


Al games have rules. Some games, such as Chutes and
.ders., Rave only a few simpla ruas. Oihers, like bnidge, bave
many complcated rules. Street Fighter has something in
carmmon with both types of games t has only a few simple
rules, but you can use thesa rules in many different ways o
descnbe what napners n 4 Straat Fightear slory.

This chapter provides the basic rules of Street Fighter,
wambat rules are presented in thair own chapter latar in the
wlalal#

¥ this & your firs! Brme reading this book, you may want 1o skim
through this chapter, Doing 50 will give you an idea of what the
rlles are like and halp you learn some key words thal you'll sea
throughaut the rest of the book, Onece you know some af the
rules and terms. the rest of the book will make more sense,

Finaily, before you read on, remember that all the rules axist
1o make your story betiar. Hulas should nevar pecomea & distrac-
an from the averall theme: enjoyment of the game. If a rule
slows down game play or gets in the way of having fun, then
ignere it or changa it

. TivE

The firstthing you neadto learn is how time passes in Street
Fighter. Tharz are six difterant ways to descrice tima, pro-
gressing from the smallest unit o the all-ancompassing ane

* Turn— Oneg unitof time within a scene, anywhere fremthres
seconds to three minutes in length, Aturn is gnough time to taks
one action (giscussed bhalow)

» Hound — A senes of 10 turng. Mast formal duels take cne
raund.

« Soane — Dne compac! period of action and rolaplaying that
lakas place na singia locabion. Ascens ismade up of a varaole
rumber of turna (as many as it taxes to complete it), it can also
ne completed strictly through roleglaying, which reguirgs no
Lgse of wrns.

= Chaptar — One independent part af a2 story, almas! always
playaed none game sassion. ltismade uo of a number of scenes
connected by periods of downtime,

s Story — A completa tale, with an introduction, buildup and
chimax, that olter takes sevaral chaplers 1o completa.

* Chranicle — & whole saries of staries connected by the lives
of the characters and perhaps a broadly concalved theme and
plat. A chroricle is simply tha ongaing story told by you and the
Plavyers.

AcTionS

Besdes acting out their characters’ speeches and conver
salions, players will want thair characters to perfarm (or at least
attemnpt to perform) actions they gescribe to tha Storytallar, An
action can be anything from jumping over a gorge o glancing
over ana's shoulder to sae il anyore is following. The playertgls
the Storyleler what her cnaracter s doing and dstails the
procedurs she usas.

hMany actions are automatic — far instance, when a player
tallz tha Storytaller that ner character waks across the street
toward the warehouse. All the Storyteler naeds to do s keep
rrack of where the character is and what sha 18 doing. However,
cartain actions raquire a dice roll 1o determing SUCCEss Of
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Thera is always chancain life. Thare's a chance you'll winthe
lattery, & chance yvou'll be audited, and a chance you'll digin a
plane crash. Chance plays a role in Street Fightar 3z well
However, Street Fighter players use dice 1o simulate the
duplicity of Lady Luck,

Street Fighter rcguires the use of 10-sided dica, which
yau can suy in any game stora, 1f you are the Steryleller, you will
want a lat of dice. at lgas! 10, all 1o yourself, As a player, you'll
also want dice, but you may share dice with other playars

Whenever the success of an action is in doubt, or the
Storyteller thinks thera is a chance your character might fail,
you will nave to rol dice. This gives your character an opporiu-
nily ta letwaaknesses and strengths exhibit thamsalvas, theraty
revealing semething of the character s trug nalure (o both you
and the otnar playars

RATINGS

A character is describad by her Traits — the innate and
learnad abilities and aptitudes she possesses. Trails are de-
fined by numbers; aach Trait has a rating frem 1 to 5, which
describas the character's ability in that particuiar Trait. One i3
ousy, 5is superb. This scaieof | to 5resemblas Ine “star” rating
syatemn macde famaus by movie and rastaurant critics.

You shoud consider the normal human range to befrom 116
3, with 2 being average. However, exceptional pecpla can hawve
Traits of 4 {excegtional} or 5 {superb), or aven have a Zeroin 3
Trait (which is extremely rara but not unheard of), For exampe,
A charactar with a Strength Altribute rating of 2 would be as
sirorng as an average human Deing. while someons with =
Strangth of 4 would be axcentionally sirong.
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Each dot your character has in a particular 7rait
aliows youtorallane die in situations relevant to that Trail. Thus,
[your character had four dots in Strength, vou weuld get ta rol
four dice. If she had ona dat in Parceptian, you wauld anly ast
torollone die, However, you almost never simaly roll tha number
of oice your character has in an Attributa, which defines her
nirinsic capabiitims Usually you get to add an Altribute to ar
appropriate Acility. Abililies are another king of Trait, they
cescribe thimgs that a character knows and has learnead.

s f the Storytellar wants the players to roll to sze if thay
natice the Shadaloo agent tailing their characters, he wouid
nave them roll Perception + Alerlness — an Attribute + an
Ability.  They woulc take as many dice as they had dots in
=erception and put them in their hands. Then they would take
asmany dice as they had dots n Aleriness and put thoss in thair
hands aiso.

These dice are collactively called the Cice Poal. The Dics
Pool is the total number of dice a olayer may roll e a sirgle turn
— Lsually far a single action, though a player can divide her
Dice Pool in oraer te aliow her characiar la perform mora than
one agtion,

Mary actions don't require ar aven have an appropriate
Aaility. An example of this is when a playar wants to braak down
adoor. Insuch casas, the player usas only an Atlribule, redling

the numier of dice listed for that Aftribute n thls case
atrangth

Finally, some Traits like Willpower and Chi have bath s
parmanent rating (shown with circles on the character shaet)
and & currant scors (shown with sgquares) Wheanevar a charac-
ter neads to parform a Willpower test, the permanent raling is
almost always usod, Whenover acharacterhas to spend a coint
ot Whilpowear (for example o exacuta a hpacial Manelver), tha

DIFAIQULTIES

Mow you've get to figure out what you need to ook for when
you rell the dica, The Storytalier assigns each action a difficulty
catng. A difficalty rating is always & number between 2 and 10,
Yaunesd torad that rumbearor higheron atleast ene gfthe dice
nycur Dice Poolin order o succeed. Each time you do sa, it's
caled a success H tha dificully is € and you rall 2,73, 5, 8 and
9, wou nave sccred two successaes. Though you usually need
only one success to succesd, the more SUCCESSas oL SCare
the better you parform, Scorng only ona success s considarad
a marginal success (yvou nurl yoursell over the chasm and
barely grasp the other side with oneg hand,; Twill take you severa
sacands o haul yourselt up). Scoring three is considerag a
complale sucoess (you gracsiully leap over the chasm ang
corlinue your pursuit without breaking stride). Scoring five is a
martenious evant (youscar over the chasm and land in front of
VoL fleeing foe)

Unless the Slorytallar says otherwise, the difficulby for a
part cular task is always 6. This is the standarg difficuity, end B

5 assumed i a difficulty sumber 15 otherwlse unstates.
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.OL- can sae that if the difficulty is lowear_ it cecomes easiar o
score & success, while if it is higher, it becomes more difficul.
The Storyteller will assign high difficulties whenever the action
you have decided to take is difficult, and will either let you da
samething aulomalically (bacause your Atinbutas and Ahilihes
are so high) or give you a low difficulty if an action is particularly
SaSY.

lhough thaey are not on thae ist above, you, as tha Storytallar
can also assign difficulties of 2 or 10, However, these should
almast never be used. Difficulty 2is 50 pathatically casy thatyou
might as wall let the playar succeed without wasting time on a
roll, Dhfficulty 10 13 30 dilficult thal there is an squal chance to
botch (described below) as there is to succeed, no matter how
many dice the player rolls. An action with a gifficulty of 10 is
virlually impossibla. On the rare cccasions whan you doan-
nounce a difficulty of 10, be sureyou realize how impossible you
are making the chance of success.

Some fasks are impossihla from the ansat. Thaza ara |aft o
the discretion of the Storyteller. If the Sworyteller decides that a
tagk is imgossible, it simply cannot be done. Bear in mind that

npossible task should be ana which is abviously so. Break-
ing a cencil in half should never be an impossible task. However,
thun Ll wanted to pick ug atank and throw it at M, Bison, that
lask would clearly be impossibla.

THe Rute o Owe

The last thing vou neea to know about ralling dice is the “rule
af one” Whenever vou roll 2 *1,” it cancels a success. It
complately takes it away. You remave ooth the "success” die
and the "1" die and pay them no more heed.

For example, Joe is playing his own Street Fighter named
Tsurami. Tsunami is trying to sneak past a guard dog into a
shadoloo warehouse. Joe rolls Tsunami's Dextearily Allnbule (2)
plus his Stealth Aoility (2) as he tries ¢ navigate guietly over a
patch of broken glass {difflculty 8). He rolls four dice and scores
', 3, B and B. MNormally, Tsunami would have one succass (the
8), but ha alzo rallad a 1, which cancels oul the sucosss.
Tsunarni fails the roll, and the dogs start barking at the sound of
s footsteps

If vou roll mare

IGCUrS

1's" than you do successes, a disastar
 something cailed & "boleh® takes place. Dan't count the

‘5" thatcanceled out successas, butif ever asingla ™ 1" is laft
afier all Ihe successes l‘i—;uﬂ' been cancaeled, 4 balch noours
Getting a-single “1" or five "1's" has about the same result in
miost cases: the r:-r-::hl"nsta“r::esn surrounaing the cotch celter
mine If 1l is catastrophic or & minor mishag. If there aren'l any
"1's" or successes left, you've simply faileg

For examcle, if TELr.ar-".i had rollad a1, 1 4 and 9, he wouls
hava botchad, Tha firsl 1 cancals cul the 9, and therg ig sbll 5 1
laft aver, soil's a batch. Net only do the dogs hear Tsunami, he
also steps an the broken glass and cuts his foot.

AL moMATIC CLACESSES

You don't want 1o be roiling dice all tha tima; it can gat in thae
wiy of raleplaying. Street Fighter smcloys a very simsla
system for automatic successes, thus freeing playars from
having to make roils for actions characters could parfarmin thair
5880

Il warks like this: if the numoer of dice you have in your Dice
Fool to perfarm afeat equals or excoads the difficulty of the feat,
your charactar succeeds automaticaly. Such a succaess is
considerad marginal (tha equivalent of gelling only cne suc-
cess), so sometimes a player will want to rol anyway in &n
attempt to gain evan more successas. But for very simple ang
often-regeated actions, automatic successas can aliminale &
Iot of wasted time

For examgle, let's say Joe wants 1o see it his Strest Fignter,
Tsunami, is aple o find the Shadoloo file that's hiddan some-
whare within the corupt police chiel's office. The Storyteller
informs Joe that he must roll Tsunami's Perception + Invastigs-
tion against difficulty €. Joe has a Parception Attributa of 3 and
an Investigation Abdity of 4 — sevan dols lolal. Tha Sloryleller
alloows Joe 1o use the automatic success system. Joe has seven
gots and his difficulty is 6, so Tsunami successfully finds tha
Shadoion file.

Another way & charactar can scorg an aulomatic success is
by spending a Willpower goint. You wan't want to do this aften,
but it ¢can te very advantageous to do so whan seaxing o
accomplish cartan difficult, heroic feats. OF course, the wWill-
power expenditure only counts for one success fF multiple
successes ara required. Also, even Willpowar waon't allow &
character to sucecsad 4t 4 leal the Sloryleller has ruled o e
Impossible.

When we play, we usually use a combiration of dice raling
and automatic successas During mosl scenes — aspecially
when we're deegly involved in the story — we don’t even roll
dica, preferring to roleplay without interruption through scenes
However, when we get in the moed tor playing-a-game, ralher
than telling-a-story, we maka lols of dice rolls and add many
complications to the rules.

The automatic success rule works well for abilities, but doas
nct lend itselt to combat. For combat, wa recormmend that you
use the cormbal rulas ralher than the automatic success rule. For
marg information on combat, read Chapter Eight.

4 OMDY [CATIONS

You may have already raalized that it is quile gasy 10 50072 2
single sucoess, even when you roll only one or two dice. You
have aoout a ?a cnance for a marginal success wher you rall
enly two dice and the difficulty is 6 While that may sound too
gAasy, there are various ways o complcalg matters, seme af
which are discussed below. Fartroupes heavily into rolapiaymg,
simple rolls ard avtomatic successes ars ancugn. Genarally,

complications are usad if tha playears or you want a break frar
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the rolapiaying. if you want a realistic result, ar f you want to
mere a gams aul of the turrant stary scena, Complications add
drama to the story ang creatle a depth of passion and focus.

EXTEnDED Acios

I crger o sucered ully, vou will sometimes rees more than
Qg SUCCOSES — You will need i aocumulate three, of seven. or
aven 20 successas (Oon rare occasions) An acton that reguires
only ore success s called a simple aclion. An action that
raguires more than one success is called an extended achon
Extenced actiors are not uncommon, butsimpla actions are the
anas most frequently mace,

Arn exlendad action allows you to roll cver sand aver on
subsequent turns in an attampt 1o collect enough succasssas o
succeed Forinstarce, your charactar is climbing a tree, and
the Sloryleller announces that a total of spven succasses s
required for your character to reach the wop. Shell get thers
aventually, but of course Ihe more times you ral, the mora
nhances your character has 1o colch and iniurs herself. f she is
aligmabing o climb down the tree becausa it 1s on fire, the
amount of tima it 'akes cecomes exseedingly important

During an extencded action, you can kaep trying to oblain
SUGLEESAE 1Or as '0ng as you wanl, or at laast until you fail 1o
sCore even one succass. If you boich, your charactar may have
tostartover frem scratch, with no accumuiated successas. Allar
a hotch, the staryteller may decios not ta lat the scharacter try
again &l 4l

This type of actior 1= mora camplicated than a simple action
and shoulz not often be emplovea in the migdle of intense
roleplaying The Storyteller should decida what type ot action is
called far,

ResisTED ACTIONS

sometimas you will act in cpposilon o another anaracior,
Scthofyouwil maka rolls, usually at difficulty . The person wha
SCores the most successes succaads

Howevar, you are considared o scora anly as many suc-
CL5525 as he amount by which you exceed your onporent's
successes. Tho ogporenl's succassas eliminate yvour own, sl
as "8 do. Tharefore, it is very difficult and rare to achieva an
ouistanding success or arasisted action. Evanil your opporent
cannol bedt you. she can dirminish tha effect of vour effars

Sorme actions are soth exterdead and resisted. raquiring one
of the ocoponents to collect a cortain numbar of BLUCCESEEE IR
order to succesd completely. Each success above the
spponent’s total rumber of sucoasses in a singls turn is added
10 & suceass tatal. The first cpponant Lo collact the cesignated
numicer of succassas wins the contest.

Far example, Ken and Ryu decide to play tug-of-war, The
sloryteller sets the difficulty at 8 and declares that five totai
suCCesses musl ba scored in orger towin. Ken and Ryu botn roll
anumber of dice egual ta their respective Strength scores. Kan
scores four successes, Ryu gels three  The Storyioller sub-
tracts Ryu's successes from Ken's, leaving Kan with ane of kis
five needed successes. The characters will continua rolling
8ach wre unti! one of them accumulates five tota! succassas

TEAHWEE

Sometimes characiers can wark logather to collest suc:
Cessas. most often during an exterded action. Al the Sisaretion
al the Storyteller, two or more charactars car make rolls sens-
atey and combing ther successas They may never combine
their separate Trais for ore rell, thougn. Teamwork is effactive
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Wrestling

Inosome circumstances, such as in cambat, shadowing an
ermies, colecting information and repairing devices. During
cthers, it can acluslly be a nindranca, such as in many social
actons (where it can confuse the subyech

Teving 7 Aca
A

It can ofien ce frasl-at i teo tail tyou are having trousle with
¥Our computar and can't figure aul the source of the system
arror, you'll lisely become rather arnoyed. This frustration is
afiected ir Streat Fighter by ircraasing the difficulty of any
actior if it is tried again aftar 1's already beer failzg,

Whenever 3 charactar attempts an aclian sha pravicusly
failed, the Storyteller nas tha option of increasing the difficulty o
the acticn oy cne. Consder a character who trigs to intimidate
somecre. If the first attempt failed, it's going be harder the
secondg hma aroung, so the ifficulty is ong higher. ITtrisd & third
time, the difficully is fwo higher. In cases lika this, though, the
storyteller might simgly rule that the character carrnot even
mara anstnar by — fow do you intimidate someore who has
already callad your Dluff?

Cther examgles of when o use the rule are; picking a lock
(streetwise), scaling a wal (Athlehcs) and quastioning an
agant of Shacoloo (Interrogation).

Sometimas the Storyiellar shouldn't inveke this rule, A no-
table axampla is dunng a car chase. Failing ane driving test
doesn’'t recessarily mean that the driver is frusirated and has a
Bietler chancs of failing future drving testa. Bul aftar tha driver
has failed a coupla of times, she may loss sight of the car she's
chasing.



somathing cut of the carner of the eye [Aleriness), and Fghting
in the dark (Blind Fighting).

Tue GotpeN RULE

Remamioerthatinthe ena there s anly ane real rula in Strast
Fighter. there ara no rules. You should fashion this game into
whatever you nead it to be —if tha rules get in your way, then
ignarg or change hem. Ir the ena, tha true complexity and
excitameant of the Street Fighter world cannal be captured
sy rules, storyteliing ard imagination are needed (o do [hat.
Indecd, these rules are not so much rules as they are guids-

165, and you ara frea to usa, abuse. igrora and change them

v e
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Well, that's it. These are the rules. This system for dice is all
youl raally need to know in arder 1o play this game. All the other
+Aas arg ust clanfications and exceptions. As lang a3 you

~derstand what's been discussed here, vou won't have any
lifficulty understanding anything else. if you Son't think you've
=aught everything, just read this chapter agair: you'll find it
.\'HH mare aensa the secand Lme drouan.

EvampLeS OF ROLLS

Following are some examplas of rolis, to provids you with
soma ideas an how o incorporata thesa rules into your
caleplaying. Pleasa note that eacn Atiribute can work wilh each
Ability, 50 thers are over 150 potential tygces of simple rolls that
man bha marcla

« You threaten the young man By trying to Iilt him up by bes
coliar, Roll Strength + Intimidation (difficulty 6).

= You want to break down the metal door that was just
slammed in your face, You need la roll Strangth (difficulty &)
Yeou must accumulate six successes in order to break it opan
anough to slip through.

» Yo waEnt o ascartain tha style of yvour nex: oppanert, Holl
intelligence + Style Lore (difficulty 8} to figure out what style he's
practicing.

* You want to gat an edga on your oppanent by determining
strengths and weakresses, Boll Perceation + Insiaht {dilfi-
my B) ta view some of his Combat Cards,

= Aftar being quasticnad for hours, roll Stamina + Subtertuge
to see if you can successiully maintain your story {difficulty 8),
Five successes completely convince your intesrogaiors.

= The people before you are hostile, but also friendiess and
intraula. Hell Chansma + Leacership (gifficuity 8) to see if you
can find a way to lead them from peril. You read 1o collect al
east five successes oefore they'll truly trust you.,

= How long can you remain motionless in the bushes as the
two guards chal for hours on end? Roll Staming <+ Staalth
Ldifficulty 7)

= You try to analyze what's wrong with the car engine by
listening to the strange sounds it is making. Holl Parception +
Crive (difficulty 8).

& Suddenly, a man pushes a crate out of tha van you have
aean chasing — rofl Wits + Crive to see if you can avoid hitting
it {difficulty 5

(AME TR

Ay & [raitthar dazcrnas what 8 characiar knows and nas
learnad rather than what shg 1s. Abillies are
ntmidaton, Crive ang Mysterias,

Advariagas: |his i a catch-all catagory that gescribas the
Tecnniques. Special Manewvers and Bacagrounds of a charas-
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Trams such &8s

Attrioute: A Trait that describes a characiers inherent aptl
wwdes. Attributas are such things as Strangth, Charisma and
Intalligenasa,

Botch, A disastrous failure, indicated by rolling more 1’5"
than successes on the 10-sided dice rolled for an action.

Character: Zach piayer creates a character, an indwidual

ter” could imply any individual, in Street Fighter it 5 always
Jeed to dascribe the players’ charactars.

Chi: This impartant
spiritual strangla.

Dice Fool: This describes the dice youhave in your hand after
adding together your differant Traits, It s the maximum numbear
of dice you can roll in ang turn

Chifficaity: This 2 oa rumber from 2 1o 10 measuring the
difficulty of an action & charactar takes. The player needs o rall
that numger or higher on at ieast one of the dice rolled. Uinlass
mantionad otherwize, a0 action's difficully 15 saways 8.

Irait measures the cnharactars inner

Cowntime: The time spent between sceres when no
roleglaying is dong ard wrms are not used. Actions might te
taker, ang the Siorytelar might give some desoriptions, bul
generally ims passes auickly,

Extended Action. An astion that reguiras 3 certain numoer of
sJccesses for the charactar o succead

Mareuver: Any combal 2ction. Manguvers are usually writen
down or Combat Cards for speed and ease of glay during
combat. A maneuvar can be ary of the ning Basic Manauvers
or & Spacial Manauver,

Points; Tha temporary scores of Traits such as Willoower, &h
and Heaith - the squares, not the circles,

Hating: A numbar describing the permanant value ol a Trail;
mast ofteri a number from 1 1o 3, though semetimes a number
from 1to 10,

Hesizted Action: An action that two dilfarent charactars lake
against each other. Both comgare their number of successas,
the character with the most wins.

acene: A singla episcde of the story: a tima whan anc places
whara actions ani avents lske place mamen by momant. &
scene is often a dramatic high point of the story,

Sirmple Action; An action that raguires the playerto score only
ONe BLCCRES 10 BLCoaan, t:"u.'_].l.“__j."l more suncessHs ndicals &
beltar job ar resull.

Storyeller: The person who creates and guides the story oy
assuming the roles of all characters not run by the playars ana
datarmining all avents beyond 1he conirol of the playars,

Speacial Maneuvers: The advances punches, kicks, #tc. that
Strast Fighters learn througn intensa training. Many of these
spacial Maneuvers raquire cansiderable s«ill in & particular
Techmigua before they can be learnad.

Trait: A Trait is ary Attribute, Ablity, Agvantags or ather
character index that car ba describad as a numoer {in lerms of

dots)
rrcup of slayvers, including the Storyteller, whoe

Traupsa: The g
play Street Fighter — usually on 2 regular basis,

Warld Warrior: The crama de fa cremesof Street Fignters. Tha

World Warniors are maslars of thsir styles.

e Jajgoy.
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Betorayou can begin loplay Streset Fighter, youmust create
a characte:s. You may, if vou wish and the Storvteller permits, rur

12 of the established World Warricrs, It is often mere satisfving,

wever, to custom-build your very own otreet Fightar, Creating
a charactar from scratch g half the fun of the game. Building &
compelling yethonest character is acreative struggle for even the
most cxperianced amang us.

[his chapter descrnbas how 0 create & unigue cnarsciar
T‘H’_ji'v'ill{j with & general concept and transtating this concept
into fnumbers usable in tr*e game. This process is very simple;
|’-Iq}-ers can easily figure it out for themsaivas, Howsvar, tha

Staryleler should have a good grasp of the process in order
answer the players’ guestions quickly and accurately,

The numbers on the charactar sheet may not seem particularly
avocative |t is hard toimagine & novelist [1f-3£-1-..rlt].r ] & charactar
by saying, "She has a Charisma of 4." However, these ratings
make it simple to describe the strengths and weaknesses of a
character More mportantly, these numbers aliow the randaom
factor created by dice to be employed in relation tothe characiers
[raits. A strong characier has a better chance io break down a
doar than a weak character does,

Character creaticn usually follows a pattern from the general to
the specific, First, you develop a general concept of who andwhat

ur character is — is ghe mora socially or mantally developed™
— and then gel ‘-'a[]f-"l'iri-'.' by selecting the ratings of your Traits —
b effective arg your Charisma, '*:14:1n|'"l..lat||::r' and Appearance?
Do not use this process to create the "best” possible character;
that deteats the whole purpose of making up a really interasting
ndividual. These numbers are intended to enhance roleplaying,
not cpen an avenue (o some mythical character Hall of Fame.

Character creation Is a lot like cooking: you've got to gather the
ingredients, shr and whip tham logether, and then lel the mixlure
bake for a few hours, You start by deciding what kind of character
youwant. Arayeou going to be a street-hardened punk ararich and
somewhat spoiled debutants? Did you complata your traiming in
an exoensive dojo or in a cave somewhers in the Appalachian
Mountzins? The background and personality of your character
ara tha essential ingradients of his persona. From your basic
concepts, you can than slart 1o work oul the details, such as
Attributes and Advantages.

Gemng Startep

You need to be aware of five concepts before you bagin 0
create your character;
= Yo can craate acharactar of naarly any age from any cultura

ur nation; however, you bagin the game as an inexparianced and
=

unknown Street Fighter who has only recently graduated from his

schaal or Sensei. Your character probably knows relativaly Gitihe
about Street Fighter society uniess she was insiructed by a
Manager or Sense!

« This character creation process was designed to help you
devalop an exciling character and provide you with 2 means o
interact with the rules. The process of craating a character s
meant to help you focus the concept of vour character. Rememisr
thar a character is not us: & bunch of numbers, but part of a story

» This characler creation system is a purchase system with
absalutely no dice rolling invalved. By choosing lraits friom a
yariety ot lists, you decide your charactar's capabililies. You wil
receive Bxlra poinls called *freebies” at the end of the procass,
which you canthen useto agd dots to any Trait, so go natagonize
over all yaur choices, Morethaiess, even with reebie painis, you
probably cannot buy avarything yl.:".. Warit

e ATraitof 1ispoorarda Traitof His upe*b. eo it you have oniy
one dot in a Trait, you ara either not very good or only a DegINoer
Fraits are basad on anaverage numan range. Street Fighters aiffer
lrom “normal” humans tecause of the axtra abilties and powars
they possess

» |t is your responsibility to creata a charactar whao fits into the
group. 1 you fail to cooperate with the others and disrupt the story
tecause of it, you will have to create a new character Lite as a
Street Fighter is far too difficult tor natred ana anger Lo exist within
a team: somebmes survival 1self depends on team members’
ability 1o waorlk together,

RpLE OF THE STORVIELLER

A5 the staryteller, you must guida the nle-*'-,.'*-"'i thraugh th
character generation grocess. After your players arrive for .h"-flrft
game session, you need o infroduce them to the basic premisea ot
the game and desgribe the rules systam. Your main goal shoulo
be to make things easy far the players. If lhey are ceginners, keep
things as :-:.rru:-lt-: as you can; let them ciscover the intricacies of the
systermn on their owr.

Start oy paseing cut the character sheats, and give [he players
A minute i examine them and ask guestions about therm. Then go
through the character creation process step by step, flling in all
the details of the characters’ Traits.

It is usually advisanle o spend an entire game sess on creating
characlers. This ensures that players dan't feel rushed and that
thay take the time to make complete, fesh-and-biocd characiers,
not paper-thin stonges. Once you have finshed the gractica
dalailz of charactar creation, you can spend the rest of the game
session congucting a prelude for eacnh charactar, A preluda s a
farm of abbreviated storytelling in which you .Fll- the story of a
charactar's life up to the present Fraludas will be the glayers
piroductions o the chronicle and ther characters, so make
preludes memarable. Preludes are described at tne end of this
chapter.
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Srep ONE: CHARACTER CONCEPT

Satare you writa down a single thing, you need to develop a
concapl for your characler. This concept need only oe a gencral
idea of what your character '3 like, something unique and
interesting that will oe 2njoyvable 1o play over the long term
Liuring tha character craation process, you may changs and
adjust s concept, but al leastit gives vou a starting point, For
gxample, your concept could be, "I'm a down-and-out ex-
mercerary with a grudge against M. Bison. I'm not going o stop
traiming and hghting unbl | gat that guy.” This concept needs o
be unigue and complete, and should be approved by the
staryteller -

ha first thing you should do when determining the ovearall
concapt 5 ask who your character was befora ke Became a

stroct Fighter, Even if your characler always wanted 1o be 3
atreet Fignter, ne wasnt born a clack belt. The Character
Craalion Chart lists some typical careers and lifestylas people
usually nag befora they becarme Straeat Fighters,

You may, of course, develog a charactar from a concept not
on the chart. You may alsa combine concepts. For instance, you
may decide your character was a geputante wha falt stified by

lfz in her Bal Air 2state, She wanted to experignce the excile-
mant that cauld anly ba tound in the underworid aranas, Sho
searched the world trying ta fing the lrainereg she neadsad 1o stay
alive in these areras, Deep amid the Tibetan Himalayas, she

The next slen, and arguatly the most impartant elemers of
character creation, is to choose your charactsr's style of martial
arts, The 10 styles described in Chapter Six represent Ihe
majorty of fighting arte available to Street Fighters, COther siyles
wil' be presantea n laler supplemants jor, like Bexing, pre
sented in Apgendix One), bul for now we recommand that vou
choose one of the 10 styles from Chapter Six

$1ed T Croosme Az

Mow you starl assigning nurmbers. The first step in this
process is to determine your character's tasic Atinibutes The
Attributes are everything a character naturally, intrinsically 1s.
How strang is she' How quick are her reflexes? How persuasive
can she be? Queshions such as thesa are answearad by the
character's Attrioutes,

First, you mus: grioritize the three different categories of your
character's Attributes — Physi-
cal, Mantal and Social Youmust
decide in which category your
character is best (primany), in
which ha is avarage (secong
aryy, and in which ha is poor
(tertiary). |5 your character more
physically than socially orlentad
— 3 ha slrongarthan ne iz hand-
some?

+ Physical Attributes embody
avarything that has anything to
do with physical alfort, Thay de-
scribe how strong, agile and
nardy your characiaris, and arg
the primary Allributas of an ag-
tion-ariented character — the
Fhysical Attributas concern aniy
the strengths and weaknessaes
of the body. |s your character
brawny, nimble or sturdy?

= Social Atinbutes descrice
vour character's ability ta ralate
to (and sometimes use) athers.
nacial Attributes are vizal in da
terrmining firsl imprassions, the
character's ability 1o inspire and
motivate people, and the nature
ol her intaractions with othare_ |s
vour character charming, wsall-
spoken or good-locking?

* Mental Attributes reprasant
vour charactar's mental capac-
Ity, including such things as
memaory. perception and the
abilty to learn and think. [s your
character nsighthul, astute ar
clewver?

Yourcharactar's conceptmay
suggesl 1o you what yaur prior
tizs should be, bul lesl free to
pick any scheme vou please.
For now, your concept shouls




e very general — it is necessary ¢ paint a broad, sweaping

ling Befors filling in the delails

All characters start with one "dol” in sach Attribute, Your
grianly selection determines how many dols vou get ta spend in
gach category. You may divide seven dots among your
character s primary Attrioutes, five dots among her secondary
Attnbutes, and three among her tedtiary Allributes, Thus, You
may choose 1o add saven dots 1o your characler's Physical
altributes, five to her Menlal Attrioutes, and only threa dals ta
ner Social Attributes. The dals may e divided among the
Atrributes of a category as you see fit — you could assign all
aree of your Social Attribute dots to Charisma, ane dat to each
of the three Social Attribules, or two dots to one and one dat o
ancthar

Latar in tha character creation process it 1s possible ta
increase these ralings, so don't worry 100 much. Lat your
intuition guide you.

Haginning characters may not have an Attribute Righer than
& Players may, howaver, through their character's hard work,
spend experience lo buy mora than five dots laler in their
sharacters' carcers. Many of 1he Warld Warriors have mare than
five dots In some Attricutes. See Fxpsnance, og 65 in Chapter

. VE,
Srep Trree: CHOOSING ApiLmes

Abilities delincate what vour character knows rather than
whal he is; they aescribe the things he has lesarmed rathar than
the things he can nalurally go. All Talents, Skillsand Knowledpeas
are Abilities,

Fach Ability your character possesses is assigned a rating
representing the character's aptitude in thal particular area.
This number is used ta determine how many dice vou roll when
your charactar attempts to use an Ahility. This section of the
rules quides you in getermining what Abilines to choosa and
now high or low Lo rale sach Apility,

Abilities are dividea into three differant categories; Talents,
Skills anc Knowladges. Each type of Atilily has difterent char
acteristics.

= Talents descrice all the intuitiva Ahilities. Talents do not
need 1o ba practiced per s¢ and cannal be studied or learnes

M & book; they are most often gained through direct expari-

'ce. Does your character possass a lot of commeon sense?

* Skille are Abilities learned through rigoraus training, This
category includes any Ability that must be learnad stap by step
through actual practica, but that can 2¢ taught and shudied
(unlike maost Talents). s your charactar gaod at learning things
through practice?

* Knowledgas include all the Abilities reguiring the rigorous
application of the mind. These Abilities are gencrally learned
ihrough school, classes, bocks and leachers, but can be
acquired through axperience, s your character educatad: doas
he have a good memory?

You must prioritze these Abilites in the same way vou
gricritized the Attributes. You must decide in what order to rark
your Talents, Skills and Knowledges, choasing in which cat-
BOory your character will ba above average (primary), in which
she will be average (secondary!, snd inwnich she will Be Below
average (lerhary)

You get nine dols to spand an your character's LI ITTHATY
category, seven for the secondary category, and only four dots
for the tertiary category,

There is one adaiticnal restriction. yvou cannot give your
character more than threa dots in any ang Ability {later, how-

BVEL YO nan Lsa vour frashis” points 1o gan faur or even five
dots in a single Abilt.

Step Foue: ’QDWMAC £

You do onot pronbze or rank the different calsgarias of
Acvantages. You instaad have a desigrated number of dots o
assign within each ane. Though this numoer is fizad, you can
purchase agditional dots later with "freebia” paints.

EACKGROUNDS

You get five paints to divide ameng tha 10 Background Traits
You have only five paints to allol, ano some Starvtallers may
restrict accass to cartain Backgrounds. Your Background Traits
should [t nlo the general scheme of the concapt crigimally
chosen.

TecHmnoyes

You start with eight points to divide among the gifferent
martial arts Techniguas, These Technigues are similar o the
different maneuvers comman in tne Street Fighter coin-op.
Yau cannot begin with more than three dois in any ane Tech-
nigua. Howaver, you can suparsede three dals by spendng

“freabie” points

Each charactar siarts with seven Power Points 1o spand on
Special Maneuvers. Each style charges lower costs for Special
Manauvers commeony used by that style (sea pg. 106). Special
Manauvers begin weak at lower levels, but become much mara
potent al highar lavels,

Players are encourageds o choosa wisely when picking
Special Maneuvers. The lower-cost Special Manauvars may not
seam =a tough at first, but remember, it took Ryu years of
training before he masiered the Cragon Punch, More Power
Paints may be agded with “freetie’ poinls or bought latar with
SXDEMBNCA DOINtS.

STEP F1ye: FMHWQ Toueyes

ften the mast important stage of character creation is
applying the lasttouchas — the little detalls and flourishes thal
complele the character, In this step you gain your 15 "freebie”
points, enabling you to add mare dats to any of the Traits on the
character sheet. Before you spend these points, howevar you
mustrecard tha base scores for your character's Benown [ Glory
and Honor), Chi, Willpowar and Haalth.

RENOWN

Renowncomesin two different forms: Honor, 2 Street Fighter's
personal code; and Glary, how revared the Strast Figniar is by
ather Street Fighters. Haner and Glory each have a permanant
rating (the dote on the character sheet) and temporary goints
ithe squaras),

Aenown is awarded for roleplaying a character's actions
Whenaver a Street Fightar does somathing hororanle, such as
keeging his word even though it encangers him, he gaing
temparary Honor paints, However, i he commits a dishanorabla
act, he may lose some points Likawise for Glary: basting an
apponeant causes the winner ta Gain lamporary Glory points,
while losing a fight may cause the fighter 1o 'ose Glory points.



[0 gain & cermanent dot in a Rerown raling (whather Honor
ar LElory), a characler needs 10 ternporany points
e caurse of the chronicle. Once 10 points have nesn
f ared (and certain other requirements fulfilag), the eharacrer

Nl in ancther dot, he than arases all ki ten parary points
and starls over sgain

8] oS I

S2grnng Street Fighter characiars bave thres dors 1o
distribute cetweon parmanesn: Honor ang Glary in any way the
player saas fit. One character rmight giva two coints to Honar
and ane 1o Glary, while another m ight give three to Glory ard
nonc 1o Honor. IU's 1te player's choice. Temporary pnm[ TiEY
alse be bought during o '-r.ra:-:_.te* sreation using "freebis” pzints.

nnd) Ihe character a headstart on getting that nesxt dot

Once rolep laying beging, the character gains Berown anly
through his actions; ha may Aot purchase i+ with exoeriense
,:r.mh For more details on the peocess of Qairing ans losing
Renown, sae Chapter Five, po. 58-57

Q!

Lhi is the inner energy that martial aris’s Usa to fuel thei
speuial powers, such as Kan's ChiBlast or Dhalsim's ¥ ogarire,
Your character's style determines his base Chi, Your charsctar's
Chi will ingreass and decrease during the coursa of a slory &=

she spands it to activala special Maneuvers

Wittpowep

The Willpower Trait rates how muck salf ¢ contral & Straat
Fightar has, If she can cantrol herself, ther she can exer: Far will
upon Ina world around her i make things occur. & characier's

ceginning Willpower is determined by style.

HeALH

Heallh datarmines how wounded or injured a o
she takes Jamaqe, her HFMIH‘ aroos lower and lower, Whan a
charactar 's at zerg Heaith, she is uncanscious, All -'r*a.--f;e:lr—aw
begin with 10 Healtk _m:*Ia and can buy mare with “freebia"
points

aracteris, Az

Freesic POINT

5 freesie pernts, which YO May soend or ary
Trait you wish Howeaver, this expenditura is rct 50 straigntior-

ward as it m grt =aam_Each dat acded to an Attribuze c
Teecie points, whils & Background dat costs anly ona paint,
Costs are listad in the Characier Creation Chart,

Fite Oup gy Cowggy

T laststen o lha charactar creation orocess 18 tofil outthe
Combat Cards, These cargs are dasigned to guicksn comoat
and anhance the enjoyment of Ine gama, The base dotz for
2ach Maneuver are already listed on sacn carg: you merely add
your aporopriale Attribute 2nd Technique scores o the card.
An axampla of this process s described later in Ihe book.

Searxt oF Lire

Other aspacts of a eharacter can be detailed in adgdition to
the abave. You co nol nacessari '-; nead to record thesa 1hings,
bul yau ehould certainly thirk aoout them — not anly now out
throughout your character's career.

Yol mow et

.
costs five




prEPEﬂHEE

four character's appearance makes her Trailts visioie to

r eharactars. You should turn the concept and relevant

-,;ut;, al your character into aspacts of her appearance High

Intelligence can bacomea a claar, piercing gase. An H}i-"‘lE-rE:'
corcept could mean the characier wears knawi clotnes and ha

3 rugged appearance. It is much more gvocative 1o say, M}-

ayas are always unfocused, so | always seem to be f‘:-t-:! ing mito

space,” than to say, "l look absent-mincas ™

Equpmeny

If thera are any possessions or pleces of equipmenrt yau want
wour characler ta have, you should work out the details now
Otnerwise, you will have to acquire the equipment durng the
game. This can take time ard is nol autarratically successiul.
almost any piece of mundane eguipment that fits your concegt
can oe ohlzined, provided your character has suthiciant dots in

he Resources Sackground.

Quieys

By giving your characler gquirks (interesting cersonal datals
and anacdoias), youcan acd a gréat deal of depth ard interas!
to b, Write a few sentences an the tack af your charactas
sheet describing the '-‘trﬂr'c_]r-l and possibly interesting things
that detina your character. A quirk could bz a twistad sense af
Aurnar, & gentleness toward animals, ora haizit of gruniing when
Answaring yas 1o a question

MOTIWATIONS

Many Street Fighters are primarily motvated by fame and
money, out even these Strast bightars bave other motivating
factors. You should decide wnal motivales your charactar to get
inta the arena and risk injury to amuse the screaming hordas
The more evocative the mativation, the maora it will help defing
your character.

NorsAL IDENTTY

& final important thing you should consider about your

aractar is har identity in normal society, if any, You can't fight
d:uﬁn days & week, 50 what do you do betwean tights? Do you
work as a bouncer at a bar, or take classes al a local coliege?
Haw de you manage to maintan your doutle lite?

Wm

Whal sels you apart i the ring? What makes pacpla remsm-
cer you? Viciory s certainly a pig part nul how you nandle
victary is also remamparad. Do you raise your hands and chaar
ar da you quiatly turn your back on your cpponant? Do you roar
a viclary ory of give your unconscious opoorant 4 Big smacch?

Creanon

Andraw decides tomaksa his first Street Fighter characiar
Nith & copy of the character creation autline in front of blum, ne
sets to work,

Srep One: CoNCEM

Ardrew must first davelop a concept 10r NS charachar. He
pecidas he wanls [ g2y a farmer strasat tougn, one who Nas
surked hard 1o get off the maan sireels. Andrew decides that
his charactertook g Kickbaring to foater discigling and toughen
himsel* tar anything. Ancrew dacicestacal im byrus cackson.
vz st |||-ehru.||:rI fMaudrice. the characier from ng inlroduc-
lory story, Both characiers wera usanin playiest stories. )

Ste Tuo: ﬁmrzures

The mext step is to prioriiize Tyrus's Attribuias. Andrew
makes the usual choice for Streat 7 -;P‘.Ers. salecting Fhysica
a3 tha primary Attribute category. | e dacidss Inat Tyrus slife a0
the streats has made him a fairly sharg guy, so Andréw 52 ects
Mesta as the secondary Alribute category. Social, ther s
tartiary

Andrew first divicas the seven prmary dots among Tyrus's
Physical Adributes Bacause Tyrus spends a lot of tme inire

m, practicing his movas, Desterity s the bast choice for mary
at the points In fact, Andrew gpts o put three poinis 0
Dexlerity, aiving Tyrus a score of 4 {rememizer the cng fres
starting cot in evary Attriouta Trait). Tyrus also lifis wegnts, €0
Andrew puts two dots in Strength, giving him a score of 3.
Angraw thus places the remaning two Poysical poirisin Stamina,
making Tyrus a fairly sturdy guy (score of 3),

The secondary Attnbule categary 15 tackled next. [yrus has
laarnad to think and act fast, so Andrew turns finst 1o Wils. —mere
he places three points, making [yrus a very awarc guy | [Wits of
4), One point goas inta r"-i-l"..'l-.'l.ﬂlw-l" to I-JIEC. that Tyrus has
legrned o walcn oul for troubie, ang the last point Qoes IMe0
Intalligence.

