Street Fighter: New Legends

Storyteller’’’'s Masterbook
A Storyteller’s Guide for Street Fighter the Storytelling Game: 

New Legends campaign setting

By Darrick Chen

Caveat Lector
Before reading this message, you should all be aware that this is a NEW campaign setting and is intended only for Storytellers. Players can read it if they want, but it's going to be much less fun that way. If you are a player, STOP READING RIGHT NOW.

The World War
Years after his defeat at the hands of Ryu, Bison and his criminal organization Shadoloo have risen from the ashes. Their goal: take revenge upon the fighters who brought about their downfall and crush them and their ilk.

Ryu, the Grand Champion, has disappeared suddenly and all wonder whether or not Shadoloo has already taken its vengeance upon him.

Meanwhile, Shadoloo unleashes its new and terrible enforcers: the Cadre. Born from the remnants of the Revenants, the Cadre is the culmination of Psychopower and Dark Science.

Now, World Warriors and common Street Fighters alike must band together and destroy Shadoloo, once and for all.

DETAILS
New Legends is a new campaign setting intended for expert/high-level players. My reasoning is that once your characters reach a high enough level, the enemies and foot soldiers in the sourcebooks are just not going to be able to provide enough of a challenge. Also, the change in storyline is to shake up the world most players have become comfortable with by now. 

Basically, New Legends takes place only a little while after Street Fighter Three, which I grudgingly have to accept as part of the SF mythos. This storyline meshes every SF game since Super SF, including the Alpha series and EX Plus Alpha.

You can also use just about any and all of the new character conversions found on Chris Hoffman's page and Ewen Cluney's as well. If you want to modify any of the pre-existing World Warriors for this game, you simply just add another two dots to all of their stats. That should give you and idea of how high the bar is raised for this new setting.

Plotpoints

Bison is dead.
Whoa, huh? :)

After meeting his end, mysteriously (?) Bison has been replaced by his protégé, Nexus. Nexus is just as cruel, if not more so, than Bison ever was and sports a new variety of techniques. But for those of you who want to use him right away, he's essentially Bison with at least one or two added to all of his stats.

RYU is MISSING.

One of the main subplots for this campaign is the fact that Ryu, the Grand Champion has just disappeared off the face of the Earth. His protégé, Sakura, who is now 21, has been searching for him ever since he vanished.

Well, to be honest. As a Storyteller, you can do just about anything you want to Ryu. Have him training on that mountaintop far away. Have him training a new contingent of students. Have him be dead.

Or better yet, let it be a mystery. You’ll find that a lot of great campaign ideas come from players’ conjecture.

New tournament Bracket: The New Challengers.

Long story short, if most of your characters are almost-but-not-quite World Warriors, this is a great new way to provide a challenge and not make it quite so easy.

The NC tournament circuit is one made up of mostly the protégés and star pupils of the Current World Warriors. They include: Sakura, Sean from SF3, and Harpol Jaliwhal (Dahlsim's student from the Players' Handbook.)


The New Hierarchy
The Matriarch


Bison 



PROFILE: The oddly named Nexus is the product of genetic engineering. In his closing days as Shadowloo’s dictator, Bison thought to perhaps establish for himself and heir. He could have produced such a child the, er, “old fashioned way” with any of the harem girls he kept around, but he felt the effort and the time needed to be unacceptable. Another reason was that he wished to start training his protégé immediately, and an infant would simply not be able to withstand the “conditioning”. 

Cloning was an option, but Bison felt that a simple copy of himself was too limited in scope; he wanted a new entity, one that shared his power but was also able to assimilate and adapt to new situations. Also, his two previous attempts at cloning himself had been unsatisfactory: the first, the World Warrior who would come to be known as Cammy had ultimately rebelled and joined forces with his enemy. The second clone had retained her loyalty, but also proved to be rather unstable and unreliable in battle. So, he decided that an heir that shared his gender was probably in order.


So, utilizing the considerable resources he had at hand, Bison set his scientists to work on an in vitro fertilization, combining his Psychopowered DNA with that of the Matriarch’s.


The result was a boy who would be called Nexus. Infused with the dark energies of his father, the child grew into adolescence within weeks, and adulthood within months. Bison kept the boy’s existence a secret, but soon planned to reveal him to his underlings and the world itself. Unfortunately, he was captured by the UN before he could.


Shadowloo itself was obliterated in the raid, but a small contingent of scientists, overlords, and other lackeys, led by the Matriarch escaped to a small artificial landmass in the Pacific named, appropriately enough, Shadowloo Isle. As per their Master Bison’s instruction, they remained there for the better part of a year, preparing for their leader’s eventual escape and return.


