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About GURPS

Steve Jackson Games is committed to full support of GURPS players.
Our address is SJ Games, P.O. Box 18957, Austin, TX 78760. Please include
a self-addressed, stamped envelope (SASE) any time you write us! We can
also be reached by e-mail: info@sjgames.com. Resources include:

Pyramid (www.sjgames.com/pyramid). Our online magazine includes
new GURPS rules and articles. It also covers the d20 system, Ars Magica,
BESM, Call of Cthulhu, and many more top games — and other Steve
Jackson Games releases like Hluminati, Car Wars, Transhuman Space,
and more. Pyramid subscribers also get opportunities to playtest new

GURPS books!

New supplements and adventures. GURPS continues to grow, and we'll
be happy to let you know what's new. For a current catalog, send us a legal-
sized SASE, or just visit www.warehouse23.com.

e23. Our e-publishing division offers GURPS adventures, play aids, and
support not available anywhere else! Just head over to e23.sjgames.com.

Errata. Everyone makes mistakes, including us - but we do our best to
fix our errors. Up-to-date errata sheets for all GURPS releases, including
this book, are available on our website — see below.

Internet. Visit us on the World Wide Web at www.sjgames.com
for errata, updates, Q&A, and much more. To discuss GURPS with
SJ Games staff and fellow gamers, come to our forums at
forums.sjgames.com. The GURPS Martial Arts web page is
www.sjgames.com/gurps/books/martialarts.

Bibliographies. Many of our books have extensive bibliographies, and
we're putting them online - with links to let you buy the books that interest
you! Go to the book’s web page and look for the “Bibliography” link.

Rules and statistics in this book are specifically for the GURPS Basic
Set, Fourth Edition. Page references that begin with B refer to that book, not

this one.




INTRODUCTION

Say “martial arts” and most people start talking about
karate, katanas, and ninja . . . or kung fu (or the old Kung Fu
TV series) . . . or Bruce Lee. Non-Asiaphiles will share their
views on such sports as boxing and fencing . . . or no-holds-
barred fighting . . . or good old rasslin’ (“Pro wrestling is
real!”). And Europhiles will bring up pankra-
tion in ancient Greece, English “Masters of
Defence,” and the deadly truth about the rapi-
er, pausing only to lament that Europe gets
short shrift with martial-arts fans - or to
recruit you as a live-steel reenactor.

Sport vs. combat, unarmed vs. armed,
movies vs. reality, Asia vs. everywhere else -
the truth about the martial arts can be con-
fusing. Who's right? The answer is “All of the
above.”

GURPS Martial Arts examines the fight-
ing arts of the world, or at least a good-sized
sample chosen from the past three millennia.
It doesn't let fiction color reality or realism
stand in the way of a good story - such deci-
sions are left to the GM. Of course, because many martial
arts originated with the warriors who carved out the world’s
great empires, and the best-kept records are those of the
Asian and European powers, there is an almost inevitable
bias toward the fighting styles of those regions. But Martial
Arts does its best to venture outside that territory; to bal-
ance the historical with the modern; to give equal time to
combat, sport, and art; and, especially, to dispel myths.

The biggest myth laid to rest is that the martial arts aren’t
appropriate for every genre and setting — that they only
belong in historical games and those based on action
movies. Martial Arts definitely supports cinematic games —
of the Hollywood, Hong Kong, and Tokyo varieties — while
also presenting historically accurate styles, but it doesn’t
assume a genre or a set-
ting. You can use it to give
fantasy warriors the depth
of knowledge and ability
that spells give wizards . . .
or for hand-to-hand com-
bat in a gritty modern
technothriller . . . or for
futuristic swashbuckling
with force swords.

So grab your katana,
rapier, or iklwa - or just
bandage your knuckles.
Say a prayer to Allah,
scream a kiai, or psyche
yourself up with a little
shadowboxing. You won't know who's out there until the
arena door opens — but with Martial Arts, you'll be ready!

Longsword

Chain Whip

PUBLICATION HISTORY

This is the third edition of GURPS Martial Arts. Tt was
inspired by GURPS Martial Arts, Second Edition (1996),
which itself combined GURPS Martial Arts, First Edition
(1990) with GURPS Martial Arts
Adventures (1993). Other important
GURPS Third Edition supplements were
GURPS Japan, Second Edition (1999) for
Japanese fighting styles and equipment;
GURPS Low-Tech (2001) for weapons in
general; and GURPS Swashbucklers,
Third Edition (1999) for European swords
and swordplay. The authors also wish to
thank Volker Bach for access to two arti-
cles originally published in Pyramid mag-
azine: “The Western Way of War” and
“Vechten Unde Schirmen: European
Martial Arts Before The Rapier.”

The current volume is a new work, not
arevision of any of the above - they served
primarily as sources of concepts, references, and terminolo-
gy, not text.

ABOUT THE AUTHORS

Peter V. Dell'Orto started roleplaying in 1981, with
Dungeons & Dragons, and has played GURPS since Man
to Man. He has been active as a GURPS playtester, editor,
and contributing author since 1996, and has written many
GURPS articles for Pyramid magazine. Peter is an enthusi-
astic martial artist who has trained in places as varied as a
McDojo, a private instructor’s garage, and a hardcore gym.
He has practiced Goju-ryu and Shorin-ryu Karate, T'ai Chi,
Kali Silat, and Wing Chun, and has trained in at least a
dozen other styles. His most recent studies have been in
Kachin Bando and Kendo, and fighting amateur in Shooto.
His other hobbies include fitness, reading, painting minia-
tures, and music. Born and raised in New Jersey, he present-
ly lives and trains in Niigata, Japan.

Sean “Dr. Kromm” Punch set out to become a particle
physicist and ended up as the GURPS Line Editor. Since
1995, he has compiled the two GURPS Compendium vol-
umes, written GURPS Wizards and GURPS Undead, edit-
ed or revised over 20 other GURPS books, and master-
minded rules for dozens more. Most recently, he created the
GURPS Basic Set, Fourth Edition with coauthor David
Pulver and wrote GURPS Powers with coauthor Phil
Masters. Sean has been a fanatical gamer since 1979. His
non-gaming interests include cinema, computers, and wine.
He lives in Montréal, Québec with his wife, Bonnie. They
have two cats, Banshee and Zephyra, and a noisy parrot,
Circe.
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“The Temple is ancient, Kai Lian,” the Grandmaster lec-
tured. “Things remain much as they were during the Wei
Dynasty.”

Kai nodded. “Yes, sifu.”

“The theft of the Five Tigers Jade Buddha dishonors

every monk who has lived and trained here over the past
14 centuries.”

CHAPTER ONE

HISTORY

“It does, sifu.”

“Go to America and find the thieves.”

“As sifu wishes.”

“These devils do not respect our history because they have
none of their own.”

“Your wisdom illuminates their weakness, sifu.”

“When you find them, deal them a blow for each dynasty
that the Temple has seen fall. Even a fool should respect the
Temple’s long and honorable past after such a lesson.”

“I shall, as the Americans say, learn 'em, sifu.”




The martial arts are as old as history. Ancient
tomb carvings show men fighting with sticks and
shields, and wrestling with holds still used in modern
fighting arts. The oldest texts tell of warriors with
great skill at arms, demonstrating their strength and
technique.

There’s no one “origin” of the martial arts - no sin-
gle founding culture or style from which all system-
atic combat training sprung. The martial-arts world
is nevertheless full of claims of antiquity, each style
maintaining that it’s older than the next. Martial Arts
makes no attempt to settle such debates. It takes the
stance that all cultures have their own martial-arts
styles and that although they've often influenced each
other, no one culture or style can truly claim to be the
wellspring of all martial arts. There are only so many
ways to use hands, feet, and weapons to defeat a
rival, after all. (In a cinematic or mythic game, of
course, all martial arts might truly have a common
genesis; see Ultimate Styles, p. 144.)

What Is a Martial Art?

Broadly, a “martial art” is any system of physical, mental,
and sometimes philosophical and spiritual training intended
as preparation for combat or a combative sport, or a related
form of self-improvement. The details vary widely. All such sys-
tems are “martial” in that their core physical training is at least
modeled on man-to-man combat. Some go further;, focusing on

actual combat skills to the exclusion of sport, religion, and aes-
thetics. Others emphasize the “art,” perhaps going so far as to
be strictly noncompetitive and noncombative.

Martial Arts defines a “martial art” as any systematically
taught fighting style used for any purpose — combative or oth-
erwise. Geography and ethnicity don't enter into it. Boxers,
knights, samurai, African stickfighters . . . theyre all martial
artists. This book covers all kinds of martial arts, but empha-
sizes combat styles over sportive ones and sports over artistic
systems. This isn't because combat styles are “real” martial arts
and others aren'’t, but because the heroes in RPGs are more
likely to be steely eyed warriors than pacifistic monks!

Still, the world’s many cultures have trained and
continue to train in ways fascinating as much for
their similarities as for their differences.

TIMELINE

To help put everything in perspective, we'll start with a
brief timeline of the martial arts and related history. Items
marked with an asterisk (*) are mythical or legendary. Some
contain elements of truth while some verifiable entries are
colored by legend - read the entry! For more on the individ-
ual styles mentioned, see Chapter 5.

#2697 B.C. - According to later documents, Yellow Emperor
Huang Di ruled China and invented wrestling, swords-
manship, archery, and Taoism. Huang Di probably existed,
but claims of his inventions are of early 20th-century
origin.

*¢, 2000 B.C. - According to legend, the now 700-year-old
Yellow Emperor of China defeats a fabulous monster in a
head-butting contest. Similar head-butting games continue
into the modern era.

c. 1950 B.C. - Tomb friezes in Beni Hasan, Egypt depict the
first wrestling manual, showing over 400 holds and
counters.

¢. 1520 B.C. - Wall frescos in Thera show boys boxing.

*c, 1500 B.C. - According to the Bible, the Hebrew Jacob
wrestles a spirit at the ford of Jabbok and defeats it.

*c. 1250 B.C. - According to the legend of the Argonauts,
Polydeukes (a Spartan) defeats the foreign boxer Amykos.
Amykos uses brute strength while Polydeukes uses his skill
to avoid Amykos’ blows and pound him into submission.

*¢, 1200 B.C. - Fall of Troy. Later accounts of Greek funeral
games mention boxing, wrestling, and pankration.

1160 B.C. - Egyptian tomb friezes depict wrestling and stick-
fighting matches for the pharaoh’s coronation.

#1123 B.C. - Traditional date for the writing of the I Ching.
Its three-line trigrams form the basis of Pa Kua Chuan
(pp. 187-188), developed much later.

*776 B.C. - Traditional date of the first Panhellenic games
at Olympia, Greece.

722-481 B.C. - Spring and Autumn Period in China.
According to chronicles attributed to Confucius, this
period was the heyday of the xia (p. 8).

628 B.C. - First statue of an Olympic wrestling champion
erected.

544 B.C. - First statue of an Olympic boxing champion
erected.

*544 B.C. - Buddha, himself a champion wrestler and
archer, achieves enlightenment. Buddhism goes on to
inform many martial-arts styles.

536 B.C. - First statue of an Olympic pankration champion
erected.

c. 440 B.C. - Spartans practice the pyrrhiche, a war-dance
involving shields and swords. The dancers executed
blocks and strikes, and learned to fight in rhythm with
their companions.

348 B.C. - Plato’s Laws describes boxers and pankrationists
wrapping their hands with padded gloves and thongs in
order to strike at full force “without injury” (presumably
to their hands) during practice — and using shadow-
boxing and punching bags when no partner was
available.

264 B.C. - First recorded Roman gladiatorial matches:
three pairs of slaves fight to the death at a funeral.

209 B.C. - Emperor Qin Shi Huang of China is buried in a
massive underground tomb filled with terra-cotta statues
of warriors, horses, chariots, and more. Some warriors
are depicted in unarmed-combat poses that match tradi-
tional kung fu postures.

22 B.C. - Emperor Augustus of Rome bans the use of glad-
iators as private bodyguards.



*141 - Birth of Hua Duo, a Chinese physician later credited
with inventing Wu Chin Hsi or “Five Animals Play,” exer-
cises based on animals’ movements. Performing them
supposedly strengthened the body and improved health,
giving long life.

¢. 400 - Kama Sutra is written. Among other things, it advis-
es women to practice stickfighting, staff, archery, and
sword in order to win the affections of men.

*#530 — The monk Bodhidharma comes to China from India
and teaches the Shaolin monks exercises to strengthen
them for their long meditation. This is said to be the
basis of all kung fu. (Realistically, even if Bodhidharma
did introduce these skills, combative martial arts pre-
dated his arrival by more than a millennium!)

747 - Traditional date of the first sumo match. Early
matches permitted striking and many holds not used in
later matches.

778 - Frankish knight Roland and his companions are
defeated by the Moors, according to a 12th-century man-
uscript. This battle played an important role in the devel-
opment of romantic chivalric ideals.

780 - Charlemagne, king of the Franks and later the first
Holy Roman Emperor, grants lands to his subjects in
return for oaths of loyalty, marking a crucial develop-
ment in European chivalry.

792 - Government of Japan begins to rely more on feudal
cavalry armed with bows than on conscript infantry. This
leads to the rise of feudal lords — and the samurai.

960 - Chinese emperor T'ai Tsu sponsors a martial art
known as “long boxing.” The details are long lost, but it’s
often claimed as the origin of modern kung fu forms.

10th century - Japanese kyuba no michi or “bow and horse
path” takes form. This would later become the code of
bushido.

Late 10th century - Normans adopt high-backed saddles
that allow the use of couched lances, as well as kite-
shaped shields to protect their legs during mounted
fighting.