The tertiary Atrioute category of Social is 2asy 0 satils
Besides with anly [nree points to spend, Anoraw oant do
much, Andrew places two peints 0 Manipulation. to saflec
Tyrus's ability to make somaana islen when 1o talks, anc tha
last point in Appearsnce. Andrew reasens that a sating al 10
Cnarisma is ckay; Tyrus dogsn't cara if anyone lkes him

STep Tiree: Agymes

Andrew must now prigritize Tyrus's Apilites. Insiaan of coing
this right away, Andrew scans the charactar sheet and siars
checking off Aoilities he thinks Tyrus’ should have (na doss rot
have a free starting dot in every Abiity Trait as ne coes with
Attribute Trans), |D soan becomes ¢ear that mosl ol the points
are going o ba spent In Talents, so Andrew Cnooses it as
PIMEAry.

Tyrds has ning poirts ta spend, You've gat 12 be alert or: 1Ne
streets so Ancdraw puts wo points into Tyrus' Alerliness. He puts
anclnger bwe paints inia Intimidation, because Tyrus' has hac o
lock tough after enaugh just o save nis skin, He puts wa points
in Straatwize: Tyrus knows the sireets well evan | e doesn’t
likis thern. Tyrus is also good at guessing lighting sty cs, 8o
Andrew outs one ooint into Insighl. He puts the last tve poinis
irto Subterfuge, pecause Tyrus nas had 12 fast-lalk s way cut
ot some situatons.

Andrew chooses Skils as bis secanaary Ability category: ha
has seven points to spend. Ha puls two paints inc Bind
Fighting, because na's haa experience fignting in dark alleys.

Anathar pont goes into Sacurity; Tyrus hag sometimes had to
nreaxinto puldings justtofind a placa to sleep. A p. ite crainio
Driveifor abvious raasons) ans wointo Stea

h, hacsuas Tyrus
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has nad to move quiglly & lat of tmes ta avoid treubla, Tha last
point goes into Survivai.

Andrew has only rour paints to spend in Krowledges; ne
decided to make this tertiary since Tyrus didn't have a ot g
schaaling. He puts one point inta Investigation figuring Tyrus
has walchad a lot of TV cog shows, He puts ore nto Medicine,
because Tyrus has had to patch himsclf up & number of times
atter some heavy fights. The last two paints go into Slyle Lore
Tyrus has studied a number of different martial arts styles.

Step Four: ADVARTAGES

Mextcames e category that defines what Tyrus can actually
de as a Street Fighter. First. he has five points 1o spand an
Backgrounds Andrew makes sura Tyrus has the Backgrourds
that mast abwicusly define the character, Two paints go into
Allies, because Tyrus has met many friends al the gym and on
the straets. Dne points is spent on Contacts — g NEwspapar
reparler Tyrus has befriended. Andrew puts another point inta
Manager, o raprasent that someons nas taken an interest in
Iyrus' fighting. The final point goes into Resources; Tyrus has
won 3 little mongy in his fights,

Andrew thern moves on to Techninuas, He placas three ooints
n Punch, three in Kick, one in Grab and ane in Athletics, Tyrus
s notwell roundad, bul he's very good at punching ana kicking.

Mext, Andrew chooses Special Maneuvars for Tyrus. He has
soven points o speand. The most inexpensive aption for kim is to
Buy the moves n which his style specializes. Because he s a
Western Kickboxer, he turns o Chapter Six to find the Kickioxng
Pawers. He decides to start off with a Slida Kick (2 paints), He
then buys a Spinning Back Fist (1 point) and & Spinning Kruckle
{4 paints}. With his remaining point he buys a Combo Maneuvar,
linking his Jab with his Slde Kick {he figures ta mova in quickly
with a light punch and follow that up with a kick to knock dawn
meapponent: the Slide Kick has a Spaed advantage of +2 whan
it follows nis Jab).

Ihe next step is to assign beginning Renown. T;.fr.mé'mf:nre
concernan with his reputation amang other Street Fighters than
he is about his own canduct. Still, personal dizcipline is impor-
ant 1o him: without it, he'd never gat off the streets. Sa, Tyrus
RULs twi ooints into Glory and one point into Horor,

Andrew recuards his initial Chi of 2 and his initial Willpower of
3 (because Tyrus's siyle is Western Kickboxing),

Mow Angrew geots to spand Tyrus's 15 "frechie” points. Ha
decices 1o buy a Jump maneuver for four peintes (Jume costs one
Power Paint, four freabie points buvs ane Powear Haint). He also
Jaas another four painta o turn his Combo Maneuverinto a Dizzy
Comoo Maneuver. Andrew wanls Tyrus to dish out same Peawy
damage with his blows, da ke spends five points to add a dot o
his Strangth (he now has a rating of 4). He puts Tyrug' last two
points into Wilipower (giving hirm a W ilpowerof 7). Tyrus israagy

Lookng Aveap

in Ihe process of creating a charactar. you have hopefully
become ready to raleplay that charaster, A impoartant part of
the character creation process is the atachment that davelops
aelwean you and your character, enabling you to play the role
creatively and with purpose. Nurture your empathy for your
character — if she s at all differant fram you, it might rot coma
naturally

The process of character creation goes not end wilh 1he
peginning of the first story. for a charactar never stops growing,
changing, developing and maturing. As the chronicle
pragresses, creale new personality traits and nistarical dalails
Lz vour experience wisely io develop your Traits. Sask to build
your character s Willpower and increase her Chi and aiways,
aways add rmuore and more tlesh to the bare bones lisled on tha
character sheet. The true sssance of the character can only be
captured in your rolepiaying; it can navar oe listed upan the
character sheet.

Mosl importarty, you should think of ways i which the
personality of your characiar might change because of Iha
evants that occurir her life, and than guide ner accardingly. Lat
her dalermine her own fate, Never force ner to conform to your
carlier concaphons of who and what she should be.

I* your charactar ever bores you, it's probably because you
nave not daveloped and changed har enough aver tme. ldeally
the charactar simply grows maore real as you play inthe chronicle,
deveioging as acharactarand as aperson, The way a characier
changes reveals as much about that character as the way she
s dascribed. A character in a shorl slory is rarely as real and
complele as oreinanavel — thera simply is nol enough tima for
groger gaevelopmant, Make vour characters as completa, wital
and interesting as you passitily can throughout the course of the
chromcla

Movelists oltan speak of charactars in their boaks coming to
Ife. refusing to be manipulatad or directad oy the writer. This
lyxe of character stands out from the page and says, “Leave me
alone, I'm real” He then does as he will, regardiess of the
author's original intent. We can learn much from this experiencs
— It 18 the epitome of what makes a great character.

Remembar, thougn, that this is a game. Whils it is fun @ play
aBruce Lee type of character. you should keeg in mind that this
5 a2 game. By no means s it raal,

Tre DRELUDE

Our past defines us mast clearly, for it best indicales what we
might become. The purpose of a pralude is to give each
charactar a past, thus allowing the future 1o ba told. A praiude
is, in fact, a form of one-on-ore storytelling in which the story of
a character's life is toid.

The preiude is a way 1o create charactar biograpries betore
the chronicle actually begins. It is quite similar to normal play,
axcept that many years are compressed into 2 series of rapid-
ire decisions. The personal bicgraphy a player craates in the
prefude will ba relavant throughout the chrenicle, and you may
well refar to it fraquantly

Toe Rig Tecumoye

Each player undargees the prelude alana, It is ane-on-ane
unless two or more charactars were friends or spent a lot af timea
together before they became Strast Fighters. While vou, a3 the
storyteller, spend time with each playar saparataly, the rest of
the troupe can socialize and start to gel excited about what liee
anead, Anticipabon can make a story blossom.

During the prelude you need to dirgct the player muck mars
than usual. Give him lots of decisions to make, bus rush avery-
lhing ana don't give him much time o think. You need to play
through things quickly, unless you are willing and abla lo spang
mere tme {which can enable the creation of very cetailed
chardaciers). When {or if} characiers engage 0 combat during
the prelude, simply describe the results of any fights: dan't slow




Sown the acton by making dice rals, The prelude & mear: o
De fast and lcose. Rules ara for later, more dotailed, sessions

Duning the bme you g2t aside for the pralude, gwe the playe:
d Chance 1o nleract with toth the setting and the rulas. |f the
player wants (o change a few Trais during the creluda, vou
snoulc lat him, 5o long a5 1 is done for a rational reason ard nol
gz an atiemp! o creste a super- character.

There are many ways o progress through a character’s life:
any way that heips mold a camgileta charactar is fine. Durirg the
Gourse of the pralude, you should axplain the full background
of the charactar including the identity of har Manager and the
ocation of her Arena (noth ara Backgrounds discusead in
Chapter Six). The player should thoroughly understand the
details of her Background Traits

You should play through 2ne ar more tvoical scenes from tha
character's life to give the miayer a sense of how tha character
lived You can get the player inlo her ite as a Street Fightar oy
snowing ner ibe bland tacium of the characier's prior cxistence.
Remember, it s the mundane that gives scona o the magnifi-
cant

A prelude can proceed sumething like this: "You finally firnish
a grueing, tl-hour warkday and want rothing more than @ go
home and slees. Altar spending an hour in traffic. vl firaily
chmi up the five floors Lo yvour apartment. You try your kay in the
locx, bt it wor't work. Then, yvou hear a Agise in tha raam
cevond — someona's in your aparment. Wnat do you do?”

AL you descrite things, let the playver interrapt with her awn
ideas and details. You are 1elling a story together, so traat the
piayer more ke a partner, You can also irclude details that
crovoke the piayer into feeling the emctions of her character
Your father is 'n a coma in the hosgital.” Once the characier
[cins a team lo becomea a Street Fignler, sha can't fracly vis't the
hosoital anymore. Her father may want 1o speas o har, but the
character may be in anclher country fignting. The plavar neads
to feel & profound and overwhelming sense of the sacrifice and
gedication nacessary to walk the path of the Street Flghter.

QUESTIONS AND ANSWERS

Desorbed below are some guestions that should be an-
swered by the and of the preiude, If thers is no tima far a full
praiude, vou should at least make an effort to answer these
gueslions. [t often nalps to write aul the answers. oven if YL
nave undergone the tull prelude

wWith 2ach question we list what sorts of hings the player
shoula ask nimself, as well as some advice to the Storylalier on
0w Lo run dne praluce in relationshin to the question,

* How old are you?

How old arg you now?

Itis oflen easier to apply dales ta avents In tha prelude aftar
the Srelude is over out tis also worlbwnile to establish some
imporiant dates during tha prelude. The prelude shauld bagin
at one of the impertant dates for the character, orefarahly an
Bvent in his youth, One main purgose of the prelude is to put the
character's ife in perspective. so setting datas and astablish-
Ing characiar age are very affective,

* When did you decide to practice the martial
arts?

Have you always had an intercst in the markal arts? Dig vou
start your traering for defense or for solif-disciline ? Whatimpaet
mid the training have on your personality? What made FOL
CROOSE YOUr particular style?

You shoud tind out wha: motivated the o ATACTEr 1o traim in
the martial arts. Mayba ke stariad rain NG because ofa buly, ar
[or soma other reason thar could insoira an interesting story

iatar iy e chronice:

Pernians tha charactar, having always imagired tha: he ard
Pealoremads the decsion totrain, decovars inalater story thal
It was actually his Sense! who choss tun,

* Who was your Sensei?

Oid you search long for your Sensei? Oid ke choose you o
undergo s private fuielage? Was yvour Sensel a kind ang wise
mank or an old and crabby ex-fighter? Do you shill knaw yvour
SEnge?

The Sensei iz [he parsan who stared the characler on tha
path of the martial arts. She helped shape ang mold the
characteririowhatbe s now. The role of the Sensei should have
a huge impact on the growtn of the character, for good or Il

You will need o creste the Serseil f she is still & part of the
character's ife or he chose the Sersai Backaground. The Sensei
may nave dons more than teach the character martia arts
Carefully aevalop the relationship between t2acher and stu-
dent. for it will have an impact on the character's future.

* Why did you decide to become a Street Fighter?

Was it for fame and glory, or for another resson? Was it easy
far you fo enter vour first comaetition? Did vou win?

The charactar's nitial antry into the Street Fighter worid may
well nave influenced now he leels about his styla, the sport and
snacoioo, His first mateh should be bath & learning experence
and a way lo prove his worth to his pears. His first fignt could
decide how others view him as batn a warrior and a persor

I'ha firstmatch should be the character s first real look inta the
dark ard sinister world of Strast Fighting. He shoula feel like his
life has changac forevar, for both good and bad. He should
redlize that there is a price for this new and wondearful lifesvie.

* When did you meet your team?

Do you get alorig with the othar charactars? How ong nave
you Isamed with them? Dicd you meet through a Manager or
ariothar way™ Da you share the same goais?

its important, but in the end not necessary, that characters
be compatible. Many good stonies can be based on rivalries
among fightars,

Hawevar, faw playears find it entertairing to waste a game
SSS5I0N LECause none of thae characters can getalong. It is mora
eriariaining tor the clayers, and you, if the glayers arc some-
whatcompatible Trytagive the characters a reasonto cooperata,
Maybe the characlers want ravenge on Shadoloo; maybie thay
just want the fame and monay. Onca YoU give them a reason ta
stay logelnar 1t becomes easy to establish meaningful correc
lions among cnaraciars, Thase links have to mean samelthing to
the characiers, and the besl lime to estaglisk such depth and
hisiory is 10 the preluds,

* Where do you live now?

Do you have a house or do you move from city to ity ? Co VoL
five with your team? Do vou live with frisnds or farmily?

The character's dwelling not only makes an interasting set
ting, butcan provides plot seeds. Itis important for Ihe character
to estaclish a residence.

* Do you maintain a normal life?

Do you fght fui-tme? Do your friends know about your
vacation (or avocation;?

'he characier's normal life can be very imporiant ta the
chranicla, The player may find it hard o kesp s combats secret
from friends or the local pelice. Problems with the charactar
trying to maintain two lifestyles couls make for inlerssting
storias

* Has Shadoloo given you any problems?

Has Shadoico given you a hard time? Have the syndicata's
agenis ‘aswed” you to lose a fight or even 1o fight for it? Have you
gvar drigerad a Shadoloo agent?
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oppasait, their lives will become muchmare perilous, Shadolos's
sarienof he characier could change the paca ot the chranicla.

» Why do you fight?

Ahat keaps you entering the ring? Do you fight for fame?
Gilary? Money? Honor ? Ua you want to lsave your life as 3 Sireet
Fighier and refur to your sinple normal life?

Getting in the ring and trying not to have one's head basheads
in take a ot of work. A complete character has goals that
mativate his combats. These goals are impartant 1o the Story-
weller, as lhey give ner an idea of what sorts of storeas to tall,

Tre Tea

Tnerg are a'so some gquastions that should be answeared by
all the players, after all the characters have completed thair
greludes. Get everyons togsther and |2t them tackle these

* Where is the team based?

In what city or country s the team's base located?

= Does the team have trainers?

What wingd ar fralners does the team use? What king of faciity

o ey DOSSESEY

» What are the goals of the team?

What are the goals uniting the characters, and what metl-
vates tham {Maonay. fama, glory, revangs on the Shacdoloo, or
& COrmmon anemy’)

* Who are the team’'s enemies?

Who are the team's main copaonents, and whal ars thair
sirengihs and weaknesses? (The Shadoloo, athar fighters, a
governmeant, the mob?)

REASONS FOR TEAMS

What 1s the main reason tar the team’s roundation? Sugges-
tions are offared below.

Tournarsent Tea,

Ihis i= probably the most common reason why baginning
Street Fighters band together. Many low-level lournaments will
anly accept teams of fighters, because teginning fighters do

t nave anough Hanar or Glory 1o call atention 10 the tourna-

ent oy thelr individual appearances nare. Eslablizhed [Bams
of Street Fighters draw morg attention than individual fighters.
Ihis is espacially true if the t2am has a capable manager and a
common image that oraws attention to theam.

For example, Malcolm Stanshands is & novice Sireel Fightar
fromthe USA who practices Western-style boxing. When Malcalm
goes to a tournamant, ha doesnt bring much tan support ar
attenticon with him. Howsvar, if Maloolm is 8 member of a team
of American fighters who all claim to fight for naticnal orice, then
the tear (and therefare the tournament) might get more attan
lion.

Most tournament teams are groups af fighters wha share the
same style or nationality. but some highly successful teams
hava lately emerged that combing avariety of fighting styles ang
nationa! ariging, Many of the rovice-level tournaments have
team vs. team rounds, and teams thal have a variely of ighting
stylestend to perform better inthese rounds, Avariety offighting
stylas gives ateam added flexibility, anabling it 1o defeat team
whase highlars all rely on spead or strength or & garticular
special powar

Qorton GOAL

Groups of Strast Fightars can alse be inkad by & common
goa ar axampla, bott Guils ard T, Hawk sesk revengs
agansl shadoloo and M. Bison. This common goal could keep
the two World Warriors workirg togethar until they fulfill thair
comgined miseicn of vangesnca

Othier groups ol Slraat Fighters might all seek the same it of

artial arts knowladge, The werld of Street Fighter s filed
with martial arts legends and rumors of Spasial poOWers, powers
that can ordy be learned from certain teachars or cartairn iong-
lgst baoss or ancien! peiograms skelched on the walls af A
secrel ungle cave. For examgle, the characters may have all
heard that & Tibetan lama atop & remate Himalayan peak can
etill teach tha fabled Scorzion Kick, Dut oniy to thasa wha find
tra taachar ana pasL certdin le2sls. Zach characier may even
have adgiferent clugtotheteacher s wharcabouts, ano thus only
by camiining their knowledge can the characters nopa to fing
the secludsd masier and learm his deddly Scorpion Aok lech-
nmique. The quesl for marka knowledge can unite cthervise

diverze charactera

Same Sme

If the players ali choose characters who learned the samea
styla ot martial arts {sver il gach characler has differgnt sgecial
oowers ana iechrigues), itis possibie that all of the characters
were taught by the same 3enseai or come from the samsa de|o
(training hall), temple, gym, ar rmitary camg Pracicing the
same style gives the characters a natural bong, no matier what
their individua! mativations may be; their early training wil hava
forged strang bords of fnerdship and mutual respact. The
characters may even band tagether to form 2 tournament team,
ar to share a common geal — for examgle, to find their sensel,
who has mysteriously Sisapoearad

Finally, you've created yvour character and familiarized yoursefwith
the basic rules, You're ready.lo 5t down and piay, Whan you do, the
storytelier should nave aready prepered an adveniure outling 1ar you
to play (he may use the ong in Appendix Two of inis boox far yaur fra:
garme session, 50 don® read it). You won't know anything abaut tha
story unil it negins to unfold 25 you lake your character through it

When you play vour character, try to putyourselfin her position. her
rindset. fycur characteris notvary smart, then play her thatway, avan
thougn you, the alayer, are smart #your charactar s heacslong arshy

inling with rer personatity, not your own rear personalty. The better you
gract the role of vour charagisr, the mora fun you and averyona alse
will have

Don't ba alraid 1o gel inlo the role of your character, Whils you'rs
olaving, try not 1o say. "My character, Chun Li, yells at the Shadoloo
assassin, Your pomb <ilied the innocent childran: now orapare o facs
your cwn docm’ " Instesa simply say the Fne girscily, as if vou wers
Chun L ang your Storyteller were the assassn — "Your bomb killed tha
nrocent children; ~ow pregare to face your own doom.” Speaking as
fwoll were yaur character makes the story seam more gzl

Oin the armar tana, always remerrber that al the fighting and action
avents are nandled with the tabletop figures and the dice, not with rasl-
ife sirrulaiec zotion. Always rerrember that Street Fighter iz oniy @
game Whan you leave the table you mave your characters there as

well. Playing Street Fighter can b fun, out it is not rea e &nd

should rever take precederce over any responsibiitiss you, the
plaver rave



There are many things that describe a heroic charactar ika
a Street Fighter. Every hero has superhuman characienstics
lhat gistinguish him from regular people, and avery hero aiso

naz an all-tco-human weak side o his charactar. Both the
strang and the weak, the heroic and the tragic sides of a
charactar gare important.

s chapter dascribes those alements that arc ¢ssential 1o
charactar definition and axpansion. Any beginning character
will inevitably axcel n some of these Traits, but perfarm poarly
n gthers, Even the World Warriors aren't perfect — yet.

ATIRIBUTES

These Traits describe how strong, dextarous and sturdy a
character is, and are the primary Traite of an action-oriantad
character. Pnysical Traits concern only the strengths and
weaknasses of the body

STEEMQTH

This Trait measures your maan physical strength — your
ability to lift, carry and cause physical harm, A person with a
high Strength rating is usually larger than someona with & lower
rating. Of course, there are always exceplions.

Strenglh is used when you attempt to ift, carry, push, neave
ar oreak samething. In melee combat, your Strength Trait is
added to your damage Dice Pool,

. Poor: You can bench orass 40 |bs.

aa Average: You can banch press 100 [Ds.

sss  (Gpod: You can neanch prass 250 hs,

Exceptional: You can banch press 400 Ibs.
ssees Jutstanding: You can bench orass 650 lbs.

L LR

DEXTERITY

This Trait measures your general physical prowess —speed,
auickness and agility. Il indicates the capacity for moving
pracisely and manipulating objects with accuracy ang grace.
Dexterity includes hand-sya coordination, fine motor maniputa-
tion, reaction spead, raflexes and todily grace.

. Poor: You are hutterfingered. s0 don't use a chainsaw.

es  Average: You can chew gum and walk at the same
time.

.

Gaod: You have excallant raw athletic potential.
esse Excoptional: You can juggle five knives.

sesee Dytstanding: You can jugola five knives while Blind
folded,

StAMma

Starrina measures ganaral health and resistance to pain; it
indicatas how long you can conlinue o exert yourself and how
much physical punishment you can sustain. Stamina is your
staving power, bath physically and mentally, and one of its mest
impartant elements s the will to live

. Poor; You are frail in consttution and may be sickly,

e+  Average: You are moderately haalthy.

Good. You are in good shape, the result of reguiar

BXErcisa.

swas FExcapliona You could run a marathon

snens Outstanding: You are tough 2nougn to survive almast
anything




Your Socal Traits describe your appesrance. eRarm and
familiarily wilh the human mind, Your Social Traits are vitzl In
delermining flirst imprassions, leadership ability and the rature
of yaur interactions with others,

(LARISMA

Charisma measuras your aptitude for enticing and fascinat-
ing others. You use Charisma to win cthers over to you emotions 'y
and o get them fo trust you. This Trait reflects a charismatic
uersanality more than it does an ovart manioulation of others |t
i & sum of your bearing. charm and powar of influence
Charisma raflects YOUr powar ko convince others to put their faith
It Yo

. Paar: Others avoid baing around you.

s Avarage: You ara likable,

**+ Good: Peopls trust and sonfide in yau

ssss Exceplional: Something draws peopie to YL,

seses Dutstanding: You could lead a nation.

Mﬁh‘:’ﬁtﬂ.ﬂ?ﬁﬂm‘

This Trait measuras your aptitude for active salt-axpression,
such as when you want to get someone else to do something.
It Is important when yau attempt to influenca or manipulate
anotner person airactly. You use Manipulation 1o trick, fool,
bluff, outmaneuvar and outtalk anather. \While YOu may be
effective at manipulating people whom you have justmet, those
who already know you are rarely fooled,

Manipulation is used in all ralls whera you ars attempting to
influence ar convince another person ovartly. Whether thay like
you or not 1s of no consequence (though it can affec: the
difficuity of what you are trying).

It yeu fail a Manipulation action, and the target realizes what
yauwara irying to do (you boleh, for instance), she may well oe
angersd. People are manipulatad all the time and usually ignare
it. However, if it is brought to their attention, it can be vary
disturbing. Manipulation can net great results, butitis sky 10
perform openly. Characters with high Manipulatior ralings are
nol overly trusted by those who know them best.

. Poor. You exprass yvourself in as faw words as pos

sible,

»=  Ayerage: Others might believe you

ses Good: You'd make a good lawyer.

sess Exceptional You should run for office.

sevss Dulstanding: You could sell ice ta an Eskime.

AppeARANCE

Trus Trait describes your attractiveness ana force af ores-
ance. You do nol necessarlly need beauty to have a Righ
Appearance, you only need locks that samehow attract others
toyou, Appearancs is not just vour actual physical looks, it's the
appeal of the way you move and talk, your arimation and
expressiveness. Itis a measure of how intera sting and attraciive
¥you seem o others,

Abpearanca is vital in any social situation whare words ara
not exchanged. It is more important than you might think
otthand, ?U:JFIML‘-FEEEiGHSU[Hnﬂtherarehcm-'.iyaf’ﬁr_'.tedtly".hat
Rersan's looxs, no matter how open-minded you ara, You may
not ke toadmit it, but it's trus.

Appearance is oftan used by the storyieler 1o judyge roughly
how others react to you unon a first meating, THus & can affect
all atner Social rolls you rmaks involving that person {in some
Sa5E5, your rating deigrminas the maxmum numoer of sue
cessesfroma Socia actinntnat car actualy be appling, making
It impossitie fur an ugly parson 1o achisve anylhing bayond
mitimal succaess).

. Foor: You tend to attract the hasblity ot othars

v Average: You are easily ignored, for yad it in s well

with the Srowd

eee  Good: You have a pleasing appearance. and peapla
reat you well.

Excepticnal: You are good-looking enougri to be a
madel ard are given respact and attention because of
it.

seeee Duistanding: Othars first reactionto vou g aithar awa,

INIENSA [@3louUsy of comglete salicitude

The Mental Traits represent your charsciar's tatal mental
capacily, incluaing such things as memary parcaoton ard the
ability ta ledrn ang think,

PeRCEPTION

This Traitinzicaies vour awarenass of the environment around
you. While this is sormetimes a conscious aclion, such az when
you soarch for sornething, it mere often works intuitively — You
simply notice somsathing. At ase, Perceplion is a sensitivity 1o
the worla, an open-eyad aquality common among shildren (for
whom the world is a boundless and mysterous place) and
seldom praser: among the most jaded.

Ferception is used to s22 if you have the insight to under-
stand or ba aware of a cartain fact ar concept, It can help
indicate your degree of alertness lo ambushas, the subtex: ol &
poliician's speech, or the subtletiss af color in 2 painting.

. Foor! You are blind @ anything but the abvious.

= Average: You are unawars of the subtle interactions

that cccur around vou.

wme  (Go0d: You are aware ol moogs and toxtures,

smes Exceptional. You are canstantly alert to the nuances of

life,

sssss Dutstanding: You can see a needle in a haystack

IWTeLLiGence

Intelligence regresents both your memary and your atulity to
lmarn and think. Itis ‘mportant when using Abilities tha! reqguirs
complex thought processes Some people describe Intall-
gence as & person s guickness of mind or udoment, Bt it is
mare than that — it is the facility for understanding and the
capacity for reasoning and evaluation. Intellinence is s rating of
an individual’s depth and flexibility of thought,

However, low Intalligence canindicate a character who lacks
the capacily to undarstand complicated thougnts, and whe s a
very slow learnar — he might simply sea hingsin tarms of olack
and white, ard can't understand that things are raaly in shadas
al gray.

Characiers with high Intelligenca, an tha other hand, =ra
soprsticated thinkers cacable of decading many dilferant
levais of an argument or problam They have disceming judg-



menl and drg well able o sendrate trith from lies, 47 leas: whar

gy have lime Lo think hings over, Intaligance caters to
glilly reasoned judgmenisrather than spap decisions [which

Brigoy tha allr buta of Wis)
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Fhe e Altributa Cescribes your acility toraact guickly and
sorrectly 1o new situations, as well as yaur cverall sharpagss of
nind and cigvarness. Inthe simplast of torms, IE maasuras how
quickly wou thick, A more complex view understands Wits a5 a

shrowdness, sagacity anc capacity for Lnderstanding prob-
lems in the most basic terms.

-

ale aclions tecauss o’ surpnsa (ke a dear caugnt in haaslignts).
A o Wils can indicata that youw are mare 2asdy ricked and
[olea thar most paopla 1ar you are a3 gullicle and wunsophisti-
wdlad Biudant of numan natura 17 Yol have figh Wits, wou are

ahla torasct guickly ionew situations and are seldom caught off

guard by suddan changes in svents. Whalevar elze heppens,

YOu ara azle to kaap your Wits about you,
a Poor You send maney to televangalists
ss  Average: You know when {o bet or feld in poxer
sse  (G000:You ars capable of hangling LA, rush hours
(without shooting anyone).
=xcoptions You could e a stand-up comic.
seses Cuistanding, You have a supercomputer for g brain

Its Tasl.
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Talers dascrioe all the untrainad and intuitive Atulilies.
Talerss can riever b2 traimed or stugied, but can ce learried
thiraugh direct experisnce usually during a stany. If yauw
character takes ar action using a Talent he dogs not pOSsHSE,
tnare is na effect or yvourral. Anumbearof dice equal 1o the Dass
Attribute are rolled. Taents are such natura and intuitive
Acilities thar every character has some small gagacity in gach

e




ALERTNESS

COvar the years, you have becoma praciiced in noticing all
Ir&t happens around you, sven if you are aet actively con-
cantrating upanthe surroundings. You are acapable bodyguard,
‘or you have learned how lo slay alert over a lang cericd of tirma,
Alertnass simply indicales your awareness of the warli around
you. It descrices how much atiention you zay o thinos other
than the rumblings in your celly or the doubls in yvour =ind.

. Movice: You tend 1o be alert to changes, moress thar

FTICTED

re Practiced: You are watchful and very attertive to your

surraundings.

wen  Competent. You ara highly vigitant,

mess Expert Youarea lruly cautious individual and rarely lat

diawn your quars

seses Master You nalice evarything that goes on around

you

Passassed by: Watchmen, Hunters, Bodyquaros, Bepariars,
Burglars

r’.ﬂff lGHT

The Insignt Talent aliows you to evaluate an opponent's
strengtns and weaknassas. This Ability allows you to analyza an
ogponent's fighting tachniguas, and possibly view some of his
Combat Cards. & Staryiellar may even reveal an apponent's
seCrelweaxnesses after areally outstanding Insignt rall. Insighs
can also be used to discover athers' quirks (that Snadolnn thug
wrinkles his nosa evary time he tells a lie)

Use al Insignt requires the user to walch the target for atleast
three rounds. The user then rolls Perception = Insignt {(gifficulty
B). Only one success is needed to learn a target’s style; aach
addiional success allows the user to view one Cambat Card
{drawn randomiy from the cpponant’'s deck)

- Movice: You think she'll go for a kick first, ..
" Fracicad; You could dalarming it 3 boxer was a
southpaw.

=ux  Comgetent You know how to bet on the fights.
sems Ewpert: Bookie
senas [aetar Sensei

Possessed by: Streel Fightars, Trainers, Bockies, Managers

[NTERROGATION

You are able to extract information by fair means or foul.
\ising a mixture of threats, Irickery and persistent guestioning,
you ultimately unearth the truth. Mo honarable Strest Figghtar
would resort to physical lortura {it's a quick way to lose parma-
nent Honor points), but nat evaryone at Shadoloo has the same
maorals,

. Movice: Nesy naighoor

**  Pracliced: Movie cop

ses  Campetant: Talk-show host

s+e» [upart Investigative journalist

wssue \iastar Spymastar

Possessed by: Cops. Journalists, Secret Service Personng!,
Shadoloo agants
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The art of intimidaton ranges from sublle suggestons i
autright physical threats tach method of inlimidation has s
ime and place. Charactars with the Intimudation Talent under-

stand the s¢ience of being ovarbaaring and know Fow 10 use It
ta gel what thoy want, People with hign Intimidalion ratings
soam to radiate auras of autharity
Straet Fighilers can usa Intimidation 1o “psych out” oppanants
hefore a fignt. The usar must roll Charisma + Intimidaticn
ifficulty of tha opponents Willpower ). Each success forces the
aponent to subtract one from her Speed rating for the first turn
anly.
. Wavice: Six-year-olds give vou 1ng right of way,
ss  Practiced: You win an cccasianal slaredown.
Competent; Your gaze is vary unsattling.
eses FExpart, You would be an above-averaga dr

INSrUCIor

sannw gsinr M. Bison

e CREETWISE

[he siresls are a major source of information and maoney, As
wall 38 big-lime trouble, The Streetwise Talent has a varnatly of
usas First and foremest, Strectwise allows you to bland in with
the local soena without drawing attention to yourself. This [alent
algo imparis knowledge of street slang ang "shady” areas

- Movice: You know whom to aveid on the sireet

ss  Practiced: Yau are conaidered cool oy the pepulace
Competant: Youknow the gangs and thelr allegiancas
You might hava bean a member of a gang yourselt,

sese  Eypert You hava spant most of your life on the strects,

ssses Master: It you con't know il il hasn't been said.

Possessod by: Gang Mambers, Winas, Reporters, Homeless
Poople, Detectives

L L]

SUETERFYCE
Yau know how to conceal yaur mﬁfn"mivca; Mareovar, you
Q}w« naw to deciphar the motives of others and how (0 use
g2 motives againzt lhem. The secreis and intrigues of athars
imtarast yau, and you wark at understanding their weaknesses.
A eommand of this Talant makes you the ultimate conversation-
alist, or the ultimate spy A mastar of Sublerfuge can gain
nformation from ancther parson without thal parson even real
izing he's sharing secrets
. Movice: A faw whita lies never hurt anyone.
e+  Practiced: You can pick up in a nightcluts.
Competent, You could be a criminal lawyar.
eees Expert: Used-car salesmen have nothing on you.
snase Master: You snould work for Shadoloo
Possessed oy: Shadoloo Agents. Lawyers, Con Men,
Casanowvas, Polilicians

Skills ara Apilities learned through apprenticesnips or rigar-
ous training. 1f you try 1o use a Skill, but have ng raling in it, the
difficulty increases by ona. You are untrained inthe technigues
of that Sxill and thus have & hardar time accomplishing that task
inen someona who nas at leasl some ides of what he is daing.

E |'.r |r.".|.‘,'l.|-':h'| .TC I|"|-' :

TN
Your senses are prelermaturally amt'r.-. You can, through
sounds, prassure changes, and possibly oven Chi, sense an
cpponant evan whan you cannot see him.

* savice: You can find your way arcund in the dark

without stubbing yaur loes oo much.

v Practicoed: You win Pin-the-Taill-on-the-Donkey games
at pariies.
Competent, You are aware of your ganeral surround-
ings al all tmes,
ssas [xmprt: Few can surgrise yod, even in total carkness.
sssse Master: MNal gven ninja can gain an advantags on you

nthe cark

Possessed oy Strast Fighters, Ninja, Chi Masters

You can drive a car and perhaps other vehicles as well.
Simply because vou have a Drive rating does notmeaan that you
are familiar with all land vehicles. Your difficulty may be raised
of lowered depending orn your general experience with a par-
icular automobile.

. Movice: ¥ou can drive an automatic automobile.
= Practiced: You can aparata a manual/shift transmis
gian.

Competent; Commercial truckar

=swe Expert: Formula One car drnivar

sunnn Masian Evel Kneivil

Possessed by Truckers, Race Car Drivars, anyore with a
driver's license

Leavepsyy

You can get coople to follow your lsad and cbey your orders
by sxerling authority and oy example. Leadershipisn't so much
knowing the technigues of getting pecpla o follow you a3 it is
pang the type of person people will follow. Leadership is often
used in conjunction with Charisma

. Movice. You could coach a Litlle League team,.

s»  Practiced: Your volce is 3 dominant ang; you Can
aaermand silence.

Compatent: You are an effectiva leadar in times of
sirifa

ssss [xpert You attract followers without really trying.

sssss Naster You are s Napoleon, a Churchill —or a Bison..

Possassad by Poiticians, Military Officers, Gang Leaders,
Executives, Police Officars

Secyemy

You are proficient at picking locks, deactivating burglar
alarms, not-wiring cars, cracking safes, and othaer ferms of
breaking and entering. You might oe a burglar; conversely, you
might be a security axpert whose job is to Imgrove anti=lheft
precautions.

. Maovice: You can pick a simple lock,

Ll Practiced; You can hot-wira a car.
Competent: You can disabla a house alarm.
Expert: You can crack a safe
ssmss hasier: Fort Knoy isn't safe from you.




ssassed by, Criminals, Locksmiths, Datactives Securty

CTEALTH

Stealth is the ability to sneak about or hide without being seen
or heard; it is often rolled against another character's Percono-
Lo

- Novice. You can hide in the dark.

*s Practiced: You can hide in the shadows,

sss Competenl: You are an accomplished hunter

ssse Exparl: You can walk silently over two inches of dry

leaves.
ssees Mastar Ninja clan leader
Possesszad by Criminals, bpies, Reporters

SupptAL

The wilderness s a dangerous placs, at least far thosa who
a0 not understand it, The Skill af Survival incluras szaking
sneiter, linding a direct rouls through and relative safety in tha
wildernass, and tracking. Whan you use Staalth in the wilde-
ness, you cannot roll mare dice far your Stealtn Dice Pool than
you have in Survival.

. Movice: You can survive a five-mila hike.

**  Practiced: You are familiar with the wilderness,

mer  LCompetent: You know how to braw natural medicines
Expert. You are at home in the wild.

eenes Mastar: You could find an casis in Death Valiey.

Possessed by: Tribesmen, Hunlers, Park Rangers, Hixers,
Mative Americans

rnowledges include all Abilities that raquire the rigorous
application ofthe mind. Thoughtheralings discuss Knowladges
in terms of college degreas, school is not the anly way to gam
Knowladges — it is simply the most commen. These are
schaolastic Abilities for the most part, but self-study or tutoring 15
dlso possible,

I you do not have a Knowledge Ahility, you canncl aver
attempt a roll invalving that Knowledgs. There are excaptions,
nowawver, such as roils invalving trivial infarmation that anyona
nas a chance of knowing.

Arena

founave travelad and practiced in some of the und grground
arenas. The Arerna Knowledge reprasents an awareness of who
spongars which lournaments, whera they are bheld, &na when.

Furthermare, fighters who host thaeir own tournamants often
stack the odds in their favor by customizing their arena accord
Ing ta their own fighting style. For example, wrestlers might out
alow ceiling on an indoor arena to prevent acrobatic characters
from leaping away, Charactars with the Arena Knowledge will
be privy lo these *home fialg" advantages, allowing them to
prepare accordingly,

. student: You've heard stories about the big arenas.

*+  College. You've seen a few lournaments and 3copag
tha arenas.

*++  Masters: You're familiar with many of the small arenas.

*+es Doclorale: You know all the horrar stories of spec ally
Areras. Youknaw how to pracare far naary any arena
seese Scholar You know the world's arenas ke the back of
MOUT Al
Possessed ty: Managers, Trainers, Bockjes £ ghters, World
Warrors

(oMPUTER

You understand how to operale and orogram compiters.
YZU Might even e able 1o design vour awe system.
. Student: You can bool up a videg gamsa.
*=  Lollzge: Youmade atlaast 2 Bin Datz Process ng 107,
*=* Masters: You are a skilled programmer 2nd can dasign
Your own sallware
Dioctorata: You can hack into nearly ary EySIEem,
sesss Scholar: You ara years ahead of current technoiogy.
fou can accomplish nearly impossible feats with &
compuler
Possessed by: Programmars, Dala Processors. Studants.
Gamsars, Hackers

Investigaro
Al

Tou are trained ta notice all sorts of details others Mgl miss,
and at high levels may function as a detective. Th's Knowledne
also reflects a character's ability 1o corduct rescarch, ot in
ibraries and lnrough interviews.

. Studant: Amateur detective

*¢  Collegs: Paolice officer

*e¢  Professional: Pl Investigative journalist
veee Masters: FBI, CIA, KGB. MI 5. Intercol AR

reven Scholar: Sherlock Holmes
Possessed by, Detectives, Insurance Investigators, Repart-
ars, FBI Agents, Intelligenca Agents

Mebioy

This Knowlsage allows a :hamfr—rr o gve basic medoal
attention ta anctnar. At low levels, Madicine reprasents knowl-
edge of firsl-aid practices. At highar ratings, it reflacts a
carmprenensive grasp of medicinal practices,

. Student: Mothar of small childrer

*=  (College; Boy scoul
Masters: Office safety repraserative
Doctorate | School nuree

emaas Soholar. Paramedic

Possessed by Med Students, Sensei. Managers, Nurses,
Sireer Fighters

Mysteeie

You know some of the worla s eﬂrés and slrange mysterios,
Yo know that the legends of monsters, gnosts ang magic are
truar than madern man balieves. Much af whar vou kpow is
spaculation or sheer fantasy Sill, if balf of the ~artial arls
egends you know are irue. there are awesomsa Special Mansy-
vers waiting to be ciscovered ir the rermota carnars of the world

. Student: You knaw that thers are weird things in the

world's corners,
*s  College You krow all the old wives' talas,
see  Mastars You could sl & yati trom a sasauaich,
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Action

« Not striking a dizzied opponant
» Taking a turn o pose/show off
« Slriking a dizzied oppanant

nant LNCONSCIOUS
inher-Rankad Street Fighter

e Knocking a dizzied oppo
» Accenting a challengg fram a g
» Challonging a higher-Ranked Straet Fighter
» Challenging 2 lower Ranked Strasat Fightar
= Dafeating a higher-Ranked Sireat Fighter
« Dafeating a sgnificantly nigher-Rankad
« Gatting neaten by & iower-Ranked Street Fighter
e Gaiting bealen Dy a significantly lower-

Hanked Street Fighter (four ar more Hanks)
« Defeating an opponent in Tewer than thred turns
« Winning a Match
» Losing a Match
« Using a weapan ar an
s |Jsing a Firgarm
ypoonant held oy somaons alse

B

animal against an unarmed opponent

= Siriking an _

s Performing maore than thras Blocks in & row

» Losing because you fought nanoraniy

s Hasgling multiple cppanents (B0 o More an ang)

» |Jging a manauvar to which yaur oppanent :
rapid succassion (such as multipie leg SWEBDS|

« Dafeating an opponent without taking any damage

ard Glory are gained and last, Thesge actions are rai
li :

I8 gained or lost.

Strect Fighter (four or Mare Ranks)

e |

largely upon the charactar's fghtng racord and skl as wall =
any ta'es of the fighter's heraics in ar out of tha [

{2 T E H 1 i :

Glory can tenetit a charscterin 2 nurmber of ways. Primaril,
A characiar s Glary detarmires Pow olber oeopie in the :
Fighter community traal the character. Wil t
Tanager represant you?

apecial Maneuyear?

Strae
he naw ap rater

Vill the old master lsach YOu by

I.l L]

;Iuﬁraﬁte.': with high Glory oilen find themseives speciail
Inviled to tournaments. In fact, some tournarments Wil nol '-.I||::',':
characters telow a certair Glary ratirg 1o enter ingdivig
cormpatition {usuaily t2am v team CDI'I'I,:JHfItDI"I
These high-Glury tournamenis ysu

'J'i.-!
still open)
dily offer the richest awards.