During that time, an odd relationship formed between Nexus and his “mother”, the Matriarch. Though she held little regard towards him as a child, Nexus seemed to cling to her, obeying her every command. As she continued Nexus’ training in using the Psychopower, also according to Bison’s commands, the usually craven Matriarch, always cowering in Bison’s presence, began to notice the skill and the mastery with which the young Nexus wielded the dark force. Soon, the once-consort of M.Bison began to wonder if perhaps the time had come when she could wrest her life and Shadowloo itself from the tyrant she had come to both love and hate. It was not long before she began to turn Nexus against his “father”.


When the day came that Bison arrived on Shadowloo Isle, he was greeted by the now fully grown Nexus and the Matriarch, she seemed too smug that day. With little warning, son turned on father and the two clashed in earnest, battling for control of Shadowloo.


The fight lasted for nearly an hour, the Psychopower expended during combat blasting deep lines in the sands surrounding the two. The Matriarch wondered if she had been overzealous in estimating Nexus’ capabilities and had thus signed her own death certificate.


But, one did fall. Perhaps it was because he had been incarcerated for nearly a year. Maybe his prior defeat at the hands of Ryu had taken its toll and ultimately discouraged him.


Or, it could have been that Bison had foreseen this day, and did not want to deny the inevitable. Bison stood still as his “son” and heir thrust his flaming fist into his chest and crushed his heart.


With Bison now dead, the Matriarch wasted no time in assuming full control of Shadowloo, with Nexus as her puppet leader.

 Profile

	Name: Nexus
	Style: Ler Drit
	Team: Shadoloo

	
	
	

	Player
	School: Shadoloo
	Concept: Dark Legacy

	
	
	

	Chronicle: New Legends
	Stable: The Matriarch
	Signature:


Abilities

	Strength: 6
	Charisma: 5
	Perception: 6

	
	
	

	Dexterity: 7
	Manipulation: 6
	Intelligence: 5

	
	
	

	Stamina:8
	Appearance: 5
	Wits: 5


Attributes

	Alertness: 6
	Blindfighting: 5
	Arena: 5

	Instruction: 2
	Bookie:
	Cybernetics: 3

	Interrogation: 6
	Demolitons: 
	Computer: 3

	Insight: 3
	Disguise:
	Finance: 

	Intimidation: 6
	Drive:3
	Investigation: 

	Manage: 
	Leadership: 5
	Law: 

	Searching: 5
	Repair: 
	Medicine:

	Streetwise: 2
	Stealth: 3
	Linguistics: 6

	Subterfuge: 4
	Survival 3
	Mysteries: 6

	Security: 4
	Publicist:
	Science: 3

	
	
	Style Lore: 5


Techniques


Weapons


Backgrounds

	Punch: 6
	
	Allies: 5

	Kick: 7
	
	Backing: 5

	Block: 6
	
	Resources: 5

	Grab: 7
	
	

	Athletics: 7
	
	

	Focus: 8
	
	

	
	
	


	Health: 40
	Honor: 0
	Division: Not applicable

	Chi: 20
	Glory: 10
	Wins:              
	Losses:

	Willpower: 20
	
	Draws:
	Kos:


Special Maneuvers
Nexus has all of the Maneuvers listed under Bison’s profile in Secrets of Shadoloo, PLUS the ones listed below.

Athletics
Kippup, Kick-Up, Spinning Kippup, Back Flip

Grab
Throw, Air Throw, Joint Lock, Joint Break, Fish Hook, Knee Basher

Punch
Ducking Fierce, Power Uppercut

Kick
Double-hit Kick, Spinning Thrust Kick

Focus
Absorbing Barrier, Dissipate, Teleport, Psychic Vise, Psycho Crusher, Psycho Shot (Fireball), Psycho Cutter (Improved Fireball), Healing

Glory: 10
Honor: 0

Health: 40


NPC: The Matriarch
 Profile

	Name: The Matriarch
	Style: Ler Drit
	Team: Shadoloo

	
	
	

	Player
	School: Shadoloo
	Concept: Usurper

	
	
	

	Chronicle: New Legends
	Stable: Own
	Signature: Cold stare


Abilities

	Strength: 6
	Charisma: 6 (7 against males)
	Perception: 6

	
	
	

	Dexterity: 8
	Manipulation: 6
	Intelligence: 5

	
	