1066 - Battle of Hastings. Saxon King Harold Godwinson is
killed, perhaps by an arrow in the eye. The Normans con-
quer England, bringing with them their feudal system
and martial styles.

¢. 1300 - An unknown German author pens the manuscript
later known as the “Tower Fechtbuch” (after the Tower of
London, where it was kept) — the earliest surviving man-
ual of European swordsmanship.

1346 - Battle of Crécy. The English slaughter the French, a
victory attributed to the power and distance of the
English longbow.

1443 - Hans Talhoffer produces his Fechtbuch (“Book of
Fighting”), which depicts a variety of armed and
unarmed fighting techniques. Its name is eventually
applied to all earlier and later books of its type.

1478 - According to tradition, King Sho Shin of Okinawa
bans the possession and use of weapons by civilians.
Unarmed combat forms flourish and techniques for
fighting with household tools appear. Modern historical
research points to the decree being not a ban on weapons
but an order to stockpile them.

1521 - An overwhelming force of Filipinos attacks
Magellan’s expedition on the island of Cebu. After a

fierce fight, they drive off the Spaniards and kill
Magellan. Modern Filipino martial artists often credit
this victory to the strength of local escrimadors, but
arrows, spears, and machetes were the weapons of the
day.

1540 - Former soldier Ignatius of Loyola founds the Jesuits,
whose exercises include fencing and meditation. Henry
VIII of England incorporates the Masters of Defence of
England, giving them royal patronage.

1543 - Portuguese merchant adventurers introduce guns
into Japan. They're soon in mass production.

1559 - King Henry II of France dies of a lance wound
received in a tournament joust, simultaneously reducing
the popularity of the sport and showing that even the
King took his chances with potentially lethal matches.

*1560s - Selected Chinese soldiers are sent to the Shaolin
Temple to learn unarmed and staff-fighting arts. Some
scholars suggest that certain troops received training in
other Chinese martial arts and even in Japanese
swordsmanship.

1568 - Camillo Agrippa of Milan publishes his fencing man-
ual, Trattato di scientia d'arme (“Treatise on the Science of
Arms”). This work advocates the thrust over the slash,
the use of the sword as the primary defense, and a more
side-facing stance with one hand held back and high.

1576 - Rocco Bonetti opens a rapier school in Oxford,
sparking both an immediate rivalry with local Masters of
Defence and a fashionable trend toward rapier fencing.

1578 - Japanese warlord Oda Nobunaga organizes a major
sumo tournament, or basho. First use of the tatami-
edged clay ring (dohyo) and the beginning of modern
sumo.

1609 - Japan conquers Okinawa, disarms the population,
and bans unarmed fighting techniques. This drives train-
ing underground. Teachers instruct selected pupils in
secret.

1721 - James Figg starts holding fighting exhibitions in
England. Brawling, weapon play, and wrestling were
already popular entertainment; Figg added women'’s box-
ing, arranged international bouts, and vigorously pro-
moted the fights.

1728 - Donald McBane - soldier, pimp, gambler, and fenc-
ing master - publishes The Expert Sword-man’s
Companion; or the True Art of Self-Defence. This
smallsword manual gives advice on how to use and
counter dirty tricks, and deal with treacherous duelists.

1735 - A government army crushes the Shaolin Temple.

*1767 - According to legend, Thai prisoner Nai Khanom
Tom earns his freedom by beating several Burmese kick-
boxers in succession. (Modern Thailand marks March 17
as Nai Khanom Tom Day.)

1777 - In China, White Lotus rebels - relying on martial
arts, breathing techniques, and magical incantations to
protect them from bullets - fight Manchu soldiers. The
troops use guns to crush the rebels, but many kung fu
practitioners continue to believe that their art can make
them invulnerable to bullets.

1827 - Jim Bowie uses his eponymous knife to kill Norris
Wright at Sandbar, Mississippi. Newspapers widely
report the fight, making the bowie knife famous.




1835 - New Jersey outlaws prizefighting. Other states fol-
low. Arranging prizefights becomes an exercise in
bribery, secret locations, and last-minute publicity.

1859 - Sir Richard Francis Burton publishes his booklet on
bayonet fighting. Aided by his combat experience and
language skills, Burton recorded details about the many
weapons and fighting arts he encountered, making him
one of the first hoplologists.

1900 - Uyenishi Sadakazu arrives in England and begins
teaching Jujutsu (pp. 166-168). One of his students, Hans
Kock, goes on to introduce the art to Vienna in 1905.

1904 - Greco-Roman Wrestling (p. 205) becomes a modern
Olympic sport.

1920s - Chinese immigrants open Chinese-only kung fu
schools in Hawaii.

1930s - Judo (p. 166) clubs exist all over Europe, America,
and Australia - including U.S. Army Air Force teams.
Kendo (p. 175) spreads from Japan to the U.S. and Europe.
Japanese students routinely receive training in both sports
to “build character” and encourage physical development.

1940s - Allied commandos learn a stripped-down fighting
style based on Eastern martial arts, taught by W.E.
Fairbairn. German commandos learn an equivalent
style.

1946 - First Karate (pp. 169-172) school on the U.S. main-
land is established in Phoenix, Arizona.

1961 - Korean government orders the unification of all Tae
Kwon Do (p. 200) schools. Three years later, TKD
becomes an official Korean national sport.

1972 - Judo becomes an official Olympic sport.

1990 - Tae Kwon Do becomes an official Olympic sport.

1993 - In the US., the first Ultimate Fighting
Championship pits different martial-arts stylists against
one another with minimal rules, triggering the rise of
modern “mixed martial arts” in the U.S. Jiu-jitsu practi-
tioners from Brazil's Gracie family dominate.

2005 - City of Mostar, Bosnia unveils a statue of Bruce Lee
as a symbol of peace.

ASIA

For many people, Asia and the martial arts are insepara-
ble. Asian martial arts have a storied history stretching from
antiquity to the present. Today, many if not most martial-
arts schools teach styles with origins in China, Japan,
Thailand, and more exotic Asian locales.

CHINA

Chinese martial arts have a rich history that extends back
to a legendary origin almost 5,000 years ago. Tradition has
it that the Yellow Emperor, Huang Di, invented the first
martial arts in 2697 B.C. In 209 B.C., Emperor Qin Shi
Huang was buried in grand style with a life-sized terra-cotta
army, and some of the warriors were posed in stances seen
in Chinese martial arts even today. A continuous lineage is
difficult to trace, but it's clear that China’s fighting styles
have a heritage dating back at least to Qin’s reign.

Most of the armed and unarmed arts of China don’t seem
to originate with one man, though - be he emperor or com-
moner. Traditions of wrestling, primitive head-butting
games, and (later) systematic training in combative arts
existed across China. Several periods of Chinese history are
especially interesting from a martial-arts perspective.

Spring and Autumn Period

The “Spring and Autumn Period” lasted from 722 to 481
B.C. During this time, China was blessed - some say plagued
- with martial artists known as the xia (see box). The period
was one of central rule, but most areas were the jurisdiction
of local governors appointed by a distant bureaucracy. Some
governors were just and fair; others, corrupt or cruel.
Overall, the period was one of stability, and China faced no
major menace from abroad. Bandits, local injustice, and
corruption thrived, however, and the xia felt they must
intervene.

[ ]
Xia

The xia were essentially Chinese knights-errant.
Unlike the knights of feudal Europe, though, they
were neither members of the aristocracy nor
required to uphold the social order. Instead, they
were wanderers who used their martial skills to
maintain justice and right wrongs according to their
personal philosophy.

Xia were as much like Robin Hood as like
Lancelot . . . in fact, the Chinese regard Robin Hood
as a xial They weren't always popular with the
bureaucracy. They could be useful, but the powerful
typically saw them as one of society’s plagues. The xia
were often as dangerous, scruffy, and poor as the ban-
dits and evildoers they battled, but regardless of their
conduct — which at times included gambling, wom-
anizing, and drinking - they fought for the common
good. Tales of their exploits formed the basis of the
wuxia genre of films.

In a historical game, xia PCs should take Code of
Honor (Xia) (p. 53). Without it, they arent xia -
they're the ruffians and bandits the xia oppose!

The Shaolin Temple

Few places are the subject of as many myths and legends
as the Shaolin Temple. It's credited with being the wellspring
of all martial arts. Its monks are reputed to be masters of
mystical powers, yet free of worldly desires and ambitions.

The Shaolin Temple was built at the end of the 5th cen-
tury A.D. There was more than one Buddhist temple in the
same geographical area; legends of the Temple likely borrow
from tales about all of these to some degree. All were occu-
pied and abandoned several times.

HISTORY




The most famous Shaolin monk was Bodhidharma, who
journeyed to the Temple from India. Tradition has it that he
noticed the monks lacked the fitness needed to meditate for
long periods, so he introduced martial arts to strengthen
them. While these events are the legendary origin of Chinese
martial arts, they actually would have post-dated many doc-
umented combative styles.

The military prowess of the Shaolin monks was first
noted in 728, when a small handful of them helped win a
war. A stele was erected to memorialize the staff-fighting
monks. Legends spread of their ability. The Temple became
a place to go and train, but spiritual development - not
schooling warriors — remained its focus.

After the rise of the Manchu, the Shaolin Temple became
famous as a symbol of resistance to government rule. It gave
sanctuary to rebels and revolutionaries, and the Temple as a
whole occasionally meddled in outside political events. This
involvement was sometimes pro-government: the Temple
was credited with aiding Manchu soldiers in several cam-
paigns. In the end, playing politics led to the Temple’s down-
fall. An army was dispatched to besiege the Temple. It fell in
1735, scattering the few survivors across China.

Legend claims that five masters survived the suppression
of the Shaolin Temple. They went their separate ways, train-
ing select students met during their travels in the secrets of
the Temple’s martial arts. Along the way, they also founded
cells of resistance to the Manchu Dynasty — the first Triads.

Monks reoccupied the Temple — and abandoned it or
were driven out — several times. In 1928, it was burned.
Later, the Communists came to regard it as reactionary and
shut it down. The People’s Republic of China eventually
realized its potential as a historical attraction and rebuilt it.
The modern Temple still offers training in the martial arts,
and is a popular destination for tourists and martial artists
alike.

Secret Societies

China has a long history of secret societies. Some of
these were fairly innocuous, even benign. Others were ded-
icated to overthrowing the Manchu and restoring the earli-
er dynasty. Many were also martial-arts schools (and vice-
versa), and students of the school would be recruited into
the secret society.

In some areas,
these secret societies
amounted to bandits
or organized crimi-
nals. In others, they
became a de facto
part of the local gov-
ernment, providing
police forces, charity
centers, and social
gatherings. In yet
others, they were the
government!

Ironically, secret
societies eventually
became an ally and
tool of the ruling

Three-Part Staff

Monks and
Martial Arts

Japan's warrior-monks and the monks of the
Shaolin Temple are at least as famous for their fight-
ing arts as for their faith. European monks are com-
monly remembered as pacifistic, but early medieval
monasteries only admitted members of the nobility —
many of whom took their vows after receiving mar-
tial training. By the 12th century, some dispensed
altogether with the veneer of pacifism and created
military orders, such as the Knights Templar. Later
monks penned several fechtbiicher and appeared in
the illustrations of many more, demonstrating
sword-and-shield play and wrestling moves. The Far
East hardly had a monopoly on the fighting monk.

A monk might practice the martial arts for sever-
al reasons. One is that many traditions deem physical
exercise vital to spiritual health: a fit body helps a
monk spend hours meditating without discomfort.
As well, monks sometimes had to fight to protect
their monasteries from bandits, raiders, and unhap-
py governments that saw them as targets. And as pre-
viously noted, not every monk chose the monastic life
as a youth. Former members of the warrior class
often kept their martial skills sharp after taking their
vows — whether due to a desire to defend the
monastery, out of devotion to their art, or in antici-
pation of a return to the world of politics.

Manchu. During the 18th and 19th centuries, the world’s
colonial powers - primarily European nations, but also
Japan and America - were steadily carving up and tram-
pling down China. The secret societies came to oppose the
foreigners and to regard the Manchu as the lesser of two
evils, if not the legitimate government.

The most famous of these societies was the I Ho Chu’an,
or Righteous and Harmonious Fist, dubbed the “Boxers” by
the colonial powers. They claimed that kung fu could defeat
guns - that through special rituals and unblinking faith,
practitioners would be immune to bullets. This wasn’t a new
idea; the White Lotus and the Native American Ghost
Dancers also believed this. The Boxers rose up and mur-
dered Europeans and Christian Chinese. On June 17, 1900,
they besieged the hastily fortified foreign consulates in
Beijing. Despite their kung fu skills and magical rituals, the
boxers were unable to crack the consulates before a relief
force fought its way to Beijing. Modern firepower quickly
dispersed the Boxers. Shortly thereafter, the Imperial gov-
ernment fell.

In the chaotic post-Imperial period, secret societies such
as the Triads largely degenerated into criminal gangs. Drug
smuggling, gambling, extortion, and prostitution became
their main sources of income. Feuds between societies over
criminal territory were common. The societies’ martial-arts
skills became the weapons of gang warfare . . . alongside
modern firearms.




Eventually, the links between secret societies, martial-
arts schools, and the Shaolin Temple led to all three being
tied to revolutionary and antigovernment activities. The
stigma remains to this day, and helps explain some of
the policies of the People’s Republic of China toward the
martial arts.

Northern vs.
Southern Kung Fu

The Chinese often claim that Northern martial
arts are “long” while Southern ones are “short” — a
stereotype that isn’t entirely unjustified. Many
Northern styles do feature deep stances, lunging
punches, and high kicks. Southern arts often favor
narrow stances, close-in punches, and low-line kicks.
Explanations offered for this include the greater
height of Northerners and the cramped quarters
aboard Southern houseboats.