]

i
i
t I"i'.'.n..l

L
awever, Ulory 15 & two-sdged sward, 1A '
; VIS & two-sdna ard. Tne more popular g
f'ghter booarn s

: ; &8, the mare his ogponents know aoout him He'll
nedin facing opoonsnts whe alreagy know his fighting style ana
SCecial maves. Also, ¥OUNG punks constantly I.H,-U to prova
themseves by challenging righ-Glory fighters.

GAINING RENOWN

The preceding chart provides soms examgles al haw Hanor
A . igh guide-
Aes ony; the staryiellernis the final arbirar of Aow mucn Renowr:

MENTS

has & vuinarability, in

+1 +14
+] +1
I 0
-2 +1
+ +1
0 +1
-1 +0
0 i
+0 +3
+i) )
+0] -3
w0 t1
+0 +1
+il -1
-2 +0
1 Parmanent -1 Permanant
-1 +0
+(1
+ 1 0
+0 +1-3
o _|_|:|
0 +3




Action

Rl :
SUISrNG injury whila Rprotect

; i’lg arn infocast
Runtng fro B

M a chalienga
* Putting a Shadalae o]

| FOUP out of business
* lgnoring some

9Ne in naed of help

» Defeating & much o f
9 8 much more powery| foe

Hanor Glory
* +()
1 i
] 2
o
+0
g |E

In genaral, an audience must be presant in order for a
characler to gain or lose Glery. Even it a character beals a
higher-Aanked opoonent, if no ong hears about i1, the characlar
doesn't gain any Glory, However, Honor losses anc [Jains
equira no audisnce.

Abvanmages

BACKCROUNDS

Mhese Traits are the special qualities and advantages your
cnaracier nas. You will have to decide which of thase your
‘haracler has, and why. If your character has Hesourcas, you

st describe the npature of those assats. Is she fiving off an
inheritance or does she work for a living?

Hackgrounds cannot be purchased with experience — (hay
can be acquirad only during character creation, Thareatter, any
rnew Background Traits must be acquired through game actions
and roleplaying

Alties

Allies are friends and family who supgort the characler.
Trey're not always there, but they can be called upan in times
ol nead. The higher your rating, the maore friends and tamily your
cesrAchar has.

llims are not limited to nermal people; a charactar might
have another Streel Fighter as an Ally, A characier could hava
an Ally in Interpol, or even have befriended a traitor within
shadoloo!

. Cine Ally, of moderale power

.o Twa Allies, ar ona mora powarlul Ally

sss  Thras Allies. or fewer Allies wha are mora cowearful

ssss Four Allies, or fewer Allies whao are more powerful

sesss Fivo Allies, or fawer Allies who have grealer leveis of
power [or influence)

At COMPARIOR

An Animal Companion can be a powerful ally, In fact, a Street
Fighter who sufficiently attures himself to his Ammal Compan-
on can purchase special powers and mansuvers that reflact nis
animal's abilities. (Animal Companion Special Manauvers will
ne gresantad in later Street Fighter supclements, For now,
Yau can oreate your own — see Chapter Seven.] The Storyteller
and player should work logather todetarmina statistics and Trait
ratings far an Arimal Companion,

Anirmals can pa nelplul alies incombat, although they are nol
alowad in rournamants. Some animals can ba usatul soies o
souriers. Tha highar a characler's rating in Animal Comaanion,
the miore exceptional thal animal i and the mare attuned the
character is to his animal

. A house pat. Your animal s tame and well trainec, cut
nothing more.,

se  Lnusual This can be an unusual ar rarg animai that is
somawhat sxceptional. The character stil has ro specific rag
part with the pel.

sss  You havae a ramarkable animal; you also have some
degree of empatnic rapport with your animal

ssss Youranimalis ruly exceptional; furthermare, you have
an excallant rappart wilh it |1 sometimes sanses whan youein
danger and it unoarsiands your commands perfectly

sesas Your animal iz unique. You and yaur Lompanmon are
completely attuned to one arcther. In addition to the aovar-
tages listed abaove, you can also form a mystic link with your
animal for brief pericds of ima. This link allows you 1o sas whal
yaur animal sees, aven ovar graa! dislances.

Arena

You run your own arena, Arenas ranga from small Boxing
rings set up in a characler's garage 10 ENOTMOoUS Caliseums
seating tens of thousands. An arena could even be a remots
island far removad from civilization.

If your arana. or you, become wall Known, managers will seek
vou outin hopes of using your 21ana, Eventually, you could even
NOSE Your own ournamants

’ Small ring set up In & garage or carm,

s A modest ring setup in a dojo or other private place

ses  Apn arena of some renown; some Street Fighters may
actually sesk it out.

seen A well-known arena. Promotars are already talking
apout bringing ther teams to it

ssses 4 grand arena, one which couid vary gasly host a
Worid Warrior lournament. Now if anly thair rmanagers woulg
FEtUrn your calls..

EHG.EJ’N{;

Some Sraal Fighters are assistes by vanous companies and
arganizations. Thess arganizations ¢an ranga from goverrment
agancies, like Interzol, to franchises or coroorabons, ke a
McBurger restaurant chain. The guality cf assistance can vary
greatly, but any level i3 usalul Backing is a two-way sirect,
though. In exchange for assislance, (N2Se COMPDANES and
organizations expact Straet Fignters to perform favars in reilrn

57




- Mincr Company: Yau get some trave x*z-alnrcc ri
exchange tor endorsing some o tha company's products. Ex-
ampies: shoa COMBanies, shampoo companias -‘?-.""C-l” schools.

. LargarCompany: These comparies us. 1ally offer Strest
Fightars frea travel and lodging in exchar ige far minar favors.
Thesa favors could include hand adiivering documentation,
tistriby |t;r"g merchandise, or just checking up on one of |'|_'-_1
company's regional offices, Examples: DEVErag

martial arts schools

comnaanas,
CHIEdl Comoan:as

se+ Thiz can be a company or governmer: croanization
This type of group will usually covar all of a Stres: ghter's
expenses and even pay a small allowancs, |n e gexchange, the
company oftan axpecis survellance missions and accort ser-
vices, Examples: Governmant Huancies, powerlul companies

sess These are companies and services like thaee men-
ioned above. Attnis Background rating, however tha eRaracte:
nalds a position of respons Sty He more or less works coverliy
for the company and uses Street Sighting a8 his cover. Tha
agency or comgany expacts efficier
usuaily pay

service from him ard
swellinexchange. 'tis not uncommaon far a charactar
wilh this lavel of backing to be routinely sent on espionage and
sabotage missions

wmess These are lha world's rmost sowsarful govenmants and
agencies. A character warking for one of thase is basicaly
awned by her backer The missions ara canstantand dangarous,
aut the pay and benefits aro excallant

Conmacrs

Contacts are people the charactar knows whe provide infor-
mation, Contacts can be ANYong, anywnare. You need 1o dacida
befars the game bagins who your charactar's Contacls are ang

. - o | ¥ L -4 oy .
what their working relatiorshios. 4 Contact can ba = yaNe fron
[ --\.hn SIE s e fa I-..--\.-a-' P (S Ey b
A BNOeShInG ooy o & hotel concierge to A
Ponse

Unlize-Alies, Conlacts are rot necassanly interosted in the
character's wei'ara, but Contacts usy aly hava Batter infurma
tion than Allies
Mary timas 4 charactes wil have o oerorm a favor in ratarn for
the information or tavars provided, Of cauras, thers will alsa be
times whan a .'_"-:r"_ﬂ:[ -ZJ;';H:«. not knaw the nformetion the a”ar-
acter sHpksy

v ns

Contacts are not frea f“u*;.‘jz of ‘nformaton

Lantact wilth iitea information

e wa Contacls witn limites informaton, or one cantac:

rtormation

=22 Three Conlacie with Imited
tacts wilh better inforsation.

ases Four Contacts with limited informatian or fewer con

taCls with better infarmation

With - accurais

niosmation, or fawear con

sevee —p Dontacts with limiied intarmation, O [swer con

doifz with batier informaton

FAME

While Glory represents a characier's populanty insine the
fing, Fame represents acharaclar's |_I'F||:LI|J.F||:-.- AMar () Svaryaay
gople. The maore famous a Stres! rightar is, the more peaple
will seek nirn aut. Street Fighilers with Fare aren'’l nacassarnly
famous far beirg Strect Fighters: they ceuld be rack stars or
Mavie aciors

Fame has its inherant advaniagas pecols whe have heard of
YOU May go out of their way o nalg you, Fame has its
drawbackstaa
room daaor at
ook

sharg of

such sz people krocking on yvour Fotel-

all hours of the night
for an autograon,




* You are known 10 & select groug in sociely (ke heawy
metal tans)

»  Your face s racognized oy a majarity of the local
populace You're & lecal celebrity (like the weatnar
mar).

«sa Tou are fairly famous: yaur face and name are Known
by many

eess Yoy are Quite a celabrity, evaryiody knows something

annul you,

seess Maior Star/ Performar. You are a nationally famaous
individual. Your face appears ragularly on magazine
covars ana TW.

Hﬂﬁiﬂf:ff

& Manager handles a Strect Fighter's business, arranging
rangoortation, housing and competition schedules, Managers
~ome fram ary walk of e and do what they do for nearly any
reasnn. Some managers are rich debutantas, with little or no

tual expariance, wha are sl locking for excitement. Other

nagers are themsalves retired ar faileg Street Fighters wha
i can'l get the ousiness aut of ther blaod.
any event, a Manager is the person wha handles the Street
mahtar's (ar team's) daily business. He finds a taurnament,
arranges lransporation and ladging, and boosts the marale of
1re team, & Manager is an accountant and coach all rolled into
gne. The higher a character's rating. the mare comaelant ner
Manager 18
At the Storytellar's discretion, membars of a taam San com-
e paints for 5 Manager, However, the Staryteller should
always have the linal say on how competent thair Managar can
ac, Furthermore, evan if the players do combine thair points fol
aMarager, they snould never spend more than five ooints toial,
. Foor Managar, Few connections and even fewear ambi-
tions. But he's better than nal having one at all.
s Aycrage Manager. She lrigs to work the biz and soma-
mes gets it right. Still, your luggage gets lost more often than
should, and there are soma ournaments you just dan't hear
about until its too late.
see  Competent Managar He gels you to the tournaments
on time, even if he does cut carmers from time to time. He
gﬂerally takes good cara of you Every now andthen, however,
makes a mistaks ang schedules you against an opponent
who sericusly ouiclasses you.
=ene Slick Manager, She's gotthe angle, she's gotthe edge,
“ha knows svery tournament prometar in this hemspnare and
gets you i frant of the best trainers in the country.
sesss Swasome Manager, This Manager has worldwede con-
nections and influgnce. He can get you into any taurnament,
amywhere. If you bold uz your end of the bargain and win your
fights, ther averything's peachy and it's off 1o the next malch —
first class, Howevar, [ you find yourself in a losing slump, you'l
prabakbly nead to find a new Manager — this one doasn t szidan
A sinklng ship.

RESOURCES

Londan, Cairo, Peking: you can go anywhere you wanl 1o,
and you can go first class — if you've got the resources 1o
nandle it. Resources are the character's cash flow. You'll naad
to determire the source of your character's income, 15 1t an
innaritance, or does ne still hold down & job? Where doas ha
soend his meney, and what type of ifeslyle does ne iead?

. Srnall savings: You have an apartment and perhaps a
mowsreysic, [fliguidatad, you would have about 31,0000 cash
Yo have an allewance of 5500 a month.

"o Migdle class Youw have an agariment or 3 condc-
miniurm. If ligudated, you would have approximately 58,000 in
~ast. You have an allowance of 37,200 a manth.

sss  Large savings: fou own a house (of some other form
ot agquity). ' liguidated, you would have G0.000 in casn, You
mave an allowance of $3,000 a month.

sess Yo are wealthy, You own a very large house or
perhaps asmallmansion. fliguidated, you would have 500,003
ifl cask. You have an allowance of 3,000 & month.

essss You are aasily a millonaire many tmas cver, If ligu-
aaied, you would have at isast £5, 000,000 in cash You have an
sllowance of $50,000 a month.

Senses

Yo remain incantactwith your Sensei and stll learn frem bim
[ lime to e, He iz & source of wisdom, training and advice,
Your Sansel could be night next dogr or cloisterad away in a
monaslery somawhere in Tibel In any case, you have an
advantage soma others might not — the ogpeortunity 1@ cantinue
your educalion.

In some cases, having a well-knawn Sensei can affect the
way othars treat you, If your Sensai is known for being honar-
aple. thern others will expect you 1 display similar qualties ano
treat you accoriingdy.

In eoma cases, your Sensail anc Manager might be cna and
the same: this & a remendeous assat However, Background
coints must siill e spent on both the Sensei and Manager
Backgrounds

. An averans Sensel who is readily accessibie, or an
above-averags Sensei who i very much removed from the
madarn world. In sithar case, your Sensei has nal masterad the
rue secrats of vour style, although he is a passatile trainer for
lhe basics.

«v  An above-average Sensei wno is near At hand, or a
good Senseiwnao is ditficult 1o reach. An abave-average Sensci
has mastared all of the basic imoves of a style and has learned
ane ar two difficult maneuvears,

wer A good Sensai who is easy to reach, or an excellent
Sanseiwho lives in aremote part af the world. A good Senseihas
mastered most of the difficult manauvers associated with 2
givan style.

asma A cxcelont Sensai wno s gasy o reach, or a lrug
mactar who is remaoved from the modern world. An axcellanl
Sepsai has mastered all of the special maneuvers asscciatad
with a styla and might even know a few lncks from some athar
styles.

sesss & frua masler who is somewha!l accessible. A true
master has masterad all of the special mansuvers associatad
with a style and has possibly creatad her own unigue manats-
vers, True mastars oflen have a smattering of maneuvers from
othar styles.

CTAFF

Having a skiled sugport team can make a tremenaous
differcrce for some Streel Fighters. A Staff can include stu-
dents. persanal trainars, nulritionists, massauses, chauifeurs,
inancial analysts and sver cheerleaders. Each membar af a




character's Staff is & uniqus indwidual with his owrn skills and
mativations.

Staft memiers are usually playvad oy the Staryteller and they
aren’t always invobved with Ihe story. However, il you want,
ancther player can play the rola of a 5ta¥f member fnoeed an
entire chronicle could be basad around a single Sireat Fightar
and the team that supports her,

The Storyteller will craate statistics for your Statf memoers,

. Cne Stall mamber

L Two Statf members

ses Thraa Staff members
Four Staff members
swems Five Staff moembears

Technigques are the combal abilities learned by Stres: Fignt-
grs. [hey are the building blocks of all sivles and Special
Maneauvers. Techniques are rated in dots, just ke Attributes
and Abilities. The mare dots a character has ing Tecnn que, the
better she is with maneuvers invalving that Technique. Tech
nique dots affect the amaunt of damage a Street Fighter inflicts
and indicate the complexity of the Special Maneuvars she can
learn.

P UNCH

Any and all strikes involving the hand are considerad par: of
the Punch Technigua. Punches can be closed-fistad girect
strikes, ogen-fisted knifa hands, or knuckle thrusts, Almost all
strikes involving the hand and, in some cases, other parts of the
arm are considerad punches.

. Movice: You know to put your thumb an the cutside of
waur fist.

*¢  Practiced: Barroom opponents raraly get back up.

*es Competant: You're good, you can hit nearly any spot
on a foe and treak boards with your bare hands,

s+s¢ Expert: Your hands are lethal weapons. You canpunch
through cinder blocks and shatter bones

seees Master: You can Kill with your hands. You can fell any
lesser oppanent with a single blow and have been known o
punch dants into solld steel,

Kok

The Kick Technigue includes maos! moves invelving the feet
and legs. Thera are many different lypas of kicks: sach atyle
places a diffarant emphasis on their value in comoat, All styles
agree, howevar, that a master of the Kick Technigue is capable
of delivering awesome attacks.

’ Movice: You can sometimes keep your balance whila
kicking.

== Practiced: You can get your foot above yaur head and
nold it there,

ass  Competent: You are capable of delivering kicks of
Imorassive force.

ssses Experl: Stunning, brilliant and deadly maves arc now
possitle,

seses Master: Your kicking ability is legendary, You ars
capable of crushing most opponents.

IL""l.
b LI'. .";-'

Eiocks wark 2 bt differently than athar Technigiues do. Mos
Biocke do no damage. The mora dals a Street Fahter has in ths
tlzck Technique, the more effaclive nis biocks are ang the mar
damage theyll stop. Furtharmaore, many agvanced blockine
Manguvers are availatble only to masters of this Technigus

. Movice: You can get your hands in fromt of yvour face

. Fraciized: You can biock many basic manauvers wits
Soie IUTeRs

»ee  Competent: You're pretty good at siopping a blow
bietfare it hits you.

eses [xpert: Your blocking maneuvars go far bayand stap.
ping purches and kKicks, Mow yau can defand yourself agains|
aven graater throats.

meses haster. You defand yourselt with unsurpassad grace
and precision. All but the rmaost potant of strikes will fal ta harr
YO,

Lifﬁ'ﬂ;‘

Tne Grab Technioue can ne used in a varisty of stunring and
devastating maneuvers, Graos can be used to axacule holds
and throws, bath of which can guickly take the fight oul of an
cpponent. Grabs bavae a range limitation and can be difficuit to
xgcuie agains! a quick foe. Howaver, a wall-traired wrastler
only needs to gel closa to her oppenent once or iwee Lo randar
nim he'cless.

. Movice: You used o wrestle in school ang ramembear
most of the basics.

**  Practicad: You know a few holds, possicly even a
b cr b

=ue  Competent: You're quite good —not Olympls material,
bl good nonetheless

ewes [xpert You are a world-class wrastier and usually
crush ar throw anyene foclish enough i gat clasa 1 yau in the
ring

mesne Master, Your holds are like lightning and veur grip is
like & vise, Faw can match your grabs in the ring.

ATHLETICS

How quickly can you close the distance batwaan you and
your apponent? The Athletics Technigue tells yau haow far you
carmove. The higher your Athletics rating, tha higher you jurmp,
tha tarther you can dash and the guicksr vou can retreat.
Athletics are an integral part af aimost every marcuver, and
thera are many Athletic Spacial Maneuvers,

. Novice. You can walk a straignt line
concentrate.

o+ Practicad: You might nave slaced in high-school irack
meets.

ses  Competant: You can surprise a foe with your dashes

*ese Exnert You could nave been an Glympic gymnast or
a professional acrobar,

wenee Master: You can ‘eag tall buildings in a single oound. ..
(Nal reatly, but vou get the oicture.)

when yvou



Foaus

”|i-'|:. and spirlt can be channeled to perform awesome

5. The more developed the mind, the more Chi energy a
Sipoat F.qh[c can channel to perfarm truly supernatural acts.
rocus governs all Special Maneuvers above and beyond the
anrmal reatm of understanding. Truly superhuman feats arc
anssibla for the master of the Focus Technigue. Firekalls,
mipelectnoity conlral, lelepaliy leleporiation and more awant
tha student whao hones his Foous

. Movice: You can hold your hand over an opan [lamea

i not feel pain right away

«»  Practiced: You have begun 1o e;npl:—re the mysterias af
-ne mind, You have a certain degree of control over the force of
your Ghi

sae Competent. You're eginning to understand the true
mysteries of the inner self. You now have the control to learn
some of the soul's deeper sacrets.

ssss Expart: You have allained naarly lolal mastary of your

 and spint. You can accamglish great feats Ihrough focus-

1 wour inner strength
'-n- Master: Yo |_| have truly mastered the mind and

Wany Wil

spirit
‘sgek you qut to learn from your teachings

AnnTIoNAL TecH

Thera exist cartain other Iechrues thal ara available 1
Storyteller characters and possibly even o playar cnaractars :’r
the Staryteller allows, Thase Tachrques are not alien usad by
Street Fightars, wha considar therm Techniques of dubious
Hanor. Below s abrief summary ot aach Technigque. Storytellars
should feel froe to craata their own new [achnigues as thay cee
fit. The impact of these Technigues in the game shoula be
heaviy before allowing |:- ayor characters o use them.

Firearms: The Technicua of using a gun, This covers all
typas of Firsarms, from pistals o submaching guns o hunting
rifles. Tha kigher the characiers Technigue rating, the mora
accurate a shot he is

Weapons: There ara many diffarent Iypes of weagons a
character can learn to usa. Lach weapan byps ususly requires
a difforant Technique. For mora infarmahor an weapons snd
their uses in comoat, see Chapter Eight.

F.:'

wrighed

{;-hl"'-"F A

Rl o i N Ty

a0 L (g l|| IF.-"I..I i L‘II'[‘
£ NEWVERS

Tomastor the give vou must first understand tha nature of fhe

Hawk. You must seek [0 fﬂwlews grace and dignify, You mus!
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understand its bea

uty and respact its prowess, The lalam is 8
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siand the spint of the Hawk J-“n.:l'

as
— T. Hawk, in & lecture to his stu .;J

cc'n:r!al moves and maneu-
combinaticn of trairing,
Aancuvers range from a

Special Maneuvears are the exc
vars that can only be learnred througn
dizciplng and natual ability, Specia




simpla Leg Swaap o the davaslating Flamine g Lragon Punck or
the exolic Yoga Teieport

Each Special Maneuver has 9 preresuisite of 2omes sort
Fl rthermors, & ::r"l””t“r nustfind & master of a particular Bty
larder lolearnthat stvie's more advanced Spaoial Mansuvors,

Finding and convincin 5, such & masierto teach vou is afen an
;-J-J'-f'r:'ult.-'s: th tse'f. Completa descriptons of Scecial Maret-

vers can be found in Chagtar Saver
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Whal iyoe of bouts Coes your character fignt? The warricrs of
the warld ara divided nte ~ar iy differsant d visiors, 4 Strast
=ightars division descrbeac t*ﬂ type of warricr

e ab wal she 1= ard
Pefmans aefings a lille bir of whal she vaiues., Thare ara
Cerlaimnly mare divisions than thase lisled hera bBut [hase iy

slors-are e most common

|.-|:| [".-LJI\:'-\.- e JI.-'\. :: ':::.i'a':'_; ',-' ::I-I-I..--\.|d-\-"'hl i.-l '-'"."i- O I.| "'|':.|I:'lr "'-:'

Qs are going to fig Most Street Fighlers choose the

e

charact
LN L I L |

Freestyle division, but |r"t:|LL-;I||'r_1 CRAraciers Hr'-Z] stories can be
creatad by ulilizing elemants af ather divisions

=

TRADTONAL
| KT

Ihese warriors usa stricti y adibonal martial aris and rarcly
davelop any special powers or abilitiss. The QY SEE SUCH DOWETS
H3 CIENONCratle ana not trug to lna spirt, Traditionalisie ars the
slaurchest and mast canservative of all Straal Fightars.

raditional matches are the anly legal matshes that may be
aught, Characiers must have an Horor Renawn o at le 5 501
order o enter this divisian,

Inese warriors use any means -ﬂ their gisoossal to ensurs
victory. They roulinely Use weanons and oCcasianally employ
raired animals as well. This |¢. e mest lethal of tha divisians:
martalities are nal urheard of. Duslis: rulos 4 ary from taurra
mant to tournament, but ofton .I.'.—. onily rulz s a ban on firearms,

"J--u.
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head, IM2estyle wariars are some of the most varsatia in the

L |

world, special suills and powers are evident hera, | ary fow

WHARONS are uaad, howsver, for thay are often conciderac
Greacnes of Honor

r"'#"q*-‘?i J 11 L"rﬂ 'L {.

e pinnacle of all divisione. Warld ‘Warrare arethe sheolurs
besl at what they do To anter this aivision. a Chardcter must
have atiained at least Hank Ning in ong of the other divisions.
Allarnatively, a Siraat Fightar who dateats a Worid warriarir a
malch in any olber division may became & Worid warrior,
Secausc few Warld Warriars ok Qutside s division, arno

bacause esablished Worls -.-.r""l rs are such awesoms fight-
8r8. SUCh a lurn of évents is rare.
| Pere is naranking ayater for this divigian (See below). Each

World Warriar cames from another aivigion in whkick :il'l.—' alds

Sank =vary four yvears, the Weord Warriors hoid & grara lourna

ment to detarming the bass amorg nam




RANK

. determines how each fighter is rated within his resgec
_ ~=0n. Hank 18 scaled from one to 12 One is tha lowest
ﬁ;l'..xLa warriarcarbodie 2 dwvision, 1005 the highest Mors than
g fighler car share the same Rark. Rark iz detarmined by a
charactar's standing an the chart below
Rank One
all new warriors begin with this Hank All great warriors sitar|
meir carass hera, A warnor of Hank Ong s cithar 2 newoomar
smeore who used lo be higher Rank and made & seriaus
anal arror. Hank One warriors have fewer than ana win far
gy eo l0858s
Rank Two
AL thi5 pOINT & Warriar 5 just beginning to get nis teet wet, |f
a seasoned warror still has this Rank, he orobably also bas a
parl-tme job to help cover expenses. Fank Two warriars have
lewer than one win for every 10 Insses. A warrior may not attain
Hask Two until he has fought at least five matches
‘ank Three
s Rank Three warrior 13 aither up-and-coming or on the way
w1, Hepending upon whether she is a rackie ar 5 vataran
warrior Rank Three grants a warrior some degras of respect-
adility — twit nat much. Sank Threo warriors havea at least ona
win for avery five logses. A warrior is not considerad Hank Three
until sha has fought at least 10 matches.
Rank Four
wators wno attain this Rank are by no maans slouches,
¢ have put their time into the ring. A Bank Four warrior Is ro
longer thought of as a rookie. Indeed, A Rank Four watriar is a
compatent and skilled advearsary. To attain Bank Four, a warrior
must have scorad ang win far every thraa losses, A warror must
have been in atleast 15 malches before ha can be considered
Hank four,
Rank Five
Sank Fye warriors are worthy opponents indeed. These are
1SONed warriors, Howaver, thay are not exceptional — al
=astnot yot. A Rark Five warrior must maintain one win for every
Ices. A warrior musl also bava 20 matchas under her balt belore
ghe can attain Rank Five
Rank Six
Those who reach Rank Six must e betier than averags, avan
armong Stregl Fightars, Otherwise, they will not be able ta hold
this Ranx for long. & Rank Six warrior needs ta maintain a racard
Stwowing for avary loss . If a Rank Six warrior ever accumulates
nore losses than he has wins, he loses this Rank, & Aank Six
warriar must alsc have fought at least 25 matchas before he can
atiamn this Hank.
Rank Seven
These warriors have atough line 1o tow. To attain Rank Seven,
Gne nas to be good — far better than average, and batter than
most of one's opponents. A Rank Saver warrior reeds to
maintain arecard ofthree wins for avery oneloss, and must have
At lzast 30 matches undar her helt.
Rank Eight

Rank Eighl warriars are some of the toughest around. They
compele on & regular basis and rarely face celest They ara
simost nevar caugnt off guard, and many of tham have deve!-
cped highly advanced technigues and nowsars. Ta "make tha
Qrade” at Hark Eight, a warrior needs 'o have accumulated five
wins for every l0ss and must have participatad in at least 40
mnatches

Rank MNine

A=nk Mine warriors are a selact brecd. A warrior of this Fank
i5 A varitable master of her style. Very fow warriors ever atialn
this Hank; fewer =1l hold onto it. A Rank Nine warrior nesds to
hava accumulatea at least 10 wirs for eveny loss and must bave
parficicaed ir at least 50 matches,

Rank Ten

These are the crome de ja crame. These are the man and
woman who have honed their skills and aniliies to sugerhurnan
levels. They farm an elite socialy all unto themselves, To attain
Rark 10, & warricr neads la have accumulated at least 20 wins
for every loss and must have fougnt at least 60 matches.

Benerms or Rayy

The most immediale benefit of Hank s respect. Ragardiess
of Honor and Slary, & high-Ranking warriar almest always
commanrds samea leval af raspact. Whether this respectis based
on fear or adrmraton depands on the particular warrior,

Anothar benetit of Rark is seniarity, If a judgmant is needes
gt a tournament ar comgetition, the highest-Ranking warriar 13
typically called upon to make a decision. Making jusl and fzir
dec'sions attournamentsis a good way to maintain one's Honar,

Sinally, warriors often give one analher preferental raaiment
sased upon Rank. Althcugh this can be considerad dishonor-
able, there s considerably more leeway given to warrors of
Figher Rank. Blatanily giving (or declining} praferential traas-
ment based upon ancther's Rank could resuitin a lass of hanaor,

A Qrean SLATE

Hanks are limitad oy the division inwhich a warsior comnaetes
Acwarrior might o2 Rank Six in the Freestyle Division, but only
Rark Three inthe Traditional Division. Rank is not transferable.
This is both an advaniage and a limilatian, While a character
docs not gain any benefits of Rank in an unfarmiiar division. he
will have the opportunity @ gain a graater standing n a new
division. This is espeacially helpiul if the warrior has really
harmed his standing in tis old divisian.

When awarrior swilches division, his standing is wiped clean.
Wins, losses, and draws all resel ta sero. I your character ever
returns ta his old divisicn, he has the option of reciaiming his old
Rank ang standing or of starling ovar again,

Tve Disposagy e

Street Fighter characlers have thraa Traits that can regu-
larly change, especially during combat, These are: Chi,
wWillpower, and Health.

These slalislics have two ratings: the permanent ratings (the
circles)and the lermparary, oraxpandable, ratings (the squares).
The tempaorary ratings of these Traits may never exceed the
permanant ralings — althaugh the temporary ratings often drop
eiow tha parmanant ratings as they are spant or lost, As
lernparary ooints are used or last, check off the appropriate
poxag an the character sheet,

amparary paints in Chi and Willpower may be cartially (or
wholly) recovered after each combat if the character can make
a succassiul Honor roll {see Horor early in this chapter). Health
is recoverad througn res! (see Healing Damage later this
chaptar),



Wi LPOWER

Willpower represents your character's innar will, fortituda
and resolve. The higher you character's Willpower, the less
ikely she is to be swayed from her personal code of moral by
Characters with high Willpower are marked oy thair ligrca
dedication to any goal they sat for themsalves, Willpower
ranges from 1 to 10, One indicates a wirak-willed person; 10
ndicates a person whose will is unshakahla,

Willpower has twa purposes, Firsl the permangnt rating acis
45 a canslant statistic measuring a character's permanent
mental fartitude. Secandly, paints fram tha temporary score car
be expendad to enabla the character ta perform cartain special

Only one Willpower paint ©an ba spant during a single turn
A beginning character's W, power is determined hy his
chosen style (aee Chapter £). i
Characters May reqain same Willo:
Henor roll at the 2nd of combat.
Willpowsar (UpD to their Permanentr

WEr with a successfy)
Characters Fegain all thejr
atings) at the endaf 5 stary.

The maximum Willpower rating is 10. No
character's Willpower may sver exceead this rating.

QHl

Chils a mystic energy within a Character's body. This energy
can be used to fuel all sorts of superniuman powers. Charactors
with high Chi ratings have learmed ta regulate ang tap this
internal energy through meditative braathing and ather special
EXercises,

Chi must be spent to invoke many Special Maneuvers, Lika
Willpower, it is partially regained with & suceasstul Honar rall
after combat and is lully restored at the end af a story.

A beginning character’s Chi is detarmined by her chosen
style (see Chapter )

The Maximum Chi rating is 10, Characters may
never have more than 10 Chi,

Heamn

The Health Trait measures how much ohysical and mental
Punishment a character can withstand befors falling uncon-
scious. All Street Fighter o \araciers start with 10 dots of
parmanent Realth, and may gain mare by spending freehie
Roints during character generation,

All characters begin with 10 Health; however, by
spending freabie points and experience points, a
character may increase her Health Trailt to a maxi-
mum of 20.

Damace

A character's Health is lost wnenaver she suffers damaga.
Damageisinflicted by avariaty of sources. Anather person's fist
is the prabably the most cammaon Source of damage for a Strast
Fighter. but warriors risk lifa and limb out of the ring as well,

Darmage from combat is exglainad 1 Chapler | g9t Thi
section provices guinelings for arbitrating damage a characte
rright sustain from other sources. name y failing and fira,

Falling

Lccasionally, charzcters will fall. This could hapzen wha
one of the villaing cut a character's rappeling ine. or when 2
character aossn't quite qrat anto the Iedge, or under any othar
aperopriate circumstances, Consult the chart oelaw to dater.
ming the damage a character suffers,

GNg stary
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A character can try to roll with the fall 1 ne characler tries 1o
tumale whan he hils the ground, thus redusing the amaount of
damage fie suffars from the fall. Tha roll is made with Dextarity
+ Athletics (difficulty 6). Each succese reguces tha damage
inflicted from |ha fall by one Health Layal of camans.

Fire

Mot all fire spaws fram the mouths af yooa warriars, Flame,
BVEN naiurai ones, are potentially dangerous to BYRMYONE, Look
an the charl balow to se2 how much damags an acen flame
Inflicts per turn ot contact.

size of flame

one Heaalih Livel

Firgplace, torah hwa Health Levels

Bontire . |
Raging inferna, axploding il CruMmsE

frnree Heaith Lavals i

A

Heaung DAMAGE

A character can racaver all lost Health after 15 minutes of
rest, uniess the character suffared mora damage than she hag
Health Leveis ramaining, Damage suffared in Hxcass of a
chnaractar's Health Levels is callad aggravated damage and
lakes more time ta heal, Aggravatad Jamage takes one day m
naal far every “nagative” Health |eve! sufforan

For exampla, Guile has already lost 17 Health Levels (he
starts with 20, so he has three laft). Sagat hits him and Guila
rakes five adaitional Heaith Levals of damage. Because ne anly
had three Haaltn laft, the additional two goinls become aggra-
vated damage

Later, Guile sleegs off his wounds and resiores 18 Heaith
Levels. Guile's player marks ¥'s aver twa of the Health sr)uares
on Guile's character shee! to shaw thar ne has sufferad two
Heallh L aveis of aggravated damage. This darmage will take twi
days ta heal (Guile will heal cpe aggravatad wound each day),
Unitil then, Guile only has 18 Health Lavels he can afford to lose
bafore he is once again at zero Haslth,




EPERIENCE

- story, characiers learn many thungs. While much of

i v oarnis praclical knowledae (nal lurming your Sachk on

1 GEPO cnt, for examole) and cannol be recorded, cerlain

ings 3 character learms can be quantihed. As your wamor

continues ta frain and traval, ne will improvea his many Traits 2ano
'f.iili“ new ONes,

A character's development is governed by a system of

axpeEfence’ awards, At the end of each game session, the

i ~ler assigns each character a certain number of exper
i ints. [N many ways, exgerience points are like monay

mic, i San "bank” their experience paints and spend them Lo
:._Idr;_-;:--dgi;-EE[THFTTH!-H_ sirnilar to the uze ol restie porls during
oharacier Greation

Tmis section gives the Storyiellar guidelines on awarding
pxpenence, and also shows players how points can be spant

AwarDie Exverience

signing exparience raquires careful balance It's impaor-
- i3t the olayers feel as though their characters are improving.
.H same timea, howevear, it's aleg important that the charac-
lers don't ecome too powerful too fast. The guidelines below
provide a good framework to guide the Storytalier. The Story-
elisr always has the final word on experience.

End of Each Chapter

serard each character from one to five experience points at
: i of each chapter ([game session). A characier will always
(. &l leastone experience point regardless of whether or net he
sucoeeds or fails, simply for peing thare.

» (e Foinl — Aulomatic: A character aways gets one goint
-?lf'F_-'h' AACH SESSI0M,

» Ona Point — Learming Curva: If the characler learned
something from his exparencas during the chaptar, Ask yaur
rlaver o describa what hig charactar learned balora awarding

THINT,

* e Foint— Acting: The player roleplayed wall — not anly
sntartainingly but appropriataly. Award for excaptona
rilsplaying only; your standards shauld gatincraasingly highar
gt cases, only award this pointto the parson wharolaplayac
‘;EE: n the group.

= Onea Point — Consistency: The charactar acted very appro-
oriately for her concept, Glory and Honor, This reward should be

=n only to those characters who strove 1o better themsealves

& still oeing true to their character concept.

* Dne Point — Heraism: When a character selflessly puts
harself &t risk (for example, running into a burning building tc
gave a child, even though the burns coula inflict aggravated
damaga and thus place her at 8 disadvantage during an
Lpcoming tournament), this deserves an experience paint.
Con't let a player take advantage of this, though. There is 2 fine
ine between Deing herocic and teing a foolish daradeavil.

End of Each Story

At the and of 2ach story, the Storyieller can awarg sach
diayar with one to three agditional experience peints. Thase
noints are inaddition to those already sarned after each chapier
ot & story,

* Cne Point— Success: The group succeeded in its mission
ar goal. || needn't be & comolete success: if the characters
worked hard encugh, a marginal victory will do.

8ot Ul — el Leiuliicas, e prdyar Tdhid ikl e
characier) uses her head to overceme problems and cid ngt try
to pound hesway through every situation,

= Oine Painl — Tournament. A character participated in ang
dicd wallin a lourmament. The character must have increasec
githar miz Clory or s Bark in order to receive this sxperience
point awars

CpENDING FPERIENCE

Aga player, you can spend your character's Experience at
any time. Cttan, increasng a given Trait will reguire that expe-
Jjence be saved over the courss ol sgvera game Se53100s.
Consult the chart below o daterrming tna cosl farn imperoving a
certain Trait.

q.

M AR

L L T il T
= Al Point Sosl &
Naw Fower Pr

currant raling

Wilmowar
cm current rabing
Heallh 4 per noint
Atribute currant ratfr'.c_j,- mi
AbNTIES currant rating xe
gy Taonnigus 3
L?;:nrl:‘u;jen | cuprant rating =3 o

Far example, Bill wants to raisa his character's Strangth from
310 4 Bill's character would have o accumulate and spand 12
grperience points to increasa the Trait (an Attribute is imarovedd
oy spendng the current rating times four, sointhis case dxd = 24

Mot all new Atulities or Powers are readily available. Instruc-
tion in how to do samething must be sought out - the character
needs to find a tezcner. Teachers can ba comman or rare. It all
depends uzcon what the cnaracler wanis to learn. If your Shar
actar 's trying to 'marn how (o aperale a computer (you want (o
buy the Computer Krowledoe for your character), she need
only apoly to any of the hundreds of classes availatble. This
training will be rather aasily obtaned. Howeaver, a character who
wants tolearn how to Yoga Telaport may needto travel farto find
a master whao can teach him this secral. Indeed, finding such a
master could ce an adventura uni Hsell

SUPERHUMAN Toams

It ie possibla, through miense raining, to increass an At
ribute, Ability or Technique above human limits. These
suparbuman levals are attaired by only a privileges ard dedi-
cated few (tha Worid Warriors among them). Indeed, few have
the potertial even to reach thasa heights, However, for those
who do, the followirg excerience costs apply In any event,
Attrioutes, Agilities and Techniques cannot, undar any known
circumstances, bg Incraased above 8.

.".IJF[El-i

i rating x5
CUIren! rating wg
bk e e CUrrent rating 5
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Stves

! have isught vou the secrsts aof Shotoian warate, and vou
18 Decome adequate warniors, You are now carners of he
ving art of Shotokan Karate — for all martial arts are living arts;
ey grow and change and conform to the needs of each
eneration of Sensel and discipla. As with ali Hving things, some
5‘5"'“ alions can be stronger or weaker thar thair ancestors. You
fusiensure that the living art of Shotokan never becomes waak,
For aur sty to live on, Youmustone day share fts secrais with
oihars as | have sharad them with vou. FIrst, however, you must
‘uva ourseives fit to carry on my name and the style of
slhiotakan, Go into the world to test your knowledge by fire ang
By blood. Shouwid you survive ong anough for your own beards
1o gray with age, than you will know that vour Shotokan Karate
i3 sfrong, then you will know that You are worthy o leach the art.
But if you should fall from the path. do not disgrace me by
iBaching vour weak version of the art Botter that the style of
snotokan Karate should die than become g irea that appears
ureat for its age but is roften and weak insids.
— Gouken, to his students Ken and Hyu
Malhing defings a Street Fighter warrior mare (han har
Style. A Street Fightar's style determinas how she fights and
whal martial knowledge she has gained. s the fighter 2 Western
Kickboxer wha uses mostly kicks, or is she a Kabadd: master
Who uses mental powers to defeal har ocppenents?

Listed below are 10 styles of martia!l arts available o Dagin-
ning characlers. Cach style is explainad in detail, and the shyla's
particular spacial moves and powears are listed, A beginning
character's itial Chi and Willpowsr scores are also listed with
each style.

Each style aiso includes the Worlg Warrior ar Warriars Whio
have used the style as the basis of their carcers. For exampla,
Bianka has emerged from the jungles of Brazil i da battle with
his Capoeira stylo, After seeing this bestial mutant in combat,
amy intelligent fighter will have a newfound resgect for the
deadlinass of Capoeira.

here are more martial arts styles in the world of Street
Fighter than the 10 presented selow. Same af these, such as
Boxing or Thai Kickboxing, will be presented in future Street
Fighter bocks, along with the World ‘Warriors who practice thasa
styles {like Bairog and Sagat). For now, beginning clayers
should select cne of the 10 styles listed hare.

Seme Streat Fighters try ta train in many differant styles, but
SUCh combatants rarcly raisa themselves to the ranks of Warla
Warriors. The Werld Warriors have tourd that anly by pursuing
one style can they master that styla's many special moves and
pawers, Street Fighters who switch styles lika cheap suits will
naver altain the awesome special powers that allow World
Warnors to hold their ton ranks,
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f:-il-jp-:!l-llr.’-l starled as a way for slaves i South Amearica to
tefend themselvas. Because any slave caught learning o fight
would be killed, the slaves lsarned to dizguize ther abilty in
their dances Capocira ramaned a oart of South American
Cullire anad was almast exclusively taught there. It wasa't unt)
recently, atter the World Warricrs and Shadoloo saw Blanka in
achon, that this siyla was oven 1aker seriously. This beautiful
and deadly style = now considerad a threar,

—apogira students see their art a8 mars than & comeat
technigue, Capoeira is a way 1o axpress ther reedom and show
their might. Students often comgelc amongst themselves to
keep themselves in the bast possible farm apoegira lighters
tend to be more aggressive than other martial adists, but this
T2iRs them win fights through fear and intimigation,

Students of Capoeirs use thair dancelike moves o confuse
and surprsa therr opponants, Thay raly on spoed and agility to
make quick attacks and position themeelves for follow up at-
tacks. At first, those untamiliar witk this style laugh at the way a
sludent dances abaut — and then the Caposira stylist reveals

CAPOEIRA

Special Maneuvers

Punch:

Head Butt {1 pt; pg. 108) i
Spinning Clothesline {4 pts. pd. 110 e
Turba Spinning Clathesiine (4 pis.; pg. 110}

Kick:

Backilip Kick {2 gts.) pg. 111)
Double-Hit Knee (1 pL pd. 112)
Earward Flip Knee (2 pts.; pg. 1 13)
Ligntning Led (5 pts.; pg- 114

Block

Grab:

Head Bita (2 pts.. PQ 119)
Knee Basner (2 pts; pg. 119)
Backroll Throw (1 pts.: pa. 118)

Athletics:

Reagl Roll {3 pta.; pg. 122)

Rolling Attack (3 pts., pg. 124} 3
Vartical Rolling Attack (2 pls. pg. ..-_if:-j
Drunken Maonkey Roll (2 pts.. pg, | 23)

Focus: : 3
Musical Accornpaniment (1 pt.. pg. ]

the fighting skills hidden in 1he dance, "NoCking hig unsuspect-
Ing opgonant senseloss.