	

	Stamina:8
	Appearance: 5
	Wits: 6


Attributes

	Alertness: 6
	Blindfighting: 6
	Arena: 5

	Instruction: 2
	Bookie:
	Cybernetics: 4

	Interrogation: 6
	Demolitons: 
	Computer: 2

	Insight: 4
	Disguise: 4
	Finance: 2

	Intimidation: 6
	Drive:4
	Investigation: 2 

	Manage: 5
	Leadership: 5
	Law: 5

	Searching: 5
	Repair: 
	Medicine: 1

	Streetwise: 2
	Stealth: 3
	Linguistics: 6

	Subterfuge: 5
	Survival 3
	Mysteries: 6

	Security: 4
	Publicist:
	Science: 3

	
	
	Style Lore: 5


Techniques


Weapons


Backgrounds

	Punch: 5
	Electro whip (-1 to Speed, +2 to Damage, +2 to reach. Sustained hold for one round unless entangled fighter succ-eeds Grapple roll, causing 3 daamge each round.
	Allies: 6

	Kick: 6
	
	Backing: 5

	Block: 7
	
	Resources: 6

	Grab: 6
	
	

	Athletics: 8
	
	

	Focus: 8
	
	

	Whip: 5
	
	

	
	
	


	Health: 40
	Honor:
	Division: Not applicable

	Chi: 30
	Glory: 10
	Wins:              
	Losses:

	Willpower: 20
	
	Draws:
	Kos:


Special Maneuvers
The Matriarch has all of the Maneuvers listed under Bison’s AND Cammy’s profiles in Secrets of Shadoloo and the main handbook, PLUS the ones listed below.

Athletics
Kick-Up, Spinning Kippup, Back Flip

Grab
Throw, Air Throw, Joint Lock, Joint Break, Knee Basher

Punch
Ducking Fierce, Power Uppercut

Kick
Double-hit Kick, Spinning Thrust Kick

Focus
Absorbing Barrier, Dissipate, Teleport, Psychic Vise, Psycho Crusher, Psycho Shot (Fireball), Psycho Cutter (Improved Fireball), Psycho Burn (Flaming Fireball), 

Glory: 2 
Honor: 0

Health: 50

Playing the Matriarch: Storyteller Tactics

Since the characters will have relatively little interaction with the Matriarch (outside getting their butts kicked by her) there is little required in the way of effecting a persona. She is evil, of course, but with an underlying hatred for her “patron” M.Bison.  Any mention of him, especially in comparison, will set the Matriarch off into a violent rage, as opposed to the cool facade she maintains when she’s about to kill someone.

The Matriarch is the baddest of the bad. Seriously, if your players defeat her upon their first meeting with her, then you, as a Storyteller, have failed. The Matriarch exists almost as a Plot Monster, an entity that serves to mess up the characters’ schemes when they get too comfortable. She is a character to be hated and feared, with emphasis on the latter.

The Cadre 

“The Revenants never really did do their job, eh?”

“No, Lord Nexus.”

“Let us see if we can’t improve on them.”

Storyteller Tactics: The Cadre is intended to make Revenants look like preschoolers. Cadre are the new elite force of Shadoloo, biogenetically engineered with data gathered from all the World Warriors (storyline a la SF the Animated movie). 

When out on the street, they wear black or navy blue trench coats. When in battle, they wear body armor akin to that of the AD Police from Bubblegum Crisis (pick it up sometime; it's a great series). Unlike the Revenants, the Cadre look almost completely normal. No glowing blue eyes as a dead giveaway.

However, like Revenants, Cadre can only survive through the Psychopower infused within them. Depletion of said power (IE loss of all health) will result in a Cadre simply falling over lifeless. On the downside, Cadre can combine their Chi with their life meter to sustain themselves in the face of death.

There are three types of Cadre:

CADRE BETA: The Garden Variety cadre. All physical and mental stats are at three, and they can possess all common maneuvers. Cadre Beta are grunts, much like the Revenants, and obey only Nexus' bidding.

CADRE ALPHA: These Cadre are a bit tougher, show a bit more initiative and all battle-relevant stats are at 4. They possess any techniques that their stats allow. They are still thralls to Nexus' whim, but are able to follow the orders of an assigned superior.

CADRE PRIME: The deadliest of the lot. Cadre Primes are either fighters who volunteered, were duped into under going the "treatment", or they were Cadre who somehow evolved a true sense of consciousness. In other words, they possess one of the greatest weapons: Initiative. They more or less serve as Overlords over the rest of the Cadre. All stats are at 5, and can use all but the rarest of techniques. Cadre Prime are exceedingly deadly, but are even more rare. Storytellers should view them as just below the ranks of Vega, Sagat, and the like.