Weapons constitute another division. Northern
stylists frequently encountered military and aristo-
cratic arms - spears, polearms, and swords — thanks
to their proximity to the capital (Beijing) and the
Mongolian border. Southern fighters, generally com-
moners, favored everyday tools: staff, knife, cleaver
(“butterfly sword”), etc.

As with most style splits, adaptations to specific
needs and cross-pollination between styles make the
divisions more traditional than actual. Nevertheless,
“North vs. South” might generate the dramatic ten-
sion that drives a cinematic or mythic campaign!

Communism

The Communists were eminently aware of the historical
link between the martial arts and revolutionaries - or in this
case, ‘reactionaries.” They denounced any martial art that
claimed mystical powers or an ancient lineage as being “con-
trary to Communist ideals.” Such thinking reached its peak
during the Cultural Revolution, when many styles were
labeled anti-Communist and their instructors deemed “coun-
terrevolutionaries” and ruthlessly marginalized or purged.

At the same time, the Communists saw the martial arts as
a source of physical fitness for the people and as a repository
of cultural heritage. They adopted the term wushu for
“acceptable” martial arts. The sports commission of the
People’s Republic of China went on to develop a unified style
known by the same name; see Wushu (pp. 206-207).

Modern China downplays the internal, chi-oriented
aspects of the martial arts, but these things haven’t disap-
peared. The whole world now enjoys Chinese wuxia films,
which feature acrobatic martial arts, improbable displays
of skill, and chi abilities that defy reality. Ironically, many
of these movies celebrate rugged individualists who use
their mystical martial-arts skills to right wrongs or root
out corruption - ideas not terribly popular with the
Communist Party.

INDIA

Like China, India has had martial arts since antiquity,
along with many myths tied to receiving and teaching them.
Some historians trace Indian martial arts back to the inva-
sion of northwestern India by Alexander the Great. This is
unlikely; Alexander might have brought Pankration (pp. 188-
189), but the warriors of the local princes already had a
strong tradition of armed fighting and unarmed wrestling.
According to myth, the gods handed down these arts to
humans so that heroes could defeat their demonic foes!

On the teaching side, Bodhidharma supposedly passed
along Indian martial arts to China; see The Shaolin Temple
(pp. 8-9). Prior evidence of the martial arts undermines this
theory, too. However, Indian religious beliefs probably con-
tributed the concept of prana, which is more commonly
known by its Chinese name, chi (see Religion, Philosophy,
and Fists, p. 11).

Whatever the truth, the Indian martial arts are ancient.
Kalaripayit (pp. 168-169) dates to the 9th century A.D. and
similar arts predate that. These early styles certainly covered
both unarmed combat (striking and grappling) and armed
combat (especially bow, sword, and two-handed mace).
Modern nationalists in India - like those in most places with
a martial tradition - espouse the idea that practicing these
historical arts makes one a better person, and push for their
continued study. Hinduism continues to play a strong role,
too; even today, Kalaripayit and Indian Wrestling (pp. 205-
206) expect students to be good Hindus.

Wrestlers

The most visible Indian martial art is wrestling (see
Indian Wrestling, pp. 205-206), which has been a revered or
at least royally patronized activity in India since ancient
times. Great wrestlers were sought after for the fame they
brought their patrons. In the 19th and early 20th centuries,
Indian wrestlers dominated the world’s grappling scene,
their remarkable size, skill, and endurance allowing them to
defeat all comers. The greatest of these was Gama (p. 23).
Their reign ended only after Greco-Roman Wrestling
(p. 205) and Professional Wrestling (p. 206) eclipsed tradi-
tional freestyle wrestling.

Today, traditional Indian wrestlers train much as they
did at the opening of the 20th century and in the centuries
before. The training isn't based on Hinduism, but wrestlers
are expected to be paragons of the faith.

Other Indian Martial Arts

Martial arts of the Indian subcontinent also include the
Sikh sport of gatka (see Victorian Singlestick, p. 157) and a
brutal form of bare-knuckle boxing. India long regarded
archery as a sport of kings and warriors; the specifics vary,
but it's game-mechanically similar to Kyujutsu (pp. 179-
180), although more commonly performed from a chariot
than from horseback. Many arts are lost to modern knowl-
edge, leaving behind only names and brief descriptions.



Religion, Philosophy, and Fists

A traditional fighting art often has a philosophy that
augments its martial base or even constitutes the founda-
tion upon which it’s built. For instance, the strikes, foot-
work, and forms of Pa Kua Chuan (pp. 187-188) are all
founded on an interpretation of the I Ching. Stylists walk
circles to stay in harmony with the Tao and practice uti-
lizing chi (see below) to protect themselves and defeat
foes.

Many traditional styles have strong religious content,
too. The religion might be external to the art (like
Christianity for European knights or Islam for those who
practice Pentjak Silat, pp. 189-191); taught in conjunction
with the martial art; or form its underpinning, informing
how students are taught and which moves
are considered “proper” even if the fight-
er doesn't practice the religion (e.g.,

Sumo, pp. 198-199, has close ties to
the Shinto faith). Rarely, the style

is the religion: Shorinjikempo is

officially a religion in Japan (see

Kempo, p. 172-173).

Only a purely combative or
sportive modern style is likely to lack
such traits. Mixed martial arts (p. 189)
and Greco-Roman Wrestling (pp. 205-
206) are examples of entirely sportive
arts; Krav Maga (p. 183) is a wholly
combative one. Styles like this don't try
to make you a better person through a philosophy or set
of beliefs.

Yin and Yang

Traditional Chinese beliefs describe the universe in
terms of two fundamental principles: yin and yang. Yin
signifies the feminine, yielding, and soft while yang rep-
resents the masculine, forceful, and hard. Together they
form a harmonious, balanced state. A person who has too
much yin or yang isn't in harmony with the universe and
is consequently limited in potential.

The ubiquitous yin/yang symbol is a visual representa-
tion of this concept. The swirling drops of yin and yang
form a circle, implying a perpetual cycle. Each color con-
tains a spot of the other, showing that yin isn't complete
without yang, and vice versa. Only the two together form
a balanced whole.

Chi, Ki, and Prana

Chi (also qi) is the Chinese character for “breath.” The
Japanese and Koreans use this character, too, but pro-
nounce it ki. In traditional belief, chi is much more than
just breath: it's an invisible force that pervades all living
things. Disciplined individuals can — with proper knowl-
edge and practice - control and manipulate it. Someone
with balanced, strong chi will live long and be capable of
great acts. One’s chi can become unbalanced, however.
Those with unbalanced chi must rebalance it or suffer ill

Rondel Dagger

health (in game terms, adjusting chi is a form of Esoteric
Medicine, p. B192).

Proponents of traditional Chinese martial arts often
claim that masters can project their chi to control stu-
dents’ actions, move objects . . . even kill. Such masters
can also direct their chi internally to perform superhu-
man feats: mighty leaps, impossible lifts, running up
walls, shattering objects, and so forth. In modern China,
though, the concept of chi runs contrary to the state’s
atheistic Communist philosophy. Chi is seen as nothing
more than the vitality of a body in perfect health; it's a
matter of fitness, not mystical forces.

Historical Japanese styles make fewer claims about
supernatural powers but still regard ki as something to
cultivate and project. Ki development

and the power of breathing medita-

tion became popular in Japanese
swordsmanship during the 18th
century. A Japanese warrior
with strong ki should have
great skill and high Will - not
use superhuman powers to
attack foes at a distance.
Modern Japanese anime hews
more closely to the Chinese
approach, however.
The Indian term for chi is prana.

Prana - like chi or ki - is an invisi-
ble, subtle, yet all-pervasive force that provides life to the
body. It causes respiration, keeps the heart beating, allows
speech, digests food, and equalizes bodily functions. It’s
possible to regulate prana through breathing, using a skill
called pranayama. Some believe that this allows superhu-
man feats of endurance, strength, and willpower.

The concept of “breath as life” and the importance of
deep breathing aren't exclusively Asian. For instance, the
great Greek physician Galen held that something could
only be considered exercise if it increased respiration, and
that respiration was important to health and to success in
physical activities. Martial Arts refers to any such view of
life force and the powers that derive from it as “chi,”
regardless of its cultural origin.

Folk Beliefs

Many martial arts have an associated body of folk
beliefs. Pentjak Silat holds that the kris (p. 219) can kill
merely by pointing. Masters of Kalaripayit (pp. 168-169)
learn magical phrases to use in emergencies. Capoeira
(pp. 153-154) is sometimes linked with Candomblé, an
African-derived folk religion. Some adherents of Chinese
martial arts believed that incantations, willpower, and
proper kung fu would make them invulnerable to blades
and guns. The latter idea isn’t uniquely Chinese — corpo
fechado (Portuguese for “closed body”) is a magic ritual,
known to some Capoeira players, to become impervious
to knives and bullets . . .




INDONESIAN ARCHIPELAGO

The Indonesian Archipelago is a chain of hundreds of
islands — most of them tiny - over an area that includes
Borneo, Java, Sumatra, the Malay Peninsula, and the
Philippines. It has a diverse mix of cultures: the native
Malay (once feared for headhunting and ritual cannibal-
ism), plus Arab, Chinese, Dutch, English, Indian,
Portuguese, and Spanish, and their many religions.
Countless martial arts have emerged from this jumble -
most famously Pentjak Silat (pp. 189-191) and Kuntao
(pp. 178-179). It’s said that at least one form of Silat exists
for each island!

Indonesia

During the 1940s and 1950s, Pentjak Silat grew even
more prominent in Indonesia. The islands were Dutch pos-
sessions when they fell to the Japanese in World War II.
Many Indonesians resisted and fought alongside the Dutch
against the Japanese. After defeating the Japanese, the
Indonesians turned to their fight for independence. The
locals widely credited Pentjak Silat with giving them an edge
over their opponents. Its role in the fighting is debatable —

Ryu

Ryu (plural: ryuha) is a Japanese term for a
school’s collected martial-arts teachings. A ryu might
be broad or extremely narrow. For example, Musashi
Miyamoto’s Niten Ichi Ryu contained one fighting
style — see Nito Ryu (pp. 174-175). By comparison,
the still-extant Toda-ha Buko Ryu teaches several
arts: Bojutsu (p. 192), Kenjutsu (p. 173-175),
Kusarigamajutsu (p. 180), Naginatajutsu (p. 186),
and Sojutsu (pp. 197-198).

Ryuha have a “public” and a “private” curriculum.
Outsiders are shown strictly the public techniques;
only the school’s students receive demonstrations of
the full style. Hidden techniques, called urawaza, are
a way to keep enemies from learning the ryu’s full
potential. They often deal with unusual weapons or
those that work better by surprise (e.g., shuriken or
improvised weapons). Some masters reserve
urawaza for a select few students or even a single
chosen successor!

In game terms, a ryu usually contains more than
one style. In a Japan-based campaign, the GM might
wish to assess Style Familiarity (p. 49) by ryu rather
than by style. For instance, familiarity with Toda-ha
Buko Ryu gives familiarity with its version of
Kenjutsu and all of its other component styles, but
not with the Kenjutsu of Katori Shinto Ryu.
Knowledge of slight differences between your ryu
and your opponents could spell the difference
between victory and death. The urawaza might be as
narrow as a single skill, technique, or Style Perk . . .
or as broad as an entire style. See the skills, tech-
niques, and perks under each style’s “Optional Traits”
for ideas. The PCs won't necessarily have free access
to these abilities!

driving out the Japanese and the Dutch (and later defeating
the Communists) depended more on the gun than on the kris
(p. 219). Even the common claim that martial-arts training
gave the fighters warrior spirit is arguable - but it's a theory
to which armies worldwide subscribe, and probably the real
reason why unarmed combat is taught in the age of auto-
matic weapons and grenades!

Philippines

Foreign powers have invaded the Philippines many
times. The most significant of these invaders were the
Spanish, who brought their language and fighting styles.
The extent to which this influenced indigenous martial arts
is the subject of vigorous debate. While Filipino styles use
largely Spanish terminology, their techniques little resemble
those of European fighting arts. The best-known local style
is Escrima (pp. 155-156), a system of armed and unarmed
fighting.

Filipino martial arts saw regular use in combat until rel-
atively recent times. During the American occupation, after
the Spanish-American War, the local resistance fought back
using martial-arts skills. The ferocious Moros inspired the
American military to beef up the service pistol from .38 to
45 caliber in order to better stop fanatical warriors. During
World War II, resistance fighters against the Japanese used
Escrima and Pentjak Silat alongside firearms and explosives
to attack the Japanese garrison.

The Philippines have been relatively peaceful since
WWII, but some regions are still infested with pirates
and religious or political resistance groups. Escrima
remains popular, both for settling scores and in stickfighting
sporting events.

JAPAN

In the popular mind, Japan is the wellspring of the mar-
tial arts. The oldest verifiable Japanese martial art is a form
of combative wrestling that evolved into the sport of Sumo
(pp. 198-199). This and other early arts developed locally
but were influenced by the Chinese and later the Koreans.
Japanese martial arts would, in turn, go on to influence the
styles of both of these cultures — and the world at large.

The Samurai

The samurai, or bushi, were Japan’s warrior class. They
rose to prominence during the Yamato period (c. 300-710),
when the use of levied infantry gave way to warlords pro-
viding full-time mounted archers. This evolution weakened
central control, leading to long periods of internecine
warfare.

The appearance of the samurai marked the birth of
martial-arts schools, or ryuha. Each ryu taught both armed
and unarmed combat, often alongside such skills as horse-
manship and strategy. A samurai was expected to learn to
fight both mounted and dismounted with bow (yumi),
sword (tachi and later the katana), spear (yari), polearms
(naginata and nagamaki), and knife (tanto), and to wrestle
armored and unarmored. Different schools added other
weapons, including the shuriken (p. 223), kusarigama
(p. 219), axe, hammer, and flail.