Schools: Capodira nas vany few organized scresls. Sarme
villages in Soutn America teach the fundamantal dance moves

to children as part of formal schosling, but Ihess lassans ofter
lack tha fignting skills inharent to the dance

Tha style’s popularily has recently begun ta grow, but it is shll
very difficult to find = teacher cutside Scuth America. A s'udant
wha wishes to become a trua Cacoeirs warrior must sesk out a
master of Capogira. Good Cagoeira shyiiste laarm thraugh infor-
mal study giractly undar a master. Even so, it is difficult to find
& single Capoeira master who knows all of the style's acrabatic
maovemants and speacial attacks.

Members: Most Capocira siyliste are from South America
or the Caribbean Islangds, although some schoals sre rumored
to be opening in Florida, While some new students from ether
Gultures, the vast majority of Capoeira oractitionars Bail from
2outh Amarnca

Concepts: Tribal warriors explorers, dancers

Initial Chi: 2

Initial Willpower: -

Quote: "Other paopls try to mastiar their styles. Nol we, We
saek 1o master the darce. Can't you faal its rrythm and power?
Your heartkeeps the rhythm and lets the pawer flow thraugh the
dance to sirike a! your spponent




KagapDt

- powerful secrets of Kabagdi ariginatad in the secludeg
cornas of ancient Indtia. Manks whe dedicated thair lives to
mecitation, yoga and lha mantal oracticos of Dihyana Buddhism
cailled Zon in Japan) developed extraord nary physical and
rl-]:f-r.l.:-. powars. Thaey ware said 1o oe abls owalk through walls,
glop their hearlbests tor hours at a time, and parfarm many alher
cugerhuman feas

Luckily, in order o master thaze ahilities, the manks had o

hieve such a state of mental tranguility that they never our
It aecilities toviglent use — axcept in solf-defense Ta defand
thermselves against bandits ang other aggressors, the ancient
yoga masters developad Kabaddi,

“acaddiis one of Iha haraest stvlos to master because of the
stict mental disciphine and bodily contro! the student must
develop. While Kabaddi is less viclent than most othear styles, it
~ongtheless assures victory for i1s prachtioner through weirt
ant unusual tactics. Many Kabaddi masters. through 1heir

laus pody Sontrd’, are anle lo extend taesir very Imbs 1o

JApRonents from across the room. (e supreme mastar of this

1, Uhalsim, can aven move his martal frame 1o ancthar

gfim nspace — he can talapart. The Kaoadd student wha

aspires to such feats must first learn 1o control every molecule
i har bady,

Ever more fascinaling is cartain practitiorers mantal acuity.

They seem to be abie o ignore all distractions and can often

=cond-guess an cpponant's action. The sludant's main phi

aphy is that if your opponant cannot strika you, then As
cannet harm you.

To use Kabadd to the fullest, the studant must be both
mentally and physically tit. Kabaddi stylists often tfrustrate sheir
apponents, driving them inte an urreasoning rage while they
calmly pound away attnem, eventually wirnning the fight thraugh
patience and wise tactics,

KAEADD
Special Maneuvers
Punch:
Head Butt (1 FL: Bg. 109)
Kick:

Slidakick (2 RIS Pg. 114-1 15)
Block:
San He (3 pty. O, 116)
Energy Beflaction 3 Pts pg. 117
Grabh:)
Head Fuk Hoid |
Brain Cracker 1 gt pg. 119)
Athletics:
Cannen Onil (5 pts.: £3. 123)
Flying Body Spaar \2 pis. pg. 123)

Focus:

Chi Kung Healin
Extendibie Limps 14 pts.; pg. 127)
Firetall (3 Pls. pg. 127
Improved Firaha))
Fegensration Ve p 2oy
foga Flame (3 pts; pg. 131)
foga Teleport (5 pts.: Bg. 131)
?Dbra Lharm (2 prs. pg. 127)
Shost Farm (5 Pls. pg, 127
Fiying Firabal (3 pts.. Rg. 127)
inferno Strike (5 pts.: pg. 1293
.I"-{'r'r.'rd Heading (3 Pis.; pg. 129)
lelapathy (2 Pis.; pg. 130)

g (3 pta; pg. 126)

(5 pta.; pg. 128)

) Jgldoe

0 5alh

e

With tha increased prominance ol yoga in the western world,
mare and mare fightars nave sought out this swvle. Practitionars
of other styles hope this is just A fad

Schools: Schocls can be found ecatterad all over tha warld
but they usually admil only a salact tew.

Kabadci is ane of the mare strict and rigid styles. Classes
zegin with a full haur of meditation, Kabbadi exercisas test the
lirmits of evan the most dexteraus fighters,

Members: Traditicnally. only these who have already dis-
played a greal daal of restraint and disciplineg can lake nlaszes
This resiriction has bagun to disappear from most madern
schools, but the bast stugents are still the ones who disolay the
mast resiraint and concentration

Concepts: Zer monks. Yoga instrucions, Maw Agers

Initial Chi: 5

Initial Willpower:

Quote: “You mus! learn to control your faaings ard think of
nothing but your cpponant Only after tha Fght can you think of
winning."

SJOIJIBM PlION B
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Kung fu

Warhal arts schaolars mark the beginning of Chinssa martial
arts as 1na year A.D. 527 when an Indian mank named Ta Mo
cams 1o tha first Shao-Lin temple in tha Hunan grovinge of
China. Ta-Mao faund the monks at the raung Forest lempla ta be
30 physically woak thay could not evan meditate wil hout falling
aslesn e began a congitioning practice amanag the manks:

trus eventually lad o the gractice of martial s

Chver the cenluries the praciice of Kung Fu spread ta FIETIN
difterant templasz, families and dynasties within China. and
bayond to Okinawa and Japan. Many lamples and Kung Fu
hghters developed their own unicua slylas of Kung Fu.

2ome lerrples concentrated on animal styles, daveioging
fighting arts that mimickad tha fighting styles of animals sush as
white cranes, tigers, snakes, craying mantises. monkeys ang
even mythical creatures |ike Cragane. Other Kung Fu styles
sancantrated on the internal Chi enargy within the body, using
this erergy to preduce devasial ngiy pawerful punches and
kicks. Still others practiced axclusively with weapors, becom-
ing masters of the sward, soear, or more axolic wWaInons.

'fis aoundance of styles has made Kurg Fu a complex ard
seautiful martial art. To know that an Cppanant practices Kung
Fudaes not sifer much insight inta how the martial artist dciually
fights, She might practice wing Chun Bung Fu and use flurries
atdirect punches, or praclics Snake rung Fu and focus nar Chi
inta a few salact strikes (o vital coints, Any Street Fightar who
practices Kung Fu has a widevariety of lmchniques and powers
Qoen 1o hear,

inthe last couple of dacadss, kung Fu has become popular
areund the warld, Hollywood has begun using mare martial arts
stars in action films, and this has led o more
up in North America and Europe.

Schoals: There are Kung Fu schools around the world in
dimast any big city, but the student should bewsre There are
very few true mastars of Kung Fu; many schools are run Lwy
milators trying to make a quick dallar aff of the popularity of the
slyle. Certainly, anyone wha hopes 1o survive in the ring of the
Streat Fighters must have taker lassans from a true Kung Fu
master,

schoals apening

Many of the cest schaals and mastars still live in the Far Easl,
and while discrirmination has tdacreased in the last decade
mary Lhinese teachers will slill anly teach Chinese studerts

Most Kung Fu teachers are called Sifu, not Sensel, which is
8 Japancse ward,

Concepts: Azpiring achion-moyia slar, health nut, philogo-
pher

Initial Chi: 2

Initial Willpower: 3

Quota: "Just because one has faund geace with nnaself
dogsn'l mean one is at peace with athars "

gpecial Maneuvers

Punch: 4
Dragon Punch (8 pte -. pg. 107 W
Hundred Hand Slap (5 pis.; PO ]

. R
Hekka Ken (4 pis. pg. ..;EI}: 1
Maonkey Grab Punch {1 pi; 3.
Dim Mak (4 pts.; Py. 107)

ag)

Kick: : | 1;_.1]
Air Hurricane Rick (1 pt; Q-
Backflip Kick (3 pis. pd. 111 1
Nouble Dread Kick (4 pls.. PY. 111)
Lightning Leg {4 pis. rn_;** 4
Dragan Kick (5 pis. P31 i2)
Forward Flip Knee (3 pis. 0G. 143)
Hurricane kick (5 pis.; BY. 114) 2
Stapping Front Kick (3 pts.; PQ-
Dioubla-Hit Kick (1 Pl PG 112)

Block:

Maka Wara (3 pts. pY. 116)
San He (3 pts.; Pg- 116) A
Deflecting Punch (1 pls., P 1 ':I-
Grab: :

Hair Throw (2 pis. pg. 1] } i
Crappling Defense (4 pls. Pd- }

Athletics: e
Drunken Monkay Roll {2°pis.; pg. 123}

“s= amy by
:;:iiung Healing (3 ptg.: pg. 126)
Fireball (4 pis.. PO 127) e
Impraved Fircball {5 pl=.; pE. | 28)
Regeneration (2 pls.. Pd 1l.a_13‘,|
Zen Mo Mind (2 pis.; Pd- 13-1]
Flying Firsball (3 pts.; BY. 127)
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r Amencan Wrastling began as entartainment Among
zs. They used itia develop endurance and agility. T. Hawk
combmed this stvle with ancient mystical teachings
mental strength and the spirits of the *orems

=i
I_'l

about

he result was a
slyle af deadly Ihrows, crushing strikes ana th invocation of
atem Spifits 1o perform myslerious attacks. Native American
|;J.Jrct3:||"l:| nas Decome ans of the fastast rising styles in the
el ]l

]
wve Arm
= "

erican wrastlars are some of the o5t versahle
Iheir style requires them o think fast in oraer 1o negate
ar atiack with an instant cauntar. Thie mindset ats them adapt
aimost instantly to any situation. Mast Cppanents never razlize
lhat thay have just sal themaselves up for a fall until they have
peenpinned. Flexibiity speed and cuneing make Nativa Ameri-
can wrestlers the lisrcest of competitors

Jative American wrestling consists of attacks and counter-
kg 'J"'-"FIJS'.|:—£|Hi"El'-L-'-ﬁa'-.'-'i-:.“-.'-:".'?lrlr_"?;.-' of combinatione that allow
QTEVErse any situation. One of their best WEBHDONS is theair
dy 10 50l & faw In their opporents and dse il against thern
This puts masl fightars on thair guard from the =iart of a maich
[Cils end
The slyle's anly real waakross is that many Hightars naver
garn the mental and mystical part ta e fullesl.

mastering a faw quick Iricks. but nething that co
them mare potent,

hay stop after
uld really make
s with the newcomer T, Haw

12ves N RIS arsenal to win his fir
o make a lasting impras

k. He used only a partion of
stmatch, butitwas enough

sion an the othe compétitors. Othar
wrestlers claim T, Hawk's fame is anly tha

ceginning far this
style,

Schoaols: It i5rathar easy o find 2 schaal, byt these schoois
only teach the basics. The has
American reservalions, but

t sChoals are on tha Mative
15 wvery difficult to alleng these
55238, leachears are very suspicious of anvone af

nan-native
zant,
This style first isaches the main techrigues and than
ingir counters, A student iz Bxpected to be able to learn to reac
loan

¥ given situalion. Trainers keep their students constant|
.Iheir 088 With new halds and escapes.

Members: This style has a very diversa mamacrship.
Mative American wrestiers comein all shapes, sizas and races
Mative American Wrestling trainers can fing ability in almost

18

SO0WS

Yy o

Concepts: Wrastling fan, Clympic
alnlete, studant. shaman

Initial chi: 3

Initial Willpower: 4

Quote: | am not 3 fighter but a
Marrior, | harness n Y strangth from my-
Ez'lfanﬂ|.'uas):iritar_JHneancierll;therns.

s |3 sl

Ny | shall never Josg "

Nanve Averican WRESTLING

Special Maneuvers

Punch: LAk : 110
Spinning Clothesine (4-pts.; pg. 110
Auftalo Punch (1 pt. 8- 1006)

Ear Pop (2 pis.. B9 1-_JE-_|1 m
Shockwave (3 ot pg. )

Kick: | e
Wounded knee (£ pts. BY.

Block

Grab: .

Air Throw (2 pts.; p4. T |

Back Breaker (2 pts., ©9. 118)

Bear Hug (1 pt.. 2d 11E) |

Brain Cracker (1 pt. pg. 1 gy

Iran Claw (4 pts., B9 112) :
Grappling Deiense (3 pls., pg 11 )

- 4 l”'h_':
Pite Driver (3 pis. Pg. 1=

Soinning Pile Driver (3 ;1|:.3.. o 120)
M.ec'.-t Choke (1 pt. pg. 1 20
Stagrmach Pump (3 pls. pa. 12'1_]]
Storm Hammer (5 pts., PO 121)
Suplex (1 pt; PO. 121) .

Thigh Press (2 pts.; pd- 121)

Athletics: 1

Air Smash (1 pt., pg. 122}
Divirg Hawk (4 ots.; pg. Iir.ﬂ\I
Thunder Strike {1 pt.; pd. 124)

Focus: . i 1
Chi Kung Healing (4 pts., |;:E|1
Regeneration (2 pts.; pg. 129
Tnunderclap (4 pts. pg. 130)
Ghost Form {5 pts.; Pg. 127

s a—
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SANEO
Saniie 1s 8 Hussian form af wrestling orginally usad o tast
contestants strangth and amuse the Cears, 1t remained a gart
of Bussian culture even alter the Communists took ovar

Trie students of Santiy balisve their style groves who s the
sirongest among men. It tests not only one's strenalh but also
ane s Wil and students sometimes Qo2 extremes to ocrove thair
siranoth. Zanbo students usualy rasemble the grants of legend
and myth. They lake pride inthairn 192 size and will do anything
w bacome the largest in their vil age,

Unlike mas! styles, Sanbo relies almos Brtirely an strength.
la prove their mighs, siudents may pull wagons loadea with hay
SErOSs a snow-coverad field or fight baars barchanded in 3
snowstonm 11is harg to determing whal is truth and what s tall
t2ic amongst their storiss, but most studerts will be more han
naopy lo demorstrate their strength 1o any doublers

Sanbo uses litte fash and aven lese speed. Wrastlars con-
cenlrate on stunning grabs and HmAzing throws. Opoorents,
assuming that a Sanbao student is clumsy, afen make 1ha
riistake of getting oo close — that is when the wrastier gpiledrives
his opponant's face int the yround, Wrasilars do not always
raly an throws: they car executs lothal s rnkas with egqualiy
deadly results. Their strikes have been known ta Cripple an
opoonent with ane hit,

Interest in Sanbo has recently increased Sanbo studants
nave appearad in the latest O ympics and competed in both the
power-ifting and wrosting avents, They nave demonstrated
their sirenath and stamina by besting suima of the best atnlates
In th world

Schools: Unfortunataly. few schools teach =anba, and
those schools are almost always in Russia. Becausa of the

auvers

special Man

Punch: S
Hundrad Hand 5la0 {5 pts. PY ]

4
Clotnashine (3 pis.. Pg. 1‘_"3.“.
Clothesline {2 pte° P&
g 108)

Spinning
Turno SpinninG
Ear Pop (2 pIs P

119)

Kick: - i
Double-Hit Kick {1 pt: BG. LI

Elock

Grab: A
pir Throw (2 pt3. P 10 _.1 -
Back Breakar (2 pis., BY-

Bear Hug (1 pt.. PY- 1 1:-.#‘_!1 7
Brain Cracker (1 PL pg. 11
Head Bite (2 pis.. BY. 119

lran Claw (4 pts., PY. i If.-ji‘| :
Meck Chioka 12 ots.: pg. 12 y
Bile Driver {2 pis., PU- 120) L
Sibarian Hear Crusher (4 m:'q'[;j
ziharian Suplex (3 pla. pg.- 2 L
Spinning File Diriver (4 pts.; Pg. .

g. 120)

crgmach Pump (3 ote. PO 120)
Supiax {1 pla P4 121) .
Mhigh Press (2 pls., pg. 121

Grappling Defense (3 pts. pg- 1 19)

Athletics: b
ajr Smash {1 Pl PY- 122)

Focus

recent reforms, schools are oeginning fo appear arcund the
woria. and the Russian schasls are now open to ail. 1t is still
difficult (o track down thase schools, but students say the gain
is worth the affart,

Sanba has litlle organization. Students are taught tha ba
and then are axpectad to learn through exceriance. TR
supposed to strengthen the student: it seems 1o have worked a0
tar,

2
]

L
LRI i

Members: Anyone can take classes. bu! Sanha students

are primarily big, strong men. Don't be fooled, though; there are
wamen Sanbio wrestlers, bul lhey ara as big and intimidating as
the men.

Mosl studants train far abaut six months and then begin to
earn he rest by experience. Sanbe studants are trained ir *he
harshest environments in Russia in order to

strengthan the
fightars.

Concepts: Circus sirongmen, bive-callar workers, giants
Initial Chi: 1

Initial Willpower: &

Quote: "Only the strang win baties."



1 : 2 ..E.
Srotoran KARAE
takan Karate ariginatad around 2000 vears ago. The slyle
Wi, 520 by an arder of Chinase monks as 8 form of defanse EPncla'l Maneuvers
|t ras b2an passad through the generations to those who have
aroves themsalyes waorlny champions Though not &8 witlely
gged style, shotokan Karate has proved isalt throughout the
nany years it has been taught.
students of Shotokan Karate are ysually handpicked from
psople who have petitioned a Sensei. Students typically display

punch: .
Dragen Punch (4
Fl am'.';.lg |. ] |3¢g Ll

ots.: Pa- 107)
punch (4 pls.,

pg. 108)

4 ctrong sense of nonor and self-worth, and usuaily push Kick: ek 11 ot pg. 11
W onsalves b thair ienits on & regular basis. They are never Air Hurricane Il'm'l.’..l'ift t g - i
e stied weth winming; it is tha hight they seek, not the prizes, Douple Craad Kick (4 '51":'1"::{] '
Shotckan Karate takas Karaie and adds powers sumimaned Foot Swech {1 Pl PG 0 '1 14)
iartn from the ri.;r:zer 5 DWN BNargy Shotokan manguvers Are Hli_m'il:El,r'E‘.‘ wick (4 pts.i P9 e
atien mind-blowing in their complexity. Skillad students may Whithwind Kk (5 P8 5 i R

dafy the very laws of nature for a short time. Shotokan students
normal attacks are no less imprassive. With but a punch, they
can change the outcome of an entire fight.
Sholokan Karate became the most famous style of Stree
gy when Byu beat the former Worla Warrior Champicn,

Block:

Maka Wara {3 P& pPg.
gan Ha (4 pts RS 116)

y Raflection (3 pts.; PO

116)

-II Ilf':'

wagat, with his vicious Dragon Punch Since than, many naw Enerd
. Fghters have Ined lo seek oul the renowned Shotokan Sensei
Gauken, but ha has naver accapted a naw sludant. S, there Grahb: il Seea
are ather masters thraughaout tha world who will perhaps rainan Back Rall Throw (1 pt.. P9
ambitious young fightar
Schools: There are many schaoals for this style, bul lew Athletics

mastars. Most shotokan schools are locatad in Japan, but ones
. in the wastearn |Jr=::§d thatga | : Focus: 126)
The structure of this style is somewhat simplistic in design Cri Kung Healing (4 pis. pg.
The students start oy learring the basice and then advance by by ball (3 pls.; P 127)
lzarning the complex powers and maneuvers of this style. Eus '-.-'E"d Eiraball {3 pts- pa-
Students are considered to have completed their training when mpso (2 pts.; pg. 130}

128}

ey hawve truly mastered the Dragon Punch. Many students EtU’lr"'”f—j‘ Ehmlma e 0g. 127)
spend years just trying to learn this. Hyirﬁ_ﬂ-""mt'd'l' (& PlS.
Membership: Sefore vou can even hope of getting in a '

~lass, you must have some training in Karate. Then the Sensa
Salhers all the students and holds a small class to weed out the
undesirabiles. The lucky few
whi reman are accepled

fer training. ; :
. Conceptls: Karals mas- >
k

ters, highters, health
netructors, neh childran

Initial Chi: 2

Initial Willpower:

Quote: "We fight not for
wealth or power, but for the
fight itself. What care | for
trophies? The thrill of victory
and the thought of my next
opponent are enough.”

B
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SpeCiAL FDRGES TRAINING

Just afier Worle War |, many nations bagan to mplement
Special Forces Traming fn cartain elfite units in their militarias.
were nothing new, but the onset of the Cold Wa:
rmana oovert oparations much mare imoodant. Furthermaore, the
incrasze n tarrorism created the noad for
Lnits specially trained to hardle terrorisis.

aomea of the warld's better-known Special Forces units in-
clide:

These wunils

military and pahca

United States — Graan Bareis, Maw SEALs, Alrbarre
Rangers. Delta Force, SWAT units, FBI

Russia — Spetsnzs, KOH

England — Erilish Special Agency (Cammy's organ za-

tion), SAS (Speciai Ar
Korea — Foo

Israel — Moz=sad

# %

Services), Royal Marne, M-12

{2 -]
k Saldiars

9 {anti-terrorist police commangos |

France :'-‘,‘nch Foreign Legion
Special Forces soldiers have a mindset of guty ang honor

Ihey are fanatically loyal to their country and their branch of
service. some, after they leave the armed forces. join the
underground fighting circuwl. Thay are usually guite disciplined
ana can follcw any rauline grven by thair trainer, no matter how
rigoraus, Their aen:s:a ::-[ duly to their teamusually unnenves most
fighters in thair stat

spocial %I:es T|1—J||:|r'_:_] fusas Boxing, Judo, Juiitsu, and Tae
Kwon Do into & swilt and daadly hybrid. The style usually relies
an the quickast and deadliast mathad of winning a fight. The
fighter learms o usa any tachnique in his arsenal to win and will
often strike vital lncations to take dewrn an oogonent. Ifa Special
F-:zrces ightar spots a weaknass in an oppenent, he will Ly 1o

ploil il 23 much as possible.

Mozl nations are expandging military operations to countar tha
growing thraat of Shadoloo. While Special Forces lighlers ara
appearing mora oftan, thay are not the most popular compati-
lers in the undarground circult because of ther taches. Most

them on
rear and vanity

frainer's

trained Killers.

Quote:

¢'FJ|’1I'||r1ﬁ o

I el bl..l S[]'I"]Ilpl-'hl

q:-FJIJ"IJ'II"I._'l |f__| -'L"lngll 5
IJC'EIﬂ:' [ [its

£ '-.-ll!'lrllﬁz--hlln_ﬁ |r"-'||

- B9 710)
Ir}.'-:'l\.-\_lll g 1-I:II:I
A, ,-n:.

=
”["3". IEEI :‘TGJ

Kick:
rEr-lr:k Fiin Kick (3 pts. L Pg. 11
il I . -
Imh' © Uread Kjp k(4 pte,
25h Kick (4 P b 119 R
F_ - |
Wing anﬂ hrust |1 pl.: 2
& ' [
. Flying T RSt Kok (3 pts ;Jg 11|£J
|:'5'u| f:WMr:ufT ' bg T‘ISWQ i
Srwarg Flip Hrre (3 5
} pis
I'—fanduram‘ Fick | | PL. pg p?“ -
Igh ® I
o ghtning 20 (5 pty - 0. 114) i
[all} ﬁr.g Foot Sm:-r.—rp 7 ,!:I‘ : ”*' 1
R pg. 115
Block
Grab:

.'dlrr Trrﬂ'ﬁ" |:':| [],m

Mg

I'[-?:Ilr TI"”'D Ay [E F‘

Fjp!r\- N

PG 117)
-+ Pg. 120)

# Ll |
I- ||IE' Dr '|||l'.i‘|r 1'3 IEtS Q | TL]_]
TSI {1

< pis.; pg. 121y
og. 119)

PG 123)

This sty'e usually takes
are up by dawn and in by dusk,

their taame Hoecia

righ{ orutal

| Fars

Schaols: Ther are four types of schoo
Marinas. Lach country has an elite military force. To enrall, just visit & recruitel
away all of the fightar's free
There is little time for any kind of fun: sven wh
aut of the military, fighters usually maintain this grueling scheduls
dream and a manager's grealesl assel.

Members: The average member is someone wha joined the military ta lea
discipline or to better himsall. Special Forces commandas usually begam
Fighters because, alter lhay lBava tha military, they find it r".a,n:j

Concepts: Special Ops military personnel, SWAT agent,
parsonnal, survivalist

Initial Chi: |

Initial Willpower: &
“Yaah

But, hey, &

108 me, You know wihat

other alyles rafuse to ran with a Special Forcas fighter, some won't even
28 commandas blame this on the other sbyl

5, the Army, Mawy, Al Force, a

dom. Special Forces age:

'!'r-. F"_lll' HIE

"-"..|:r:
lE

e find jobs

retired  milite

Iheal



Sumo WRESTLING

5.mo Wrasling has been a parl of Japarese culture since
(hefe Was a.dapan. ummotari (wrastiers) haye D2en raversd a3
greal warriors, and their strength is legendary, The oeopis Ireat
LTI fignters hke kings and the yokosuna [champion) ke a
gid. Sume is a part of nistary that the Japanese eopie real
;,-.:. the utmost respadct.
sumn wrastiors comhbine massive size, strangath and disci-
gl 1. They are tralned to respect themselves their cppanents
o their sport. They show great rastraint as they anter a match
aril bagin by Bowing to their oppanents. This ritualishe attitude
oitan makes other fighters uneasy, bul it is all part of long
standing suma lradition. Each Sumo wrestior feels thal he
r=praaents not only his sport, but alsa his family.

rhe style itself is rathar simgle. Tha figghter usas nis Dody 1o
injure the opponant, The siyic employs & number of punchas,
kicks and blocks, but the basic principle s 10 flatten the

sonanl. Sumo fighters use a numoer at fying tackles that
. =t fighters have nicknamed "The Death from Above,” Thosa

‘I"‘.UI’IEHH who have sxperienced this attack can verify its
=l _.r!l;ﬂh.

In recent years, Sumao Wreslling nas undergone some
changes. The Amaricans had the best Sumo wrestiar until he
was beatan by E. Horda, The Amerncan champion hirnself
signified that Surma Wrestling was gaining notaola recognilicn
m araund the warld. Mow, Sumo wrestlers routinaly enier

-aei Fighter tournaments in an attemot 1o prove their prowess,

schools: Most schools are lacatad inJapan, Thesa are the
bast, but not the anly, schoois, Thera arae Ihree schools located
n Hawaii, One of these schools did producs a champion

Surmo is organized by a complex ranking system. Fightars
are ranked in two ways: by weight and by the nurmoer af tests
comnlated. The weignt porlion is to ensura that smaller fighters
aren’t oulclassed. The tests combine strict mantal discipline
nd rigaraus physical challenges. These challenges rangs
rrom  carrying large
amounts of weight over
long distances to fight-

savaral Sumoatonce.

‘5 tests the fighters
strength as well as his
will,

Members: Sumo
Wrestling is puraly domi-
nated by large men. The
larger the wrestler, the
qreater the respect hawill
ganarally get, but this is
not always the case

Concepts: Japa-
nasatraditicnalists, large
men

Initial Chi: 2

Initial Willpower:Z

Quote: "My zizeismy
greatest weapon. You
may be small and agile,
bul that wan't stop me
from crushing you.

special Maneuvers

Punch:

Head Butt (1 pt.; pg. 108)

Hundrad Hang Slan (4 pts., pg. 109)
Ear Pop (2 pts.; po. 108) h -

Kick:

Foot Sweap (1 pt. pg. 113
,'-:“:_r:mrﬂmg Faot Sweep (1 pt.: Pg. 115)
Louble-Hit Kick (1 pt; pg. 112)

Block:
Maka Wara (3 gots pg. 116)
San He (3 pts.; ey, 116)

Grab:
Knee Basher (2 pts.; pg. 1 19]

Athletics:
Flying Head Butt (2 pis.: pg. 123)
Alr 3mash (1 pt.; pg. 122)

Focus:

Stunning Shout {2 ote.- Pg. 130)
Toughskin (2 pts.; pg. 130)

g jgjaed)
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THAr Kiekgouwe

Martizl Arts in Thailand originaied as an offshoot of various
Chinese war arts, such as xung Fu. However, the style of Thai
dickboxng, called Muay Thal ("Moo Tie”) in Thailand itself,
developad ndependantly of Chinese influsnces and became
avery distinctfighting style. The fight IIIH:.[-HE was used by the
peogle of Thailand (then known as Siam) to cefend itself
arwm"r 18 many naig f|"'-.':.r|ng| ﬂnﬂm}f nazicns, The Thai []F"[]-’l

ccjrgthr-:'f~ar¢~f|t.1 .h::n m:uuht:l,,-la. ar -Jth CowWer DfT"n::IIa"n" 5
fighting arts became legendary,

Az Tha'and's fighting arts devaloped, Ibey becams a
compehva sparl that s condained the brutality of their found-
ing war arts. Thai Kickboxing became the official style of the
country, and schoals were quita common in all parts of Thai-
lanrd  ®ids throughowt Thailand praclice kickboxng just as
children i other countries practice soccer o basketball. Tha
Kickboxing compétitions are incredibly popuiar events in
Thailang and are growing 'n populanty in octhar countrias as
wall, Unfortunately, the sport’s success has led 1o a great deal
af gamrbling and the nvolvement of organized crime.

Thai Kickboxers are astrangs mix of discipling and ran will
Muay Thal figntars are rancwrad and often fesrad by fighiers
of other styles becauaof the brutal and intense raining tha Thai
Kickboxer endures to parfact his art. AMuay Thaifighter shows
an aura of confidence throughaout a iight and wall nevar show a
sign of weakness (o his cpporent. This mades some believe
tnat they are impervious 10 pain.

'he actual fighting style of Thai Kickboxing is one of most
birutal ever seen. The fighar uses every part of her arms and
egs in a fight. She constanily xicks, elbows, ounches and
xnees her opponent in a relentless race to bring him down in
the fastast and barshest way possibla. A fignter will target her
cpponent's joints and head. This has oroven to be the end of
soma fighter's careers

Thair raining techniguais noless brutal, =ghiars strengthsn
their arms and legs oy receatedly striking treas. walls and
other hard and seemingly mmabile objects. This training
sarves not orly to sirengthen a target area. but deadans i as
well, This 15 what possibly gives them the inhuman resistance
& paln far which they are famaus

With tha cefeat ot Sagat at the hands of Hyu many warnors
i tha Street Fighlar circuil began lo behave hat the supenarity
of the Muay Thai fighters was just hyoe. This is & belief that has
cest many fightars more than just a match: The majorty of
saasanad fightars ramembar the heating they recavad from
Thai Kickboxers and will tall you nat to get e cocky with them—
you may find yoursslf gaing down far the count.

=choaols: Schools can now be fourd all over thaworld, but

few olfar [ne gqualily of rainng of those in Thailand, The schools
In Thailand are where some of the best kickboxears and teach
ars can be found. Thai Kickbaxers ouwild lifelong associations

willy [nair chasen school, reprasenting the school o tha sing.

Members: Thai Kickboxers are chosen from the most
promising young students and train right and day fram chils
neod to be fighters. Many prafassional Thai Kickooxers know

of no cther ocoupaton,

Concepts: kickbhoxars, oym brainers, ex-champians.
Initial Chi: =

Initial Willpower: 5

Quote: "Train hard, fighl hard and honor your school wilth

wetary. '

al Maneuvers
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punch ; : e
Dragon PUr =n {Tiger Uppers

Ethow Smash (1)
Flarmnig Cragan Punch (4]

Spinning Back Fist )
T Punch (4]
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Kick

Double Dread rick
Cioubie-Hit KiG k(1)
r‘l||::|u'|j o~ I'||t e g~ [.-H

]

Flylng Knee Thrusi 4
Foat Swesp | (1]
Lightning Leg (4)
Woln Tal=18 Knes L ]
'Ii':lg[.}r K.rieg (&)

(2

Block
Maka \Wara (23

Grab
Brain Cracker ﬂ )
'.|-E'.El Easner [E“'

Athlethﬂ

- " faglaitatey ‘%hmu'.cir-*r Butt (1)

il

Fu:u :
R Kang Healintg (4]

cirapall (Tioer b Siraball) [4)
To ug'n-f-,ktr'i (3
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Western KICKBOXING

Western Rickboxing pegan as an attempt to make the martlal

e
 —
=
p— arts more appealing to American spectators, [t comined Ka — aUVErsS
memall  rate, Kung Fu, Boxing, and Thai Kickboxing. It made somewhat gpacial Man
g at a splash when it first became a sport and aired on national
il T.V., but Amearicans soon became bored when they saw it did punch: R
not have the same flash as the other martial arls. MNonglbeless Fist Sweep (2 pts., Pd- ¥ I*|HE-}
=l it has its share of practitioners, Dashing Punch (5 Pts-i PE-
T kickboxing trigs 1o be & mare thought-aut version of Boxng, Turn pynch (5 et Pg ; IIE_:E"I
and its students prove 1L They try 1o blend the showmanship of Hyper Fiet (4 pis.. PY: 08
ors bicxing with tha miscipling of the martial arts. They take some of Rakka KEn (5 pis.. DY 109) 110) i
- rmsrti= ars simpler moves and sgice them up with spins and cmnning Back Fist [1 pl. P& = E
i — jumps, | his may accasionally appear 1o be a waste of time, out = e i wpuckie (3 pts., Py 1) 3
mare than ana fighter has lost his temper, and the matek, to a SNFIERTEE S50 ]
BT skilled Kickboxer. 3
Western Kickboxing borrows rmany of its kicks from both Thal Kick: e pige pgs 1Y)
b kickbaxing and Karate, and gets its punchgs from Boxing. In Doutiia Dread KIEk I'J > -”f:-*'l. 1192
fact, most good Western kickooxars starled their carssrs a3 Flying Kree TI"l"-'-‘C'iIIk"rF'”: _""]H 115} i
amateur boxers, srepping Front wick (4 P-sﬁ.l. $1¢%
} Hacently, Kickoxing has relurned (o tha spotlight Sevearal ahda Kick (2 ptss Pe- I 13 ‘
— new movies based on this spart have been released. and Double-! fit Kick () ptiRg: i 'I‘iL'.:“'l'
malches nave apoearad on tz2lavisicn. The Jamaicarn-barn W{mmm:ﬁ Kree |2 RIS pY- iy
linhter Dee Jay has both amazed and entertainad the warld by
TAen adding s own kind of magic to this sport. With the right
BBl guidanca, Western Kickboxing could prove to be a stunning Blaght._; ©. n (1 oL, pg. \15)
Ty new style Deflectitih Funcs - -
Schools: Schoois for Kickboxing can be found in avery
major city. The schools found in Philadelphia, New York ard Grab: S 149) \
S Washington, D.C. are usually the best. because of the cities' knee Basher |2 plh,” .:,11_.';- 118) |
f— deep boxing background. This doesn't mean that schools in packrall Theaw AR E:I'Q1 1'3"1.
R ather citles are bad, but the good schools are harder to find. Brain Cracker (1 pt.. P& i
i Kickboxing is one of the most crganized styles. It follows the i
— nt:urmalwtraini-!gl and puf:ulia:ity format that made boxing a suc- Athletics
c@s5, he training Itselt is just as hard as boxing, somalimes
morese. Managers and trainers normally keep fighlers on A8 =
I strict schedule that takes away much of the boxers’ lres time Focy?
s i

and liberties. This may. seem
bothersome, out most trainers
will gradly show the door to re-
tellious or discbedient studants.
Members: Anyonscan irain
o he A Kickbaxer, out few acty-
aly necomea fightars, Most give
up: others just don't nava what it
1akas. Most of the bast fighlers
ara Kids off tha streat who have
samething to prove.
Concepts: Strast tauah,
gang member, baxar, athlete
Initial Chi: 2
Initial Willpower: S
Quote: | 'va ceen [ghting all
iy life to get off the sirests, ano
Kickbaxing showed ma bow. |

owa it my fifa.”




Wy SHu

Tha words YWu Shu mean "art of war® in Chinese. However,
wu Shuactually originated as amore peaceful way of practicing
chinase Kung Fu, Whan the Communist govarnment togk con
wolof Ching, they abolished the widespread practice of Kung Fu
gt replaced it with the governmenl-sponsored sysiem of Wo
Sl WU Sny was meant to ba | morg acrabalic, s [OrmaEnese-
qriented art form that creserved the Chinesa cultural aspacts af
K. F-.J but did nat include too much study of fighting. The
e ment fezred that widespread practice of Kung Fu coula
leac 10 trained fighters who might ogposa the govarnment.

This has l=ft many people in doubt as to whether Wu Shu is
5 walid lighting style or just a bunch of oretty moves. No one
sounts thal the slyle is noredicly demanding on its practitio
nars, recuiring leg strangth and flexibility not found in any other
gtyle. Hacantly, Chun Liand other lightars have emerged from

~ato show the Strast Fighter circuil tha! the llashy, acrabalic
n o cesof WU Shiu areindead effactive combsat maneuveErrs,

Al Shu students begin very young, when their ruqrﬂ-wts enrol

i into Wu Shu schocls to begin training for the Chinese Wu
Shu Olympics. The training continuas throughout the child's
youlh, emphasizing speed and extreme flexipility, Students of
wiu Shu exemplify poise and grace. They are disciplined and
gemonsirale & constant willingness 1o better themselves.

Wi Shu camhbines the fighter's natural acrobatic akility with

anced fighting techniques. This usuwally makes Wu Shu

ichitioners amang the quickest combatanis. TI'E'r strikes arg
quick and right on targel, but beautiful to wi th a stunning
gracs

Schoals: [here ara Wu Shu schools in nearly avery country,
zsithougn the best are in China. Thay are usually found in areas

with many gymnastics or acrobatics schools

L T Tl e -
cial Maneuvers
;:-:' ...I-:.-_:

Funr.-ll.

|.-.-'.

. HEH’H F{en f‘i pts. pg Fl.‘.‘I‘B]
_.: E_pmmnn;i I-'-inucb:re (3 pts i ;_rg 1TD]I

Eoidag

Alr Htrrru,anc t1pt.: Dg 11' Fj

Hau:h; Fiip Kick (2 pls.; Ag: 1T1J :

E[}'rng Thrust Kick (4 pis:; Pa. 'g‘h?} 74

E;'g;.r..rard FJ.!r:il Krea (2 pts o, ‘FfE} |

L; Hanmtand t{r::-r.{1 [ pg ‘ITHJ}:
H’urr:l: ane: Kic -:{,.; pis.: pg 114} -%'

Lrﬂhtmng Lag fE PlE pg. 114)

; ;:Steppmg Front Kick (4 pre - pg. 115}

ﬂ:;QWiﬂd Kick {4 pts.; pgi 1 LJ} &

‘3 nub!e Hit Hmh (1pt.; ;::-g 2] &g ﬁ -
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Roifing Attack (3 pits - pg’ 124)
'u"E.rl‘Jl;al Hulnpg,mraﬂk {E' piE. pg 5] *

 Wall Spring i pt: Py 125) L i
Dmnl-gen

Teachers of Wu 3hu are n2arly as strict as dnll instruciars
Thay expect students to perform well bayond thei ootential.
Studants wha fail to pull their own weight ars usually asked 1o
ston attending classas.

Members: Wu Shu has more female practitionsrs than
males, but this is usually because of the large number of
females in acrobatics. Males can also lzarn Wu Shu.

Concepts: Cirous acrabat, pymnast, dancer, performsr in
the Peking Circus

Initial Chi: 3

Initial Willpower: 4

Quote: "| am not just a fightar | am also an artist
impartant thal my attacks og perfect; one arror and my oppa-
rant has wan.,

It 1=
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Punch:

Head Butt (2 ols., P 109)

Power Uopercul (1 pt: RY. 1053
gpyinning Back Fist (2 pts.. P {10}

- Kruckie (4 ptsi PS 110}

SpinnING
suftalo Punah (2 pts.; P9 106}
{10

Snackwave (4 nts.; PY-
Ear Pop (3 pls. P 108)
nonkey Grab pynch (2 pts., PY: 109

Triple Striks (2 otz pd. 1140}

Athlatics:

Alr Smash (2 pts.: PO 122)

Flying Rody Sped (4 pis.. P9 123)
1230

od Butt 3 pts: PO
aramp (4 piss PY
pa. (LY
mis.. PY- 124)

ach (4 Pl £d

Elying He
Elying Hee!
gump i1 P
Eolling pitact {5
yartical Rolling A

425)

wall Spring (2 P ng. 129)

Blocks:

Kick Defense {1 pt.; PG
eunch Defense (1 L. ng. 116]
wiszile Raflection (2 pis. BY- 116)
naka Wara (5 pte. P9 118}
Neflacting Punch (1 ptipa: 115}
Frergy Reflaction (4 pts.; pg. 117)

115)
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.&.In'.uﬁl anyane can sludy Yhe basics of martial arts, but mos:
paoole don't have the patience or discigline ta advancs ta tha
higner levels ot thair style. Only a rarg individual has the mental
discipling, shysical abiity ang fighting spirit to become a master
af her chosan art. Only these few maslers evar perfect what
otrers call spacial powers of the martial arts. These superhurman
af Pes often dighnguish tha winners from the losers on the
S -t Fighter circuit,

wlany Street Fighters distinguish themselves by their mastery
of Special Maneuvers. These moves display such impressive
martial prowess thal hey hecome recognizable trademarks of
the wiclder. A warrior is identified by and rememberad for nis
spacial moves, Everyone knows that if yvou stay within arm'’s
reach al Honda, you'll have a hundred bruises to show for it
'mmost cases, a Special Mansuver iz the result of talant and
tr-ning. By practicing a move countless times, a Street Fighter
hana the maneuver 1© superhuman levels, However, in
sCMe cases a Special Maneuver is actually 3 manifestation of a
superhuman ability, The rigors of training, the focus of medila-
WO ana the zacrtice of dedication evake thase [atent powers in
6.4& Street Fighter.