The Cadre: you don't want to mess with them.

Cadre NPC: Sienna Blue
History

Growing up in a sleepy town in Mississippi was too boring a life for Sienna Blue. The only child of an unwed mother, Sienna’s mother was either too busy, too drunk, or too busy getting drunk to pay any attention to her daughter, who soon looked for thrills elsewhere.


By the time she was sixteen, Sienna had been involved in everything from burglary to vandalism to robbery, running with a dangerous crowd. When she was arrested one night for breaking into a car to steal a purse, no one answered when she made her one phone call. Her mother had skipped town while Sienna was out with her cronies. This landed her in a juvie hall up north.


When Sienna turned eighteen, she busted out and ran off with her boyfriend, the last member of her old group. The others had been sent off to different juvie halls or jails. On the run, they ended up in Texas where they hooked up with a dangerous man by the name of “Diamond” Billy Buck.


A self-styled modern cowboy, “Diamond” Billy was a drug and arms dealer who was charming, jovial, but had a sadistic side. He offered Sienna and her boyfriend a hefty sum of cash if they would do a job for him. He needed them to courier a stash of coke to one of his distributors. Sienna was reluctant to do so, but her boyfriend, a sampler of “Diamond” Billy’s wares, forced her along.


Long story short, they were sold out. Billy had used them as cheap diversion to get the FBI off his tail. When a squad of vice cops stormed the so-called rendezvous point, Sienna’s boyfriend, high as a kite, opened fire. As a result, he was killed, and she landed in prison again; this time, a state penitentiary.


It was during this time that she was discovered by Hans Struecker, one of Shadoloo’s top recruiters, as well as a practitioner in the dark arts. He would make frequent trips to prisons, looking for the scum of society. He felt they were the best candidates for recruitment; they had nothing to lose. He witnessed Sienna take on four other women during a riot and brutally tear into them, crippling one as a result. This killer instinct intrigued Struecker and Sienna found him waiting for her in a sol con cell.


She was convinced after a few words of cajoling. Shadoloo promised her power and stability. Sienna joined the ranks as muscle at first, but her propensity for brutality, acquired in prison, made her a prime candidate for Bison’s new pet project, the Cadre. She was subjected to tests and conditioning that ranged from the mundane to the weird but ended up as one of the Prime Prototypes for Project Cadre. 

Since Nexus (and the Matriarch) have now assumed control of Shadoloo, she has seen fit to take advantage of both. Nexus, with his naiveté in all things female, has fallen prey to her charms. Sienna has been able to worm her way to a position higher than she should have, as commander of Urban Operations, all the while letting Nexus believe it was really HIS idea to do so. The Matriarch, though no less of a megalomaniac than her “son”, has been able to see through Sienna’s little mind game, but continues to let the Cadre think that she has fooled both of them. But the Matriarch finds even less and less amusement concerning this charade as time progresses and is already planning a way to dispose of her son’s “girlfriend” before it goes too far.

Appearance

Muscular but lean, the “process” has given Sienna the gift of physical perfection. Standing about six feet tall, she is very attractive, with smoky gray eyes and a head of curiously colored hair (blue) that is cut to hang down around her face.

Sienna is usually dressed in a personal variation of the Cadre Prime uniform: black bodysuit, red vest, red boots, and a red trench coat.

Playing Sienna/Storyteller Tactics
Be coy, seductive, and deceptive. Flirt shamelessly with anyone stupid enough not to see past the facade and know just how dangerous you truly are. With southern charm and a southern accent, worm your way close to whoever your target is. Make them like you; make them feel comfortable around you. That way, they’re too blinded to see the truth.

Once you have lulled them into thinking you’re just another Southern belle, strike with nothing resembling fair play, honor, or mercy. Once you are on the battlefield, you are cold as ice. Play fast, play hard, and play for keeps.

Play Sienna as the lethal death machine she is. Play cheap with her. Anger the players with her. Make them want to kill her, because she will provide more than enough reason for them.

	Name: Sienna Blue
	Style: Cadre Training
	Team: Cadre

	
	
	

	Player
	School: Cadre
	Concept: Assassin

	
	
	

	Chronicle: New Legends
	Stable: Hans Struecker
	Signature: Grinds bootheel into fallen opponent.