Initial emphasis was on mounted
archery, but the samurai evolved into
swordsmen as infantry tactics became
more important. Armor changed to match:
boxy o-yoroi, suitable when using and fac-
ing the yumi, gave way to suits that freed
the arms for swordplay. On foot, samurai
wielded spears, swords, and to a lesser
extent hammers, staves, polearms, and
other weapons. Firearms entered the arse-
nal with the arrival of the Portuguese, but
like Europe’s knights, the samurai
absorbed the gun into their fighting meth-
ods. To bulk out their armies, they raised
conscript light infantry called ashigaru.
These troops had sparse armor (typically a
helmet and inferior torso armor) and
lower-grade weaponry.

With the unification of Japan and the
ensuing Tokugawa Shogunate (1603-
1868), Japan entered a prolonged peace.
Only the Shogunate was allowed firearms.
Martial-arts schools became more wide-
spread but often more specialized - those
that taught only a subset of weapons or
skills (or one weapon) grew more com-
mon. Weapons suited to piercing armor,
such as the bow and spear; were overshad-
owed by the sword, which was ideal for
fighting unarmored foes.

With potential masters no longer
becoming battlefield casualties (or indeed,
needing to prove their skill in duels), the
number of ryuha boomed. Duels were for-
bidden and matches between schools were
discouraged. Use of kata as the core of skill
transmission became common. This status
quo inspired a backlash in favor of contact
training and led to the eventual develop-
ment of Kendo (p. 175).

[ ] [] [ ]
Ninja: Legend vs. History

Folklore portrays ninja as peasants and outcasts, scorned by the samu-
rai. History doesn’t support this. It's hard to uncover facts about such a
deliberately secretive group, but reliable evidence suggests that several
samurai clans were verifiably ninja or had members with ninja-like skills.
Historical ninja seem to have been spies more often than assassins, secret
police rather than outcasts.

The Chinese Connection?

Some sources claim that the ninja learned their arts from renegade
Chinese monks called the Lin Kuei, but there’s little evidence of this group
outside of folk tales. There’s no documentation of their supposed connec-
tion to the ninja, either. However, such a link might exist in a cinematic
campaign, in which case the Lin Kuei could be a source of opponents for
PC ninja - or of masters who can train non-ninja PCs to counter the nefar-
ious skills of NPC shinobi.

Other Ninja

Japan'’s ninja — and possibly China’s Lin Kuei — weren't the only ones
in Asia with training in disguise, stealth, and espionage. Many other
groups mixed these tactics with the martial arts to help deal with
enemies.

The 7th-century Korean kingdom of Silla had a group known as the
sulsa: commando-like warriors trained in irregular operations. Unlike
ninja, it appears that the sulsa were deployed alongside other forces and
used as an integrated part of the army. They were held in high esteem —
much like modern special-ops troops. Like the ninja, colorful and equal-
ly unverifiable legends about their skills and prowess abound. In a cine-
matic campaign, any claim that’s true for the ninja should also be true for
the sulsa.

In Thailand, groups of monks were trained in the art of stealth, sub-
terfuge, and survival, as well as in the martial arts. Their role is unknown,
but their potential to the Siamese kings as spies, irregular troops, and
scouts is obvious.

The Ninja

Historically, ninja were the spies, assassins, and special
agents of the warrior clans - and later the Shogunate - of
Japan. They were famous for their pragmatism, using what-
ever methods could most efficiently accomplish the task at
hand. Given the nature of bushido (the Japanese warrior
code) and its embrace of victory at all costs, this made them
quite ruthless. They were noted for their disregard of social
norms, disguising themselves as monks, the opposite sex,
low-caste Japanese, and so on. They studied Ninjutsu, the
art of stealth and disguise. Included in this was the martial
art Taijutsu (pp. 202-203): an unarmed combat style used to
disable opponents.

The ninja probably originated with the use of specialist
spying troops (called shinobi) by an empress in 6th-century
Japan. Several clans of ninja existed, especially in the Iga-
Ueno region. A modern “Ninja Festival” is held in this area
— although it focuses on ninja more as depicted in folklore
than as they actually were.

Like China’s Shaolin monks, the ninja are awash in myth
and legend. Almost every improbable martial-arts feat
appears in ninja lore! They're famous as masters of disguise,
weapon use, unarmed combat, acting, and technology.
Modern authors have expanded on the legend; many so-
called ninja tools, garments, and gadgets are actually 20th-
century inventions. Notable among these is the ninja sword,
or ninja-to (p. 221). The same authors have also wrongly
designated weapons often used by samurai - such as the
shuriken and kusarigama - “ninja weapons,” sometimes
going so far as to invent myths about samurai rejecting such
armaments as dishonorable.

The ubiquitous “ninja uniform” is another modern-day
creation. It looks as if it was inspired by the clothing that
puppeteers and stagehands wore to blend into the darkness
of a theatre. Historical ninja almost certainly disguised
themselves to fit in wherever they might be. They might not
have donned any disguise! Many were samurai in public
and agents of the Emperor in private, trained to spy on sub-
jects and root out conspiracy, or dispatched to solve special
problems.




Okinawa

Okinawa has always had strong ties with China, its close
neighbor. Okinawan nobles sent their children to Fushin
province to study literature, writing, culture, and the martial
arts. Some believe that Okinawan martial arts originated in
China and were brought back by returning nobles. Others
claim that Okinawa had indigenous fighting systems which
were influenced by Chinese styles.

In local legend, weapons were banned at several points in
Okinawan history. One such instance, in the 15th century,
wasn't so much a ban as a shortage. The native rulers, fearing
rebellion, monopolized weapons production in order to stock
their own armories. Depriving the population of weapons was
asside effect - albeit one that favored those in power! The 17th-
century Japanese conquerors imposed a genuine ban. The net
result in both cases was that the martial arts flourished.

The Okinawans turned their tools and farm implements
into weapons and developed fighting styles for using them
effectively. They also honed their unarmed martial arts, or Te
(pp. 169-170). The Japanese banned the practice of Te, but
instructors and students survived, even thrived in secrecy.
They trained to fight armed and unarmed opponents, parry-
ing the attack and then launching a devastating counterattack
with lethal intent.

In the late 19th and early 20th centuries, Japan recognized
the potential of Te as a form of military and fitness training.
Japan imported instructors from Okinawa - starting with
Funakoshi Gichin (p. 23) - and created the sport of karate-do.
Karate’s inventors soon changed the characters used to spell
its name from “China” and “hand” to “empty” and “hand”
(both pronounced “karate”), added a belt system based on the
sport of Judo (p. 166), and established a formal body of
instructors.

After World War II, the large U.S. military presence in
Okinawa helped spread Karate in the West. Many servicemen
studied karate-do in Okinawa and brought their skills home
with them. Today, a wide range of martial-arts schools exist in
Okinawa and many American servicemen still train while sta-
tioned there.

KOREA

Korea has a rich martial-arts history tied inextricably to
that of nearby China and Japan. Many martial arts passed
from China to Japan, and vice versa, by way of Korea. Prior
to the 20th century, China’s influence was dominant by virtue
of proximity, shared history, and the regular exchange of
ideas. In the 20th century, the Japanese conquest of Korea
lent Korean martial arts a strong Japanese flavor that’s still
evident today.

The Hwarang

Around 550 A.D., nobles known as the Hwarang
(“Flowering Knights”) rose to prominence as rulers, warriors,
and officials in the Korean kingdom of Silla. These knights
adhered to Hwarang O Kae, or “the Five Ethics,” which
stressed loyalty, filial piety, trustworthiness, valor, and justice
—much like bushido or chivalry. They studied fighting arts, lit-
erature, administration, and philosophy. In 668, Hwarang
general Kim Yu-shin completed the conquest of the region’s

other two significant kingdoms, Koguryo and Paekche, there-
by unifying Korea.

Elite among the Hwarang were the sulsa (“technicians”).
These warriors practiced am ja (“the art of shadows”) and un
ship bop (“invisibility methods”), and were used for special
missions. For details, see Other Ninja (p. 13).

Modern Korea

From 1910 to 1945, Japan occupied Korea and Japanese
martial arts displaced Korean ones. When World War 11
ended, though, Korea asserted its proud martial heritage.
Traditional styles were resurrected or came out of hiding, and
new styles were formed with ancient names. Japanese influ-
ence was still great, as many Korean martial artists had train-
ing in Karate (pp. 169-172) or Jujutsu (p. 166-168).

Today, Korea is best known for Tae Kwon Do (p. 200), a
sport form cobbled together from numerous punching and
kicking styles. It takes its name from a much older combat
art. Tae Kwon Do has become popular worldwide and is now
an Olympic sport.

OTHER NATIONS

Many other Asian countries have martial-arts traditions
that extend from the distant past to the present day. Possibly
the best-known of these are Burma and Thailand.

Burma

Burma - now called Myanmar - is surrounded by India,
China, and Thailand. Like its neighbors, Burma is home to
many martial arts. The collective term for Burmese martial
arts is Thaing. This encompasses four major subgroups:
unarmed combat (Bando), armed combat (Banshay), boxing
(Lethwei), and wrestling (Naban). These arts date to around
the 11th century, when they played a role in local warfare.

Bando is a comprehensive system of unarmed combat. It
has deep historical roots, but the Japanese invasion in 1942
helped shape its modern form - Japanese unarmed-combat
systems influenced it, and guerrillas used it against the
Japanese occupiers. Two major schools have emerged since
then; these are quite similar in their training. For more infor-
mation, see Bando (p. 151-152), Banshay (p. 176), and Lethwei
(p. 186).

Thailand

Thailand, formerly known as Siam, also has a rich martial-
arts history. Unfortunately, a terrible fire during the 17th cen-
tury destroyed most of its historical records, obliterating reli-
able accounts of the origins of Thai martial arts. The modern
arts of Muay Thai (pp. 185-186) and Krabi Krabong (p. 176)
can trace their origins at least as far back as the loss of those
records; they likely go back much farther. Another style - now
lost — emphasized stealth, subterfuge, and survival techniques.
It was taught to a sect of monks who might have filled a ninja-
like role for the Siamese kings.

Today, Muay Thai and Krabi Krabong are the most promi-
nent Thai martial arts. Muay Thai is a form of kickboxing,
world-renowned for its tough training and tougher competi-
tion. Krabi Krabong is an armed style. Originally a combat
form, it's now primarily a sport.



EUROPE AND THE MIDDLE EAST

Europe and the Middle East have a martial-arts history
as long and as colorful as that of Asia, although it hasn’t fea-
tured as prominently in dreadful action movies. Highlights
include the fighting arts of Classical Greece and Rome, the
martial arts on both sides of the Crusades, the swordsman-
ship of the Middle Ages and Renaissance, and of course the
sport wrestling and mixed martial arts so popular across
Europe today.

As in Asia, fighting skills also figured prominently in leg-
end and folklore. Ancient Celtic tales — collected in the
Middle Ages - told of such heroes as Cu Chulainn receiving
training at swordsmanship, spear-dodging, charioteering,
wrestling, breath control, and chess, and performing super-
human combat feats. Likewise, Norse myths pitted heroes
and gods against supernatural foes in wrestling matches.

lack of weight classes meant that heavyweights dominated
the sport.

Pankration (p. 188-189) was full-contact, no-holds-
barred fighting. Only eye-gouging and biting were forbidden
—and the Spartans allowed even this. Many strikes common
to modern Asian martial arts — chops with the hand’s edge,
punches with protruding knuckles, leg sweeps, etc. — saw
use. One famous bout ended when a fighter aimed a stiff-
ened finger strike (what Asian martial arts call a “spear
hand”) at his opponent’s armpit, piercing his vital organs
and killing him. Pankration matches lasted until one con-
testant submitted or was incapacitated. Most bouts ended
with a submission from a lock or wrestling hold, although
one pankrationist famously won his bouts by breaking his
adversaries’ fingers, and death in the ring wasn't uncom-
mon. At least one contender won posthumously: he forced
his rival to submit even as he was dying from a fatal blow!

ANCIENT GREECE
AND ROME

Ancient Greece was home to a number
of the worlds earliest verifiable martial
arts; in fact, these predate the legendary
origins of many Asian styles. In the Greek
city-states of the Classical age, every citi-
zen was a soldier. Even after Greece aban-
doned the citizen armies of the polis,
Greek society long held that martial skills
were essential to a well-rounded upbring-
ing for every male Hellene. For most, this
meant little more than physical condition-
ing at the public gymnasium and the basics
of handling the shield and spear. Dedicated
practitioners went much further, however,
and teachers of hoplomachia (“armed
combat”), boxing, wrestling, and pankra-
tion (literally, “all powers”) found no short-
age of eager youths willing to take advan-
tage of their services.

The Games

The Olympic Games of ancient Greece
featured three different martial-arts con-
tests: wrestling, pankration, and boxing.
None of the three concerned themselves
with weight classes, rounds, or time limits.
All were brutal contests of skill, strength,
and endurance. The Romans were also
fond of games and held similar contests.

Wrestling was much like modern
freestyle wrestling. Victory was by submis-
sion and striking was forbidden. A match
consisted of a single, untimed round.
Endurance was as important as strength,
since defensive tactics and stalling to
exhaust one’s opponent were legal. The

Gladiators

Through much of Roman history, gladiators provided public enter-
tainment by fighting animals, prisoners, and each other in the arena.
Most were slaves, but their ranks could include almost anyone - from the
impoverished, looking to earn a living, to wealthy thrill-seekers. Because
gladiators risked their lives in the arena, Roman society saw them as
being above such “petty” concerns as morality and responsibility. Thus, a
successful gladiator was often rich and pampered, able to indulge in his
most cherished (or debauched) pleasures. It was said that all men wished
to be gladiators and all women wished to be with them.