Croosing Your Powers

[ you plan on using one of the World Warriors far your
nardctar, your special movas and powers are already listad
with the World Warrior's stats. Just ook up the descriptions of
your World Warrior's powers in this chagter so vou'll know what
you're unleashing whan you cut loose with one of the specia
moves,

It you're designing your own character, you've gal ane last
slage of character craation to complete; selecting your Sgecia
Maneuvers, Whan you designed your basic character, vou hag

- certain number of points ta spand on diffarent Traite. Now you
nave a number of Power Points to spend on Special Mansuvars
and Combao Maneuvers, For a starting Street Fighter charac-
ter, you have seven Pawer Points with which to buy Special
Mansuvers. If you want anather move or twa, you can get an
extra Fower Point or two by spending freetie points.  Faur
[reebie points tuy one additional Power Point (see Chapter
Four: Charactar Craeation)

Each of the spacial powers dascribad n this chagter has 4
Fower Point cost associated with it. Sometimes Lhis cost giffers
for ittarent etyles ot martial arte, and some moves arg availaole

anly to Street Fighters who practice a certain style, You can
spand your Powar Paints on nearly any Specal Maneuver you
choose. bul walch oul Tor the prarequisites 2ach move has
(prerequisitas are explained below).

Hemember ta choose your powers caratully. Special powers
ara difficult o mastar and taka & long hmae (o leam with P;rpﬂrl-
ence. Your characier had befter e ﬂb-e [0 sunvive, Inanc aut of

the ring, with the powers yau salast.

Weiar Do e Numzers Mean)

“You cannol defing the spirit of the dragon! When | kick, the
gragen spirit s unleashed within me, It Iifts me into Right and |
real my chi rush to my ir.c»-:'m feat untif the vary alr axplodses in
the dragon’s liery anger.”

— Fei Leng, in an nterview for Kung Fu World Magazing

The description of each Special Maneuver includes numbers
dand miforrmation that deiing how the move 18 [garmed ane used in
combat. All these numibers are explained below.

DREREQUISITES

“You have o walk halora you can rn.

— Oid adage

You don't see many beginning Streat Fightars rockenng @0
feat into tha air and bushng loose with a Flaming Dragon Punch
Ken cerainly didn't just wake up one day with the ability
parfarm it. He learneg the technique ovear many yaars by first
mastaring athar tachniquas along the way. First Gouken laught
him an upoercut punch, then a jumpng uppercut. then a true
Cragon Punch, and finally Ken went on to parfact his Flaming
Lragon Funch

The same progression helds e for any Street Fighter who
wishes to master a special power, especially the mast paweriul
manesuvers, Tharefore, each special power description iIncluces
4 list of prarequisites. Before a charactar can buy thal special
powear, he must mest all of the prareguisite requirements.

Thera are two types of prereguisites: Technique leval and
mastery of other special powers, Tachnigue level prareauisiies
arg gimpla — if 2 power nas a preraguisie of Punch +ee then a
Street Fighter musl have three dots in his Punch Techniqus
pefore he can learn that special power

I'he other yoe of preraguisite is that tha characler must hawve
vasterad a bazic spacial power before she ¢an gurchazse a
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more advanced varsion of il Far example, a character must
have already purchased Dragon Punch with Power Points or
through experience before she can spend Powar Points or
experience an Flaming Dragor Punch

Mary scecal powers will have both types of Preraquisites.
For example, both Punch s=sss and Dragon Punch ars necded
befora a character can buy Flaming Dragon Punich,

Power Pomrs

‘Sure, soma days 'd ask mysell if it was worth it Every day,
bustin® my head on the tarmac ‘cause | dicin’t flip all the Waly
around in the Flash Kick. I'd kick ug over my head, and then
gravily would grab me like | was oullin' 2 4G climb in 5 F-18 and
slam me headfirston the concrete. My buddias would laugh, but
Fjust got ug and practiced it again, and again, and again, My
huddies don't laugh naw, excent at the foolboys who come o
the airbass thinkin they can fake ma on— take me and ity Flash
Kick on, that is."

Guila, in an interview for Fortune Soldiar Magazine

Maslerng Special Maneuvers takes uncommon delermina-
tion from a Siraat Fighter. Moves must ba practiced endiessly 1o
achieve true mastery. The Street Fighter must not only be able
o pariarm a technigue, it must be a natural part of the fighter's
arsenal, allowing the Street Fighter 1o parfarm the special power
eflexively in response to an opponent's move

Fach Special Maneuver has a Power Point cost listad for it
The cosl to buy a move depends on a character's style, as
shawn under each maove. For example, tha Power Point cost far
amove might say "Wu Shu 3; Any 4", which means that 2 Wu Shy
stylist can buy the power for threa Power Paints, and any other
style must spend four points ta buy tha power.

However, some movas are only available to cartain stvles,
Unless a power lists "Any" under its Power Point cost. then anly
certain slyles can buy that move. For example, a Special
Maneuver might have a Power Point cost that reads "Shatokan
Karate 2; Wu Shu, Kung Fu 3." This means that only Shotokan
Karale, Wu Shu, and Kung Fu slylists can learn that Manetvar,
and characters of those three styles would purchase the ma-
neuvar at a cost of two or threa points depending an their style,

DeSORIPTION AND SysTEM

Each Special Maneuver also has a short explanation of what
the power is, whal it loaks like when it's executed, and how the
power was developed or how martial artists train 1o parfact the
maove.

All the gritty rules infarmation is listed under the System
neader for each power. A lot of the rules might not make sense
until you read the chapter on combat, but Yyou can ask your
atorytaller abaut tham.

Mary moves require a Strest Fighter to spend ane or more
points of Chi and/or Willpower befora he can executs the movea.
Chi and Willpower costs are listed whera applicable. If a
character doesn't have anough Chi ar Willpawsr to pay faor the
mave, then he cannot perform it If the fighter is interrupted and
cannot cerlorm his special move {victim moves out of FAMNQE,
fighter gets knocked down, etc.) he can always choose not o
perfarm the special mova and save Ris Chi and Willpower, Qnly
wnen the mova is actually performed does he have ta spand that
pawars Chi and Willpower cost,

MODIFIERS

Fach combat maneuver in the basic varsion of Streey

Fighter nas thraa moagifiers: the Speed rmodifier, the Damanas &
g Ui

basic manauvers like a Jaz Punch or a Houndnouse Kick. Tha
miodifiers for these basic manguvers are givanin Chapter Eighe:
Cambal.

modgifier, and the Move madifier. Every character has certain %

i

All of the special maves and cowsars in this chapter alsa nave %

these thrae moagifiers, which describae the maneuver in terme of
e pgame rules. For examole, a maneuver's Speed modifiap
determines how quickly a fighter can execute this mave. Some
moves take longer to executa than athers, Farexample, Honda's
Hundrad Hand 3Slap 's slower than Fel Long's biindingly fast
Rekka Ken ounches. This is shown by the Hundrad Hand Slan
power having & lower Spead modifier than the Rexka Ken.
Similarly, a special power's Damage madifier indicates how
hard the oower hits, and the Move modifier determinas how f=r
the characier can move whila excouting the manauver,

How mocifiers add up is fully explained in Chagter Eight, For
now, keeg in mind that the higher the number, the betler. Alsa,
you'll see two different kinds of modifier numbers ‘isted for
special powars, If a numier has a plus sign (+) or minue slgn {-
) in frent of it, you will adg or subtract this number 1o another
number. If the number is wrilten out, than the aumber is sl and
nothing gats adaed or subtracted toit. For instance, "Speed:
Two" means that the total Speed for this Special Manauver is
two. |t doesn't matter what the character's Dexterity is; any Lima
she uses this move her Speed is 2. However, a modifier of
"Speed: +2" maans that a character's Speed while using this
meove increases by two {so a character with Dexterity 3 who uses
this move will have a Speed of 5 in that combat turn). Similarly
"Damage: +0" maans that the maneuver dossn’t add any dice
to its Damage roll, "Spead: - 1" maans that one is subiracted
from the character's Speed, and “Mowve: None™ means thal the
charactar cannot move out of her hex that turn,

Sheom Maneyyeps

%
¥

Ly

Here they are — the descriptions of the specific Special
Mareuvars. [he powers are grouped in six catagaries (Punch,
Kick, Block, Grab, Athlstics, and Focus) according to the
Technigue on which they mainiy rely. Far examaole, you'll find
kKen's Dragon Punch under Punch and Bianka's Ralling Attack
undar Alhlatics,

Ihis category of special moves includas all the variety of ways
martial artists have found for using ther hands in combat, The
category also includes albows and even head bults

Buffalo Punch

Prerequisites: Punch »»

Power Points: Native Americar Wrestling 1; Any 2

The fighter clenches both hands together into ane big fist
abova his head and swings bath arms down an tog on his
opponent's head. 1t is said that some Native Americans could
stun a full-grown buffalo with this slow but powerful punsn,

system: Lze the modifiers halow,

Cost: MNone

Speed: -2

Damage: +5

Move: (ine
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im Mak

Frerequisites: ['uncn wess Focys sse Thi Kung Healing

power Points: <ungFu 4

nim Mak is tha art of the death touch. Mastars of [Dim Mak
A055855 38cret xnowledge of how Chi flows within the burman
::;J.;wa The hurman Body's Ch catterns are saidtovary according
o the fime of day, seascn, and many other esotaric factors, A
raster of Dim Mak possesses whowledga of all of these factors
g ‘utiizes itto pinpoirt vulnaraile locations on his eppanent's
b ¢ thus, ameare finger thrust can gisrupt a Chiflowand bring
gl sorls of misary 1o the viclirm of the Dim Mak strike.

| egands of Dim Mak say that it is possible for tha master o
rpuch @ wictim and delay the damage o the viciim's body by

goconds, minutes, days, or evenmanthe, Certain orossure coint
strikes can paralyze the limbs, alllict the victm with specific
miseasas, and even Kil with one blow.

The arts of bnake Kung Fu come ¢losest to maintaining ha

Jecge of DimMak, but a qualitied teacher is extremely rare
yatem: While there are many effects of Cim Mak that a
ae tollor should feel free to includs for dramatic purgoses, use
‘im Mak in tournament combat has cermain specific alfects

Whenaver a fighter strikes an oppanent with a Dim Mak touch,
damage 15 rolled normally, bul tha attacker inflicts two extra
effects. Thefirstisthat she can decide to delay the damage trom
e strike for any specitiad number of turns, The damage will be
apcied againsl the opponent’s Health at the beginring of the

ified turn, The character coes nat have (o (el har opponant
i1 the aamage will be dealt, but the player should tell he
storyieller or wnile 1t on a pieca of pacer.

The secend effect 's that the allacker can tempararily lower
one of the victim’s Fhysical Attricutes by one point per
succassful Dimd wlak strike, Prysical Attributes can-
not be lowerad below 1 in this
mannar Ihe
Victim's Speed,

Darmage, and natural resistance temgorarly drop 23 his Dexter
ity, Strength or Staming is reduced. Any tests invelving the
atfectan Attripute rmust B made using the lower score, The
victim can regain thesc ost points after combat by making a
successiul Honor roll, as if the points were Chi (see Chapter Five
an ragainirg Ch)

Exarnple: A Dirn Max oractitioner slrikes an opponant. She
scores three damage successas. The fighter can choose o
apgly this 1o the victim's Health now or wait to apphy it any
nurmber of turns in the tutura, In adadition, the fighter chooges 145
lowerr the cppanenl’s Strenglb oy ane (she has struck 8 point
along the victim's rib cags that 'eaves his arms fesling numkb
and weak]

Cost: * Chi

Speed: +(

Damage: +

Move: i O

Dragon Punch

Prerequisites: Punch #»e= Jurp, Powar Uppercul

Power Points: Shotokan Karate 4, Kung Fu 5

zouken is the anly living master wha is known to teach this
incredibzle manaeuver. He has passad it on to his studenis Ry
and Ken, and thay have used it to forge their names amaong the
ranks of the World Warriaors.

Systam: [ha Uragon Hunch s a leaping uppercut that
counts as an Aegral Maneuver, Tha lighter chooses any ong
ground or asrial cpponent within his Move range to suffer the
Dragon Punch's wrath, Opporents in the migdle of Asrial
Mansuvers suffer a Knockdown if Ing Dragon Punch scores
damage against them (as if itwouldn't!). Grounded opponents
are simply <nockad back one hex frem the farce of the blaw,

Tha foree of tha punch carrias the fighter high into tha air, Tha
Cragon Punchcan be used ke the Athletics spacial mave Jump
o avald incoming projectile attacks; however, if it Is used to

[ 130Dy}
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interruzt and leao o
cannot ba used agas

Cost: 1 Willoowsa
Spead: <0
Damage: +i
Mave: 2

vier 8 projectie

alttack, the Dragon Punch
nst the opponant firlng this orojactile atack

Ear Pop
Prerequisites: Funch »»

Power Points: lative Amarican Wrast NG, Sanbe, Sume 2; Any 3
Tl'x—' tig wrastlers of Russia, Japan and Narth Amer s Gouls
Aot ’m many surcning lechnigues thal would ser iausly zlow
nthar fighters af their style, until they developed the Ear Pac
This nasty move is nald to be dishororable under some taurna
ment rues, | he fighter slaps both sides of his aoEorent's head
with his hands 5.u;1f“.|*,-‘ cupped This causes incredible air
PrBESUIS 10 rush into the cpponent's ear's. stunnir 19 her and
COssibly causing loss of Neanng when s why tha movais nald

3R dishonorabla oy soma)
system: Thiz strixe comalesly
Stamina for curnoses of So

eirike

Shoonmanl =
tha Ear Poc

ghares the
aking damage from

Any fighter who uses
Henor paint.

Cost: ans

Speed: -

Damaqe: -

Move: -1

Ire Lar Pop gulamaticaily loses one

Flaming Dragon Punch

Prerequisitas: Funck sesse Frous se Dragen Punch

Power Points: Shnto«ar Kuratu.

Kan was not satisfiad with his ability to executs tha Dragon
Funch, so he lrainad Iur.g and hard to mcrc-a_. tha already
davastaling mova. Ha laarned ta focus bis Oh into ki at during
the tuncnh, causing his fis! and anything nit by itte Burst inte
fla

E\ystem: The a.“"ing Oragon Punch s identical o the
rrgular Dragon Punch, with the fodowing excent one Ay opoo-
mEat hil with the ':-"”n g Dragon Puach suffers a IKnaskdown
regardiess ol whatners the opponent iz on tha ground crinthe air
1" the Flaming Dragon Pureh is used on ar ag Parent slanding
N8 nex adiacent to the fighter ithe fighter using the Dragon
Punch doss not Aave 1o move in order to L._. nAxt o the

aprongnt), the Flarming Dragen Punch will kit *wicel The o Ave
gestoral two dumm,i—: tesis for her character s punch,

For examole, during & comaat twrn Zange's player plays a
Rounchouse anz dasides to mova next to Ken ‘o dalvar the
DURCH, Kan's olayer decides to intarrunt L angief's a::l.l;-r: winer
he mig Hussian moves rext to Ken, Ker's piayer reveals the
F'I:n-.- g Dragon Puneh ¢ artt Bacause Zangief is right naxt 10

Ken when Ken baegins h laming Dragan Punch asclion, Kar
gets to hit Zangief twice w h the punch

H [

Cost: 1 Ch 1 Willeowea
Speed: -1

Damage: +5

Move: -2



pi-ad Butt
i requisites: Puncn e
v war Points: Capoeira, Kabaddi, Sumo 1; Any 2
wihan the knuckies wan't do, some fighters use their heads,
wany styles practice heag butt sirikas as part of ther close-
grie fighting srsansl al maneuvars. Figr ||i— 4 have o undergo
gueling raining o perfect this move. Trairing invalves cond:
ianing a fighter's forchead totake the purishment of the hit, Tae
fight&r cangs his head on pacded wood, then bara wond, than
prichs. then siane This gradualy toughens the Tighters head
g =ecan crack just about anything with one salic blow from
q 1l
system: Lsa
Cost: Mans
Speed: [
Damage: +.J

[

Move:

the modifiars below

undred Hand Slap
aregquisites: Funr
zgwer Points: Sumo 4; Kung Fu, Sanba 5
..-._.FI’T'IEH sumo wrestling matches, sumaton ara nal allowed [
strike with a closed s, only with slaps and galm heel strikes
peing anopean hand. This restriction has led sumatorito develop
ar awesome technique that utilizes open hand slapping. With
lhe Hundrad Hard Slap, tha sumobor craalas g bluronghy fast
flurry of shrikes o overahieim an cpponent.
2 strixe’'s name derives from the factthat sumetariwho tran
I zrfectthis spacial move practics by striking A large woooen
post 100 himas as anI a1 they can. & fignter is timeg on how fast
he can deliver the blows with his open hard to the wooden post;
overyears oftraining, heis expected to reduce this time to undar
two saconds! Even the thickest posts oflen arack under the
lorrent al narmmering blows,
System: A fighter whe uses Hundred Hand Slap in combat
fatg i roll three times for damage, using the modilier given
w for sach sirike
+0ost: 1 Willcower
Speed: 2
Damagea: +i]

.luve: One

Hyper Fist

CH sesnes

Prerequisites: Funch #=++ Fower Upcercut
ower Points: Y\ostom Kickboxing 4, Special Farces 5

se Jay has ;e-r‘erﬂ'ecj a lot of busiress for dantists with his
chinsnounging Hyper Fist. Other fighters have tried te learn the
Miove wiln varying degrees of success. Fighters who master the
Hyper Fist are able to throw a flurry of uppercut punchas that
puund ther cpoonents with multipla mits.

System: The lighler gels ol three damage tests against
the victim of the Hyper Fist.

Cost: 1 Wilpowar

Spaed: -1

Damage: +0

Move: Ore

Monkey Grab Punch

Prarequisites: "unch = Crab »

Power Peints: <ung Fu 1, Any 2

Migrelatively simele Special Maneyver criginates from Mor-
Fung Fu. The fighter lungas forward, grabbing and pulling

ay anapporent's blocking ar

7 with ane hand, then deliver

againet ar apoonent, |

ing a guick ounch wih ner remaining hand,

Syatem: The Monkay Grab Punch works just like tha Lasic
Maneuver Strong Funch, bubil s slower and ignores Blocks: 1
tme fightar's targel Blocks, be does not got to add nis Bloox
lechiiaue to his Scak iotal the damage hom the
Mankey Grab Punch

Cost: Maona

Speed: -~

Damage: +°

Move: -0

against

Power Upporcut

Prareqguisites: Furch #

Power Points: Ay |

This move s reiativaly hasc as Special Mareuvers go, but
mare than ana Siresl Fignler has won a tourramant with braad-
arct=nullar moves ke the Power Upoercut This powseriul Bunsh
starts low ang crds high above the Fghtar's head. By using ner
ec) and back sirength, the fightar can deliver scme figroe powsr
with this gunch. The lolal commitrment to the punch asaally lits
the fighier slightly off her feet as she p_mf:’uee Amavard

System: [T the Power Upparcu
opponent’s Aerial Manauver, the Uppercut will alss
cause 3 Knookdown {if it scares damage). knocking the oppo-
nerl oul of the sky befoere he ¢an 'ang hig own mave

Cost: MNonz

Speed: -1

Damage: +3

Mowve: Ono

8 LR o nlerupl an

Cower |

Relkika Ken

Prerequisites: Funch #+ss Athelics se

Power Points: Kung Fu 4 Weslern Kickooxng, Wu Shu S

The Rakka Kan maneuvar was develoocd by F& Long. He
combinad Ihe speed of his Wing Chun Kung Fu punching with
new concects of footwork. The Aekka Ken is essentialy a
special kind of punching cambination. First, the fighter Ei:—.mes
torward and delivers a clindingly fast punch Tris first punch s
followed by advarcing steps and up to bwe more consacutive
aunchas. The rapid three-punch comoination can devastata an
apoonant in mere seconds.

System: The Rokka Kenis similar to olher Cambo Maneu-
vers [sce later in this chapter). During the first turn of the Rekka
Ken, tha player usas her Berka Kan Special Maneuver card
along with any of the three Basic Mareuver punch cards (&b,
Strang ar Fierce!, The punchisresolvad rormally, butthe Rekka
Kan gives it +3 extra Spead beyond 15 normal Specd rating.

For up to two subsequent wms, the slayer can continus
;:Ia-_,f:r'.ul e Rekka Ker card along -HiH rn=--:|L|I-1r r.-' Inc l =H ‘mJ 1et

the samsa DD[‘.‘I-‘JI‘IE-F:_, Aard |.1r.~, ljd-”'c'lgﬁ from :avh |:u*1-:r" COMm-
oines for purpeses of dizzying the opponant

A special showmanshio alwaye accompanies [he Reklka Ken,
¥ a fighter uses the Fekka Ken far three consecutive ums
he fighter is cbiigated 10 take a momanl
to strul his stuff, posing and nowling in overconfident zaal. Ifthe
fighter does not take aturn to dothis, na osas hrae lemparany
Glary paints. | ke doas noss, ha gats the standard +1 Glary
(temporary ] for snowmanship.

Cosat: 1 YWillcowsr partirn usad

Speed: Sce cescripton above.

Damage: Ses description above.

Mave: S8 description above,

signanuny |opaads

L oJaaeg)
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Shockwave

Prerequisites: Punch sess Frcus se

Power Points: Native American Wrasting 3. Any 4

Malive American warnors can strike the earth with a mighty
flist, causing it to tremble and quake, The force of tha strike
32N05 & shockwave straight across ha ground; this tremar can
tocple obijects and people, The Shockwava Maneuver can ever
Gause some walls to buckle and crack as their supports vibrate,

system: The character chooses a straigh! hex-line down
which to send the shockwave. Tha shockwave extends for a
numaoer of hexes equal to the character's Strangth, beginning
with the hex adjacent to the character,

Anyone standing in cne of the attectod hexes (characters in
the middla of Asrial Maneuvers are not affacted) suffers dam-
ag¢ and i3 Knocked Down, Note that Shockwave knocks
Bvaryone cown, evan il an oppanent was blocking or dign's
sullar any damage from the maneuver.

Cost: 1 Chi

Speed: +(

Damage: +0

Move: Mone

Spinning Back Fist

Prerequisites: Funch s«

Power Points: Special Forcas, Wastern Kickbaxing 1; &ny 2

This punch gets its power fram the roatisn of the fighter's
body. To deliver the Spinning Back Fist, the fighter steps
[orward with her rear foot, pivoting 180 degrees backward ta
Strike with an outstretched pack fist, The move is powerful and
allows the fighter to advance on an opponent as she delivers the
strike.

System: Use the medifiers balow.

Cost: MNone

Speed: -1

Damage: +2

Move: +1

Spinning Clothesline

Prerequisites: Funch sees Afhlatics ses

Power Points: Sanbo 3; Capoeira, Mative Amarican Wres-
thng 4, special Forcas 5

Whirling destruction| The wrestler spins her body like a top.
Her outstretched arms club any opponent rear her. She can
wade through a gang of street punks, sending them flying in all
diractions.

System: When using the Spinning Clothesling, the fightar
moves and altacks simultanecusly. Whan she initiates 1ha
mave, the wrestler makas a damage test against all opponcnts
shanng her hex or in an adjacent hex, All ooponents who are hit
are knocked pack one hex from the wrastler. The wrestler then
maves one hex and repeats the round of damage rolls, She
kesps moving and making damage rolls until she uses up her
Move or decides to stop.

Anyone nearby who is executing = Crouching Maneuver will
not be hit,

Cost: 1 Wilpowe:

Spead: +

Damage: +0

Move: -2

=spinning Knuckle v,

Prerequisites: "unch === Athlatics «, Spinaing Back Fizt F

Power Points: Soecia Foroes 20 Westarn Kickboxirg, Wy 8
Shu 3: Any 4

This move 1s an agvanced version of a Spinning Back Figy
Instead of taking one step forward ard spinning inle & back fiar &
the fighter actually dances forwara, taking seversl Lody-turning
cross-staps before delivering the altacs. Tha Spinfing Kauckia
uses the lightars advancing motion to agd power to the o s,
Furthermere, the fighter actually delivers two back [ists a the
and

Systeam: "2 fignter gets to roll lwo damage 12sts. as the fist
Connacts iwice

Additionally, the fignler's dancing, turning steps allows Rim tg
svade projectic attacks. If the fighter interrupts & proectile
attack with a Spinning Kauckle, the fightar gets a chance 4o
dodge the prajectie just as if ke had used the Jump special
move (see the Athletics spacial moves section),

Cost: * Wi cower

Speaed: -7

Damage: -1

Move: -C

= |

Triple Strike

Prerequisites: Punch s+ Kick »

Power Points: Any 2

Thae fightar pulls back into a light position, almast as if sha
were blecking, and then lashes out with twa fists and a kick nQ
root at any one target naxt ta her,

System: The fighter ralls damage tor 2/l three strikes, bul the
targel only sutfers damage from the two sirikes that inflict the
most damage (tha third one s assumed lo hava missed its
mark). Forexample, the fighter ralls damage for the two punchas
and the kick, scoring two, ong, and three successos on the
darmage roils. The two- and three-point damage strikes ara
applied to the targe!; tha punch that scored only one damace
success is ignored,

The two punches have a +0 damage madifiar: the kick has a
+1 damage medifier. MNaturally, the damage for tha kick is
calculated using the fighter's Kick Technique, even though the
Triple Strike is a Punch Special Maneuver.

Cost: Mone

Speed: -2

Damage: Sze description above,

Move: MNone

Turbo Spinning Clothesline

Prerequisites: Athictics sees Suinning Clothesling

Power Points: Sanbo 2; Capoeira. Specia’ Forces 4

Frustrated by the spead of some opponents, Zangiel warked
hard to make his Spinning Clothesiine faster.

System: This mova is identical to the Spinning Clathesline,
except that it is guickar and travels farther

Cost: 1 Willpower

Speed: +1

Damage: +(]

Move: -1
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by Use twa Clus when you canuse four? That's what many

a3l artists ask hoxers and cthar streat Srawlers Who rely

gy antheir hands far combal, Some Sirest Sighlers’ Kcksare

1 1I|---- 5 mare gocadly than ther hands, All the kicking spacial
moves ara faund in this section, including the use of <nees.

Alr Hurricanes Kick
Prerequisiltes: Prerequisites: Fick svee Afhlcting #es
i, Haericane Kick
rpwer Polnts: Shotckan Karate, Kurg Fu. Wa shu |
Inly after they had pagun tasting themsalves n Siraat B ghtar
nbal cid Ryu and Ken fully ar LI--_-Z::-J e spint af the =urri-
~ane, allowing them o fiy on the winds of fury as they deliver
their Hurricane Kick
System: | his move works jJust < e sTancarg SurrcHEns
Lick [see the Hurricane KicK cescrigticn}, exceptthat the fighter
hag trained herself to exccute the move while airborng. This
ws the fighter 1o jump over incoming grojectie att Ju"l-t“ (EBE
Ath'atics spaciE move Jump) and lr & axecute e Hurr-

e Bick from the kigh point of her jump ta 'J"‘"L'.'-""I-.J on nar

.; ents in a blaze of spinning feet
ghe * Chi, 1 Willpowe

Speed: -
Damage: -1
Move: -1

iackflip Kick
‘rereqguisites: ick #=, Athlotics

Power Points: Cacoera '.-"'.'L: =hu 2 Kung Fu, spacial
Forces 3 Any 4
This move comiinegs acrobatics and a powerdul kil into a
special move that can ratile an opponent and simultanecusly
wurniale the attackar to satety
System: | he fighter wails for ar opporent o close, and han
arrupts with a sudden backflip (Capoeira teaches & back
wd spring), kicking the would-be attackar as the fignter's feat
sep up and thraugh it the back fip. The lighter (ips gway,
landing two hexes straignt back from the cpponent ang thus
arevanting the cpponent from striking back. This mave is cne of
Mg faw timas a fighter may move alter rolling damage in he
'.: turn.
Tne Backflip Kick doas not count as an Aerial Maneauver,
Cost: Maonsa
spaad: +0)
Jamage: +-
Move: Two (cackwarss)

Doubla Dread KXick
Prerequisites: Kicls === Doucle-Hit Kick
Power Points: VWestarn Kickooxing 2: Kung Fu, Shotokan
Karate Special Forcas 4
This speoal move s a fast combination of a roundnsuse kick
L spinning tack thrust kick, The fighter stuns her opgonent
dath 3 quick kick and then spins into the more powerful thrusl
< CA batore the onppanant can recover
System: The move scores two damage es5ts o0 s wvichm.
The first test has a +1 Damagz Modfier; the secand h.jr a+d
The first hit knocks the ¢ ppﬂnr_r back ans hex: tha second hil
<nocks bim back ancthar hex, Attar tha first hit, the i ._]l Bl MILSE
‘ave encugn Move eft to advance nic the hex out of which na
tkrocked his ogpenentin orger o deliver the second Rick, Ii
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the fighter's intended victim is at the maximum Move range of
A=} 'H[tq.:l.lfl‘:'. [na righz:r car 2hil Fellp tha :irﬁt ick inka fna E"m[:lt::.-'
nex infront of the victim and fire off 1he second thrust kick &t the
Opponent.

Farexamgie, Dee Jay's Move far his Double Draad Kick is ais
Alhlatics rating of 4 plus the maneuvar s modifier af +1 lor 2 1otal
Move of & If Balrog is standing six hexas away, Dee Jay can
move four hexes, Ihrow the first kick inta thin alr, and then
advanrce into his fifth hex of movement with the second sgirning
Inrust kick This last hex of movemant puts nim adjacent ta
Balrog, a0 be can hit Balrog with the sacord damage test {with
he +4 mogifier) and knock Balrog back ona hax, I Ba rag had
baen any closer, Dee Jay could have maved 1o him, &t Aim with
the first kick (at + 1 damage madiiier). knackeg Balrog back ans
12X and maved nta the now-emply nex to deliver the seoand
kick

Tha damage roiis inflicied by these two kicks do not comsing
to dizzy the cpponert unless lhey are part of 2 greatar combi-
Aation maneuvar

Cost: 1 Willpower

Speed: -2

Damage: + 1,

Move: +1

H4 (e desenption abave)

Double-Hit Kick

Prerequisites: kcx +»

Power Points: KurgFu. Saroo. Sumo. Wastarn Kicsboxing,
Wu Shu 1: Any 2

Many stylas feature combination kicks that use one leq to
deliver two kicks n rapid succession withaut tha k cking oot
tauching the ground in batween. Usually, tha first kick lands low
and tha second kick lands high

System: Tne Kick hits twice using the madifier balow
Upponents execuling Crouching ar Aerial Maneuvars will only
bxe hit ance,

Cost: None

Speed: -2

Damage: -1

Move: -1

Double-Hit Knes=

Prerequisites: Kicl »»

Power Points: Capocira 1; Any 7

This is a close-in move popular wilh Capoeira dancers. The
lighter leaps into the opponent, allawing his knes to smack tha
victim's stomach and continue inta the cppanent's chin

System: Holl twice for damage using the madifiers below
when using this move

Caost: Mone

Speed: -

Damage: <[

Move: =

Dragon Kick

Prerequisites: Kick sesss Sonis sess Jymo

Power Points: Kung Fu 5

The ancient art of Dragan Kung Fu is the anly system that has
presenved knowladge of this mystical technigue. Thes fignter
aps the spirit of the celestial dragans, rising Into the air in a
twirling kick while his focusad Chi spurts fire from his lcg. The
<lck 's beaulifl ard deadly

System: The Dragon Kics works idartically to the Flami-
Cragon Puncn, Like the Flaming Dragan Punch, it is an Aer
Manauver.

Cost: * LN,

Spaed: -|

[ I'.'"J' ' i I l':l'q'.-":'ll

Damage: +4
Move: -2

Flash Kick

Prerequisites: [ick «ss Afhjciing ee Foope se

Power Points: Scecial Farces £, Any 5

Guile’s rademark wick is ore of the deadiest movas on th
Sireet [ghtar circuit. & fighter who Fas mastarad this mow
crauches down oetore springing into an senal back f i@, As he
body flips aver, her foot sweeps a deady = in front of her
Enargy trails ater the kicking foot, adging sizzie lo tha kick
When Guila exacutes the kick, a blaze of sonic cnergy folows
15 foal. Grher fightars throw arcs of flame or elactricity behin-
their kick ng feeal.

Ina Flash Kick is a teugh maove 13 12arm. It requiras a combi
nation of atnletics o execute be back Hig, Chi focusing

-elease the anergy, and kicking talent ta plan: tha faat undar ar
ogpeonent's jaw.

system: L'sc the modifiers below, The Flasn Kick will alec
infict & Knocedown aganst opoonents whe were execuling
Aerial Mansuvers. Tna Flash Kick itself s an &enal Manauver

Cost: 1 Chi, | Willpower

Spead: -1

Damage: +/

Move: MNone

Flying Knee Thrust

Prerequisites: Kick == Athlotics »

Power Points: Special Forces, Western Kickboxing 1: ny 2

This mova has quickly become a favorite among beginning;
StreetFighters. IPsfast, covers alotof ground, and sl hits hard,
Ihe fighter launches into a quick bread jurmp and flies into the
Gppanent, driving a knee right inta bim

System: Uiza tha madifiers below. The Flyng Knee Thrust /s
an Aerial Maneuver.

Cost: 1 Willpowear

Speed: -1

Damage: <~

Move: 1

Flying Thrust Kick

Prerequisites: Kick sses Athlotics sees Jump '~

Power Points: Special Forces 3 Wa Snu 4; Any &

This move requires strong legs! The fighter thrust-kicks into
the air sc hard ha actually ifts offthe ground and rockets into the
air heel-first with his boay inverted.

In order to perfect the mova, the fighter has to gevelop ha leg
flexisility Io cdo a tull sglit and must have superhuman leg muscle
congitioning. One-sgged sguats are copular fraining exercises
amandg fighters who wish to devaloo the strength io do a proper
Thrust Kick.

System: "na [hrust Kick warks just like a Dragon Punch. It
can knock down aenal apoorents and be usad 1o jumg ower
firgballs. The Thrust Kick is an Aerial Maneuver

Cost: 7 Willnower

Speed: +C

Damage: &

Movea: -7



‘ool Sweoeep
rarequisites: Hicq =
Jower Points: Shotckan <arale, Special Forces, Sumo 1

b
This ow, powerfu! «ick 15 intandad 10 srock an opgonent off
wer fret and sernd har crasning o the ground

system: Victms of a suceessiul Foot Sweep suffer aknocs-
snwn i adaition lo normal damage. The Foot Swaep is &
Crouching Manesuver,

Cost: Nore

ipeed: -2

Damage: +35

Move: -

Forward Flip Knco

Prerequisites: Fick == Alhletics +=

Power Paoints: Capcocira, Wu 500 20 Kung Fu. Specia

ces 3 Any 4

[nis move is very simiar to the Back fig Kick, except tna
- ghier actually launches nie & forward flip over the head of At

aonent. As she drops out of the forward tlip. the highter uses
Fer hardy weight 12 drive her knee inta the cpponent's back,

System: The fighter must allack someone standing in her
awn hax or an adjacent hex. The fighter moves one or two hexes
forward to land in & nex on the far side ot har apponant. As the
lighter lands, she rells for damage. If the ighter interrupted an

eonent's atack with the Forward Fig Knee, the cppananl

‘nnot executs his declared attack an the tightar, who has naw
iiaped behind Rim,

The Farward Flip Knea is an Aerial Manauver.

Cost: Mone

Speead: -¢

Damage: +4

Move: Two

Great Wall of China

Prerequisites: Kick sssas | nhlning Leg

Power Points: WL Snu b

Mo one inthaword is known 1o possass this awesome DOWar.
It is widaly beld that its cx stenceis anly supsshillous NONSensa
After allno ore alive coula possess the kind of icking atulity
necessany to executa this maneuver, Mo one aliva

System: When sxecuing this maneuver, the fignier chooses
‘hree connecting hexes adjacent 1o nirm. He then fills thes
haxas with a superkuman flurry of kicks that to the naked sys
apnears like a solic wall of leg and foot. Anyona in the hexes i3
hit three timae at the damage listed below

Cost: 2 VWillpdwer

Speed: -

Damages: '

Move: Mone

Handstand Kick

Prerequisites: iick == Alhelcs *

Power Points: Spacial Forces, Wu Shu 17 Any 2

Tha fightar herds over, puts his hands on the grounc, and
presses hiz legs up into a handstand. The legs snap up with the
farce of a kicking mule, oringing an aireorne opponent town for
a crude larding ar just choging a ground apponent under tha
¢hin,

System: sz the modifiers below. Acrial opponants wil
suffar a Kneckdown in addition to damage

Cost: Mone

Speed: -1

Damage: - <

Move: -2

for Spec

shawn.

Straight Hex-Line
Movement

Stralght hex-line movemant is used
ial Maneuvers like Hurricane
Kick, Whirlwind Kick, Rolling Attack
and many others. The Character can
anly move In one of the straight lines
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Hurricane Kick

Prerequisites: Kick sess Afhlatics sse

Power Points: Shotokan Karata 4; Kung Fu, Wu Shu &

By embracing the raw power of the hurricans, the tghtar litts
nimeelf inta tha air and spins flike a cyclone, As the fightar spns,
s oulstrelenan ool carves a deadly path through his oopo-
nents, mowing them down like wheat before g scythe.

System: )\ character cxccuting this move canmove up 1o his
il Move in hexes, but must travel in a straight hex-ling. Fack
time he enters 8 new hex, anyona occupying that new hax or any
of the six hexes adjacent to it must Socak the Hurricane Kick's
damage roll, The fighter must roil & separate damage 1est far
gach persorn aftected.

Renardless of damage. anyonea in ranga of the kick is auto-
matically knocked backward one hax away from the kisking
fightar (or back the way the attacker came if the victim is 10 the
FHME NEx 48 (he Kickar)

After al damage rolls and Knockdowns are resolved, the
attacxer can move agair. For gach hax moved, damags rolls
and knockdowns are calculated again. This procass conlinues
until the character chooses to stop moving or uses up his Move.
S0, a character wilh Hurricane Kick could mave right into 2
single oppenent and cantinue knocking her back hex by hex
and inflcting damage sach time, up to the kicker's full Move in
hexes.

Opponents wha block can cantinue to use their Black against
aach damage roll. Multiple hits do not combine to dizzy an
agponent.

The Hurricane Kick iz an Asrial Manauver.

Cost: 1 Chi, 1 Willpower
Spaad: +
Damage: -7
Move: -1

Lightning Leg

Preraequisitas: Kick =ses [Ioyhle-Hit Kick

Power Points: Wu Shu 3, Kung Fu 4; Capoera, Spacial Forces 5

Wictims who have axpericrced this manguver firsthand rapor:
rearing a-oud rustling scund as their attacker's fost rushed
throwgh the &, libling them from all sides. This sound, the
viGtims continue, was guickly replacead by loss of consclous-
i =i

atreat Fighiers who have the ability 1o use Lightning Leg have
honed nair aickng ability o naar-pertection. Thay can splizthe
air with dozens of kicks in the olink of an ays

System: \Wnon using this move, the Stres! Fignier mus:
remain stanaing in one place as she scledts one opporent on
whorm o urleash har furry of <icks, The attacker makes thres
consecutive damage rolls uzing the madiliers balow

Cost: 1 Willpower

Spead: -?

Damage: -1

Move: Mone

Slide Kick

Prerequisitas: ick == Athlatics »

some fighters have developed sliding kicks desigred o take
an oppenent’s test right out from under him. =rom a ready
stance, tha fighter drops to tha ground, slides an amazing
distance and kicks the victim's feat.

§ e . ——



gystem: ‘n addition to reqgular damage, the victim of a
syrcessiul 5

de Bick will suffer 8 Boockdown, unless he was
ol kg,

ast: Mana
Speed: -1
Damage: +3
Move: +1

Spinning Foot Sweep
Preraquisites: Kick »» Alnlelics » Fool Swesp
Power Points: Special Forces. Sumo 1, Any 2
sismove isidentical ioaregular Foot Sweep, exceptthat the
Ster actually spine his I}n:',, and his gutstreiched kigking lag
3 _II J60 degrass arouna Nem, mowirg down anyans stan ijIrILJ
near hirm. Thisa move 15 scmetimes called an ran broom, tger's
tail. of dragon's tail sweep by Kung Fu and Wu Shu stylists,
System: Tha fighterralis for damagsa againsi evaryone inhar
awn hex and the six haxes direclly adjacanl o bar Any vichm
wha suffers damage also suffers a Knockdown (unless the
limm was blocking).
“he Spinring Foot Sweep is a Crouching Mansuver
Willoower

ost: |
pead: -

Damage: +2
Move: MNans

Stepping Front Kiclk

Prerequisites: iKick ss*s Douple-Hit Kick

Power Points: Kung Fu 3; Westarn Kickbooxing, ‘W Shu 4

Thiz kick reqguires some fancy footwork and cowarful legs,
The fighter takes a skipping step toward her opponent and
unloads with a rising knea. This drives the opponent back,
allowing tha fightar's kneeng lag (o extend nlo & lorward snap
wick. The cpponent is thus struck mwice.

System: The fighter must move intd the same hex as her
agponent, than rall one damana est for the knea, Tha foree of
e knee will knock the apponent back cne hex, The fighter can

wen roll for the second damage test as the snap kick connects.

It the fighter does not have E-ncnugh movemant ta reach har
apoonaent’s hay, she can slillhitwith the front snag kick if sha can
reach a hex adjacent to her opponent.

énst 1 Willpowar

Spead: -

Damage: +

Mowve: +1

Whirlwind Kick

Prerequisites: Kick sses Ah|clics seee

Power Points: Wu Shu 4; Shotokan Karate 5

Few fighters have masterad tha Whirlwird Kick, which Chun
Li has made famous. The move requires superhuman athleticism
and kicking skill. The fighter begins by kicking into a handstand
and then Iaunching herself into a spinning tarnaao af striking
fmat, The fighter appears almos! to iy {upside down, no lessl)
across he ground ana inta the midat of her cpponents.

System: The Whirlwind Kick works |ust like the Hurricane
Kick, but its modifiers are differant, "ﬁﬂhing & slower-starting
nut harder-hitting manauver. Lika the Hurricane Kick, the Whirl-
wind Kick 12 an Aanal Maneuver.