Abilities

	Strength: 4
	Charisma: 4
	Perception: 5

	
	
	

	Dexterity: 5
	Manipulation: 4
	Intelligence: 4

	
	
	

	Stamina: 5
	Appearance: 5
	Wits: 5


Attributes

	Alertness: 4
	Blindfighting: 3
	Arena: 3

	Instruction: 
	Bookie:
	Cybernetics:

	Interrogation: 4
	Demolitions
	Computer: 3

	Insight: 3
	Disguise: 
	Finance: 

	Intimidation: 3
	Drive:4
	Investigation: 3

	Manage
	Leadership: 3
	Law: 4

	Searching
	Repair: 
	Medicine:

	Streetwise: 4
	Stealth: 4
	Linguistics: 

	Subterfuge: 
	Survival: 4
	Mysteries: 2

	Security: 4
	Publicist:
	Science: 2

	
	
	Style Lore: 1


Techniques


Weapons


Backgrounds

	Punch: 4
	
	Allies: 3

	Kick: 5
	
	Backing: 5

	Block: 5
	
	Resources: 5

	Grab: 4
	
	

	Athletics: 6
	
	

	Focus: 3
	
	


	Health: 20
	Honor:
	Division:

	Chi: 4
	Glory: 6
	Wins:              
	Losses:

	Willpower: 6
	
	Draws:
	Kos:


Special Maneuvers:
Punch
Ducking Fierce, Heart Punch, Spinning Back Fist, Ear Pop, Eye Rake, Head Butt

Power Uppercut, Hyper Fist

Kick
Flying Heel Stomp, Double-Hit Kick, Spinning Thrust Kick, Backflip Kick, Flash Kick

Block
Kick Defense, Punch Defense, Grapple Defense, Wooden Dummy, Destructive Block

Grab
Throw, Air Throw, Knee Basher, Fish Hook

Athletics
Jump, Kippup, Spinning Kippup, Kick-Up, Back Barrel Roll, Wall Spring, Back Flip

KILLER DOLLS
They are next step in Bison’s personal bodyguards. When Bison first diddled around with genetic experimentation, the result were these lethal ladies. Physically perfect in every way, the Killer Dolls served as Bison’s personal bodyguards, and remain today as Nexus’ entourage.

Killer Dolls: Juni and Juli

These two were some of the best fighters Bison’s experiments produced. 

As far as using them in this campaign, simply use Cammy’s write up in the main rulebook, and add the following modifications.

Glory: 6, Honor 1

Stamina 5

Intelligence: Here’s where it gets a bit tricky. Really, it’s up to the Storyteller and what background you decide to give these girls. Either a) they are mind-controlled thralls

New Maneuvers
Juni only:
She does NOT have use of the Spinning Back Fist

Mach Slide
Prerequisites: Kippup, Focus 4


Power Points: Shadoloo Training 2


System:. A sort of limited teleport. Player is invincible to all harm during movement. However, Player cannot make any other actions in the same round. Mach Slide results in fighter appearing directly behind his/her opponent, or to the side if there is an obstacle. If there are obstacles in the back and to the sides that surround the opponent, then the fighter reappears directly in front of opponent.


Cost: 1 Chi, 1 Willpower


Speed: +4


Damage: None.


Move: +1

Sniping Arrow
Prerequisites: Athletics 3, Kick 3, Jump


Power Points: Shadoloo Training 3


System:. Aerial Maneuver that results in a Knockdown


Cost: 1 Willpower


Speed: +0


Damage: +4


Move: +2

Cannon Strike
Prerequisites: Athletics 4, Kick 4, Jump


Power Points: Shadoloo Training 3


System:. Aerial Maneuver that results in a Knockdown


Cost: 2 Willpower


Speed: +2


Damage: +2


Move: +0

CYCLOIDS
Straight from SF EX + @, the Cycloids are borne of Shadoloo's advances in technology. In my storyline, they were the next step up on those androids used in the Animated movie.

But as far as the game goes, they're a great plot device to pull out, just to freak complacent players. All you do is give a Cycloid any old technique you feel like giving them at the time, with the exception of any focus maneuvers. Cycloids are robots after all. But, you can give them any focus technique that you feel can be plausibly replicated artificially (teleport, ice blast, etc.)

Neat little tricks that Cycloids possess are:

1: They cannot be dizzied.

2. The get no speed penalties with a Kippup.

3. They can replicate any move used on them. 

4. When defeated, they explode, causing damage to its surrounding hexes. Storyteller's discretion on how to determine damage.