During the era of professional fighters, they or their promoters would
pick their opponents from the ranks of slaves, prisoners, or (occasionally)
volunteers. Most match-ups were calculated to guarantee the professional
fighter a victory and the audience a good spectacle. Fights weren't to the
death as a rule - at least, not between professionals. Still, some Romans
found entertainment in massacres and lopsided contests where untrained
fighters had to defend themselves against merciless pros.

Gladiators enjoyed treatment that would be familiar to modern pro-
fessional athletes. Top schools kept a physician on staff, and masseurs,
bonesetters, and coaches - all likely to be former gladiators — helped keep
the fighters fit and healthy. The school’s head (lanista) was typically polit-
ically and socially connected, and took care of the school’s financial, reli-
gious, and gladiatorial affairs. The top trainer was responsible for hiring
other instructors (generally former soldiers or gladiators), who might be
broadly skilled or very specialized. These teachers tutored the gladiators
in armed and unarmed combat, and even monitored the fighters’ diet.
They led their charges in daily weapons drills and exercises designed to
improve strength and fitness. Legion officers sometimes regarded gladia-
tors as useful trainers for their soldiers and had them show the troops the
dirty tricks of arena combat.

The celebrated doctor Galen, whose views on medicine were long seen
as infallible in later eras, was a physician to gladiators for five years early
in his career. He prescribed a program of walking to improve breathing,
rhythmic movements to settle the soul, and progressive weight training to
build muscle.




Boxing in ancient Greece and Rome consisted solely of
strikes to the head and upper body. Protective headgear
existed but wasn't used in competitive bouts. Contestants
wrapped their hands and wrists with leather. The original
purpose of this seems to have been to protect the hand, but
later wraps were twisted — some sources claim edged - to
increase the injury from punches, and the Romans some-
times boxed wearing the cestus (p. 214), a studded or spiked
glove. Bouts lasted until one of the fighters submitted or was
incapacitated. Disfigurement was common: legendary
Greek boxers withstood enormous punishment, and period
texts depict cauliflower ears, broken noses, and marred
faces.

Men competing in both boxing and pankration would
occasionally request that the pankration events be held first
- areversal of the usual order. Boxing was held to be so bru-
tal that competitors worried about being too injured to com-
pete in pankration, even if they won! A pankration bout
could end with a submission hold or choke, but a boxing
match ended only when one boxer was too injured to
continue.

MEDIEVAL EUROPE

Medieval knights fought with a pragmatic ruthlessness
that seems quite at odds with modern beliefs about chival-
ry. Period accounts tell of knights killing each other’s hors-
es, grappling foes and bearing them down to be stabbed to
death, and dealing vicious shield bashes, chokes with sword
blades, and “murder strokes” using the handle of a reversed
sword. Knights did have a concept of honor . . . but in duels
and warfare, victory mattered at least as much as how one
fought.

Modern myth also tends to portray knights as brutal
sluggers with little technique. A perusal of written manuals
of period martial arts — collectively known as fechtbiicher —
puts the lie to this. The design of knightly weapons was
rugged in order to overcome heavy armor, but the tech-
niques for using them were quite refined. These martial arts
weren't restricted by borders or culture. Germanic and
French knights bowed to different kings but shared nearly
identical weapons and fighting styles.

On the unarmed front, complex striking arts such as
pankration and boxing fell out of use when the infrastruc-
ture for martial sports disintegrated with the Roman
Empire. The prevalence of heavy armor made wrestling
much more useful, though, and every warrior learned at
least basic grappling. The heavier the armor, the more
important this became — penetrating metal armor is diffi-
cult, but sliding a knife through your foe’s visor is easy once
you have him prone and pinned.

As the Middle Ages wore on, both armor and the
weapons needed to defeat it became heavier. Early knights
wore mail, relied on shields to block, and fought from horse-
back with spears. With the development of high-backed sad-
dles, it became possible to charge with the lance “couched,”
or held under the arm. Armor improved, making it possible
to discard the shield and fight with two-handed weapons
better able to overcome the armor. The period saw a steady
development of weapons, armor, and techniques for using
them.

Warfare wasn't the only forum for the martial arts. Mock
battles and tournaments — melees and jousts - kept knights’
skills sharp. They also served as a way for a knight to spread
his reputation and display his expertise. Trial by combat was
another fixture of the era. An accused criminal could claim
this right and battle his accuser (either could use a willing
champion), with the “court” finding in favor of the victor.

Noblemen weren't the only warriors of the Dark Ages and
Middle Ages. Commoners such as England’s yeomen and
Masters of Defence, Asiatic horsemen such as the Mongols,
and the feared Vikings of Scandinavia all practiced martial
arts. For much of the period, though, the premier armed
martial-arts styles in Europe were those of the knights.

Yeomen Archers

Across most of medieval Europe, farmers were
serfs. In England, though, some farmers - called
yeomen — actually owned small pieces of land. While
still peasants, yeomen were free by the standards of
their time. In return for their freedom, the law
required them to train from youth with the longbow
and other weapons. The government encouraged
archery with contests, tournaments, and laws. It
sometimes went so far as to ban cockfighting, dice,
football, and other distractions in order to encourage
archery practice!

The finest longbows were made of a single piece
of yew, carved with both core and edge wood to give
a natural composite effect. Yeomen armed with such
weapons were credited with hitting massed troops at
nearly 400 yards. The usual length of a shot against
an individual target would have been markedly
shorter.

The legend of Robin Hood owes much to the real
accomplishments of English longbowmen. Robin
Hood was reputed to be the greatest archer in a com-
pany of seasoned archers. His most famous feat of
skill was splitting a rival’s arrow in an archery tour-
nament. (Even GURPS is colored by his exploits: its
rules let archers make individual shots at distances
that would have challenged massed bowmen shoot-
ing at an entire army!)

Robin Hood was also a master of another cele-
brated English weapon: the quarterstaff. He used his
staff to spar with and defeat his eventual companion,
Little John - a giant of a man. Like the longbow, the
staff was inexpensive and available while swords
were costly and spears were inconvenient for daily
use. The iron-shod staff was as much a walking aid as
a weapon, and the English masters praised its value
in self-defense against all foes.

Robin Hood’s legend curiously parallels that of
Japanese hero Yoshitsune. Both were rebels against
authority, skilled archers, and leaders of men, and
both had a huge, polearm-using companion. In a
mythical campaign, they could be rivals — or allies
against an even greater foe.




Masters of Defence

In England at the end of the Middle Ages and begin-
ning of the Renaissance, certain influential masters of
personal combat became famous as the “Masters of
Defence.” Of common birth, they apprenticed themselves
to skilled martial artists and studied all of the period’s mil-
itary and civilian weapons, truly earning the title “mas-
ter.” At times they even had a royal charter for their activ-
ities. They acted as fight instructors for noble and com-
moner alike, and were occasionally stand-ins during legal
duels - a practice sometimes legal, often not.

During the Elizabethan period, instructors from over-
seas began to challenge the Masters indirectly. In particu-
lar, Ttalian rapier masters taught their skills to the wealthy
and noble. Masters of Defence such as George Silver
issued challenges to these newcomers and wrote pam-
phlets and even books denigrating their teachings, but
their rivals dismissed them as social inferiors — the
Masters weren't nobility. The fencing masters likely saw
no reason to accept: defeating a commoner in a no-holds-
barred competition would do little to impress patrons and
students, and failure (or less than total success) could
mean ignominy or even death.

Regardless of the relative efficacy of the competing
styles, it was fashion that undid the Masters’ dominance
over English martial arts. Broadswords, polearms, and
staves were not stylish accessories, while rapiers became
such. Much as in Japan during the Tokugawa era, the
decline of real combat tests meant that instructors of
questionable skill - making dubious claims - could flour-
ish and surpass those with true ability.

For more on the Masters’ skills, see Masters of Defence
Weapon Training (p. 182).

Fechtbiicher and
Traveling Masters

Two facets of Renaissance martial arts merit special
discussion: fechtbiicher and traveling masters.

Fechtbiicher

The fechtbuch (plural: fechtbiicher), or “book of fight-
ing,” represents an important historical resource. Masters
would pen fechtbiicher to illustrate their techniques —
mainly armed but also unarmed striking and grappling

(often using holds that modern readers would con-
sider “low” or “dirty”). These works varied greatly in
quality. Some were poorly illustrated, badly written
pamphlets full of common techniques. Others had
excellent art - in one case, by Albrecht Diirer — and
clear text. Many fechtbiicher survive to this day, giv-
ing the modern student a glimpse of the incredible
depth of the martial-arts training of an earlier time.

The purpose of fechtbiicher wasn't self-
instruction. Students were supposed to refer to
them while training under the master. As a result,
many fechtbiicher and their instructions were
intentionally unclear. A notable example was the
14th-century fechtbuch of Johannes Liechtenauer.
It had excellent illustrations but deliberately cryptic
instructions. Liechtenauer gave only his students
the key to his mnemonic devices. Armed with this,
they could profit from the book while others would
be stymied. It wasn't until the 15th century that a
student, Sigmund Ringeck, broke ranks and
explained Liechtenauer’s writings.

Books of this type weren't unique to Germany or
even Europe. Virtually every culture had some form
of written, inscribed, or painted combat manual.
Some of these were straightforward texts on fenc-

ing, others were books of military strategy reputed to con-
tain hidden lessons in swordplay (or vice versa), and yet
others were scrolls that illustrated fighting techniques but
gave only cryptic descriptions. Perhaps the earliest “fecht-
buch” was Egyptian: a set of tomb paintings that depict-
ed wrestling moves that are still in common use.

Traveling Masters

Germany’s martial-arts masters were similar to
England’s Masters of Defence: commoners who trained
until they attained master status through grueling public
duels. Like the Masters of Defence, they knew how to put
on a show. Groups of masters — accompanied by their
journeymen, apprentices, and inevitable camp-followers
- would travel around Germany demonstrating their
skills at festivals. They would conduct tests for mastery,
stage mock combats to show off their proficiency, and
collect money from spectators. In a historical campaign,
such an eclectic group of combat-trained wanderers
would be an ideal party of PCs!




RENAISSANCE EUROPE

By the time of the Renaissance, heavy armor, guns, and
masses of disciplined infantry were the norm in warfare. On
the battlefield, arms designed for use by ranked troops over-
shadowed those suited to individual combat. In the civilian
world, though, there was a growing need for weapons and
training useful in street skirmishes and duels.

The first important civilian weapon of the period was the
rapier. Its long blade was designed to let the wielder hit with
a thrust before an opponent with a shorter, broader sword
of comparable weight - like a military sword — could attack.
Early rapiers could cut and thrust, but as time went on, tac-
tics favored the thrust so much that later blades were rarely
edged. Rapiers became the center of an arms race, with
longer and longer rapiers emerging to increase the wielder’s
chances of scoring the first strike. These were unwieldy
against other weapons but their length gave them an edge in
a rapier vs. rapier fight — very useful when dueling!

The rapier’s length made parrying difficult. Most
rapierists relied on the off hand to parry, using a cloak,
main-gauche, or mail glove. Some preferred a second rapi-
er - not for its parrying ability but for the increased odds of
defeating the foe before needing to parry! Fencers in this
period sought the botte segrete (p. 86), or the secret unstop-
pable attack. This might have been the lunge - an extended
thrust that took advantage of the rapier’s length and thrust-
ing ability.

Long blades eventually went out of fashion as masters
discovered that shorter ones had a defensive advantage.
This led to a cycle of new tactics that inspired even shorter
weapons and necessitated further refinements in technique.
The smallsword was the end result: a short, light, stiff blade
designed solely for thrusting and equally useful for offense
and defense. The quest for the parata universale - the
Universal Parry, which could stop even the botte segrete —
replaced the search for the unstoppable attack. For more on
such “ultimate” attacks and defenses, see Secret Techniques
(p. 86).

MODERN EUROPE

Modern Europe owes much of its martial-arts heritage to
an explosion of interest in combative sports — and later,
Asian fighting styles — that began during Victorian times.

Victorian Europe

The Victorian period saw a great resurgence in sportive
martial arts across Europe. Polite society still regarded box-
ing and wrestling as brutal sports of the lower classes — and
indeed these activities were extremely popular with those
classes. This “lower-class” nature didn't stop the posh from
sponsoring fighters, attending fights, and wagering reck-
lessly large amounts of money, though; it simply kept them
from participating.

As for armed martial arts, the period witnessed the devel-
opment of sport quarterstaff forms (using a far shorter staff
than the medieval version) and the widespread practice of
singlestick (stickfighting based on broadsword combat).
With dueling outlawed and combative fencing no longer

acceptable to settle scores, sport fencing began to surge in
popularity. New weapons and rules appeared to make fenc-
ing safer, shifting the emphasis to technique and
sportsmanship.

This renaissance had some unfortunate consequences for
martial-arts history, though. The writings of Victorian histo-
rians and fencing enthusiasts alike painted fencing as the
pinnacle of swordfighting evolution. This myopic viewpoint
helped generate the myth that knights were unskilled thugs
when compared to skilled, elegant fencers — an error that
would poison histories of the European martial arts until the
present day.

20th-Century Europe

Asian martial arts made their European debut near the
close of the 19th century. In the 1890s, several Japanese
teamed up with self-promoter and showman E.W. Barton-
Wright to teach Jujutsu in England. For Barton-Wright, this
was more an exercise in money-making than in teaching a
martial art - but it wasn't long before Jujutsu and Judo came
to stay for real. The first European Jujutsu instructor opened
a school in Austria in 1904. By the 1930s, Judo had students
across Europe. Even the Hitler Youth trained in Judo; the
Nazis saw it as a masculine sport, worthy of future warriors.