Cost: 2 W /lpower

Speed: 2
Damage: +0
Move: -1

Wounded Knea

Prerequisites: K see

Power Points: Glative Amarican Wrasting, Westarn
Jdssboxing 2; Any 3

Mative &rencan Wrastling shares this Specia Maneuver wits
Westarn Kickooxing, Tha Woundad Knee kick nvolves he
fignter executing a low, powertul <ick that drives ris shir into the
autsice of his oppanent's thigh. This kick bits the femoral nerve
whigh runz-down the cutside of the ieg, and waakens itha
apponent's leg, making 't nard for him to move ar kick.

System: n addition to narmal aamaga, the Waoundec Kree
attack causes ite victim to suffer penalties of -2 to Mave on all
manauvers far the nexl two wrns, and -2 12 Seeed on all Kick
Manguvers for the next two turns.

Cost: Mong

Speed: -7
Damage: +.
Move: -7

If wou don't know how to defend yourself, you won't surviy
long on tha Stres: Sighier circuit. Many fignters are cantent with
biasic farms of D:G-:ikil"q prl:-‘cr'i"l: a more aggressive sty e ol
combat, so relatively few special movas hava bean cevelopec
‘o give 2 fighter hatter oafensive ab |I|I~.f Moretheless, thay exist,
and tha fighters wna masier them swoar by them.

Unless I:nhcmu.c stated, tha fighter stil gats s +2 Speed
sonus for I:ur:m:-un.j tha turn after executing any Block, even a
Block special move.

Deflecting Punch

Prerequisites: Block vee Puncn ¢, Punch Defense

Power Points: “ung Fu, Western Kickboxing 1; Any

Wing Chun Kung Fu is famous for quick countarpunches that
deflect an opponant's punch at the same time tnhe fighter is
himselt attacking. Whan the martial artist sees his oppanent
punching, he counters with his own punch, deflecling his
opponent's purch with his arm as his fist continues on to sirike
higs opporent

System: The fighter must interrupt an oppanant's Purch
marguver. The apponent rolis damage for his punch even
though he was interrupted. The fighter gets his full Black Soak
againal the apponent's damage. The blocking portion of his
move is only useful againet a punch. If the fighlers cpponent
uses any other Tachniqua, he fighter gets no blocking bonJdsto
his Saak total (althaugh he can stil land his countarpunch)

Onee the gpoonent has dealt damage, the fighter immeci-
ately gets 1o land his countarpunch unless he was dizzied,
knocked back, or knoocxed down by his opgonent's maneuyver
The fighter calcuiates damage using his Punch Techniqua.

Cost: Maone

Speed: +-

Damage: =

Move: hone

Kick Defenssa

Praraquisites: B.ock »»

Power Points: Any 1

A fighter whe car guess his ocponent's nexl mova always has
a distinct agvantage, unless he guesses wrong! Kick Celense
incorporates many movements that nelp defand the fighter
against an ooponent's foot ang snee attacks, However, be-

Jgl0p
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cause lhe fighier s concentration s on his cpponent's teet R s
more susceptible o te punched or blastad with & Focus attack.

System: This operales as a stardard Block Mareuver
excent that the hghtar is +4 (o Soak «icks {including Special
Maneuver kicks) and -2 to Soak ary other type of Technigus,
Thiz Soak medifier is acded or subtracted 1o the tighter's normal
Slocking Soak total,

Cost: MNona

Speed: +4

Damage: "ons

Move: Mans
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Maka Wara

Prerequisites: Bk sess

Powar Points: Kung Fu, Shotokan Karats, Sume 3 W Sy d, Ay 5

Both Japanese and Chinesa martal arts incorporata trairing
metnads forturning a tighter's body surfaces and banes as hard
as iron. This training, called Maka Wara ir Japanase, nvolves
the fighter striking his hands, farearms, shins atc ML Drogras-
sively harder surtaces: paddedwood, pare wood, biricks, stona,
and finally metal. The rapeated blows causes the lghter's
tones to harden over tme urtil they bacome like rods of iren
Thetraining is facilitated by & sacretherbal formula cailed 5 da
jowin Chinese. The herbal remedy helps heal the bruises that
wrm on the fightar's arms and legs allowing him to train again
the next day.
Mo one likes to gunch or kick a rad of iron but that is
essentially what an opporent must do to overcome & Maks 'Wara
Mmastar,

System: Character who possess Maka Wara do rot Rave 1o
fil out a Combal Card for the powsr Instead, they invoke the
pawar wherever they use a Blocking Technique and an DpRpo-
nent strikes them with a punch or kick. The Maka Wara fightz
takes damage as normal, but irmmadiately rolls a damage test
against his cpponent. who has justinjurad herself by striking the
iron-nard arms or legs of the Maka Wara fightar. The fightar rolls
damageusing a Dice Poolof (Starmina 4 Block)-3. Tha attacker's
Soak 1otal is then subtracted f the defender is attacker with a
weapon on Grab Techrigue maneuver, the attacker does Aol
fake damage.

Caost: Maone

Speead: See descriplion above,

Damage: Sz description ahove.

Move: Sce description abave.

SlgAnauey |Bl1aads

Punch Defensea

Prerequisites: Biock es

Power Points: &ny 1

Similar to Kick Defanse, Punch Defensa INCOrporates a var-
ety of ducking. bobbing, and aeflecting movemants that defena
a fighter against punches but leave har apen to other attacks,
System: This aperates as a standard Block Marnesar,
2xcapt that the fighter is +4 to 502k ounches | ncluding special
mave punches) and -2 to Soak any other type afl manauver, This
Soak medifier is added or sublracted to tha fighler's normal
Blocking Soak total,

Cost: Nore

Speed: -1

Damage: MNone

Move: MNone

San Hea

Prerequisites: Glock ses, Fooy ee

Power Points: Kabaddi, wung Fu
shoickan Karars 4

Sorme styles tach practitioners the snility to roct their Bodies
to the ground using their interna! Chi enargy. Tris sare SRy
Gan be spread out across the surface of the body causing a|
he muscles ta tightan, This rigid, immovable stancs is pat af
the San He farm af Kung Fu. Cther aly'es reter o it by dilfaram
names, When a finhter assumes this stance, her 3CCY bocomas
ike a single, solid pisce of ran — immavable sed rasistant 1o al
Aflas-s

Wi Shu 3

System: WWher exccuting Sar He, the character adds coub 2
her Block Teckrigue to har Soak total. Fur examals, a character
with a Stamina of 3 and a Hiock Techrigque of 4 wauld have 5
Soak tatal of 11 the turn she usas San He,

In aadition, the fignter cannat ce kaockad down gxcenl by a
Srab Maneuver. nor can she be knasked back out of har fex.
Tna 5an He stance roals the fightar to the grouna, and even
apecal powers like Hurricane Kick or Cragon Funeh will nor
krock Ine craractar back. Against truly massive Mmoving ab-
jects, like cars, the Starytellar can have the fighter rall Strengtn
+ Block to stand her ground. The blgger the abject the more
successes the fighter needs on har roll {3 ear might be four
SuUcCesses, a bus might be seven successes)

‘e fighter does nal gain a +2 Speed bonus for blacking the
urn after using 3ar He.

Cost: 1 Chi

Speed: -2

Damage: MNore

Move: MNone

Missile Reflection

Prerequisites: BEiock sess

Power Points: Any 2

Martial artists wha have studied the intimals details of svasion
and deflaction motions are abla to snatch arrows out of the air
and caleh thrown xnives tetween clapped hands, Ofen the
fignter will return [ha missile weapon to its sender in ane fluid
calch-and-throw motion.

System: When this Special Maneuver is used. the fghler
poises nersell lo intercept any chjects thrawn or fired at her, If 1
any missile attacks are directad at her, she has 4 chance to
catch them and even return tham toward their sender or in Ay )
ather direction. The fighter must roll Daxterity (difficulty B) o
catch 2 missile successtully. Thrown weapons like krives,
snurkans. and rocks require ane suecess to calch missilas
from weapans like cows or slingshats require two successes,
and gunfire requires three successes lo defiect. In arder to
deflact gunfire. the fighter must he noiding some piace ot metal
or ather material capable of withslarding the bullets and bounc- ‘
Ing them away.

t the missile is reflected ar anothar parly, the new vietim !
suffers the same damage that the missiic waould have intiictas )
upeon the fighter who caught and returned it. Gunfire cannat ne
reflacted at the allacker (unless the Storyteller zllows it in &
naroic moment of high drama).

The fighter can reflect any numbear of missies largated at her
during the same turn. Yes, anv number,

Cost: MNong

Spead: +3

Damage: Nonz=

Move: 1




. u e :.-I' -
: Bk v
L L
;.!".r-."iﬁ-\.{':'..“_- -
Rt

Energy Reflection
erequisites: Block s+es Focus #+e= Nissic Rafection

Power Points: Kabaddi, Shotokan karate 3; Any 4

Once afighter has masiared the art al catehing and returning
nhysical chiecls, he can begin 1o use the same physiGal

serdination to catch and reflect energy attacks. This phenam-

al maneuver alsa reguires the fighter to have a high dsgras
of contral over his own Chi, He must instantly summon - the
carract anergy inta his hands to "catch” energy projectec athim
and reflact it away.

System: This manauver is similar o Masle Raleclion,
wxcaat that the bghter can refllect any kind cf enargy projectile,
such as a firebal, balt of glectricity, or sanic Soom. The fightar
~ust spand one paint of hie own Chi for aach enargy orojgclile

sflactad and must scora two or more suceasses an a Wits rol
21 gauge and reflact the energy pattern of the projectile, If the
proiectile is radirected at another vicim, it will inflict the sama
amaount of damage it would have irflictad upcr the fightar who
reflected it

Caost: 1 Chi

Speed: -7

Damage: Mone

Move: None

[hess maves gl involve grathing the oppanant ard then
duing semething with ~ee. Whethar it's throwing an cpecnent

acrass the arena, squeezing tha lifr autof her, oraven biting har,
this catagary of special moves covers it all. Remembar, all Grab
manauviera first reguira the attacker tomova into the ppponent' s
sax. Grabs are axplained fully in Chapter Eight. Thera, you will
also find ocut how Sustamed Halds work

Adr Throw

Prerequisites: Grab == Athletoes » Jump, Throw

Power Points: Ma'ive smarican Wrestling, Sanbo, Spacial
Forces, Wu Shu 2; Any 2

Some Native American Wrestlers have bsan Known 2 |UMEZ
irto the air to catch an aerial apponent, grab the cpponent like
a hawk snatching 3 dove, ana slam the spoorentto the ground.
Tris lethal move is 250 seen in 3anpo, has bean picked up oy
Tany Special Forces soldiers. ard s evan séen in the asria
artistry of Wy Shu.

Some warriars oraler o grab tnaic opponents and [all with
ther to crushthem inta the grourd, Others grab their cpoonents
and being them down on tog of thamsaivas. while still otters
pretar tha Friessa of grabbing opponents out of the air and
dashing them o the ground

AR
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System: To cxecute the mave during cambat, the fighaer
mustirtarrupt anocther character's Jump move, ar must interrupt
right after any other opponent has played a special maove that
alse acts as a Jump (like a Vertical Rolling Attack, Dragan
Funch, Flying Heel stomp, ete.). The fighter then must jump to
whare tha intendad victim is, antar the same hax a3 the airoorne
victimn, and execute the throw If any damage is scored
fighter cam pick any spotwithin threa naxes to degositthe victim.
In additicn to regular damage, the viclirm will suffar a Kreck
down. Aller axecuting the throw, the attacker can finish any
remaining hexes of movernesnt

Cost: 1 Willpower

Speead: +7

Damage: -&

Move: 0

| S—
| =

Back BEreaker

Prerequisites: Oirah see

Power Points: Sanbo. Mative American Wrestling 2

Ihe wreestler grabs an cpponent. turms his body over and
slams his haad and back into the graund, Simple and affoctive.

System: The opponant suffers a Knockdown in addition to
damage,

Caost: MNone

Speed: -1

Damage: +3

Move: One

Back Roll Throw
Prerequisites: Uirsb == Kick = Athlctics = Throw L1l

e

Power Points: Capoeira, Shotokan Karatz, Wester, 86

Kickbering, Wu Sau 1; Any 2

This mova s an advancad version of the Throw specisl MiovE.
Inst2ad ol using her shouldars arhips tothrow anooponent, the 6
righter grabs the opponent and then ralls backward onto the
around, planting a foot on the cpponent’s ahest to Reft Rim ug
and over Tha victim of the Back Rall Throw engs up tosseg o
Dening tne attackesr's head i

System: The move is quickar than a basizc Throw, and tha
apponent can ba thrown farther. The vichm can ba thrown g
number of hexes equal to the atacker's Strength Atnbute +
Kick Technigus.

Cast: onz

Spead: -’

Damage: -

Move: Dz

Bear Hug

Prerequisites: Grab s

Power Points: Naliva 2mercan Wrestling, Sarbo, Surmo 1
Ary 3

Grab that irritat ngly quick little fighter and crush Fer nta your
chest until her bones rattle. The Bear Hug is an cld slandby tor 85
many wrestlers, and a few other stylists have decided to ada
it as wall,

System: Tha Gaar Hug is a Sustained Held.
Cost: MNone e

Speed: -1 o
Damage: +3 '
Mova: One




Irain Cracker

Arerequisites: Grao o+, Furcn =

Power Points: Kabaodi, Mative American Wresting, Sanba,
Weasiern Kickboxing 1, Any &

Defeating an cpponent isn't encugh far sama fightars, Thay
want to drive soma sense into their opponents’ trains, A fighiar
emplaying the Brain Cracker Special Maneuver grabs his
anponent’s hair, ear, or noss, pulls her heaa gown. and rains
gmashing punches into her skull or drives elbows inta hartace.

System: This is a Sustained Hold that allows the Tinhler o

inch a helz cpponent each turh the hold is maintained. The
~Amage for the move s tasadan the fighter’'s Punch Technigue
natead of nis Grakb Technigus.

Cost: MNone

Spead: +i]

Damage: +*

Move: Cne

Grappling Defensa
Prerequisites: (ird0 vess
‘iﬂwer Points: Mative Armarican Wrastling, Sanba 2 kurg
! ,-"‘n,,"‘|':|.r 5
Wrastlers don't survive long unless they learm ways to 2scape
snd countear the grabs and holds of their fellow wrestlers, Othar
styles, such as the Kung Fu arl of Chin Na or tha Japaness art
of jiu-jitsu, formalize this grappling training.
System: |ha Grappling Defense Special Manouver worls
rilarty to a Block, cutitonly prolects against Grab maneuvers.
& fighter emploving Grappling Defense adds his Grab Tache-
niqua to fus Stamira to determine his Soak total against any
Grab Maneuver. For exampla, £ Honda grabs his opoorent
and applies a Bear Hug. The opponent is using Grappiing
Detense, so he adds his Stamina of 2 and his own Grab
Techrugue af 4 to get a Soak total of 6 against the damage of
Handa's Bear Hug manesuver.
arappling Cefense can oven be played each turn by a lighlar
appad in a Sustained Held, theraby minimizing the damage
the hald inflicts.
Cost: Monc
Speaad: +/

gamage: Mong
ove: -’

Hair Throw

Prerequisites: Grab === Afhlatics ==, [hrow

Power Points: Kung Fu, Special Forces 2 Any 3

Ihis throwing maneuver was invented hundreds of years aga
by a Mongolian trice renowned for its acrobatic grapgling
maneuvers. The tribe was assaulted by bands of thieving
marauders who woud gallop in on horses and pillage the tribe's
villages. Seeing that the marauders waors their hair in long locks.
the tribe invanted a technigue for running at a horseman.
lipping up and over the horseman's head, grabhbing his bair

rom behind and throwing the marauder off his horse.

Vanous styles of Kung Fuhave since picked up the techniqus,
and the nair-pulling manauver s also usad oy many Spacial
Forces groups.

system: The fighter must move inte and straight thraugn an
Cpponent’s hax, The opponent can than ke thrown (per the

Torow mancuyer) along the same straght line the fighter intiaily
Jsed 1o mova ovar his cpponant

Cost: MNone

Speed: 2

Damage: +5

Move: Tw

Head Bite

o

Prerequisites: zab se

Power Paoints: Capoeira, Sanoo 2 Any 3

saime Sliragl Fighlars eilhar nave a litlle vamgairism s ther o,
ke Blanka, are just downright savage. it's a nasty move, but
some fightars have bean known ta leap onto thelr opponanis
and bite night inta their necks

System: Thiz is a Susiained Hold ana infhcis damege each
turn the hold is maintained,

Cost: Nane

Speead: +1

Damage: +

Move: Cne

iron Claw

Prerequisites: (irab veeee

Power Points: Szoo, Mative American Wrestling 4

The wresiler guickly grabs her gpponant with one hand,
araws nimin, and then placas her ather hand on the opponant 8
face. Thewrestler's hand clencheslike a vise over the opoonent’s
face. 2ach finger digging into some pressure point lika the
termplas, under tha jaw. or evan into tha seyas The shaer forcs
al the sqgueezs Causes intenae pain o the victim.

Wrestlers train for the lron Claw by perfarming a variety of
axercisas to increass their grio strengtn. One of the mast
ponular invelves dropping and calching slabs af concrele, A
wrestler takes a concrete block and raises it over har nead with
ooth outstretched arms. She ralaases the block and then darts
nar hands down ta caich if Defore 11 heis the ground. Grasping
the heavy concrete quickly builds tremendaous hand strength.
Wrestlers then practice clapping their hands together aftar they
ralaase the concrate, and then still grabbing il before it hils the
ground. The clapging ouilds speed.

System: The Iror Claw is a Sustained HalZ that uses the
moditiers listed balow

Cost: 1 ‘Willpower on the first turn anly.

Speed: -1

Damage: 4

Move: Cre

Knee Basher

Prerequisites: Grap s [Kick =

Power Points: Caporira, Speoial Forces, Sumo, Weslern
Kickboxing 2; Any 3

This meove resambples the Brain Cracker, excegt that the
wrastlar grabs his cpponent's head and doutles the appanent
over in order (o kree bim i the head. Capoesira stylisls practice
this mave oy holding coconuts in one hand and crushing them
witn their knees.

System: This move 5 a Sustainas Hod, and aven if the
opponentis lucky enough loescace, sheis conaidered Knocked
Cown and suffers a -2 Sgeed penalty the turry sfter sha frass
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harselt Damage ‘or the Knee Hasn is calculated using the

fighter's Kick Technigue instead of nis Grab Technigue,
Cost: MNonc
Spead: -7
Damage: +
Move: Cne

Neck Choko

Prerequisites: (37l sss

Power Points: Native Amercan Wrastling, Socca Forcas
1: 5anbo 2; Any 3

Thafighter grabs heroppanent and appliesasiranging Neck
Choke. Big lighters lize T Hawk orafar ta lift thair apoorents off
the ground as thay apply the hald,

system: The Meck Choke 15 3 Sustained Held

Cost: Mane

Speed: -1

Damage: -3

Mave: (ne

Pile Driver

Prerequisites: Grab sss Afhoijos e

Power Points: Sarbio 2 Native American Wrestling, Spe-
cial Forces 3 Any 4

The Pile Driver is an advanced grapphing move that takes = lot
oftraining 10 execule against a live opponent. Thawrestler must
grab his opponent and inver! har cody 5o that tha opponent's
head is betwesn the wrastlor's legs and the oppeonent's lags
axtand above the wrestier's head, Tha wrestler than umps up
andrases his own legs inle a seatad position. When the wrestlor
and his victim land, the opponent's head hits first,

System: The victim of a successiul Pile Driver also suffars 5
kKnockdown,

Cost: MNone

Speed: -~

Damage: +4

Move: (ne

Siberian Bear Crusher

Prerequisites: Grab »=» 4:histics e Back Rreaksr

Power Paints: Sanbo 5

Irritated by little capitalist opponents who wouid hit and run
from him, Zangief revivad and perfacted a maneuver fa had
previously practiced on the wild baars of Siberia. In so doing,
cangief would rush at the bear, clesing inside the ranga of the
bear's deadly claws befora it could strike. Than he lifted the bear
into an airborne back breaker to hammer the beast inta SUZMIs-
sion. (Of course, Zangief acquired a lot of claw scars trying to
earn the maneuver.)

System: The wrestler dashes forward inlo tha ospponent's
rex, grabs the opponent, inverts him, ang l2aps inlo the air, In
rmidair, the wrestlar adjusts his hold to ansure the victim lands
in the Back Breaker position. TRe wrestlar can choose any hex
Lp to three hexas away 1o land in. THa victim will land in any hex
adjacent to the wrestier, The victim suffers a Knockdown in
addition to damage. The Sioerian Bear Cryshar is considered
Aan Aarial Maneuver during tha time the wrestier and Ris prey are
bath airharna.

Cost: 1 Willpower

Speed: +0

Damage: |3

Move: -1

Siberian Suplex

Prerequisites: Gran sess Afqlotics ee Suplex

Power Points: Sanbo 3

Russian Sanbo wrestlers invernied the bauncing Sibearian
SUR'Sx in Ordar 1o bave more tun with their ourme o POCeriE from
fre West, Sanco wrestlers found that their ooponents wayld
Jaudlly be kroceed senssless aftar anly one Suplax, thus
ending Ina match tefore the Sanbo fighter could work up 3
swiat, So Sanbo fighters invented the Siberan suplex, Thig
move beging exactly lise 3 reqular Suplex, out the Fghter bash.
tricges the opponent's shoulders inta the ground nard anough
W Counde ooth fightars inta the air. Whila in the air, the Sarhs
wrastler maintaing the Suplax hald, When 1he nair lands, tha
victint again suffers a Suplex collisior an the ground

System: Thiz move is denlical io a auplex, cxcepl that the
fighters end the mave one hex farther back astreyland ram the
sacond hit, The fghier roils two damage tests using the modi-
frare below. The victim also suffars a Knockdawn.

Cost: 1 Willnowar

Speed: +]

Damage: +%

Maove: Cro

Spinning Pile Driver

Prerequisites: Ciran sess Srhlof s ees Jurmp, Piie Drivar

Power Points: Santo 4; Mative American Wraatling &

This advanced version of the reguiar Pila Driver has carden
Zangief to the tite of World Warrior (often aver the mangled
nodias of his ooponents).

Zangel parfacted this move whan ha wrastied wild besrs
Finding that tha raguiar Pile Criver was not forcatul enough to
stun the hard-headed Sibarian bears, Zangiel granbed them,
Juenaad them intothe Plie Criver position and then jumeed figh
into the air. The added force from the fall proved sufficiant o
stun the mast ferocious bears.

Whan Zangief enterad Straet Fightar tournaments, he contin-
ded ta usa the Sginning Pile Driver to firish his opgonents. He
added the spin inte the move ta please the Russian crowds and
disorient his victim.

System: The victim suffers a Knockdown in addition to
regular damage, and is bounced three nexes away (atiacker's
chaice which direction) after impact.

The Spinning Pile Driver can ba uged ke a Jume to interrunt
and dodge & projectile attack. The move counts as an Aerial
Maneuver after the fightar grabs his opponeant and bagins the
airbarne spin.

Cost: 2 Willpowar

Speed: -2

Damage: +7

Movea: [wo

Stomach Pump

Prerequisites: Grab sees Pnch s

Powar Paints: Santo, Mative Amarican Wrestling 3

The wrestler grans the ogpenent, 1Ms her of* her feet with ana
hand and repeatedly smaskes the pit of her slomach with 2 calm
hael. The move's name derives fram the fact thal many victims
end ug losing thair lunch before they escape from this argarn-
sgueezing hold.

System: The Stormacnh Pump is a Sustained Hold,

Cost: MNona

Speed: +J

Damage: +4

Maove: (rae



Storm Hammer

Prerequisites: Drab seess 2hlafics see Jump

Power Points: Mative Amencan Wrasting 5

Untortunate sou's who arger T. Haw in the midst of combat
are i [or a disarienting, bone-crushing cxperience as T. Hawk

iis Storm Hammar throw. Hawk grabs his

apponent’s nead in one huge hand, leaps into the air, spins his
arm (opporent in¢luded!) in a big circle and then cruskes the
aapanent’'s faca into the arena floor. Very few cpponents gat

SECI0,

Leasnes

System: A5 with al Grab Spacial Maneuvers, the fighter
nust mave into the same hex as his cppoanent. Tha fighter can
choose to land up to three hexes away. The oggonenl suflers a
rnockdown noadaition o gamage Fighter 2nd opgonent end
the turn in the same hex.

Jnce the fighter nas grabbed the opponenl and jJumped into
tha air, tha Storm Hammer is considered an Aernal Mansuver
until the fghter and bis pray land. The move can be used it to

errugt an incoming projectila attack ang possibly dodge it
see the Jumg Athletics Maneuver).

‘nnt: 2 Willpower
peed: -~

Damage: +7
Move: Cne

Suplex

Prerequisites: Grab »

Power Points: MNative Amarican Wrestling, Sanhio, Special
Forces 1; Any 2

The Suplaxis a relatively fasl Grab mova, The fighter lunges
torward, grabs her opponent, and then lwists around to fall
backwards., Uy arching her back, the wrestler slams the

gppanent 5 head Into the ground and simultanaausly cushions
tna wrastlar's cwnr fall,

Syatem: Viclims of 2 succassiul Sunlex also suffer a Knock-
down, The victim lands ong hex bening his anginal position
[aitackers choice which hex)

Cost: MNore

Speed: +0

Damage: +Z

Move: Do

Thigh Press

Prerequisites: Srab »» Al aling s

Power Points: Mative American Wrestling, Sanbo, Special

arges 2; Any J

This rmowva 18 also callad a Hevarse Suplex, but many tourna

ment fignters cegan calling it the Thigh Press aller they saw
-ammy s version of the move.

[ e fighter starts by jumpirg onta the apoorent's shoulders
lacking her fest bahind the opponert's back and catching the
opponent's head Delween nar nighs. Tha lightar than drops her
body weight backward, bending the cpponenl ovar. As sha
does sa, 12 fighter flips backward, doirg a half back flip and
landing an har stormack Meanwhie, the opponantis puled over
ard off his feet, smasning headlirsl inlo the ground

System: The opponent suffers a Knockdown in acdition to
regular damage. 'nha fighter switchas hexas with her ogponent
unless balb combalants started o the same hesx, in which case
the attacker can chooss the adiacent hex in which the victim
lands

Caost: MNone

Speed: -1

Damage: -4

Mave: (ns

./ Jajlp

FREN

5JdAd Ui}




Lolajiey]

r
L 3

e
o—
o
L
=
e
(=T
—
g~
—
"
(g =
nanel
o

Throw

Prerequisites: Grah »

Power Paints: A\ny 1

Wost martial #:1s teach special ‘echnioues ‘or graching and
Inrowing an cpponent These techrigues involve us ngthe hips,
shauiders andior arms i unbalance he opponent =3I lavearage
Bim into & throw, Masters can throw apponants gver 20 feet
thraugh the air

system: If the move succeads the fgnter can choose the

ex inwhich bis sppanent lands after he Thraw, The fighter can
thraw an apoonent 2 numbsr of hexes aqual ta she fighiars
otrength. For example, Ken has 3 Strength of 5, 30 he can
shoulder-throw ar apponent ug 1o five NexXes away. The sppo-
rent lands in the designatad hex and suffars a Krockdown, East
members of successful tournament teams often throw oppo-
nants to ther stronger, slower comradas, who Ihan finish off tha
unfarlurae with a powsrhayse Special Manouver.

The damage from a Throw s actually inflictad when the
opponent lands and Rits the ground, wall car windshigld, otner
iahter, etc. Ifthe victim is thrown into aneher lighter, the fignier
struck by the flying body may suffer damage A= wej Roil
damage biased on the thrown charactars Stamina minus tha
struck characisr's Soak wotal (Stamina or Staming Block). For
example, Fai Long throws Zargie! into & hex whare ammy is
standing. Zangef's Starmina is 7 (he's g guyly and Camey's
Soak total is 2gual to hor Starnina of 4 (it wouid have bean more
had she been Biocking), so Fei Larng's player ralls 7 - 4 = 3 dice
of damaga tor Cammy

Cost: MNona

Speed: -2

Damage: 2

Move: (ine

L)
-

Some Strect Fighters can exocule acrobatis moves that
wauld make Oiymgic gymnas's jealous. Al Albletics Special
Maneuvers use the iFighter's Athlatics Techn gue lz caloulate
damage [Strength + Athletics Tachnigua + Mareyver Moditiar:
see Uhapter Eight for more intormation).

Afjfr Smash

Prerequisites: &4'hietics s, Jun~ ¥

Power Points: MNalive Amerisan Wras) Ing. Sanbo, Surmo 1
Any 2 1

This move s pooular with large fighters bocausa it usas their
waght to flatten ar apponent into the sparring mats. Tha fighter
leaps inta the air, kigh above an oppanent's head, andthen ials
straignt down antop of her. Most fighters teng tolang inan aerial
sagted position, whicn has caused the Air Smash lo ha Migk-
narmad the "Byt Crush,

System: The Air Smask = an Acrial Manauver and acts as
a8 Jump for purposes of interrupting and evading orojectils
aitacke. The fgktar must move in a straight hax-lne whils
execuling the gower, ard he will end Iha mave in the sarma rex
a5 the cpponant on whom he landed,

Cost: Mane

Speed: -7

Damage: |4

Move: -1

Beast Roll

Prerequisites: Aihlalics ssess Rolling Attack, Vertica
Holling Attack

Power Points: Capoeira 3

Supsrnuman, Faw individuals have decipharad exactiy how
Blanka accomplishes this grav y-defying mova, He bagins oy
80rNging backward into several aanial hackilios, then ralls hask

Beast Roll

.
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rvard in a series ot somarsaviting toraard fips o e his
gponernt.
System: The Beast Roll is an Asrigl Mancuver that can be

used ke a Jump 1o dodge projectles, The fightar begins by
travaing in a straight nex-ling backward using the -2 Mova
modifier. This backward roll can be used o attack an oppanant.
The fighter then reverses direction along the sams straight hax-
lne to sirike a2 secornd opponant, Tha fighter caroms off the
second opponant, anding up wa hexas away in the directicn
ramwhich he came. Far both attacks, the fightermust mave into
e apponant's b,

Cost: | Wilpower

Speead: +{

Damage: +3

Meove: -2/ +2

Cannon Drill

Prereguisites: Aihlatics eeess

Power Points: Spocial Forces 4; Kabaddi, Wu Shu 5

Fast ard ferocicus, the Cannon Drill Spacial Mansuver has

’.’Er‘l Cammy an edga on har compelition in the Street Fighter

purnarmants. Since they saw Cammy pull off the move, many
other fighters have tried to imitate it; only a tew hava actually
succoeded.

Ta executa the Cannon Orill, the fighter throws her body ‘nte
A low airbarne trajectory. The fighter's body actually twists like
1 horizontal tornado as she flies across tha bald to sirike her
apponent faatfirst

The mave 18 very quick, has a vicious nit, and moves tha
fighter guite a distance,

System: Bacause it flies =o low to the ground, the Canncn
Cirill doas not count a5 an Aerial Maneuver,

Cost: 1 Willpower

Speed: +2

Damage: +-

Mova: +”

Diving Hawlik

Prarequisites: Alhletics === Focus =, Jumpo

Power Points: MNative American Wrestling 4

The ultimate cure for Firaball blues, The Diving Hawk maneu-
ver allows a fighter o soar over incoming grojectiies and than
diva dawn o crush the missile-throwing oppanent. The fightar
umps straight up into the air, then positions har body into a
qdliding position, emulating a hawk diving at prey. She then soars
down ta sirike her chosen victim with a full-bogy collision.

System: The Diving Hawk is an Aerial Maneuver, It staris as
avertical Jump (and can dodge Fireballs just like a Jurmp). The
fighter subsequantly uses her Movea to entar her oppeonent's hex
and deal damage.

Cost: 1 Willpower

Speed: +0

Damage: +-

Move: +-

Drunken Monkey Raoll

Prerequisites: Athlatics e

Paower Points: <urg Fu 1, Capocira, Wu Shu 2

It is said that the unjustly imprisoned founder of Monkey I{ung_
Fu inventaed this evasive maneuver after walching a groug of
nonkeys through the bars of his jail cell. The monkeys go
nebrialed on wing thrown out by prison guards and bedan
staggering and rolling around on the ground, Capying the

wonkeys' drunken antics, the master developec a series of
avasive tumblas, which became the Drunker Mankey Holl,

system: The Drunken Monkey Rol is 2 good al-gurposs
pvasive technique. itcounts as a Crouching Maneuver Decauss
it stays law to the ground. L can alse be used o interrupt and
ayads projectile attacks (usc the same rules given uncer the
Jurmigr Special Manouver).

Cost: MNore

Speed: +3

Damage: MNone

Maovea: +*

Flying Body Spear

Preraquisites: Alhlelics »o= Jump

Power Points: Kabaddi 2; Any 4

Street Fighters seem to find an unending variety of ways 10
use their bodies as weapons. This Special Manauver invalves
the fighter Jumping inte the air and twisting his ooy nia -4
rotating human torpede as he descends an his ppponent. Some
fighters like ta cruise down featfirst; olhers lead with their fists or
even haads. Because tha fighter has his full weight benind him,
the Body Spear inflicts a fair amount of gamage.

System: The Flying Boady Spear is an Aarial Maneuvar thal
acts like aJump, enabling the user fo dodge missile attacks. The
fighter can then spiral dawn and smash into any oppanant within
his Move ranga, Tne fighter must travelin astraight hex-ine and
ends the move in the hex in front of the victim.

Cost: | Willpowar

Spead: +(

Damage: +3

Move: + |

Flying Head Butt

Prerequisites: Athlstics sse Haad Bult, Jumg

Power Paoints: Suma 2; Any 2

Ihis move is similar to the Flying Bady Spear, excapt that the
finhter lzaps horizontally at anopponent, ramming her neacfirst,
Because the fightar does not jump up first, the move is a little
quicker than the Flying Bady Spear, but the low-flying head butt
doesn't give the fightar a chance to dadge oncoming misslles,

System: The Flying Head Butt is an Agrial Mansuver. The
fighter must travel in & straight line on the hex map

Cost: * Willpowar

Speed: +0

Damage: -4

Maove: +3

Flying Heel Stomp

Prerequisites: Alhlelics eee Kick «+ Jump

Powaer Points: \Wu Shu 3; Any 4

This nigh-flving aerial assault utilizes a fighter's body weight
to hamrmer an opoonant fram above. The fighter leaps into the
air above her opponent's head and lands heslfirst on her
apponanl's head or shoulders,

Adagiticnally, the fightar can use ber cpponent as a spring-
board to launch away to safety after the attack,

system: 'ha fighter can interrupt her own mavarmnant wur._h a
damage roll and then finish her allowsd Move aftar ralling
damage. For exampia, Chun Li, with an Athletics Tachnigue of
6, can Move eight hexes using her Flying Heel Slomp, and can
ston &l any pont in her movernant 1o attack ane opponent. she
gecidesto jump three hexes, stormp Sagat. and then finish her




move five hexaes away. The only brmit 15 that the jJumas has o he
in a straight ling from beginning to end.

The Flying Haal Stompis an Aerial Mansuver and can be used
like a Jurmp move to nterrupl and evade 2 projaclie atack (a3
well a5 give the would-be attacker a hegl-stomping headache),

Cost: 1 Willpower

Spead: +0

Damage: +1

Move: -

Jump

Prerequisites: Afhlslios »

Power Points: Any 1

Street Fighters who intend to survive their first tournament
against serious compatition had better comea with springs far
legs. Jump is a relatively simple Special Mansuvar that aliows
a fighter to vault over incoming projectile attacks {like fireballs)
and hopefully escape unscathed. A lucky fighter might even
tima his jump to hurdle a tireball and close with nis flame-
SEPEWING 8Namy.

A fightar can jump three feet into the air for every dot in
Athletics, For examgle, a fighter with Athletics 3 can jump nine
feet into the air

System: A lighter can play a Jump card alongwith any ol the
six Basic Mancuver Punches and Kicks, or he can clay the card
oy itsalf. IF the Jump card is played alone, it shaows that the
fighter is simply moving across the arena by jumping, The
fighter uses the modifiers for Jump shown below. When used
alone as a move, Jump can be played as an Abort Action (see
the Combat Chaptar)

A Jump card plaved with a Basic Manauver represents [he
fighter jumping on an opponent to deliver the punch or kick.
Playing the Jump card with 2 Basic Maneuver turns the stancard
punch ar kick inte an Asnal Manauvar. Nota: For purposes of
Combos {Comioos are explained later this chapien), the fignter
must distinguish between a Basic Maneuver and a Basic Ma
neuver played with a Jump card. This distinction must ba mada
whien he first creates the Combe. For example, the player might
use Roundhouse in a Comba, or he might instead create the
Cambo using Jumping Roundhousae, Whenever a fightar plays
a Jump card with a Basic Maneuver, the Basic Mansuver's
madifiers are used instead of the modiflers for Jump shown
nelow,

It the fighter plans 1o dodge a projechia attack using the Jurmp
card, he must wait for an opponent to declare the fighter as the
target of the cpponent’'s projectile attack. If the fighter's Jump
has a higher Spaad than tha missila attack, he car intarrupt tha
epponent's attack and try to dodge lne incaoming attack by
jumping over it or away from it. The two fighters make a resisted
rell, comparing the attacker's Focus Technigue ta the jumping
fighter's Dexterity + Athlatics. If tha attacker wins the rall, tha
jumping fighter is hit by the projectile (he mistimed his leap, or
perhaps tha attacker managed fo biast him out of the air) and
must immediately gnd his turn,

If the fighter used the Jump card with a Punch or Kick
Maneuver, he may ba able to dodge over a projectile and still
dalivar the punch or kick,

Cost: Mone

Speed: +3

Damage: MNone

Move: -0

Kippup

Prerequisites: Athlstics sa

Power Points: Any 1

One of tha more basic athletic maneuvers martial 2rtists hava
fourd useful is the Kippus. The Kippug is & technigue thay
allows a prone fightar to get to his faat aimast rstantly, The
tightar curle hig lags up off the ground and kicds emup inlo the
air while At the same time arching his back powerfully, Thg
resulting motion practically boungcas the fighter off the ground
and to his fest,

System: A fightar who knows [he Kiepup Special Mansseg

Knockdown, instead of the standard -2 Speed peralty. Kippup
is net played as a Combat Carg; i1s ettect is automatic
Cast: MNone
Speed: 5= deacrpltion above,
Damage: Sco descrgtion above.
Mowve: See dascriplicn above

Rolling Attack

Prerequisites: Athletics #ee

Power Points: Cagoeira, Wu Shu 3: Any 5

Gravity-defying' A fightaraxecuting this amasng mova leeos
farward through the & and wcks into & somersault. The fighter
then rolls through the air as far as her momentum will take her,
or until she slams into an cpponant

This is a tough mave lo learn, andg, ke any maove where 4
fighter uses har own body as a projectile, the Ralling Attack
takes a bit of a kamikaze attituge to use in combar

Haesidas attacking, Holling Attack s good Tor movng across
a battlefield quickly, making long jumps, orf smashing through
the window cf & getaway car.

System: [he character must travel in a straighl line an the
hax map and will slap atthe firg! hex occupied by atarget, which
can be a character or any sizable object. After damage is
applied to the target, the rolling character will Dounce off the
farget and land bwa hexas in fronl of the larget.

The Roling Attack is an Aerial Mancuver,

Cost: 1 \Wil cower

Speead: +

Damage: -3

Move: +4

Thunderstrike

Prerequisites: Athletics +=, Jumo

Power Points: Native American Wrastling |

Mo one said Mative American Wrasthng wasn'ttougn. Fighlers
ika T. Hawk aran't opposed to & ittle full-oogy contact, A
wrastler employing the Thunderstrike leaps right into his oppao-
nant, striking her with a shoulder _kres, or whataver, Uisually the
fightar sweeps his arms back as ha jumps, o emulate a bird of
prey.

System: The fighter’s opponent must oe standing in the
same of an adjacent hex when tha fighter executas the move.
Tha fighter moves inta the opponant’s bex, rolls damage far the
Thunderstrike, and then finishes hismovement. Thundarstrike is
an Aegrial Maneuvar and enables the user to avoid projactile
attacks,

Cost: MNore

Speed: 0

Damage: +-

Move: -1




Vertical Relling Attack

Prerequisites: Athiefics ses Jurmin

Power Points: Caposia, Wo S5hu 2 Any 4

his move is almost dentical 1o Ralling Altack, except the
fighter leaps ug in the air instaad of forward. The move s goad
for knocking down high-jumping ooponants or for vaulling over
fences or onta roots. A character using Yertical Bolling Attack
an somersaull lour fest into the air for avery dotin Athletics 12
&l gl Athlatics »ee, 16 foet at Athletics sses, 2ic )

System: Tnis Soecial Mansuvar counts as a Jurmp move for
aurposes of interrupting and dodging & projectile attack, itwi
ntlict 8 knockdown on ogponents who arc in the midale of an
Asral Maneuver,

The Vertical Rolling Attack 1s an Aanal Manauwvar

Cost: | Willpower

Speed: -

Damage: +3

Move: -C

Wall Spring

Prerequisites: Athistics =e» Jump

Power Points: Wi Sno 1; Ay 2

[hig ove is similar 1o the regular Jump spacal move, bl
Incorparates same wall souncing acton to give tha ighter even
greater range and height. Springing off & wall can be used
aad six more teat to a varbcal jump.

System: The character can jump farmally, up to her L
Move. Additionally, if she aims for a wall, she can actually
bounce off the wall with a good push of the 'egs and trave
arother full Maove plus two hexes away,. The fFghter must oocunce
off the wall &l the cpposite angle she jumpaa inta | unless sha
urnpad straight at the wall, inwhich case she s5prngs straight
back..

Like a regular Jurme, Wall Spring can be played with any Basic
Marsauver Punch ar Kick, Use the Basic Manauver's Speed and
Damape modifiers, but use the Wall Spring's Move modifiers,
Sa, a fighter can jump into and spring off & wall, sut endwina
kick or punch

[he Wall Soring is an Acrial Maneuver of the nighesl aroer.

Cost: MNone

Speed: 2

Damage: MNone

Mava: +0 first jumo. +2 oft soring

or
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Wall Spring

|

It you're going o shoot a fireball or any other projectils
attack at someane, it really helps it you can see him. This s
called having line-of-sight. Onceyowyea gotyaurcharaciers
onthe hex map, hold a pencil, edge ol apisceofpaper, taut
oiece of string, or any other siraightobjectmthane end over
the head of zt;ga atrac:;{ing figure ithé=ﬁ$ﬂ§£ﬁiﬁ§§hmaﬂtar's
hex) and the other aver the Head of the-defending figure. if
nathing stands between them (no walis, other characiers,
| atc.), one has line-of-sight on the ather. If the attacker does
nal have ling-of-zight 00 his intended victim, he can still
launch the projectile attack, butit will strike tha Frat interven
e meiaet inetaasd af tha iredarddaed Yietim.

