1

damage +2

move +4

Breakfall* 

Athletics Maneuver
To learn: athletics O

Power Points: jui jitsu (free), aikido, capoeira, pankration, wrestling, baraquah, tai chi chaun 1, any 2

Simulates training on how to fall or be thrown and suffer the least amount of damage
System: Whenever the character takes damage from a fall (the source of the damage is the fall), the character rolls dexterity + athletics and reduces the damage by that amount. This action is automatic and does not have to be played as an action.

Modifiers: see above, no cost

Tail Sweep 
Athletics Maneuver

To learn: athletics O, upper tail strike 

Power Points: Those with tails  2

The beastial fighter preforms a spinning sweep, using his tail

System: Anyone in adjacent hexes are struck by the tail and, if damaged, suffer a knockdown, friend and foe alike. this is a crouching maneuver.

Cost; none,

speed –1

damage +1

move; none

Backflip

Athletics Maneuver
learn: athletics OOO

Power Points: capoeira, spanish ninjitsu, jeet kune do 2, wu shu 3, any 4

System: The fighter moves in a straight line away from his opponent. He cannot be harmed while preforming this maneuver, but still may be harmed before and after the maneuver is made. 

cost: 1 willpower

speed +3

damage: none 

move +2