Sport fencing, boxing, and wrestling remained popular;
too. Most people saw these activities as excellent training in
fitness, proper conduct, and gentlemanly behavior - and as
suitable competition between nations. Boxing in particular
surged in popularity as the Marquess of Queensbury rules
removed some of its stigma without dulling its brutal edge.

During World War II, commandos trained in military
martial arts. They needed skills to eliminate sentries and to
fight using improvised weapons — or no weapons — when the
ammunition ran out or circumstances made firearms unde-
sirable. The knife, in particular, was popular.

After WWII, Asian martial arts continued to flourish.
European judoka helped make Judo a competitive Olympic
sport, and influenced its rules. Meanwhile, other Asian arts —
such as Karate (pp. 169-172), and Pentjak Silat (pp. 189-191)
brought back from Indonesia by the Dutch — became more
popular. The French kickboxing style of Savate (pp. 193-194),
its practitioners decimated by the World Wars, became more
sportive in form.

In the late 20th century, two developments exerted a
major influence on European martial arts. The first was an
increase in academic interest in the martial arts of medieval
and Renaissance Europe, accompanied by the appearance of
hobbyists who wished to replicate those arts. The second was
the rapid spread of mixed martial arts (p. 189). Today’s
Europe is a cultural swirl of martial arts, with traditional
armed and unarmed European arts, Asian imports, and the
increasingly popular mixed martial arts among its mosaic of
styles.

BEYOND WESTERN EUROPE

Many Eastern European and Middle Eastern nations had
or have their own martial arts. These styles receive less detail
here only because they are for the most part either defunct
or extremely new.

HISTORY




Middle East

Islamic warriors fighting against the Crusaders devel-
oped Furusiyya (pp. 159-161): a style of mounted combat
that combined horse archery with close-in tactics. Its main
practitioners were the Mamluks, who first served as soldiers
in Egypt and then ruled there.

Wrestling has long been popular in Iranian and Turkish
culture. Legendary heroes wrestled demons. Rulers kept
famous wrestlers at their courts, and sometimes wrestled
themselves. A Turkish wrestling tournament, Kirkpinar, is
said to be the oldest continuously running sporting compe-
tition in the world, having been held since c¢. 1362. Both
Turkey and Iran regularly send successful teams of wrestlers
to international competitions.

Today, the Arab states sponsor many sporting events.
One of the biggest grappling tournaments in the world is
that of the Abu Dhabi Combat Club (ADCC), which attracts
competitors from all over the globe. This is no longer held
exclusively in the Middle East, but grappling champi-
onships remain popular there. In addition, most modern
Arab states train their special-operations forces in the mar-
tial arts.

Israel

Present-day Israel is an embattled state, surrounded by
potential foes and in internal turmoil owing to deep ethnic

and religious divides. This motivates many people to study
a martial art for protection. A popular modern style native
to Israel is Krav Maga (p. 183), developed by Imi Sde-Or
(born Imi Lichtenfeld) on the basis of his experience fight-
ing Nazi toughs on the streets of Prague in the 1930s. Krav
Maga stresses pragmatic self-defense tactics — especially
alertness, fight-avoidance, and improvised weapons — and
learning simple techniques thoroughly.

Russia

The Russian Empire covered a vast territory and
engulfed many cultures. Wrestling was popular throughout
the region. It came in several varieties, including belt
wrestling (each contender wore a thick belt and tried to grab
his opponent’s belt and throw him), shirt wrestling, and free
wrestling.

In the 1930s, when Soviet culture was on the rise,
Anatolij A. Kharlampiev, Viktor A. Spiridonov, and Vasilij S.
Oschepkov synthesized Sambo (p. 185) from many indige-
nous wrestling styles and Judo. Sambo went on to become
the official martial art of the USSR. Aside from Sambo, only
Judo - as an Olympic sport — enjoyed official sanction.
Sambo practitioners have often done well in Judo and
mixed martial arts competitions. Other martial arts have
made inroads in the post-Soviet era, but Sambo’s roots are
firmly established and it remains Russia’s signature fighting

style.

AFRICA

Few people regard Africa as a hotbed of martial arts, but
in fact the earliest verifiable evidence of the martial arts
comes from ancient Egypt. Other African fighting styles are
poorly known outside their homelands. It's clear that fierce
warriors wielded spears and sticks with great skill through-
out African history, however.

Ancient Egypt

Paintings on the walls of a tomb at Beni Hasan, dating to
1950 B.C. or even earlier, constitute the oldest known record
of the martial arts. The frescoes depict wrestlers using holds
that modern grapplers would recognize. These might have
been for teaching - an early wrestling “manual” - or for
artistic purposes.

Friezes on the walls of other Egyptian tombs show men
and boys fighting with sticks before the pharaoh. It isn't
clear whether this depicts a sport, training for war, or an
exhibition for the pharaoh’s entertainment. What is clear is
that the Egyptians had their own martial arts, and that
training and practice were a spectator sport for kings.

In a cinematic campaign, adventurers might plumb the
depths of a musty Egyptian tomb searching not for funerary
treasures but for the lost teachings of an ancient martial-
arts master!

The Zulus

In the 19th century, the Zulus were pastoral herders liv-
ing in southern Africa. They built an empire after the rise of
a new king, Shaka. Shaka organized his warriors into disci-
plined regiments. His army developed a new method of
spear fighting that used not only the traditional javelin but
also a short spear for stabbing. Decades later, the Zulus dealt
Britain a catastrophic defeat at the battle of Isandlwana.
Subsequent battles proved disastrous for the Zulus, but
their victory at Isandlwana cemented their reputation as
fierce opponents.

Stickfighting

Many African tribes retain a tradition of stickfighting as
both a sport and (until recently) a combative art. In some
cases, fighters wear padding and wield whippy sticks; in
others, they wear no protection and use heavy knobbed
clubs. There are both one-stick and two-stick styles; two-
stick styles use the off-hand stick for parrying. Some tradi-
tions eschew parrying and simply alternate strikes until one
fighter gives in from the pain. Defending in such a contest is
considered cowardly and weak! Whether African stickfight-
ing traditions stretch back to those of ancient Egypt or are
independent local developments isn't known.




THE NEw WORLD

Asian and European martial arts made the long trek to
the New World along with immigrants from their home-
lands - often acquiring a distinctive flavor along the way.
You can find martial artists from Canada to Argentina, but
Brazil and the U.S. are home to the most active
communities.

BRAZIL

Brazil, the largest nation in South America, is also the
point of origin of two widely known martial arts: Capoeira
(pp. 153-154) and Brazilian Jiu-jitsu (pp. 167-168). Both can
trace their origins to Old World styles.

Capoeira developed from a fusion of styles, most from
Africa but possibly including Savate (pp. 193-194). Largely
practiced as a sport outside of Brazil, it originated as a com-
bative form practiced by slaves. Even in modern

The wealth of the modern U.S. means that even the
smallest town can support one (or more!) martial-arts
schools. It's common for parents to send little Taylor and
Ashley off to the local dojo to get fit, learn confidence and
self-defense, and “get better grades.” Today, training in the
martial arts is no more unusual than playing baseball or
football.

The typical American school emphasizes tournament
fighting, forms, and kata. Some academies hold an unusu-
ally large number of promotional exams — almost everyone
gets a black belt after a predictable time period. Derogatory
terms for such a business include “belt mill” and “McDojo.”
Other schools work on a tiered system, training most stu-
dents in the art form but teaching a select few the entire
combat style, either to preserve the tradition or to produce
competitors for no-holds-barred bouts.

times, streetfighters use it to settle differences.
Brazilian Jiu-jitsu originated with the
Gracie family. They learned Jujutsu (pp. 166-
168) and Judo (p. 166) from a Japanese immi-
grant and then applied their own experience to
those teachings. The Gracies tested and
refined their art in numerous no-holds-barred
matches, called vale tudo (“anything goes”) in
Portuguese. Vale tudo makes an excellent
venue for a campaign centered on competitive
martial artists; see The Contender (p. 250).

UNITED STATES

The earliest martial arts in the U.S. were
boxing and wrestling, which have origins that
long predate the colonization of America.
During the 19th century, these were popular
pastimes among the poorer strata of society.
Lawmakers often outlawed prizefights, but
this simply drove them underground or led to
bizarre legal dodges such as paying an
“appearance fee” at a bar, charging customers
a “membership fee” for a one-night-only pri-
vate club, or staging bouts on barges or at
unadvertised locations along a train route.
Today, American boxing and wrestling have a
dedicated following in the U.S. and worldwide.

Few martial arts claim the U.S. as their
point of origin, and even those that do - for
instance, Hawaii's Kajukenbo (p. 168) and
California’s Jeet Kune Do (pp. 164-165) — can
trace their development from Asian arts.
Contact with America has changed many mar-
tial arts, though. The present-day U.S. has an
eclectic collection of martial arts; look hard
enough and you can find almost any style
within its borders. Asian styles and mixed
martial arts are especially common. This
makes the U.S. a hotbed of martial-arts
development.

Women in the Martial Arts

Nature, nurture, or a combination of the two . . . whatever the
reason, it's a historical fact that most of the combatants in humanity’s
wars have been male. Thus, it isn’t especially surprising that men
have dominated the martial arts since their inception. This certainly
doesn’t mean that women don't practice or teach martial arts!

Women have been martial artists for much of recorded history.
Greek legends described the Amazons, reputed to be unrivalled as
archers. Early tales of Celtic hero Cu Chulainn told of a female war-
rior. Both no doubt had some basis in fact. Muslim traveler Ibn
Battuta wrote of women warriors in Southeast Asia. The naginata is
famous as the weapon of Japanese noblewomen - both for fitness and
defense in wartime — and in the 1930s was taught to schoolgirls.

Several martial arts — notably Wing Chun (pp. 203-204) and one
form of Pentjak Silat (pp. 189-191) - claim a female founder in their
legendary history. Tradition has it that Wing Chun is named after the
woman who founded it, and that the Silat style was invented by a
woman who observed two animals fighting. Neither origin is verifi-
able, but these styles certainly attract numerous female martial
artists. Silat, especially, prides itself on female participation and has
many women students and masters. Kalaripayit (pp. 168-169), too,
has legends of female practitioners and instructors. Again, it's difficult
to verify these but they clearly show that the art isn't solely for men.

Many modern schools are open only to women or hold women-
only classes. This is somewhat controversial. For artistic styles, it's of
little consequence. For combat or self-defense styles that might be
used against men, however, it’s a valid argument that practicing only
against women leaves out an essential element of training: employing
techniques against opponents of the type you're likely to face in an
actual conflict. Suggesting that a women-only school produces poor
or incomplete martial artists is a good way to start a fight, though!

In the sports world, competitive Judo has a women’s division that
features many competitors at the Olympic level. Mixed martial arts
and professional boxing and wrestling have women’s tournaments,
too, and participation levels have grown steadily. In Japan, local
Kyudo (p. 181) and Kendo (p. 175) schools and clubs are co-ed, and
women and men sometimes compete head-to-head.




SoOME FAMOUS
MARTIAL ARTISTS

Below are short biographies of some important figures
from martial-arts history, arranged chronologically to give a
sense of the evolution of the fighting arts.

Milo of Croton (6th Century B.C.)

Milo was born in the 6th century B.C. in the Greek colony
of Croton, in southern Italy. A prodigiously strong wrestler, he
rose to prominence at the 60th Olympic Games (540 B.C.). He
won at least 32 major wrestling contests — including six
Olympic crowns — over a career spanning more than two
decades. His attempt to win a seventh crown failed when his
younger opponent (also from Croton) made it a contest of
endurance and refused to close with the more powerful Milo.
Despite his age, his rivals still feared his massive strength!

Milo was famously strong and large - it’s said that he car-
ried a bull calf around on his shoulders daily to strengthen his
muscles, finally eating the bull when it reached adulthood
four years later. Due to this feat, some credit him as the father
of progressive resistance exercise. Milo also performed feats
of strength and balance. He challenged people to move him
from a precarious perch atop an oiled discus, or to bend his
fingers or arm, and could burst a band stretched around his
temples by inhaling. Legend has it that Milo himself carried
and placed the great bronze statue dedicated to his Olympic
victories.

Detractors made Milo out to be a buffoon, a glutton, and a
man who thought with his muscles. He wasn't simply a
wrestler, though — some sources claim that he was a disciple
of Pythagoras (and once saved his life by holding up a falling
roof), a man of political influence, and a brave warrior
respected by his fellow soldiers. According to legend, he died
of hubris: finding a partially split tree stump held open by
wedges, he tried to tear it apart with sheer strength but the
wedges fell out and his hands were trapped. Helpless, he was
devoured by wild beasts. This legendary death features promi-
nently in the many statues and paintings immortalizing Milo.

Theogenes of Thasos (5th Century B.C.)

Born on the island of Thasos in the early 5th century B.C.,
Theogenes was a boxer and pankrationist of legendary skill.
A full-time athlete, he traveled widely to compete. He pur-
portedly won between 1,200 and 1,400 bouts. These included
23 major contests, among them two Olympic crowns — one in
boxing, one in pankration - and a “double victory” at Isthmus
(winning boxing and pankration in the same day). Some
sources claim that he killed or disabled most of those he
defeated. True or not, his rivals feared him: he won at least
one boxing competition because his opponents chose to with-
draw rather than face him!

Theogenes was famously arrogant, aggressive, and con-
cerned with personal honor. He named his son “Diolympos”
- “twice at Olympia” - to commemorate his Olympic victo-
ries. He also had a reputation for competitiveness, and once

challenged his guests at a feast to fight him at pankration.
Trying to win at both boxing and pankration at the 75th
Olympiad, Theogenes lost to his best opponent only after
exhausting him and forcing him to default in the final match.
The judges felt that Theogenes had deliberately undercut his
opponent’s chances for victory, fined him one talent (enough
to pay at least 6,000 soldiers for a day!), and sternly rebuked
him. He apparently took this in stride, as he continued to
compete for many years.