Also, projectile attacks keep travaling up to their maxi-
mum range or urdl thay kit something, 50 If the intendad
victim of a fireball dodges, the firedall coniinues in &
straight line, This nas led to more than one amateur Street
Fignter tcasting ner own teammatas because an opponent
jumged aut of the way

It & projactie attack is directed at a hex containing mare
than cne character. the attacker must make F‘ercep;iﬂn
rall (diffisulty 8) to target the corract oppanent. Ctharvse.
she Storvtallar muzt roll rardomly to see which charadtar s
hit(e.q., if two characters are in the hax, rell one 10-sided
Aim-am B Charactar#1 is it onB-10, Character #2 is Lk
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musl have line-of-sight 1o hit his intended

following combat turn, unless tha vietim of

walar or some other purgative method has
been emplayed, the acid centinues ta Burn

+0 modifier. Firally, on the third turn, the
acit damages for tha last ime using the -3
damaqge madifiar,

al Acid Breath in ouick succassion could
suffer several differant damage ralls against

them at the snd of cach turn

other projectile attack

Mative American Wrestling. Shotokan Ka.
rate, Wu Shu 4

Mol ail Strest Fighters rely salaly on their physcal prowess 1o
win, Many advanced fighters have deave oged Ihe ability tc

locus their cody's Chi energy to accamuish miraculous feats

Remamoer, when filling out Combat Cards for | oeuUs Spacial
Mansuvers, you use a character's Mental Attributas nstezd of
Physical Attribules o compute Speed and Damags. Wits ra
places Dexterity for Speed and Inteiligence replaces Strength
fur Damage.

Acid Breath

Prerequisites: Fucuz ses

Power Peoints: Any 4

A foul powar that only a few loathsome Strast | ignters nave
developed. Fighlers using Acid Breatk are able ta chum their
gastric acid inta a highly toxic mixture which they then vomit
forth from thair mouths in & projectile spray at ary nearby
opponcnt. The acid burns the aopponant,
causing ugly injuries tnat take a long ime 1o
neal. The worst part about Baing hit with
Acid Breath s that the acid cantinues to
burnthe fighter after the initialimpact, caus-
ing more bodily damage and SALNG away
clathing, fabric and any ather dissclvabla
matarials tha acig hits
some believe the Acid Breath s a mutant
ower that only a few unique individuais
0ssess. Othars believe that fightars who
ave mastered Acid Breath use their Chite
lter thair stomachs' natural acid into 3
highly patent chemical weapan

System: Thespray hasa range equal to
the fighter's Stamina rating, and the fightar

victim.
OUnce the acid spray hits, it immediataly

licts damage using the +3 modifier. Tha

e
I

the Acid Brealh has been immersed in

the victim's body. At the very end of the
cambat urn, after all actiors have baen
“omeieled, the acid damages again at the

Characters hit with more than cne dose

Acid Breath can be dodgad like any

Cost: 1 Chi

speed: -2
Damage: +3 -0 -2
Move: -1

Chi Kung Healing
Prarequisites: Focus ssee
Power Points: Katiaddi Kung Fu 3

Ancient Chinese doctors could reputzny work healing miracles
By focusing their own Chi into thair natient This healing carm
Dinas acupressure and ar actual laying on of nards” whare |,
the haaler touches the palient to nfuse the patient with ad..
ional Chi. This healing cower is refdlively rare amang Streg
righters, but some slylas teach the prulusashy thatthe abi v in
hedl must be taught along with the ability to hurt

System: A character who uses Chi Kung Healing in the
midstof combat must enterthe same hexas herpatien! and than
exacule tha heaing process. Like the Hegereration Soecial
Manauver, the nealer can rastare one lost Healtn Leval SEF Doint
of Chi the healer epends. The haalar car spend Chi paints up ta
ner Focus rating per turn of healing

Cost: Soe descnption above,

Speed: 1

Damage: "lono

Mowve: -1
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Prerequisitas: Foos we
Power Peoints: kabaddi 2; Any 4
Kabaddi stylists are mastars of menta! powers. Having mas-
lerea the hypnotic trick of charming cobras with flute music,
thay are aole o apply Iher hypnohc influance to othar humans.
System: A martial artist using Cabra Charm musl ba close
gnaugh to his victim to gaze into her eyes, establishing the
hypnatic contact. He must be within three haxes of the cppo-
anl Once gye contact s establisnaed, the charmear makes a
s + Mysteries resisted rall against the vichm, If the charmar
winG, the hyprotic spell is established; ctherwise, thera is no
offact
Once the Cobira Charm has begun, it works similarly to a
Sustained Hold for Grapeling, excent thal balwasn azch turn
the victim and the charmer comgare Intelligence rolls to see if
the nypnotic hold is broken. If tha victim is ever hurt, the charm
15 immediately broken,
While hyprnotized, the victimwill do nothing except folow vary
asie commands given by the hypnotist such as maving, lving
Sm etc. [he hypnotist can employ anly the Move mancuwver
g rmamntzinmg he hypnotic hold, bacause he must concen-
rae on his subject Iif the charmer and his vichrm gara aver
separated by mare than three hexes, the hold is broken.
Cast: 1 Chi

Speed: -°

Damage: MNone

Move: -1

= xteandibls Lirnbhs

Prerequisites: Focus seee

Power Points: Kabaadi 4

This remarkable powear s acowred only after long and intensa
meditation by Kabadd masters. They study unsalvanle riddles
ot dimensional space, expanding their minds (o understand the
usnature ol distance Inthe and, the Kabaddi master acquires
e supernuman ability to strelch her limbs far bayond their
narmal length. The limb actually appears to telescope out into
SE1EDHE,
Kabaddi masters make greal use of this ability in combat,
Qndiﬂg thelr limbs to attack opponents from a sale distance
or kicking aerial opponents out of the sky befare they can close
with the Kabagddi rmaster. Oulside of combat, the ability proves
usetul for all manner of things: reaching otherwise unattainable
‘bjects, grabbing ledges far ovarhead, snaking an arm through
= light squeaze ta gran jail keys or evan extending a finger down
a drain pipe to collect a lost articla.

system: Fighters who possess this ability can use it at any
lima without penalty. The pawer is simply combined with any of
the six Basic Maneuvars (Jab, Strong, Fierca, Shart, Farward, ar
Roundhouse) to give the attack extra range. The characler can
gxtand his limbs anumber of hexes equal to his Focus rating. So
far example, Dhalsim, with an amazing Focus rating of €. can
zxtend nis limbs to hit an opponent six haxes away. Ha can
stand in one hex and hit an cpponent aimost 20 feat away!

Ihe only drawback to the maneuver is that the fighter's
extanced imbs are vulneratie to attack. If any opponeant inter-
rupts the fighter's stretching attack with a mgher-Soaad attack,
the: cpponent can damage the stretching charactar by hitting
mimin any hex through which his limbs extend {including hitting
the fightar's extanding fist or toot).

Cost: MNore

Speed: Sce descrigtion above.

Damage: Hea description above,

Move: Ses descnpbion sbove

Faraobail

Prerequisites: Focus sss

Power Paints: Kabadd Shotokan Karate 3 Kung Fu, Wo
Shu 4; Any 5

Some Street Fighters have harmessed their internal Shi 1o
such 2 degree that thay can expiode this energy out of their
bodias @z lery projgcliles. The fighter must undergo ngaraos
mental and sgiritual training to harmonize his body's llow of Chi
until this attack can be called ugon instantly

Maost tightars project the fiery tlasts from their paims, but
Kabada stylsts are krown for launching the tire trem their
mouths. These yoga masters concantrate they Ghinlo their
stomachs until their very vitals heat red-hot, and then they vamit
tha energy toward thair opponent as a firetall projectile.

Fireballs can he uzed to igrie cormbushible aogjects ke
paper, dry wood, gasolineg, etc. They also make decent light
sources, If a character launches a fireball straight up, the
immediae area will oe c2imly i tor a coupla of wrns

System: Firebs:ls nave a rangs sgual o the propohing
character's Wits + Focus, For example, Ken has a Focus of 5
and a Wits of 4, 50 his fireballs have a range of nine hexes! As
with all projectile attacks, the attacker must have an uncb-
structad ine-of-sight an his intandad victirn

Cost: 7 Chi

Speed: 2

Damage: +7

Move: MNong

Fiyaing Firebhm=mil

Preraquisites: Foous weee Fraball Jums

Power Peints: Shotokan Karate, Wu Shu 2; Kaoaddi, Bung
Fu 3

Veteran Strest Fightars have begun o devalop methods of
keeping their high-jumping cppanents from leaping over fire-
balls. These veterans are taking the battle to the air, jumping up
and launching thair fireballs in midair.

System: Tha Flying Fireball s identical o the standard
Fireball power, except that ogponents cannot dodge the Flying
Fireball with Jump or similar Aerial Mansuvers. Line-of-sight
restnctions stll apply.

Cost: 1 Chi, 1 Willpower

Speed: 2

Damage: -7

Maove: +(]

fahost Form

Prerequisites: [oous seses

Power Points: Kabaddi, Mative American Wrestling S

Tales are told of crypts found in ancient templas amid the
Himalayas. There. the bones of ancient manks can ba faund
mbeddad in walls of solid rock. How the manks' remains
became thus interred remains a mystery to all out afew Kabaddi
masters.

Thesamastars know of tha disciplines practiced at thatarmples
— digniplinas that led 1o lhe deaths of many monks, but led o
the mastery of mind over matter. The manks developed the
power to turn their bodias into an insubstantial, ghostly farm,
allowing them to pass through any salid abject unharmed and
then salidily ther bodies back to normai,

It is rumared that the very first monks who perfectad Lhis
technioue actually became trapped in their ghast ferms, unabls
o lransfarm their bodies back into sclid matter. The same
FUMArs purport that these ancient masters still roam [he world

J 310D

AR

[ 1
e |
oy
Ly =]
e
g ==
lise
o

f=i




System: MNothing solid will affact a character in Ghos: Farm
Energy lika fire and elactricity will st affect Rim, Sut sullets ice
Blasts, fisls and kicks will pass harmlesshy through Bis tody. The
characier cannot attack or use ary other Special Mansuvers
while in Ghost form, but he can move and pass through walls,
Nears, and even paoaple. Ghost Form can ba playved doring a
turi that the character is caught n a Sastained Holg, altowing
the character to-walk right out of the holg.

A character's clothing and persoral possessicns of smallsize
can e turned nsunskanhbal and fotow the character \n Ghost
Form.

Cost: 2 Che the Fral turm plus T Copar fuen the charachar
stays In Ghost Form

Speed: -1

Damage: MNore

Mowve: 0

Prerequisites: “ocus wer

Power Points: Ay 4

Mo ane knows from what martial style this attack comes. lts
Orgins Are so sacret, and tha mareuver is s2an o rarely, that
many believe it to be a suparhuman mutant power rather than 5
trained ability

Fighterswhoara ablato oroject the |ce Blast can throw & wave
af frost, snaw, and sharp ce particles from thair hands. Kung Fu
rmasters say that the loe Blast fighter uses negalive Yang S to
supercool the air into the icy projact e,

Characlers who have mastaraed the lce Blast are sslcom
uncemforiable even in very cold climales. They can slaap in
meaat freezers and wake up refreshed. To other people, the
charactar's skin is always caold to the touch.

System: Tnz lce Blasl is similar o othar orojactie attacks, [t
has arange equal o the characiers Wils + Focus and can be
dodged by Special Maneuvers such as Jump. The attacker
must have ling-of-sight on his victim

Avictim who suffers damane s encased in sheets al thick ice
that freeza him in place, The victirm can attempt to treak free of
e e al tha end of each combat turn. He must accumuiate four
successes in an extended-action Slrength lest ta break res.

For example, a Strength 3 character is hit by the lce Blast,
Alter the turn is ovar, ha rolle threa dice (his Strangth) versus
difficulty 6 anc scores wo sucoesses. He is shil frozen shilf
through the next turn. After that second turn, he rolls again,
searing two more successes. He now breaks free of the ice,

Alternalively, If a frozen character is hit, the ice shattars (hut
the characier still taxes damage).

Cost: 2 Chi

Speed: -~

Damage: +5

Move: MNong

Prerequisites: Focus #eees Sirphs|
Power Points: Shotokan Karate 3, Kabaddi, Kung Fu, W
Shu §

While Ken wenl an to master the Cragon Punch above ang
beyvond what Gouken had taught him, Byu took Skowckan
Karate's Firezall and further parfsctad it into a lasler, more
destructive attack.




System: The Improved Firaball is the sEame 43 A reguiar
nall excapt that its modifiers are betler and it Wil 5Core a
sokdown on any opponent it damages unless the opporent

OIDCRS,

Cost: | Ch

Speed: -1

Damage: +4

Move: MNone

. P T =t
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Irarequisites: Focus =e+e+ [mproved =irchall

Power Points: Shotokan Karats, Kabaddi &

Instant bonfire! Tha Interna Strika takes the basic Firetall ana
glovatas 1 to a whole new level of destructivensass, Insicad of
sending A llaming projectile at an opponent, the mastsr of
Inferno Strika amits a metaor-size, flaming boulder that obliter-
qtes a large area and anyone in i

System: Tha lignler musl choose any line-of-sight hex within

noa Range is calculated as Wits + Focus like other Fireba

MEBUVENS,

The Inferno Strike hits in the targeted hex and sxplodes into

% hexes adjacant to the largeted hex. Anyane inany of the
mexes alfecled suffers camage using the moaifier pelow. Any-
ang using a Jumge or similar Special Maneuver that can dodge
Fireballs can alsa attemp! to dadga the Inlarno Sirke.

Caost: 2 Chi

Speed: -2

Damage: 4

Move: Mona

Mind Reading
Prerequisites: Focusg =ees
Power Points: Xabaod 3 Any 4

How can you survive against an opponant who Knows your
next move before youmake it? Such is the mantal power of some

ystic martial artists that they can scan the thoughts of their

aponents and predict their next moves.

System: The Mind Reading Special Maneuvar is nol played
as a Combat Card. Instead. the player anncunces in betweer
caombat furng that her character is using Mind Reading. The

racter spends one Chi and selects one opponent as the

roet of the mental scan, The fwo characters then perform a
rezisted roll using their permanent Willcower ratings.

If the Mind Reading character wins the resisted roll, tha

ponent must reveal two Combat Cards to the player of the

nd Reaging charactar The oppoenent must play one of the two
cards on the nexl combat turn.

The victimmust be within a number of haxes equal 1o tha mina
reaclar's Wits + Focus.

When Mind Heading iz used in noncombat scenes, the
Storyleller can decide what information a character gans from
3 successful Mind Reading. The mora successas on the re-
istad roll, the batiar. Tha victim will rot realize that his ming is

=ing read unlass tha mind reader botcnes her Willpower rall,

Cost: 1 Chi

Speed: Mone

Damage: Noneg

Move: MNone

Falapathy

BRA e Acocommpanimeant

Prerequisites: ooz »e

Powaer Points: Capozira

Many Cagooira stylists like highung ta the rhythm of music,
Their dancelika fightng slyvie isin its prime when music accom
panies thar fight. Music allows a fighter to cut fis soul and
arargy inlo the comoat,

A few other styles aleo like to waork Qul 1o heavy rOC< TUnRgs o,
r Deg Jay's casa, some sieel-drumming reggac

System: |f there is backgrouna music that fits tha hghter =
particular lraining preference, she gats a +1 banus 10 either
Speed, Damage, or Move each turn At the bagirring of the turn
trne player must ceciara ne moditier towhich sheis applying tha
k| bonus that hurn. She can changes ¢ach turn.

Cost: Nore

Speed: Scc daccriplicn above

Damage: S22 cescnpbon above,

Move: Saa (esoription akove,

T, Ay 2

Hageneration

Prerequisites: [ oous see

Power Points: <abacdi 1
Wrestling @) Any 3

Some warrors are abla to commana their Chito flow tnrougn
injured areas of their haay, thereoy healing themselves almost
instartareously. This disciphng 5 diffcutto learn, reouinng in-
depth study of how Chi flows through the body as weil as the
mental discipling to be able lo route one's O proparly in the
riicdet at battle

System: When using this power, 2 iighter stops maving for
a turn to focus his Chi. Tha fighter may then spend points of Lhi
to restors lost Haalth Levels. Eack Chi point spant anables the
fighter ta regain ane Health Leval. In one turn, a characler can
restare a numoer of Health Levels squal 1o his Focus rating. Far
example, a fighter with a Focus rating of 2 could spand up to
thraa Chito restare three Haalth Levels in ona turn of Regenera-
froan.

Cost: See description anove.

Speed: +0

Damage: MNonc

Mowve: Mone

<ung Fu, Mative Amarncan

Raepeating Fireball

Prerequisites: Focus seess Firangl|

Power Points: Any 4

Mot happy with ane large, flaming projectiie, sarme Fghters
prefar ta focus their Chiinto saveral smallar flaming projectiles
Certainly, the Regeating Firapall is nangy whan a fighter must
face several cpponants at ance.

system: Tha lightar can throw a number of smal firagalls
aqual o ner rating in Focus. Thus, a lignler with a Focus ot 5
could thraw a volley of fiva firelzalls. She can targetthem at any
apponant or cppanents she likes (2.9., two at one aoponent,
and one at each of three different cpponants). Each target must
be in the fightar's ling-of-sight

A targeted opponent who uses a Jumg or any other Special
Maneuver capabla of dodging fireballs must make a codge test
againzl eacn fireball targeted at kim.

Bange for Bepcating Firebals is the same as for a ragular
Fireball {Wits - Focus)

Cast: ?

Speed: Z

Damage: +C

Move: MNone
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Prerequisites: oL see
Power Points: 4y 4

aame atreet Fighiers have devalopad the ability 1@ amp W

thieir body's natural elecirical fielg 1o astounding levels. The
human booy's nervous systerm runs an minuscule electric
charges, and martial artists who have mastered thair Chi and
lhis techrigue can craeate powerlul electric fields arcurd [Feir

cdies, The «ir around the fighter pulses ard erackies witt
electricity as it burns into ozons.

The power canalso be usad to short out elecirical acy ament
LGN A8 Sompliers anc televisions. Furthermore, whils usirg
this power, Ibe Streat Fighter is himself practically immune o
electric shock., For examgle, a characléer couid grab high-
voltage wires witnout suffering damage, so long as he maintains
this powear

System: This snecial power affacts anyore standing 0 the
ightar's nex or in an adjacent hex (frend and foe alike Get
stocken) Lveryoretakas damage and suffars a Knockaown as
the elaclricity courses through their hodias, A slocking charac-
ter is not wnocked down, but stil suffers damage

A fighter can decas whan he buys the Shock Treatment
powar whather or net it is a Crouching Maneuver.

Cost: 2 ki

Speed: +0

Damage: +7

Move: MNons

e = [ N
SERIRALT BT TYS

Prerequisites: Focus see

Power Paints: A~y 4

This move has baen mage famaous by Guile whais one af tha
lew paople in the world krown to cossess the atility. The Sanic
Boom is a projactile attack ke a Fireball, excapt that the fighter
focuses ner Chi to blast a ripple of concussive sonico gnergy at
an apponent, The sonic blast creates a very loud cracking
sound Just before the fighter raleases it and an even lauder
boom when it s reieased into the air.

Lee Jay is the orly othar prominent Streat Fighter wha has
mastarad e sonic enargy allack. His Max Out mova appaars
wery similar lo Guile's Sonic Boam, but it sounds more like
intanse amplifier feedhback when it's released.

System: Like aFirenall a Sonic doom'srangeisequal tothe
fighter's Wits + Focus, Its Damage is calculated as Intelligenca
+ Focus = 4 {manauver modifier). The attacker must have a
claar ling-of-sight to her npponent.

Caost: | Chi

Speed: -3

Damage: +4

Mova: MNone

Stunning Shout

Prerequisites: Focus we

Power Points: Shotakan Karare, Sumo 2 Ay 4

Some merlial arts styles emphasize using the voice as &
weapon in its own right. Anclent masiars could focus their Chi
Inrougn their voices, crealing shaouts so loud ard powerful that
they could knock opponents aver and uRnarve them in battls.

System: Alinhtar must direct her Shout at orne oppanenl (af
the Storytellar's discretion, a whole groun of minor thug cppo-
nants could be simultaneously affected), The victim af the Shout
must maka a resisted roll between tha victim's permanant
Willpower rating anda tha tighter's permanant Willpower rating. (f

the victim scores more successas, tha Stunning Shout has N
effact

e
3=

If the fightar scores mare successes, one of two thingg &
happens to the victim, depending on whetser ¢r not ha hag ¥

acted in the current comoat turn. [f Ihe vichim has not yat acied
ne lases all remaining Move and attacks for (bat turn. Com.
pletely unnarved ana stunned oy the force of the vell, na Tust
spend the remainger of the turm recovering.

I the wictim has already fin'shed his action that twrn, Sach
gxira succese the fighter rofed on the Willpower test sustracty
ane peed point from the victim's next maneuver. For exampla.
afighter using Stunning Shout bests heropponent's successos
ay four, Har apgonent will nave -4 Soeed Lo nis maneuver next
ELLTY,

Cost: 1 Ch

Speed: &

Damage: More

Move: -~

Toelepathy

Prerequisites: ~ocus e

Power Points: “abadd 2; Any 2

Some yopa mastars have perfected & form of communicatian
beyond the scoken worg. Thay ara abla to link their thoughts
airectly @ ancther person's mind, enabiling them to communi-
cate directly with ancthar parsan,

System: & character using lelegathy can I'nk a number ot
addifional paople up to her rating in Focus, So.a character with
a Focus Technique of 3 coud telgpathically lirk harsel ard
three other paople. Each individual must oe within a range egual
tothe ielepath’s Wits + Focus in haxes, and must stay within that
range o mantain the link.

In between each combat turn. the telepath can decids which
characters will be part of the telepathic link for the upceming
lurn. Those players can then discuss combat strategy among
themselvas without anyane alse being able to hear them

Maintaining a telepathic ink costs ane Chi paint per turn.

Cost: 1 Chiper turn

Speead: Nore

Damage: MNone

Mave: Nonea

Thunderciap

Prerequisites: Focus #»e Pynch »

Power Points: MNative American Wrestling 4

Powerlul magic. The warrior claps his hands tagetner and
unleashes the sound of thurder. The tremars caused oy the
thundearclap are powerful encughn to shater windows and stun
the warrior's opponents. The sound can be naard for miles

System: The Thundsrclap inflicts damage on evaryong
within three nexes of the warrior. The damanea Is Irteligence +
Focus = 3

Cost: 1 Chi

Speed: +0

Damage: -3

Move: Mone

Toughskin

Prerequisites: Foous ==

Power Points: Sumo 2; Any 4

Sumactor’ are ranowned for their armorlike skin. Onae of the
siyle's lesser-<nown Special Maneuvers is it5 practitorers

§
i




g ity to focus thair Chi into their skin and surface muscias
ing ther alraady lough skin rock-hard.
system: The player can use her character's Tougnekin
sombat Card 2long with any other maneuver in a combat lurn
Tha Characlar's Spak total 1s increased by twia for the duration
a.l l'\.r\. THer

E LT

Cost: | Chi

Speed: -ee description above,

Damage: Ses descriotion aoove.

Move: See tesoriplion snpove

IR IS

Prarequisites: F0cc sesss Fircng

Power Points: Fabadd |

Mot content to throw smal talls of firg, Kabadao) styliste have
parfected the ability to create a dzadly gevser of flame, which
they can preatna tfrom their mouths,

System: The Kabaddi master must choose in waich dirce-

n to breatn the flames. The infemo erupts in a conical flams

it fills any ane hex adjacent to the fighter and tha thras haxes
..nﬁ. Tha fighter roll parately for damage againal
e slancing in the affecied hexas. ’_Tln e the Yoga Flame
begins, the firg fasts until the end of the currant turn, so anyone
foatish enough to anter the four fiery bexes also suffers damage

the Yona Flame i even hotter than a Fireball, and thus more
prane to ignite naarby Nlammahle materials

Cost: 2 Ch

Speead: -

Damage: +/

Move: Onc

W< 3§ el pord
Prerequisites: 'ooic ssasa

Power Points: Kaoaddi &

I+ mas bean callad magic, and ndeed it must oe, Withesses
claim to nave seer yoga masters who could literally cisappear
fram ana lozation and » BApQaar in angthar, How thie pawar 15
I-“zu.“e:. ng ane can or will say. One (hing 18 cerlain: the
knowladge is covetad by any Street Fighter who has had to face
Linalgirr in combat,

System: ‘Wher sxecuting thie move, a glayer smely an-
nources that her character has disapoeared. Al any ooint

during tne rest of the turn, the piayer can choose 10 nave her

character reappear anthe mag anywherawithin her character's
Irtelligance + Foous in haxes away from his orging! position
Fer eaxample, Chalsim uses Yoga Teegort at the approprists
acead. The player remeves Dhalsim frem the hex mao and can
EVE DT raappasEl .:Ir":,."-.-'-.-.*":'!rr'_:- within Dhaisim s Foous ,_|_|'|
Inteligence {8) = 12 nexes away. Usualy, 8 alaver wil walt unhl
the very end of the turr, after &'l other characters have finisnad

moving. before deciding where the teleporting character reap-
[BEIS

Cost: 2 Chi

Speed: +3

Damage: Hone

Movaea: SHae cescnphor above

:_.-' =5y ".
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Prlrnquimtus: Foous ees

Power Points: Kung Fu 3; Any 4

Mastars of Zen philosoghy are able to act faster than thoughi
the mastar cecomes part of the natural flow of the warld, sathat
his actions do nat mersly respond to soma cutside force, ot
spring into being as thay are reguirad.
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e SpeCIAL MANEUVERS

-a [ollowing Special Maneuvers come fram the thres slylas
ust presertad: Ler Drit, Spanish Minjitsu and Tha Kickboxing.
pucking Fierce

Prerequisites: Funclh =«
Power Paoints: Ler Crit 1. Any 2
Phe fighter crouches low and dalivers a short powariul Blow
raneropponent smidsection This punch often catchas unsus-
peciing opoonents off-guard

Systam: This punch combings 2 Fierca attacs with a
aeceptive Crouching Maneuver Use the modifiers helow

Cost: Mong

Speed: -1

Damaga: -

Move: /=

Eibow Smash

Prerequisits: Funch

Power Points: Muay Thai |; Ary 2

By firmily planting his fest, tha fighter can deliver a quick
powveriul elbow smash to a nearby apoonant. Man y deaths are
cawsed in Thas Kickboxing rings by the lethal powsr of these
aibow strikes.

System: Lze the maodifiers Islad balow

Cost: MNone

Speed: +2

Damage: +2

Movea: (re

Forward Slide Kick

Prerequisites: Kick == Alhletics ae

Power Paints: L=r Drit 2, Scanish Minjitsu 3

This maneuver is a vary similar to the reqular Slide Kick {see
rulebook), except that the fighter remains upright as he shdes
[orward to quickly take an opponent off Aer feet, The Streat
| Sighter remains in a standing gosition and, in ane swift slide.
covers several fee!, taking his opponent's legs right out from
under Rer in the process.

System: [he Forward Slice Kick causes a Knockdowr if
any damage is scored

Cost: “one

Speed: +0

Damage: +-

Move: +0

Scissor Kick

Prerequisites: [Kick ss+ Atqlalics »ee Jump

Power Points: Ler Drit 2; Spanisn Miritse, W Shu 4

With this maneuvar, the Street Fighter can cover tremen-
cous cistances and deliver twa stunning ana deadly Blows to
s oopanant. The Bghter actually leaps towards his apponeant
and gerforms & frant flip in the air 5o that his feal follow oul of

the fip into a rapid one-two strike, fiting his epoanent fiest
Pigh then low, The Scissar Kick is both deceptve and jast
; System: Use the medificrs lisied below. The Scizsar Kick
15 & powsrtul eapng attack and is considarsd an Asrial
Manuaver. This warrior car make two AMage tests against his
apponant using the modifier listed below
Cost: 1 Willpower
Speed: -0
Damage: +=
Mave: -3

Tiger Knee

Prerequisites: Kick »== Athlatics == Jump

Power Points: Thai Kickboxing 4; Speoial Forces, West-
arn Kickbaxing &

Gna of Sagal's most famous moves is the Tiger Knee. Tha
fighter bagins by crouching down, like a tiger preparng o
poLnce onits oray. and then springing farward and up, drving
Knea-lirs! inlo an opoonent. The Tiger Knee '3 insanely quick
and hits hard.

System: The Tiger Knee will cause 3 Knackgown and can
alz0 aamage an opgorent caught in the mudasla ot an Asrja
Maneuver. The Tger Knee s also ar Azrial Maneuver, allowing
the fighter to dodge over firehall projactiles just as ha would
with a jump.

Cost: & Willpowar

Speed: +3

Damage: +2

Move: -

Ailr Suplex

Prerequisites: Grab »ee Athistics sse Jump, Suplex

Power Points: Spanish Ninjilsu 1; Kabadd 2; Any 3

The warricr intarcepts is opgorent 'n mid-leap, grabhirg
the opponent and twisting him upside-down so that both
attackar ard vietim fall ta the ground haadfirst Of course, the
vichim of the Alr Suplex crashes to the ground firsl, absarbing
the impact of the fall.

This maneuver was actually developed by Indian Kabaddi
Mmasiars whowere said to be able 1o intercest the pounce of a
full grown tiger and bring the tiger crashing to the ground.

System: Use the madiliers isted below, The figmier rrust
interrupt an ogponent performing an Asrial Maneyvar, 1f the
victim suffers any damage, then the Air Suplex was successiul
and the victim zuffars a Knockdown. The attacker and victim
ooth end the turnin the same nax wnara tna attack occurred.

Caost: Nore

Speed: -1

Damage: +4

Move: 0]

Choke Throw

Prerequisites: Crab »we Athlahics == Jumrp

Power Points: Spanish Minjilsu 1. Any 3

The fighter l2aps ug and either catches nis opponent in mid-
air or exzculas this mansuver upen landing Cithar way, the
resdt is the same. The fighter calches his cppanent by the
throat and uses his momentum to hurl his opponant to the
Croune.
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Systam: Lze the modifiers lisled balow. The fghter ex-
gcuting the Cheke Throw can interrupt an opponent parforming
an Aerial Maneuver, It can also ba used to attack a standing
pponenl. Any damage dong indicales that the vietm suffors
a Knockdown, The allacker ang victim both end thea furn in the
samea hex wherg the attack oocourred

Cost: Nore

Speed: -1

Damage: +°

Mowve: |0

Backflip

Prerequisites: Athlotics wes

Power Points: Cacosira, Spanish Mi jitsw, Wu Shu 2 W
Shu 3, Any 4

ris athletics mansuver provides a warrior with an excealant
relrealing dafenczive move, A well-rainad fighter using a backfip
can avoid nearly any attack, The Backilip maneauver Is actually
a senes of back-nandsprings that can lake a competant
gymnast halfway across an arena while he godges orojacliles
and othar attacks,

System: ‘Whila axecliing this manesuver, the fighter can
only move in a straight Ina away from his foe. Whils exacuting
rus maneuver, the fighter cannot be harmed by any attack,
However, he will be vulnerable to attack both hefare and after
this mareuver is exscutad

Cost: 1 Wilpower

Speed: +

Damage: o=

Move: 2

Flying Punch .
Prerequisites: Athlatics ssss Pupch e» Foous sss Jump
Power Points: Lo Dril 3

Trismove takes a Street Fighter nighinto the air anove and past
her opponent and than quickly redirects the artack sa that tha the
punch lands sguarcly in her opoonent's back, This maneuver i
considered highiy dishonarable. The degrasa of aerial contral Ler
Drit practioners exhibil while perfarming this mansuver
IBdd some 10 believe thal the practitioner is
actually flying up and past her opponent he-
fare swooping back down with an outstretched
fist

System: To cxeccute this move, the
fighter must actuaily move two hexes oast
ner gpponent and move back to the
opponent's hex as she arcs hack down
wardsta hit her opponent from cehing. Tris attackis considerad
an Aerial Maneuver and halves the opponent's tatal Stamina
for the purposes of determining how many damags dice are
relled (rounding fractions down).

Forexample, (f atighter wha is Blocking gets hit by aFlying
Funch, her Soak would narmally be her determined by adding
her Stamina of 3 and her Block Tecanique of 4. (3 + 4 £+|;;||_;ETI5
a Soak af 7 dice ) But becauss the Flying Punch is a sucker
ghat, the fighter's Stamina is halved, so (3 divided Dy two,
rounding dawn, is 1) the Soak is 1 Stamina dia plus 4 Tech
nigue dice tor a total of 5 dice

Fighters lose a point of Henor sach tima the Flying Punch is
JRAd. Alternately, tha attack can ce done slraight ‘orward

L ;

without the ‘oss of Horor, but the fighter also loses the advan-
tage ol hakang her opponent's Staming
The attacker ends hermovemeanlt in he bex bakind or e fron
ol her opponent. depending an how the maneuver was usen
Cost:
Speed: -7
Damage: -7
Maove: 15

1 WhllporaeEr

Light Feet

Prerequisites: Athlatics ses» Jump

Power Points: Sganisn Minjitsu 3; Any &

Thefighterisacept atieaping and moving quickiv—mareso
than other fignters. The lightar's nimible teet enabie har to cover
greater distances than most other fighlers in the Arana.

System: |hic Specizl Marcuver s not played as 5 card,
Insiead, +1 Move s added to all of the fignter's Maneuvers. The
fignier can also elect to spend ona Wilpower paint during a Sght
to move an aadiuonal three haxes as part of an action instaad of
naining the one hax borus that this manauver usualy adds

Cost: Ses dhovae

Speed: Soo Anove

Damage: MNono

Mova: Ses Above

Tumbling Attack

Prerequisites: Athlctics s»e Backilip

Power Points: Canoara, Spanish Ninjitsu 3, Any 5

The fighter can gropel hersalf forward into 2 serics of
lumbiing mansuvers combined with punches or kicks thar will
knock most cpponents aut of her way. The Tumbling Attack




can it an unsuspeching apponant sevaral times if it s timeg
:}I',_"IiJE"' ':."-

System: Lise the modifiers balow. Like a Hurricane Kick. the
Curmnbhng Attack bas simulianaous movemeant and damage tests
gach time the attacker moves a hex Whenaver tha fightertumbles
into the same hex as her opponant, she rolls for damags andad
avtornaticaly pushes her opponent back ong hex, She can
gontinue tumbling inte her opponent, pushing him back and
garmaging himonce for cach hex, up tathe fighter's full Mova. The
lignter will push her opponent back and make damags lests unti
she has moved her tull distance. The Tumbling Attack is a
Crouching Manuever, The attacker mavas in a straight ling,

Cost: 1 Willpower

Speed:

Damage: -|

Movement: +i]

Mind Controi :
Prerequisites: Focus #ewe» Payenic Vise, Mind Reading
Power Points: Ler Drit &

Aftar shattaring an opponent's resolve, M. Bison can di-
recty control his actions. His every command must be abeyad,
Mo one out M, Bison has ever been seer wislding such powsr,
cut thera ara parzistent rumors of a premising student who s
avery bit as dark as M. Bison and has apparantly learnad this
secret as well,

System: [his power can be used to exert control over any
cppanent who has no Willpower latt, The victim must ba within
a number of hexes equal ta the allacker's Focus + Wits. A
contestad rofl of Intelligence versus Intedigence is made. I the
attackar gains more succassas than his cpponent an the
Resisted rall, he has laken cantral ovar his oppanent's actions.
The duration of the psychic contral depends upon tha numbar
of successes gainad

1 Success — 1 RAound of combat {10 Turns)
e successes — 1 Hour
3 Successes — | Das
£ Huooessses — 1 Waak
5 Successes — 1 Maonth
. It is rumored that M. Bison has several servants who ars
parmanantly undar nis control in this fashion, This tyoe of
conditioning 15 passibile, but f would take a considerahla
amount of time and repeated uses of the Mind Caonlral powear

Any individual with a permanent Honor of 10 cannot be
alfecterd by this power Inaddiion, avictimof Mind Control can
make a Resisied Roll betwsaen his permanent Hanor ana his
camiroller's Willpower in order 1o resist a command that goes
against his own moral code or survival instingt (such as
attacking friends or juimping aff 2 cliff), 1f the victim is succass-
ful, then he resists the command, butis still under Mind Contraol

Cost: 2 Ch

Speed: -5

Damage: MNons (2ee abova)

Move! Nong

Paycho Crushar

Prerequisites: —0ous seesa Afnjating sas, Feycharinetic
Channeling

Paower Points: Ler Crit 5

Toaate, M. Bison s tha only individual alive who is known to
2055055 this awesome power (althougn it is rumorad that ha

has cne pramising stwdent who has learned it as wall), When
executed, the warror i3 surroundaa by crackiing blue psychuc
Brerygy as ha hurdies through the air at his opponents. The
Psycho Crusher actually allows the Bison to fly, up. gown or
acrosstne ground, cnanging airaction rapidly during flight and
Always leaving a comet-like trail of Blus energy

System: Tha Psycho Crusher geals damage as the fignter
moves into the same hex as his oopenent. While fiying, the
fightar may turn or even doubie back as much as he desiras in
order o ram as many cppanents as possible with one usa af 1he
Paycho Crusher. However, ng opoonent can be hit by the
Crusher more than ance, evan it the attacker reverses or looos
around to enter his victim's hax again

If the wictim is not blocking, then he is consumed mn 1ne
altackear's Psychic fire. taking full damage from the attack (use
the +5 Damage madifier) and sufters Knockdown as he is
thrown into a hox adjacent Lo Ine ona where ha was standing
(the wichim chooses which hox),

Ifthe cpponent is blocking, then ke s knocked back cna hex
rarm the direction the altacker flaw at him, and he will take one
die of damage (2 zotch on this damage roll brings e Paycho
Crusher to an immadiate end). The attacker can continue to
push the blocking opronent back and do an additional die of
damage for every nex left in Mis mavemant, ug (o  magimum
ot five damage tests, afterwhich the attacxer continues moving
pas! bis opponent

Cost: 2 Ch

Speed: |

Damage: +5 [ na (see abhave)

Move: +&

#asyvomc Hage

Prerequisites: Foous see

Power Points: Ler Dt 3

Alsocalled the Poisaon Haze, this is the dreaded power af the
Hevanants Psycnic Rage pushaes hororable fightars into fits of
beserk battle fury, In this fury, the opponent is capable of
delivering devastating damage. tut he will also give absolutely
na thought to his own safely and precious little thought 1o the
morality of his actions. Victims of Psychic Rage have been
Known o turn on thair awn teammatas in tits of bind funy

System: The Lar Dril stylisl using Paychic Hage selecls an
opoonant. The victim must o within a number of hexes equal
to the attacker's Focus + Wits. The fighter must than dateat her
apoonant in a Hesisted Willpower varsus Willpower roll {use
lhe parmanent Willoower ratings), |f the fighter is successiul,
the cpponent enters a bersarker fury,

The victim will anly e able to play Fierce or Roundhouss
Compar Cards and his highest damage Special Manauvers:
the Gatlle fury will drive them to use their most powearful attacks,
He will spend Ch and Willpower as needed unlil he runs out,
Furtharmore, ha will be incapable of playing any Movement or
Block Maneuvers and will not gain benefits from Combo
Maneuvars.

After 2ach wurm the vichrm has suffered Psychic Rage {not
counting tha first turn he is affected), the victim can roll his
Permanen! Horor 0 a Resisted Holl aganst the aftacker's
Manipulation to try to break frae of lhe rage. The rage wil
automaticailly end it the attacker or the victim is knocked
LNCONECIOUS,

<
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Wictims still lose Honor from any actians thay tlaks dur g
Paychic Hage. even if the rage farces them into dishanarable
acts. The remarse and self-aoust will plague the vistim leig
after the rage finally subsides,

Cost: | Chi

Speed: -~

Damage: None (seo above)

Move: MNans

Lt S
]

EEYENIT Wiss

Prerequisites: Focus vese

Power Points: Lar Orit 4; Kabada &

This fearsome powsr literally strins the energy from an
opponent. cemaralizing and disheartering nar Often M. Bison
can be seen staring into the ayves of a would-hs apEanant.
Energy crackles romithe mad dictalor's gyesard nisopponent's
rescive crumples balors the fignt baging

System: [he victim must e within = number of hexes
2qualtothe attacker's Focus + Wits, The attacker rolls damage
Lusing the appenent's Intelligence instaad of Stamina ta aeter-
mina the victim's Scak total (Psychic Visa ignares Blacking
Techninues tor purposes of Soak}. For each damage sucoass,
the appenent osas ane Willpower paintand is slso at- 1 Speed
arhar next mansuver, If the victin oses a numbar of Willpower
pamnis greater than her Intelligence Attribute in 2 single altack,
the victim is mertally stunned (freat this as 5 Dizzv).

Victims recuced o zero Willpower paints can still ba slowed
gown and sunned with repeated uses of the Peychic Vise

Cost: 1 Ch,

Speed: +()

Damage: +0 (s88 above)

Movea: Nore

L WWillpower

Fsychokinetic Channeling

Prerequisites: Funis sse

Power Points: Ler Drit 3 any 5

Thraugh farce of will_the Stree! ¢ ghier manages o channal
themind's potential into a fr ghieningly effective comoimant ta
any attack. Biue psychic energy cracklas around the fighter's
hards and feel as tremendous Chierergy s releasad upan the
mpact of a kick ar punch, Currantly, M. Bison nas bean
waching some promising operatives the sacrate of this tach-
nique. its mastary lies grimarily 'n the kands of those studying
Lar Drit. However, some masters soeculate that under theright
circumstances, others could learn o harmess ano charnnal
these energias as well,

System: This power s recorded on as a singie Combar
Card, which can be nlayad along with any of the six Basie
Punch or Kick Combat Caras, Whan Diayed Ihis way, Psychic
Lhanngling ados +2 damage 1o the attack,

Cost: 1 Chi

Spead: +] (soc above)

Damage: +2 (sze above)

Move: +0 (588 anove)

MINIONS

"Moo | shall sead you forth inta the world o do my bidding,
Governments shall trembils 8t vour aoproach, na ana shall
siana Defors you and alt who oppase me shall perish by your
hands. You ars my Hists, my eves and my voice, Let &l you
sncountor feed ry wrath trough vour hands

M. Sisor, ina speech to his minions

For the majonty of anfarcemant actione taken By Shatioion,
M. Sisor will not take cart directly— neilher will zagat, Balron
orVega. Insiead, Shadoion has an army of thugs, mercenaries
and agents available to do the d ity work, This sschon liss
gsome of the miniong Shadoloo uses, rciLding some Strast
Fighters whe have bean carrupted and racruiter inte Shadaloo.
as well a5 etatstics for othar Sradoioo flunkies lixa tre Thecns
afthe Order af Heavenly Unity ana Bison's creaded Ravanants.
Hasides the miriors presented hera, you can use the statistios
far other Minions found in Apcendix Twa of the rulebook for
Qtner lypas of villainous henchmer that Shadaloo will thraw at
15 enemies

STREET Figrreg Teams

Shadoloo nas many teames of Streat Fiahters inthair stanles.
S0mMe [HAMS Jon't aven know they're working for Shadelas,
Howevar, most catch on afier awhnile [hose who accent the
"act that Shadoloo owns them profit handsome y. Those wha
try 1@ gel out cisappear from the cirgu’t allagether, TResa
t&ams can ba found in nearly any lournameant, sitrer pursuing
2 sacret Shadolon agerda, scouting for mew talent ar st
makirg ceriain they'rs the best.