Upon his death, Theogenes was enshrined like a god, com-
plete with a statue hollowed out to hold donations. This relic
acquired a reputation for miraculous healing. Theogenes was
one of the first professional martial artists — he built his
career entirely around fighting in contests and lived off his
prize money.

William Marshal (1146-1219)

William Marshal was born c. 1146, the son of John
Marshal - a middle-class knight and tender of the king’s
horses. Squired to another knight at age 12, he was himself
knighted just before battle at age 20. William fought ably in
his first battle. He went on to fight in dozens of tournaments
and melees, and was more often than not victorious.

William served under four English kings, including Henry
IT and Richard I. He once put down a rebellion by Richard
while in the service of Henry, but Richard so admired
William’s valor and loyalty that he granted him lands and a
command upon becoming king. William also went on a cru-
sade to the Holy Lands, where he fought for five years.

William was a paragon of knighthood: humble, well-
spoken, honorable, and a noted leader of men. He was loyal
to his king, brave, and dedicated. He was also a terrifically
skilled fighter, a loyal companion in battle (and in the taverns
afterward!), and fond of jousts. Like most Western martial
artists, he claimed no particular school or master. He was
skilled with knightly weapons (sword, lance, and mace), an
expert horseman, and - based on what's known of his time
period — almost certainly an adept wrestler, capable of han-
dling himself unarmed as well as armed.

William’s fearsome combat skills apparently waned little
with age. He fought in battles and tournaments, and put down
rebellions against his lord, right up until his death. At age 73,
he led a charge against rebelling knights. He took three dents
to his helm and personally fought the rebel commanders
hand-to-hand. He died not in battle but of natural causes.

Musashi Miyamoto (1584-1645)

Born in the village of Miyamoto, Mimasaka province,
Japan in 1584, Shinmen Musashi no Kami Fujiwara no
Genshin - better known as Musashi Miyamoto — was the son
of a samurai with a long and honorable lineage. His father
either left or was killed, and his mother died, leaving
Musashi an orphan in the care of a local priest.




Musashi was a precocious martial artist. Large for his
age and prone to violence, he slew his first man in single
combat at age 13, throwing his sword-armed opponent to
the ground and dashing in his head with a stick - foreshad-
owing a tactic for which he would later become famous. At
age 16, he joined the Ashikaga army in their fight against
Tokugawa Ieyasu at the battle of Sekigahara. Musashi chose
the losing side but survived both the battle and the subse-
quent hunting down and massacre of the defeated army.

Musashi then began his “Warrior’s Pilgrimage.” He trav-
eled around Japan, honing his sword skills and fighting any-
one willing to meet him in mortal combat. He was utterly
single-minded about the martial arts. He left his hair uncut
and took neither a wife nor a job. His sole concern was per-
fecting his art, and he thought only of battle. It’s said that he
wouldn't bathe without his weapon close at hand, to prevent
enemies from taking advantage. He was eccentric, and
showed up to more than one duel so disheveled and behav-
ing so oddly that it unnerved his foe.

Musashi fought in six wars and hundreds of single com-
bats until about age 50. A legend in his own time, he features
prominently in stories from all parts of Japan. For instance,
practitioners of Jojutsu (p. 192) proudly tell the tale of how
their founder lost to Musashi and went on to perfect a style
so powerful that even Musashi couldn’t defeat him!

After his pilgrimage, Musashi adopted a son and became
a teacher, commander, and advisor at the court of a daimyo
on Kyushu. He fought in even more battles, acted as a gen-
eral and sword instructor;, and took up painting and wood-
carving. In his final years, he left the court and lived alone
in the mountains, contemplating the ways of the sword and
of strategy. Shortly before his death, he wrote Go Rin No
Sho, or “A Book of Five Rings,” in which he expounded that
strategy and swordsmanship were identical.

Musashi is best known for the style of Kenjutsu (pp. 173-
175) he created, Hyoho Niten Ichi Ryu. He felt that fighting
exclusively with two hands on a single sword was limiting,
and espoused fighting with long and short swords simulta-
neously. Musashi did not himself use actual swords often —
his preferred weapon was the bokken, or wooden training
sword. His record of success in duels leaves little room to
debate its deadliness. Musashi even fought duels with
improvised clubs made from tree branches or oars.

Musashi was a ferocious fighter in his youth, ruthlessly
killing his foes regardless of age, skill, and social position. In
his later years, though, he became less bloodthirsty and was
widely regarded for his great skill in Kenjutsu, earning the
name Kensei, or “sword saint.”

George Silver
(Late 16th/Early 17th Century)

George Silver was a Master of Defence in late 16th- and
early 17th-century England. He’s best known for his written
attacks on foreign martial-arts masters — notably those
teaching the popular new dueling weapon, the rapier. He
wrote two treatises on the subject. Paradoxes of Defence was
published in 1599. The manuscript for Brief Instructions on
My Paradoxes of Defence remained in a museum collection
until finally published in 1898.

Silver epitomized the Master of Defence. Of humble ori-
gins and by most accounts literate and well-spoken, he was
a master of all of the requisite weapons of personal combat
and war. He honed his skills with constant training and test-
ed them against other masters in open matches. Silver was
confident of his ability to defeat any foe with any combina-
tion of weapons. The Italian rapier masters teaching in
England rebuffed or ignored his many challenges, however.

Silver felt that the rapier masters’ emphasis on the thrust
was dangerous thinking. He acknowledged that a thrust
through the body could kill, but pointed out that it wasn't so
immediately disabling that the victim couldn’t return the
favor before falling! He favored a weapon that could deal
cuts severe enough to cripple an opponent’s limbs, effective-
ly neutralizing him. His writings are often strident defenses
of a combat form on its way to becoming outmoded and
unfashionable, but theyre also the work of a true martial-
arts master who sought to prepare his readers for battle in
all its forms.

Wong Fei-Hung (1847-1924)

Wong Fei-Hung was a physician and martial artist in
Canton province, China. He was born in 1847, the son of
Wong Kei-Ying - one of the famous Ten Tigers of Canton, a
group of top martial-arts masters. Wong Kei-Ying traced his
own martial-arts lineage — from his sifu (master) to his sifu’s
sifu - back to the Shaolin Temple’s scattered masters.

As a physician, Wong was known for his compassion and
skill. He would treat any patient, rich or poor. As a martial
artist, he was credited with developing the Tiger-Crane form
of Hung Gar Kung Fu (p. 163). A political revolutionary as
well, Wong participated in a mass protest against the gover-
nor of Fujian province, which was brutally crushed. He fled
to Canton, where he married several times and lived a quiet
life until his death in 1924.

After Wong’s death, Woshi Shanren wrote a series of pop-
ular novels about his life. Wong was also the main character
in many Peking Opera productions and over 100 movies.
Many actors have portrayed him, including Kwan Tak-Hing
(who played him in most of those movies), Jet Li, Sammo
Hung, and Jackie Chan. Wong's abilities and deeds grew in
the retelling. He became a full-fledged folk hero, credited
with fighting off scheming Triads, defeating secret plots, and
standing up for China against rampant European colonial-
ism. His name is instantly recognizable in Chinese cinema -
complete with a theme song, a statue in his honor;, and still-
growing legends of his exploits.

John L. Sullivan (1858-1918)

John Lawrence Sullivan was born to Irish immigrant
parents in Boston, Massachusetts on October 12, 1858. By
1880, he had started fighting, first in exhibitions (usually
with gloves) and then in prize rings (with gloves, kid gloves,
or bare knuckles). At the time, prizefighting was illegal and
promoters nonexistent. The fighters’ backers put up the
prize money and side bets. Spectators paid admission and a
hat was passed to gather money for the fighters. Police often
interrupted the bouts, which were as a result frequently
staged in undisclosed locations (once even on a barge!).



Sullivan stood 5'10” and weighed just under 200 Ibs. in
fighting trim. He sported the long handlebar mustache of
his era and wore his dark hair short to prevent hair-pulling
in the ring. He was the stereotypical celebrity athlete. He
drank heavily, womanized, and partied, and saved little for
the future. He took crazy dares, shot off guns, and once even
ran into a burning building to help salvage furniture. He
could also be generous, offering money or goods to those in
need.

Sullivan fought under the loose London Prize Ring rules,
which featured untimed rounds and allowed standing grap-
ples, throws, and bare knuckles; in fact, he was the last of
the bare-knuckle champs. Later, he became the first prize-
fighter to accept the Marquess of Queensbury rules — the
forerunner of today’s boxing regulations. Whatever the
rules, he wasn't a finesse fighter. He ran down his opponents
with his famous bull-like rushes and defeated them with
ferocious strength. He participated in 47 prize bouts, with a
record of 43-3-1. He fought in a match in France and one in
Canada, and in hundreds of exhibitions.

In 1889, just outside New Orleans, Sullivan fought in the
last great bare-knuckle boxing championship. He accepted
the bout while he wasn’t in top form, and hired a noted
wrestling and boxing coach to whip him into shape for the
reported sum of $10,000! It was money well-spent. Sullivan
knocked out his opponent, Jake Kilrain, after 75 brutal
rounds under the London Prize Ring rules. This was also
Sullivan’s greatest moment; he lost his next bout to James J.
Corbett, a young fighter known for a bobbing, weaving, and
ducking style that would soon characterize all prizefighting.
Although Sullivan would win one more bout under the
Marquess of Queensbury rules, his career as a boxer was
over.

Sullivan died of a heart attack on February 2, 1918.

Funakoshi Gichin (1868-1957)

Funakoshi Gichin was in many ways the father of the
modern sport of Karate. Born in Okinawa in 1868, at the
dawn of the Meiji Restoration, he was a small and weak
child. One of his classmates was the son of a Te (pp. 169-
170) instructor, and Funakoshi took lessons — at night and in
secret, since instruction was still illegal. His health
improved, and this turned out to be the first step in what
would later become his way of life.

Funakoshi sat for and passed the entrance exams for
medical school, but furor over his samurai-class topknot led
him to withdraw his application. He later cut off his topknot
and became a schoolteacher, drawing on his early education
in Chinese classics. Funakoshi continued to study martial
arts at night under Azato Yasutsune. Azato was strict,
requiring his student to repeat the same kata or drill until it
was mastered before moving on to the next. Funakoshi went
on to learn from several of Okinawa’s top Te instructors.

In 1922, Funakoshi came to Japan as an official ambas-
sador for Karate. He founded a dojo and called it and the
style he taught there Shotokan (p. 170), after a nom de
plume he used for his poetry (Shoto, or “Pine Wave”).

Funakoshi was a great believer in the power of Te and the
benefits of Karate as healthy exercise, and attempted to
spread the practice of the martial arts to all. He was

peaceful, and taught that the martial arts should only be
used for self-defense — and even then, only when one’s life
was in danger. He had little tolerance for exaggerated tech-
niques or myths about “fatal blows,” and regarded “iron
hand” training as bunk.

Funakoshi constantly refined and improved his style. He
believed that each instructor should teach his own way and
encouraged a diversity of Karate styles. Indeed, Shotokan is
the forerunner of many modern Karate styles — including
Kyokushin (pp. 171-172), founded by Funakoshi’s student
Mas Oyama (p. 24). Funakoshi died in 1957.

Ghulam Muhammad (“Gama’”)
(1878-1960)

Ghulam Muhammad - better known as “The Lion of the
Punjab” or simply “Gama” - was born in 1878 to Kashmiri
parents in what was then India. Both he and his brother,
Imam Bux, became wrestlers. Despite being a Muslim,
Gama was accepted into Indian wrestling circles thanks to
his enormous skill and power. By age 19, he stood 57" and
weighed 200 lbs. He fought numerous matches against
Indian opponents, defeating or drawing against them all
and eventually defeating those capable of drawing against
him.

In 1910 (some sources say 1908), Gama traveled to
Europe to wrestle. He engaged in several catch-as-catch-can
wrestling matches against the best grapplers he could find.
These included the 234-lb. American B.F. “Doc” Roller and
the 254-1b. Pole Stanislaus “Stanley” Zbyszko. Zbyszko was
unable to take the offensive but his weight advantage
allowed him to sustain a draw after a match that lasted over
two and a half hours. He didn’t show for the decision match,
so Gama won the John Bull Belt by default.

Gama returned to India, where he had become a celebri-
ty. He met all comers, reigning undefeated as world cham-
pion. Zbyszko fought Gama again in 1928 - this time in a
traditional Indian dirt pit. Gama quickly disposed of him,
throwing him in only six seconds and winning in 42
seconds.

Gama’s strength and endurance were legendary. Every
day, he would rise hours before dawn — common practice for
Indian wrestlers — and begin his routine of 2,000 dands (a
kind of pushup) and 4,000 baithaks (deep knee bends). His
skill was equally fearsome: few could take the offensive in
matches against him, and those who tried lost more quick-
ly than those who chose to delay. His combination of power,
stamina, and ability was unmatched.

Gama continued to wrestle until the India-Pakistan par-
tition of 1947. He moved to Pakistan, losing his wealth, tro-
phies, and state pension. He was unable to wrestle against
champions because of the bitter political and religious
divide the partition created. He died in 1960.

William E. Fairbairn (1885-1960)

William Ewart Fairbairn was born in England in 1885.
He served in the Royal Marine Light Infantry from 1901 to
1907. Upon leaving the military, he joined the Shanghai
Municipal Police.




In China, Fairbairn came into contact with Chinese and
Japanese martial arts. As part of a SWAT-style “flying squad”
called in to deal with troublemakers on a routine basis, he
was able to put his training to immediate, practical use.
Police records document his personal involvement in over
600 altercations! Despite his famous toughness, Fairbairn
didn’t escape unscathed - in fact, he once survived a beating
by Triad hatchet men who left him for dead. This merely
encouraged him to further develop his unarmed-combat
abilities. He trained his men in “Defendu” - his own style,
stripped down for quick instruction and effectiveness. In
1940, he retired from his post.

During World War II, Fairbairn was recruited to teach
hand-to-hand combat to U.S. and British commandos, and
to members of the OSS. Fairbairn and Eric Anthony Sykes
(another member of Fairbairn’s Shanghai squad) developed
a system of sentry removal and quick, ruthless tactics for
dealing with German troops. They also developed a knife —
the Sykes-Fairbairn commando knife - for use with their
style. Colonel Rex Applegate of the OSS contributed to their
style, too, as well as to the pistol, submachine gun, and rifle
training used by these special-operations troops. Some of
Fairbairn’s teachings were published in the book Get Tough.
Fairbairn died in 1960.

Oyama Masutatsu (“Mas Oyama”)
(1923-1994)

Oyama Masutatsu was born Yong I-Choi in Korea in
1923. At age 15, he moved to Japan, hoping to become a mil-
itary pilot. Life as a Korean in Japan was difficult, though,
and his dreams of aviation fell away. He took the name
Oyama after the family he lived with and began to train in
Karate under Funakoshi Gichin (p. 23). He made rapid
progress, having trained in Chinese martial arts while in
Korea. He was a nidan (second-degree black belt) by age 18,
when he joined the military.

After World War II, Oyama started to study Goju Ryu
(pp. 170-171). He also took up Judo (p. 166), achieving yon-
dan (fourth-degree black belt) after only four years. Oyama’s
life changed yet again after killing a knife-wielding attacker
with a single strike to the head. Taking a life left him dis-
traught. He supported the dead man’s widow and children
by working on their farm until they were able to take care of
themselves. He then retreated into the mountains for a year
and a half, meditating and developing his martial arts in
constant training.

Oyama returned to civilization in time to win the first
Japan-wide Karate tournament. In 1952, he toured the U.S.
for a year, meeting all challengers, from all styles. He fought
270 matches, winning most with a single, well-placed blow.
Oyama believed that fancy techniques and stances were sec-
ondary to power, and both his kicks and punches were
strong. Word had it that if you failed to block him, you were
defeated . . . but if you did block him, your arm was broken!
For his incredible punching power, he became known as the
“Godhand.”

Oyama is also famous for bullfighting, although not in
the traditional sense — he fought bulls barehanded, pitting
his Karate against their brute strength. It's said that he
fought 52 bulls in total, killing three and striking off the

horns of most of the others using only his hands. In 1957, he
fought a bull in a public match in Mexico. The bull gored
Oyama but he got off its horns . . . and then removed one of
them with a sword-hand strike. Oyama was bedridden for
six months, but upon recovery returned to fighting bulls and
practicing the martial arts.

Oyama founded Kyokushin (pp. 171-172) karate-do and
established its first official dojo in 1956. Prior to this, he and
fellow stylists gathered in a Tokyo field to practice with few
holds barred, using open hands or towel-wrapped fists.
Injuries were common and the dropout rate was prodigious.
Over the years, Kyokushin has spread worldwide. Its train-
ing isn't nearly as brutal as Oyama’s early classes, but it still
has a well-deserved reputation for turning out tough martial
artists.

Oyama died from lung cancer in 1994.

Bruce Lee (1940-1973)

Bruce Lee was born in San Francisco, California in 1940.
His father - a popular entertainer — was in the U.S. to appear
in a play. Bruce grew up in Hong Kong, however. By most
accounts he was a good kid, if rambunctious; playful, but
also hot-tempered and competitive. In his teens, he demon-
strated ability as a dancer, winning a Hong Kong-wide cha-
cha competition.

Bruce’s introduction to the martial arts came from his
father, who practiced T’ai Chi Chuan (pp. 200-201). Bruce
preferred the more direct art of Wing Chun (pp. 203-204),
and started training with Yip Man - an instructor from a
long line of instructors. A talented and enthusiastic martial-
arts student, Bruce also boxed for his high school. His tem-
per got him into a lot of less-decorous fights with other teens
around town, however. He often fought in full-contact chal-
lenge matches held on rooftops or in alleyways, against both
armed and unarmed foes. It was a run-in with the police for
fighting that convinced his family to send him to the U.S. to
finish school. He arrived in America in 1959. In 1964, while
at college in Seattle, Washington, he married Linda Emery,
one of his kung fu students.

Soon after, Bruce began to teach martial arts full-time,
opening what would become a chain of three schools. He
had to turn away would-be students despite his high rates!
He trained those of either sex and of any racial background.
This caused quite a stir in the local Chinese community. A
group of instructors offered Lee a formal challenge: cease
teaching non-Chinese or face a duel. Bruce chose the duel
and won handily, chasing his opponent around the room
until he could force him to submit. Lee’s students eventual-
ly included Kareem Abdul-Jabbar (seen in Game of Death),
Lee Marvin, James Coburn, and Dan Inosanto.

After his duel, Bruce was unhappy. He had won but felt
that his style had been too inefficient to let him win as
quickly as he should have. This led him to develop a more
streamlined method of fighting, which became known as
Jeet Kune Do (pp. 164-165): “the way of the intercepting
fist.” Bruce drew on all of his martial-arts knowledge — box-
ing, fencing, and especially Wing Chun - to develop his art.
He eventually closed his schools because he felt that they
were leading to a rigid style instead of the adaptive process
he sought to create.



Lee was a fanatical martial artist and an enthusiastic
weightlifter, and jogged or ran daily. He also read books on
martial arts, weight training, running, and anatomy. Never
satisfied with his progress, he pushed himself and constant-
ly sought out ways to work more efficiently. He paid a price
for this enthusiasm: while doing a set of heavy back exer-
cises without a proper warm up, he injured his sacral nerve.
This sent him to the hospital and threatened to end his
training permanently. Undaunted, Bruce spent his time in
the hospital filling notebook after notebook with thoughts
on the martial arts. In 1975, these notes would see posthu-
mous publication as The Tao of Jeet Kune Do.

Hollywood discovered Bruce Lee in 1966, while he was
demonstrating his art at a Karate tournament. He was cast
as “Kato” on the television show The Green Hornet. This
wasn't Lee’s first acting experience. From age six until his
late teens, Bruce had acted in Hong Kong films. Lee found
it hard to make an impact in Hollywood, though - the film
business there was resistant to the idea of a Chinese star. He
eventually moved to Hong Kong to make movies with
Golden Harvest Productions.

In Hong Kong, Lee was a tremendous success. His first
movie, The Big Boss (called Fists of Fury in the U.S.),
smashed all Hong Kong box-office records. Each of his two
subsequent films, Fists of Fury (known as The Chinese
Connection in America) and Way of the Dragon (titled Return
of the Dragon in the U.S.), outdid the previous one. He did
the fight scenes for a film to be called The Game of Death
before a bigger project came along — Enter the Dragon.

Near the peak of his fame, just after Enter the Dragon was
filmed, Bruce Lee died suddenly. Suffering from a severe
headache while visiting a friend, he took medication, laid
down for a nap, and died in his sleep. Rumors were rife that
his death was caused by poison, a drug overdose, or rival
martial artists using secret “hand of death” techniques. The
truth is more prosaic: the headache remedy he took triggered
a cerebral edema, killing him. He had previously had a scare
and a hospital visit for a similar drug reaction, but neither
Bruce nor the friend who gave him the medication realized
that it contained ingredients to which Lee was allergic.

After Lee’s death, his popularity hit an all-time high.
Enter the Dragon launched the action-movie genre, and
interest exploded in Chinese martial arts and Asian martial
arts in general. Hong Kong and Hollywood alike sought “the
next Bruce Lee” but found no one who could match his on-
screen charisma, fantastic fitness, and sheer skill. To this
day, Lee memorabilia, books, and movies continue to sell.
His legacy of influence over the martial arts in America is
immeasurable.

Bruce’s son, Brandon, was on his way to modest movie
stardom of his own when he suffered an untimely death on
the set of The Crow. Brandon was shot dead by a gun that
was supposed to be firing blanks. While indisputably an
accident, his death rekindled conspiracy theories about
Secret Masters or angry Chinese martial artists out to
destroy Bruce Lee and his legacy.

Bruce is survived by his wife, Linda, and their daughter,
Shannon.

MYTHS AND MISCONCEPTIONS

Myths and misconceptions heavily influence “common
wisdom” about the martial arts. This comes as no surprise —
the martial-arts world itself is full of unverifiable legends,
misinformed students, wild claims, and bad data!

BoArDS DoN’T HiT BACK

Tameshiwari is the art of using unarmed strikes to break
things: boards, roofing tiles, blocks of ice, and even stones.
It sometimes includes breaking flaming boards, shearing off
the tops of beer bottles, and snuffing candles with the force
of a blow. Tameshiwari is inextricably linked with Karate in
the public mind - especially since many schools use it in
flashy demonstrations and promotions. In reality, its a
minor, fairly impractical aspect of the martial arts.

Tameshiwari normally takes place under highly con-
trolled conditions. Practitioners carefully select wood -
most often pine — that is free of knots and has a clear grain.
They choose tiles made of pottery known for its breakabili-
ty and the fact that it doesn't shatter into sharp, hand-
shredding shards. There are many tricks involved, too —
some of them legitimate “training wheels” for beginners,
others the tools of unscrupulous showoffs. These include
drying or baking boards to remove springiness; separating
multiple boards with spacers to make them easier to break;
and shaving ice blocks in half and re-freezing them with
rock salt between the halves to conceal the flaw.

Tameshiwari isn't purely for show, though. Karate masters
often teach their students to pull their punches and kicks in
practice, to prevent injury. Tameshiwari represents an oppor-
tunity to strike at full-force and prepare for actual contact.

NEVER FIGHT UNARMED BY CHOICE
— Ned Beaumont, Kill-As-Catch-Can

Asian styles arent the only ones to emphasize showy
techniques. Greek wrestlers were fond of demonstrating
their strength, balance, and dexterity. To show off their abil-
ity without fighting, they would break rocks, stand on a
greased shield while people tried to dislodge them, and so
on. More recently, Western circus wrestlers and boxers took
on all comers and paid out prizes to those who could stand
against them.

DoN’T BRING A FIST TO A
KNIFE FIGHT

In the real world, fists are no match for weapons. If an
unarmed martial artist faces sticks, knives, swords, etc., he'll
probably lose. Even if he’s victorious, he’s liable to be
wounded.




Bad Reenactments

A problem hardly unique to the martial arts is that
of bad reenactments. Simply put, these are demon-
strations of martial skills that don’t actually prove
what they set out to establish. Most take one of two
forms: the deliberately staged event or bad science.

Deliberately staged events are pure showmanship
- whether to entertain or to deceive — by masters who
claim chi powers, incredible speed or skill, or other
special abilities. Such demonstrations seem to occur
under “real-life” conditions but actually involve pre-
pared props and/or subjects trained or coached by
the master, typically in carefully engineered situa-
tions. Swords thrust into an iron throat might be
flimsy “thunder blades” designed for showy looks
and safety. Boards struck by a “power blow” might be
baked to remove moisture, meaning theyll snap
under minimal pressure. The master might “knock
out” cooperative students using pressure-point
strikes or “push” them across the room using his chi
powers. And so on.

Bad science involves a methodical effort to prove
or disprove a claim without genuine scientific rigor.
If the objective is to demonstrate the impracticality of
a technique, the weapons used might be inappropri-
ate (e.g., a cheap replica) or wielded incorrectly (e.g.,
using a broadsword with katana techniques). A test
of chi powers might lack any kind of control group. A
computer model that “proves” that certain martial-
arts techniques can snap ribs or break necks with
ease might assume impossibly ideal conditions. Such
exercises often lack proper attention to the sources,
making it easier to pass off flimsy claims and inaccu-
rate numbers as true.

Both types of bad reenactment help perpetuate
false claims about the martial arts. Even successfully
debunked myths can enjoy incredible vitality. Martial
arts mythology is resilient . . . mostly because people
want to believe in it!

GURPS reflects this reality. An armed fighter who par-
ries a barehanded attack can injure his attacker (p. B376).
An unarmed warrior who slugs a shield due to a successful
block, or who strikes armor thanks to a failed defense, can
hurt himself (p. B379). If these outcomes don't seem severe
enough, the GM can use Harsh Realism for Unarmed
Fighters (p. 124) to raise the stakes. Because weapons don'’t
suffer these drawbacks - and enjoy superior reach, swing
damage, and/or wounding modifiers — a weaponless fighter
needs to be far more skilled (and lucky) than an armed
opponent to win unscathed.

Martial-arts fiction doesn't always work this way. It often
seems as if the bad guy who brings weapons to a fight ends up
more vulnerable to the heroes’ punches and kicks! Armed
flunkies serve only to give the heroes a chance to show off by
deflecting arrows, snapping swords, and dodging ill-timed
spear thrusts. Archvillains and important henchmen who
wield weapons against unarmed heroes fare better — but the

finale inevitably comes down to fists and feet. Those who
enjoy this genre convention should consider using Unarmed
Etiquette (p. 132).

Movies where the heroes themselves are armed are an
exception. Chambara movies delight in showing swordsmen
gruesomely carving up unarmed foes, and wuxia movies often
center on swordfighting. What matters is a fair contest — both
sides armed or unarmed. And if an armed hero is disarmed
and must fight barehanded, he'll certainly be victorious.

WHEN Do 1
LEARN WEAPONS?

Traditional martial arts either focused entirely on armed
combat, emphasized bareh