Shaduloo employs a varisty of Street Fighter (aams, some
more exgenencad than others. Lislad baiow are twa leams of
varying degrees of axperience, Cragan Hising s one of
Shadaleo's Beta Teams, saasored Stroet E ghlers whe know
their way around mast of the arenas [hey are very qood, but
Ihey still couldn't hold their own with a Warld Warriar for more
than a lew seconds, They are, nowsever, more [har armalch for
any roo«ies. The Harbingers are an axameic of 2 Shadaloo
amma Team, Garmma Teams are frashly recruited Strasl
Fighters. Many of thermn are only just Beginning 1o realize wiar
they're really dairg
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System: [he playor can salae: three Cambat Cards from the
na characler must then wait until SVEFYCNE
glge has performed movement and allacks that turn, Al thie wery
end of the turn, the player can select gne of the thrae Combiat
Cards and imrediately use it as the character's action.

Cost: 1 Willoowsr

apeed: Sce doscriplion anove

Damage: Sce doscriplon above

Move: Sea description abova

Comeo (ComBINATION) MANEUVERS

Laak, man, if yvou want to makea it e the Stroot Fighler circuit
you re gonna have to do more than just ounch or kick Ever: that
jamnin' specia!l move yougol thare wearn't finish aff the bad bows
ke Zangiel, Ya, man. | know what I'm talkin® aboot it's like

o D P gt S ym ol Cpr B ek P ’ Lt Pl L e L ISP 7
FRLSIC. TROoN { QG singing one note an CANITMUSIC, ragoita nut

character's decs

the beal logether One nols sfter 5 nother, then yer jammin'. it's
e zame will) Nghtin', Ya goila put the moves fogether if yvou
want o &o chief
— Dee Jay

Mast fighters need one or two Combo Manauvers to finish atf
SENOUS opponants. Combe Maneuvers are combinations of
punches, Kicks, or other manauvars, which are chained to-
QELNer aver two or three combat turns. Fssentia Iy, the fightar
drills a cenan sequence of moves so rigarously that the combi-
nation becames second nature. This fighter can executs Cembo
Manetvers tastor than individuz moves, and the rapid-lire hits
of Combo Manauvers can quickly dizzy opponents,

Oomed BENEES

Loom b o g
have two aftacts,
he first i9 that the
second and third maney-

virs ol & ComaoManeuver gain an axtra 1 2 Soeos moditie PiE

and azove any other modifers for thal maneuvar. This bo- i
only gwven when the moves of the Combo g/ played in crda,
turn oy turn. For axample, if Balreg has 3 Jab Pusch - Fisrge
Punch Combe Mareuver, then Balog's Fiarce Purch WLl
gamn a2 +2 Specd bonus whenever he played it in o tLirr
immediataly folowing a twrn in which ha plaved 1 Jab FPunch

The secand Comboeffact is that some Comoas can ACCLmy.
ate damage turm by turn for gurposes of dizzying an Opponent
Far example, a fighter has a Jab Punch - Fierca Punch Combg
Mansuvar The fighter hits an opponer: (who has 3 Stamisg)
witn the Jab in Turn Dne and inflcs one Heallh Lava! of
samage. ne then lollows with the Fierce Puncr in Turn Two =i
inflicls three Health Levels ol damage, The opponent s dizziag
Meither the Jab norths Flerce would have dizzied tha opponent
by itself, but 82 a Combo Maneuver the damage from bath
slrikes accumulates o a total of four Healtr Leyels which iz
Enougn ta aizzy the opgonent

Dype HASING Comep Mg LVERS

A player can decide to soend Pawer Paints on Combo
Manauvers during character creation. Combo Mareuvers may
al30 ba bought later, using Power Points gairad through exne-
rience. Combo Maneuvers cos! one. twe or *hree Powar Pgints,
depanding onhow many maves the fighter inearcorates Into the
Lombo and how effective the Carmbo is.

If the player wants to combing twe moves infa a Combn
Manauver, 't costs ane Power Paint. To add a third mova to ha
Lombo Maneuver costs an additional Powsr Paint, With this
nitial purchase cost, the secand and third moves in the Combo
Maneuver aulomatically get hig +2 Speed

g al50 wants A 48




e omoe o accumulate damage for dizzies, then he must
g o an additional Power Poinl on Ihat Comno Maneuvar,
o ung it a Dizzy Combo Manouver

Let's ionk Al some exarmplas:

Jasun decides o combing wo maneuvers into a Combo
paneuver, He spends anc Power Paint, Tha maneuvers are now
linked, and the sacond maneuver will get +2 Speed when itis
p;;.]wi.-erj as part of the Combo

Jason later decides o add a third mova to the Comba
Bomeuvar, 50 he spends an addiional Power Point. The third
n euveralso gets the +2 Speed Bonus when played as part
o ne Combo
Finally, he player deciies o spand one last Powar Paint o
make the three-maneuver Combo capable of accumulaling
damage turny after turn 10 score a dizzy result, He spends the

ogint and records the Combo on his charactar shast as a Dizzy
Comba Maneuver.

Another player, Michelle, buys a two-move Comba and wants
+have the dizzy power, 50 she spends two Power Points far
w-move Dizgzy Lomon Manauver.

Shan & player buys & Combo Maneuver, ha must specify
-‘1 moves he wants to be part of the Combio Maneuver, and
the arder in which they must be executed during play. One this
I gat, it can never be changed. For eaxample, a player decideas
to buy a8 Combo Maneuver lor his beginning character, He
decides o go for a basic one-two kicking cembination, so he
chaoses to comiine nis character’'s Shart Kick and Bound

ase Kick into a Combo Maneuver, Ha records the Combo on

 character sheet under Special Maneuvers as “*Combo Ma-
neuver: Short Kick - Roundhouse Kick.” Another player might
dacide o do a inple Combo of Block - Rolling Attack - Shock
Treatment that accumulates damage for dizzies. She would
write the maove as "Dizzy Combo Maneuver, Block - Roling
Aitack - Shock [raatment.”

Vour MOVE.--

20 far in this chagter, we've dealt with Special Mansuvers
primarily io defing how they fit intc the rules of the game.
Because Street Fighter = a staryielling gama, it's also
im@artant o point out how they can be used to tell a bettar stary
b‘leuelup more interasting charactars.

[xnovation

Cne of the best ways to weave Special Maneuvers inio a slory
5 1o create new ones. A player can create a new Special
Wanauver completa with Prereguisites. Power Point coste, Chi
ar Willpower cosl, Modiliers, ete, The Storvtallar must approve
all mew powers to make sure that they fitinto the game and don't
give a character an unfair advantage (like having a one-FPower
Point punch that does +7 damaga or something rigiculous like
that). The Stonyteller may cecide to raise a power's cost ar lowe
its modiflers if she finds it 100 powerful.

Jnce the Storyteller has approved a new power, she and tha
player can design & story about how the character learns the
new pawer. What does the character have lo do la find the right
Sensel or get enough experence to develop the power?

Mew powears possassed by villaing also keep the players an
their toes. Okay. so that Indian guru who runs Shadoloo's
cperations in Bombay is reported o be a mastar of psychic
powers. What can the guru de? How can the characters grepare
lo face tha unknown powers of this adversary? New special
powers can build a lol of suspansa and drama, is that arcient
=hinese Sifu finaly going to held a tournament? It is rumared

that whoevar wing the tournamant will ba taught the Sifu's
deadly Ghost Hand Kung Fa maneuvers, Graat stories can be
baill arounc the search for now Special Mansuwers:

Apding Deama 1o Speciar Maneuvges

It vou'ra s Staryieller, all these Specal Manaovars may saem
imtimidlating, so stick o the level of complexity with which you
feel most comfortatle. IFyou wanito uss on'y the Basic Manau-
vers during yourfirstfew fight sceres, that'sfire. ITsagood idea
1o get the feel of combat before you imiroducs Spacal Maneu-
wHrE dndd miske combal more complicated

Running combat takas time at first, but once you've practiced
tabit. it sgeeds up. The goal is to keep your fights tast-paced,
axciting and, abova i alse, fLir:

I you're & player, remamoer that your geal 1sn't 10 mist the
rules to create an invingiole character, If you argue rulgs 1o
sciora exira hits, the reaction you gat wili be tha sams as that
goven to 3 fighter who arguess w hea judge 1o score painis:
peaple wil get tired of hearing you compan, I, howaver, you
want torun a fully develoged characier - someone with a rgal
parsanality, someaane who doasn'tjust ceat peocple up—yours
on your way to ecaming an mporiant parl of your gaming
group. Lse your characier's Special Mansuvers to add drama
to the stary.

Whenevear your characier usas a Specidl Manauvar n com-
bat, lagl lras o descnie the move inas much detail as you want
Each card you play is ancther embellishmant to the story. If you
car ada abitof panache o each punch that's thrown if you can
add drama with every Combo Mansuver you use, the Storyteller
will remember your roleplaying, and your cppanents will re
memicer your character as a true Street Fighter

Hemember, too, that Spacial Mansuvars hava lals of uses
oulside of combal. Mayoe the victims of a car crash need your
Chi kung Healing, Peogle are trapped in a burning building and
can't escape through the locked door — can your Dragon
Furch break through? That sniger on the third floor is going to
shoot a rifle through the window — can you leap up o stop him
irtime, or maybe stretch your Extenaible Limbs to grai tha gun
away? Usa your Special Mansuvers for more than krocking
heads. Sometimes your character will need them 10 survive
outsige the ring as well as inside

Acemon Woed Bonus

Firaly, here's an optional rule that many pecpie use when
they play Street Fighter. Itadcs somea drama anaroleplaying
to combat. The rule involves the use of special comoal phrases
callad Activation Wards. Using this rubke, whanaver a characier
wants to use a certain Special Mancuver, he must yall out that
power's Activation Word, During comoat. the clayer must yell
aut tha Activation Words during combal. For example, if you're
playing Ken, you might say, "Ayu-Ken!" every time your charas-
ter throws a Dragen Punch,

The advantage is that if tha plaver uses ihe Aclivalion Waords,
the character will gain zn addilicnal point of Glory if ne wing the
combat. Howevar, afightarwho uses Activation\Werds musisay
therm whenever the power is used. The power cannot e used
witnout the Activation Wards if the character s gagged and
canrol 2prak, suffers aryngilis, or 8 involved in a stealth
gparazion, yelling Activation Words to activate powers DRCames
more difficult.

Playars using customized characters can choose (NSF 0WN
Activatior Wards. Usually. the word or words describe the
manauver, If the Activation Words are inappropriale or vulgar,
the charactar will lose Honar sach time they are used.
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Streel Fighters live in a dangerous world filled with nearly
stant turmell and strife, The warrors who anter tna danger-
!.-,'u::rld-:ﬁuncergrnw" tournaments run the risk of losing the'r
naaith, theirwas'th, and somelimes their lives, Arena fighting in
the world of Street Fighter |5 orly for the bast of the npest,
becausc avery fighter knows in her haart that the only thirg ane
can trust in the middle of an arena s oneself,
Sireel Fighters use combat as a very formal way 1o resclve
gir disputes and determine who among thern 1s tha very best
Jtwhat they da. Differant characters have differant motivations
rar entering combat, but no honorable Street Fightsr espouses
violent for violence's sake. Througn the ritual of tournarmean!
comoat. Streel Fightars seak to perfect themselves; autside the
ring, Streat Fighters pu! their martial prowess to the test 1o
correct cruglty or injustice.

This chapter concentrates soialy on tha rules for cambat, 1
axplains how o usae the Cornbat Cards, maos ang figuras to
drmulate the fast-paced action of & Street Fighter dusl

,Jhethe* a Streat Fightar velurtarily enter a tournament fight
sucdenly finds herself forced into a back-alley crawl, tha
samea gama rules are used to govern combat. The rules of the
fight within the story, however, can vary a greal deal.

Tournament fighls are ritualized events, with groups of spec-
tatars, a carel of judges or refarees, stariing bells, and timars.,
There is a nearly infinite variety of tourramen! sattings, from
'amples 'n Iindia wnare gongs signal the onget of comeat, t©
warahousas in Eastern Europe where the referee’s yell to start
can parely be heard over the chants of tha bloodthrsty crawd.
Each tournament will maka its rulas known Lo the fighters ang
axpect combalants la adhere to them (although net all go). That
coesn't mean that tournaments can't be rigged. Fightars who
own arenas don'tmind giving themselvas a "home courl” advan-
tage now and then Forexampla, a big, slow wrastlarmight make
the floer of his arena ane big mud pit, so that everyane moves
slawer and the acrobatic fighters will have a hard time jumping
out of the wrestler's reach.

n the strest, or in a8 Shadoioa hidecut, thera are no rules.
Thugs will gladly draw ail sortas of weapons, including gurs, o
deal with unwanted Street Fightars. This cnapter covars al he
itermns that a character's enamy may biring to bear in a no-holds-
barred fight cutside ha ring.

Tuurnament combat Is rigid, formal and stylish. This is
the type of combat that the World Warriors consistently use
> against one anather,

A typical one-on-one tournament fight beging with the
lwo combatants standing three hexes apart from one an-
other. The fight lasts far 10 combat turns, or one round of
combat. Once the round begins, the two characters try to
knock ane another unconscious. If, at the end of 10 turns,
bioth fighters are stlll standing, then the character who has
taken the least amount of damage I'LE:-'I a fraction of total
Health Levula} wins: & A

Team-versus-team’ tournament flghts are very similar.
Teamswpmallystarlatﬂppnsituundfnhhearenagrnunds 4
in whatever formation they desire. Often, team fights are =
not rastrictad to one round. The fight either continues until
one team is unconsclous, or for a longer time limit like 13 or
20 turns. It the time limit is called, then the team that has
r:u]tectlvely sufferaed the least amount of damage wins.

‘Some tournaments progress round after round, with ﬂw:
winner of each round staying in the tournament and ad-
vancing to the next stage. Thasa i‘hurnq[nents are very |
grueling on the warriors,. ﬁqmum thw ‘must fight again |
hafora they have had a nhaﬂne to rest and restora their
health. A few Grand Tuurnamants run each stage on con-

secutive dﬂ'ﬁ; thuruhy giving flghlern a ahanm:- to recover.
gk |
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By rnow, you've probably geotten some idea of tne sheer
variaty of Traits availabla to a Street Fighter character. You
might be asking yourself, "How do | keep track of 2l this?™ It's
simpla, really. In the back of this book you'l find & number of
Basic and Special Mareuver cards Thesa cards are called
Comba: Cards, and thay'ra the key to making Street Flghter
combats fast and full of strategy.

Each Combat Card regresents one maneuver that & charac
ter can use in a combat turn. Before you fignt your first comeat,
you should fill out @ Combat Card for @ach of your characler's
maneuvers, This shou'd give you a dack al sarmewhere arcund
I'IiF'E 6 15 cards. During combat, hold your deck of En:rm'ﬂat

s Inyour hand; sach turn, se'ect ong of your Combat Car
as .r"e manauver your character will exacuta that bun.

Eacn character should have nine Basic Maneuver Sombat
Cards reprasenting the nire Basic Maneuvers that ail warriors
xnow. These Basic Mareuvers are listed right afer this discus-
zion of Combat Cards. The other Combat Cards dencle your
character's Spu.,-malwlﬂnehwers You'llwant iofit cutong ofthece
Special Maneuver Combal Cards for each Special Manauvar
your character is cagable of using durng a combat .

FILOEG 04 e Comgar oy

Each card lists three terms; thesa lerms define any manauver
n Street Fighter They ars: Spead, Damage. ano Move
Wher you fill cut a Combat Card, fil in the sirclas next to Soeed,
Damage, and Move to show that maneuver's rating in each
catagary. Spacial Manguver Comiat Cards a/so Rave several
blank ires soyou can joldown notes abaout that manguyer, sJch
asits Chiar Willpower cost and any spacial canditions ar effecls
of the mave
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Filling oul Somoal Cards lakes A Wille sxira tima during
character creation. but it's worth it Once you do the preparation
work of fillng out tha cards, combat is sped up immeansely. You
worl'| have 0 stopin the middle of your Dragoen Pungh ta add up
any numbers or consult any tables: everything you need is an
thie card.

Wa'll wali Ihrough an example of Hing out 2 Combat Carg,
and also explain a cit about Soeed, Damage, and Move, To do
50, we'll use onc of the ning Basic Maneuvers, the Jab Punch.
The Jab Punch nas maneuver modifiars of +2 Speed, -1 Dam-
age, and +0 Move

SHEED

Speedis acalculated statistic that determines which charac-
teractefirst during a combat turn, sgeed can vary from one tum
i the nexl, depsnding upon what manauver your character
attempis, (For example, your charactar’s Jab Punch will always
be quicker than your character's Fierce Punch.) Other circum-
stances can dlso aftect Soeed, hut thoss are discussed latarin
s chantar

Speed is determined by adding your charactar's
Dexterity to the maneuver modifier.

For example: Laura is filing out a Combat Card for her
characler Jade's Jab Maneuvar | aura beging by determining
the Spead of that maneuver. Jade has a Dexlerily of 5, sa Laurs
filis in five dots of Speed on the card, Next she takes a look at
lhee JJab manauver itself, A Jab s a light. quick punch ang as
suchhasa bonus of +2 o Speed. Laura now Gills inar adasional
two dots of Speed on her Jab card. The Speed of her Jabis 7.

Note ihat an tha copies of Gasic Maneuver Combat Cards
provided in he back of the book, the manauver mocifiars ara
aiready iisted an cach card, and dots are already filled in where
a Hasic Manesuver has a positive modifier,

DAtz
Boards don't hit back,
— Bruge Les, Enter the Dragon

The Damage statistic determings just how much barm your
maneuver inflicts upon your cpponent. It's all fine and good W
be first to the punch, but it your cunch hits with the farce of a
raincrog. what's the paoint of being fa17?

Damage is determined by adding your character’s
Strength, Technique rating (the number of dots that
she has in whatever Technique she’s employing)
and maneuver modifier.

Now Laura determines the Damage rating for Jade's Jab
Mansuver Combat Card. Jacge has a Strength of 3. Laura would
therefare fill in the first lhres Strength dots on her Jab carg.
However, aJab suotracts one from the Damage rating, so she
fills in only two cots of damage on her card. Next she adds her
dals in her Punch Technigua, Jade bas one dot in Punch, which
allows one additioral die of damage. Tha total Damage rating of
Jade's Jab is 3.

Whanever a maneuver connacts, compare the maneuver's
Damage rating i 1ha target's Seak total, A combatant's Soak
total is normally equal 1o her Stamina, bul things ke Blocking,
=pecial Maneuvers, and armor can increase a victim's Soak
total

The altacker subtracts the target's Soak total from ths
maneuver's Damage rating ard ralls the dica left ovar o
determing how many Health Levels the target loses. This Dam-
age dica roll 15 handled ke any other test {seg Chapter Thrae

an ma=ing dice tesls) and has a dificalty of B Each BLCCHEg
subllracts one Healtn Level from the target's Health. If the
apponcnt's 508k i higher than the attacker's Ciamage, tha
attackar st gals ool al least ana die far damesges

An attacker can always roll at least one die tg
inflict damage, regardless of how high the opponent's
Soak is.

For Exampla: Laura's characier, Jade, s 10 g ight with
anotnar Streat Fighier named Huge. Jade s attacking Huno with
her Jab Puncn, which we just determired hag 3 Damage of 3
Hugo has a 3 5iamina, so Jade sustracts Hugo's Stamina from
nar Damage, lssvmn her wilh cera dice o roll, Howevear, s0e
always gets to ol -at least one dig, so she rolls one dis ang
scores a 7. Hugo loses onc point of Heaith from: the fast,
cnapping purch.

[hepleasad by the resull Jade nexl uses (he slower, mora
powsarful Flerce Punch. Her Damage rating for that manguvar i
7. Alter subtracting Hugo's Soaktotal of 3{equal to his E:i.‘ll'nil'la-i],
Jade still has tour dice to roll She roiig a 1 6, 8 and 8. She
RCOPES TWD BuCcesses remambar, he "1 cancels oul a8 sue-
cess) and Hugo loses tvo Health Levels.

fOVE

Mawve cetermines haw much disiance vour characiar can
covarwhile parfarming a mansuver. Each ranguver has s Move
modifier. Some maneuvers allow farther moverrent than others:
indeed, some maneuvers allow no movement at all.

Mave iz delermined by addng yvour charactars Alnletics
Technigue to the maneuver modifier,

Laura calculates the Move of Jade's Jab. This is how far she
canmove and still exacuta a Jab Punch. Shatakes her Atqlatics
rating al 3 and adds he Move modifier of the Jab manauavar. In
this case the Jab's madifier is +0, 50 Laura fills in three dots of
Mowve on Jade's Jab card.

Jade's Jab ends up having 4 Spead of 7 a Damages ol 3, a0
a Mowve of 3. It is an extremely fast, light punch.

('omeat CarD

Character: JADE
Maneuver: JAB

Speed S80BDESOL00

Damage @88 0000000

0000000000
Move @@®O00000000

Special:
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1 the pack of this hook you el find two maps, Dna s amdp
+ ihe Las Vegas Arena (Balrog's Stage). Fha ather 15 a bianx
=0 O which you can araw yaur owin -arenas or combat
| cattnos. Sach map is dividad inlg six-5i000 spaces caled
hoxes. Those hexes are 1ha key units of movemenl i Street
fighter combat While combat Go2s not havea 1o be fought on
= nexmap it hains aveid confusion ovar whal charactariswhera
anchwno s close to whom
alsn ncludes in the pock are cardbeara fguras thal you car
out and use Thase ligures can be placed an ihe hex map
i srovida a battar view of the action as i 1 comba
Each daot of Move listad an your Combat Card allows yain
amaracta: io move ong nax on the map, Characlers can naver
rove off of the map uniass the Storyieller spacificaly says its
ali rignt ta do so. A character can nevar move marc Fexac than
hor Move sllows, athough she can always choose (o slod
reoving oefore she uses up har full Move, Sometimes fighters
stand toe-to-toe and not Move at atl donrg somoat.
[ma anly rastriclion on moving, besides not ranning through
- alle.@e over obstacles, is that ane character can naver move
:*rc-l."_--mtl'c-r characier an lngmap. Characters canentaring
came hox as another character, but they cannol movs nie
arother characler's hex and continua straighttarough it. Certair
Special Mareuvers, such az Jurmp, allow characters to gnora
this rule. because they're sailing over tha other charactef

natcad of moving past nim.
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Theara are pine Basic Mansuvers that every warnor Knows.
Thase manauvars sra the building blocks tor all Special Man2u-
vere. The Spasa, Damage, and Move mogificrs for each
Manauver are isted oelow:

Dy MOLES
s Jab — + Speed, -1 Damage, +0 Move
+0 Spead, -1 [amage, =0 Mave
' F"c: -1 Speed, +3 Damage, -1 Movea

» Strong —

WIS
s Short — =1 Specd, +0 Damaga. +0 Maove
+0 Spaaed, +2 Damage, -1 Move

* Roundhouse — -7 Speed, +4 Damaga, -1 Mave

» Frorward

crse IANEUET?
-

« Hiook — +4 Speed, no Damage, no Move (Special: See
description celaw)

s Movement — +3 Speed, no Damags, <3 Move (This 5 8
straight-cut movemnent card, played when a charactsr st
vants lo mova across the hatilefisld quickly)

« Crabh— +0 Speead, +0 Damage, One Mova (Ser dascription
below).

Way — o7, Wax — off
— Mr, Mivagi, The ®arals Kid

The Block mareuver § the pasic defansyve action for a
“haracter. Whenaver acharacier uses Block, he adds his ratirg

A pis Black Technious 1o his Staminra for tha purpdse of
calculating Soak However, some alincks, such as Grab ma-
neuvare, ignare Blocks. Darmage from thogsa manalvars midsl
ha Sozked oniy with the character’s Slamna.

Slocks also have a coupla of othar advaniages. The torm aitar
a4 character uses aBlock, hecan adc +2 Spaad o ms mansuver
tar thie naw turn

&130 Blocks prevent & charactar tromsufferng @ wnockoown
from any altsck thal wol:id normally cause ora, exiepl
Krockdowns caused By attacks wnicn grorg Blocks,
(arab mareJvers

Firally, Black can e played as an Abort ManeLyver (@x.
slained later in this chapter;

A Block is a high-Soesd mansaver, but sven wilh s +4
Spean modficr, slow characlers may not ha able inexagute iha
Block befora anothar character Rits with 2 guick attack. I an
attack has a fugher Spoed 2ng interupts the 3lack, e
biocking characier dogs not gel Ine Sereft of tha Filocw against
b allack, However, if & character uses Dok bwo twrns in arcw

hep the cnaracter s assdmed to be cortinucusly 2locking aniel
will raceive the Block poaafite agains! ary stiack in the seoonc
tarn

1 the

FrpnES
Grab mareuvers are something soecial, Fightars exanuling
Gran maneuvers must orave an opoonents nunches dand k cks
and move into the sama hex a3 the ooponentin arder 10 oo Jie
Ine Grap (irciuging all Grab Special Mansuvears),
The advantage of Gragc manauvers s inat thay Ignore Biocks
whan figuring cut the Grab's Damage rating

FVER OF Diay

Mow you've gol everytning you need (0 run combat, ana you
airaay know most of the rules. This section covers the process
ot using the Compat Cards and shows how & combal tusn runs
from star to finish

The ordar of comoat car bacome confusing. Fach player
wants his charactar to da this or that, while averyone 158 Wwants
I react to the tirst player's actions nght away, This can gel
chantic. wnich is why we've included a simple list i help place
things in perspective. Just follow this step oy steg, and your
Sireel Fighters should be ug and swinging in no time flat

Each samioat lurm follows the following stoos:

1) Selact Cards: £ach plays selects a card for his
~naractar. The cards ara kepl secret until all players imahvad in
the combat have made their selections. Unce cverycna nas
picked outtne Combat Card he wanls 1o Jsc this wrn, g o Step
Twa,

2] Declare Speed: &l piayers announae the Sp2ed af the
manauver they've selecied, Tweo charatlers wna havethe samo
Spaad compara Wits, Whosver has nigher Wite is cunsider2d to
nawa & higher Sgeed. If the characters hava acual Wits ratings
lhen they compara Perception, It thal s alsc tne same, each
character rolls ona dig; the kighest raler has the highar Soe2d
for-the curcant turn,

3) Mavement: Play begins with tha charactarwha nas e
lowest Speed. The characier first uses any movemear she
warte. U to tha maneuver s Mava rating, Onga tha character 12
dore moving, she car g2 an o lhe next stap of Attacking:

A any coint during 2 fighter's movement, & characler with &
hignar Spasd manevver can interrupl a slower apounent 1he
alaver sirply shouts “Interrupt!” and sdicates at what pairs
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curing the slower characler's movement the faster charactar
will te-:ﬂ his action. The interruplad "r::qr'-“tnﬂ' fregzes in the
midsl of movernant and must remember how much mavemnant
the character has remamning.

'ne faster character now takes over the action and uses any
ravemant he desires, then proceess 1o the next stac -ST;-.‘.t;:-.r‘:-z
ing. Once the fasier character nas completed his movament
and attack. the inters lal-”mia-ll-ir-*.a.-t”"ar‘ continue her aclinns
A avr’rmer'l” W Ccharacle: ."'HJ sufter through several
SUBCRSSVE INTEIT L||'|L: A slow clar may ba intarrupted oy
a faster character, wha ther beging to move and is intarrugtad
by ar even nigher-Speed character. Just rememoer — & WEYS
resolve the action in order of the highest- to lowest-Soeead
chargclars whenaver there are multiple interrupts. Once the
mierruoting charactar with the highest Speed characier has
completed hertumn, procesd lo the nax: Fighest-Soeed charae-
#r wha intarrupted play, and so on down the ling antil the
criginal, siow character geis to finish her aclion

4) Attacking: Once a character has finisked her move-
nent (attacks always occur aftar a character nzs finished
mavirg. unless the action in question is Special Manzuver that
allows movement aftar an attack), the playar puts down her
Lombat Card to show the mansuver she is ;Jla--|r|[_; It the
character played a maneuver that can cause damage, and she

3 wilhin range to atiack an ogponant (unless otharwise statoed,
musl e in the same or an adjacen! hax to attack an
sho can declare her attack on any targel within

acharacter
apoonent),

- |
: |

range. Tne character then procesads with the damage rg
against her chosen targat,

Just ke dunng movemant, a nigher-Speed characlsr can
interrupt a ‘ower-Speed character at any point. The
character can daclare an interrupt as soor as the slow charac.
ter revaals his Compat Card, or even after the siow chsrastsr
has declared an intended targat but before damags s rolleg
Uncathe interrupt is declared, [ne fasler characiar procoeds o
StEp Tnree and cegins bis movement and altack sequence.

nee the fastar charactar has finlshag. the interrupted char-
acior can complele It ehe has aireagy decarad an
atlack against a targsat thal is now out of .’:u“g‘* the aiow
character must forfelt the attacy — JH"'H._,F‘. is rolled,

5) The Maxt Character Gﬂr:ﬁ: Jnce the first characsr
nas complated harmovament and attack, the characiar wilh tha
naxt-lowest Speed beging al Sten Three wih his owr move-
ment. This process repeats until all characters bave used thair
maneuvers, sither througn ’.[e:'uptir'g |-:I'-L'-'C'i'-E|;l-.:'L-'d A T Tan =
or waiting for thelr wrns and Lsing their maneuvers in order of

- Ry
E&lar

s attack

hnpeaed.

6) Prepare for the Next Turn: If Ihiz = 2 tourrame:
combat, Ir-e'-“lcr}-'rulier-d.- want torecard the fact tnal & turn has
gasscd (remember, mosl fourmamant combats have 10-lurn

Ume limits). Also. any Special Manevars that have effects in
betwern iurns should be resclved now, and tesis for charasters
in Sustained Holds should be perdformed row.

Qdnce averything is reaay, return to Stap One and selaq
omoat Cards far the now wirn

Mow that you'va oot all the basics of comoat. we'l
throw a few extra rules at you, These rules 2dd to the
axcitament of combat. First, well pressnt what can
& turn for the woras.

napgen tayau i the fight takes

‘»1_'9'

i
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A character who loses more Health Levels from a

single atlack than his Staminarating is said tobe dizzed.

A gizzied characier's nexl combart wurn is forfeit — lost.
He plays no Combat Card and can only stand there,
confused, stunnad and unable to act, while his aopaner
gets a free turm. Characters canrnot be dizzied two turns
in a row, no matter how much damaga they take,

For axample, if a character with a Slamina rating of 3
takas faur Health Levals of damage from 2 singie alack,
that character is gizzigd. He is unable to 2¢: during the
rext turn.

Certain Combo Mansuvers can dizzy an opponerl
after multiple hits. When using a Dizzy Comboo Mansuver,
the damage is considerad curnulativa far the curposes of
aelarrruning f an ogponent 's dizzied.

Far Example, Jada has a Fierce Punch — Suplex Dizay
Combo Manauver. She lsads with 3 hard, solid punch,
thentips neropponent naadlirstinto tha groung. Her fiest
punch inflicts two Hzalth Lavels of damage On the
second turn she axecutes a Suglex and inflicts wa mora
Health Levels of damage. Becausashe boughtthese two
maneuvars as a Dizzy Comio, sha adds together bath
damage scores tor the purpeses af determining Dizzy. In
this casa she irflicted a total of four Heallh Levels
batwaan her twe atlacks. Bacause har ogporent, Hugo
has a Slamina of enly 2. he is dizsied
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Hhers aro fus AEya pou can lgave in 15 hene esfaliish-
el — o |_.""- ¥ f:.c-* i ,:-.,'1 S ,'_ ,'.‘_
— Tha Barlender. “MNaar Dark”
A characte: whno s reducad 1o 2erc or Tewsr Fasllb

Levicls falls ﬂ-:ms:imi; The characier will remain un-
gonscicus urtil the Storyteller dacides that' he Fas
rarakaned. This us I'-‘|||'-.-' ldsts urtl the and of tha =cans,

(- &an last much longer depending upon
5 arc advscd not to take advantage of this
er should remain unconscious farony as
wy. Farexampa, T it wolld benedit
 1Or I"h=' charactaers 10 be ynprsoned; the hlory.
sller might not have them come to until they are already
n prison ar an tha way to prisan,

Mg siary

I =R

Mhe thirgg 1o avend 18 having one charactar ramain

Ry T e e g e R s S e
noonscious far a long perod of time whila the rasl of ke
araciers are stil playin s will mase the plaver

sred and lose interast in Tr"e game. Remamoer — the

=.|:—;Ic1-“:-*.'-;+*.;i gutd tims. Tryloxeanal playars nvolvas
A ch as oossible,

" am the Fist of the North Srar!”
"G.‘r-!.'n'.ln'.'n’.'-:i&'. o reahlls, Yold are .-un-’f-'.-.'”” ci|ac
the English-dubted version of Fist of the North Star
Fighting Is & dangerous Susiness. When Street Fight
Hrz can-smazh ornicks with |r & DEre flmﬂ it hacomes all
oo easy o kill arother warriar. Ever wa frignds Fghling
Roncrably could accidentally land an accidental |-;!|Ii|ﬂ|_:,|
alow, and of course shaso'oo assassing actively try 1o kill
i ineEnoed vichims t];.-' wh A IBVHT THADS ;:r:-.%-:mt*.lr-_-!
There is no gams ru'e to govern when a character dies.
Daath is such a tragic event that the Staryteller should
cics when an mury's efacts are terminal Tne daath ot
;vana miror cnaracter snould be a dramat'c avent in a
gIory.
Thare ara two dramatio devices tha Starytellar can usa (ust
'tcweruse thiem ) concerning death, One is tha classic oealh
. Itthe characters are captured b-f Shad:I:D they may fing
themgalves In some bizarre death trag with no-apparent 25-
cane. The masier villain snaws ui lo rrh':::k & Chardoi\rs ors
final tme, possibly even revealing his master plan 1o he soon-
to-die characters. Eventually the viliain leavas, satisfied that theé
chardctars wil shortly die nidecusly inthe trap. Haroicaly, the
characiers manage o escape and musl rack down N8 wlian
to stop Bis plans.
ine other dramatic device s the falee death. Lka Jasor
returming far val arothar Fricay tha 130 saquel, soma villains
refuse 1o stay dead. No matter how fira their deatns seemed,
they werea iLusory Fa.r gxampla, avillain aciwally dove outofthe
car befora it went over the cliff and crasheg on the rogks
hundreds of fee! oelow. This a0l of escans fromdeath can alzo
e usec as a story device to oravent the death of mpartant
characiers like the World Warrlars.

A chdraciar who t]-i]l["".:-é = -'1“'."'?”_‘,[— rol has s Marsd a
serious mishap rightin the m
gvaraxtended hersalf s o rt:uala.r‘cr: and 'u'.,]|!'|$r{,5- o, ﬂ:,;: FEsLIT,
a characiarwno botcnas has a -2 Spaad ocanalty to her manewu-
WET st U
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gcially Specal Maneuvers, nave
exird cualties beyond their ability 1o cause demage. Thass
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aclvariagss ara cesigned to reflact the Street Fighter world
as closely as possibla by adding another leval of shrategy 1o
The advantages are as [0iows

Abort Maneuver — Any manauver that canba usedas an
Asort Manewvar hac 2 potert and lite-2aving advantags. Bas.-
cally, you can change any other acticn inka an Aot Maneuve!
al any paint during the combat twrn. You immediaialy reolass
YOur previous rmaredver with the Combat Card of the manel
to which you are aborting, Any e you change (o 80 Asort
Manauver, yau must spend a Willpower ooirt, The new Assr
NManeuver becomes your action for that combat turn, allowing
youtoirterrypt another character s action if your new manstve!
nas a nigher Speed

For axampia, Hugo is allacking Jads with a Figrse Purc
However, Jade interrupts his attack with a higher-opead tor-
ward Kic«<. Huge has anly a tew Haalth ieft ang doesn t hink ne |
hae anle to surviva Jada's Forwaro Kock, sohe spencsa port D;
Willpower ana miavs Block, whieh s ar Abort Maneuver, Hugo
replaces fisForce Funck Combat Card with Block BA I
12 Spaad 5. Huge's Slock is Speed &, 50 HLQS now IAterm.
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Jade's Forward Kick
attack [Anas.

Aerial Maneuver — Aerial Mansvers are exacutas above
the ground. Ihe fighter may not be affected by sweeps of
Crauching Maneuvers unlil after the tighter has finishod oxocut
ing the Acrial Manauver,

Combo Mancuver Ay w0 Or tnree manesuvears can he
Prkad into a Combo Maneuver, which greatly increases lhe
effacliveness of these manauvers when played in succession.
The basic Combo mansuver adds +2 Speed to the second
ranguver, but orly when it is performed diractly aftar tha first
maneuver A Dizzy Combs Mansuver combines the damage af
s compensnl maEnsuyvars for the |:'|_I’pﬂﬂju:u:‘:‘.:u:}t:rrnin.rg'\-.-ﬂ-:-tl'u-r
anopponentiz dizzied. Combos are expianad in detail n2ar the
erid of Chapter Seven,

Crouching Maneuver Thosemarcuvers ars parformed
vary closs o lhe ground. Fighiers employing Crouching Manszu-
vers cannot be affected by Asrial Maneuvars (unless the Asrial
Marneuvar spacificaly affects Crouching Mareuvers)

Knockdown — This effect allows vou to wnock your cppo-
nenl o lhe grouna. Many ditterent fighting styles have sweeps,
tnrows and other takedown maneuvers which can send an
opponent crashing to the ground. If you are knockad down, you
subtract two spead from your manauver next turn as you regain
yaur foohing. If you sulfer a Knockdown before your attack in the
current combat turn, you do not suffer the -2 Speed penalty nax:
turn, Instead, you torfet your action in the current turn as you
reqain your [eeatl

te geot nis Block in place beluare Jade's

A Knockdown only takes elfect of the Knockdown actually
scores at least one Health Level of damage. The only excegption

o ks s i your opoonent blocks, A clocking opponept cannoly

be knockad cown, unless the Knockdown attack s 2 Grab or .
some olher atacs that ignores Blocks

Multiple-Hit Maneuver —Some Soocia Mancuverss o
e than ane damags les agains: apponents, Moves ke |_;-|;:E
Hurricana Kick ar Flaming Cragon Funch sllow the sltacker 1o
roll multiple tmes for damage when the attack lands. Multiple.

I't Maneuvers do rot combing the damage of ther individyg)
slriwgs (o dizey he opporent, unlass tha Multiple-
i5 parl of a Qizzy Sombo Maneusysr

Sustained Hold  Some Grab Maneuvers alow the g
tacking wrestler iolie ugp his opponzantin a hold. The wrastier will
cordinue to mllict damage upon bis naplass victim aack -am
urtl the victim can escapea.

If a wrestler executing a Sustained Hola scores at least ocne
I'tealth Level of damage, he has tied up his opponent. The
cppaenent can da nothing urdl she sscapas trom the Pold, The
victim i3 allowed one escape attempt st after the end of the
combat turn, pefore the new turn beging, The victim must deleat
the wrestler in a contestad roll of strength versus strength

t Mansuye

[ the viclim doss nol bresk fres, she Iosas nar action roxl
turn. The wrastler car choose o play the same Combat Care
next turn and adtomatically gets to inflict damage or his heig
opponent whenawver his Hpeed allows him to act during the turn
The wresllar may also decide o drop the hold ang pay a
diffarent Combat Card the following turm.

[he Sustaired Hold continues until aither the victim breaxs
lras At the and of a turn, tha wrestler drops the helo and uses a
diffarent manauver, or a numoer of combat urns E0UE! [ The
wrestler's Grab Tachnique have passed. The Sustained Hole
Iz geds if the victim falls unconscious, or it & third parson Rits
the wreatler and either dizzies him or knacks him unconscious




Thne following examele of combal belwasr Jada and Hugo,
wo teginning Street Fighter characters, should give you a
good idea of now combat flows.

Turn 1: Hugo and Jade square off. They are eight hexes
apart. The round beging. Fight! Jade attampts a Spinning
knuckle Punch, while Hugo plays a Bleck maneuver. Tha
rlayars compara speeds, The Spaed of Jade's maneuver is 2.
b ono's Block Spead s B

Play begins with Jade. Jade's Spinring Knuckle Punch has
ahove of 6, Jade moves forward six hexes, bul is stll bwo hexas
away rrom Hugo, so she can't land her Spinning Knuckle. She
decides nol o executa the attack, thus saving herself the
Willpower goint that the move normally costs

Huga plays bis Block, He has a zero Move, sohe stands inbes
nex blocking.

Hugo and Jade are now two hexes away. The Storvtelor

arks off the firat turm of combat.
l:.lﬂ'l 2: The players salect their characiers' new Combat
e Hugo's player. Bill, knows that Hugo can't block some of
Jade's quickear shots, so he chooses a slower maneuver that he
hopes will inflict damage. He decides ta play a Roundhouse
Kick Manauver, Jade plays her Spinning Knuckle agair. The
nlayers daclare Speed. Jade is Speed 2; Huge is Speed zera.

Because Hugo has a lowar Spasd, ha beqins his action first.

s Roundhouse Kick has aMaove of 2, sa he closes the dislance

setween him and Jade. His maovemant is now done. Bill reveals
Hugo's Combal Card and announces that Hugeis kicking Jade.

Jade decides to interrupt with her higher-Speed Spinning
knuckle Punch. She decides to skip movemant, since Huga is
aready naxt to nar, and attacks. Jade's Spinning Knuckle
Punch has a Damage raling of 8 Jade subtracts Hugeo's
stamina of 3 and rolls five dice. Jaderolis 8, 10, 3, 4, and 9. Any
chce with numbers of 6 or higher count as successes; thus, Jade
nas scored three successes, Hugo takas thras Health Levels of
camage, dropeing him from 10 to seven. Hugo has a Slamina
of 3, 20 ha s not dizzied. The Spinning kKnuckles is a Multipie-Hit
Maneuver, soJade now rolls for its second and final hit. She rolls
figadice for damage againand scores 1, 1, 4 B, and 10. Her 1's
tisl out har successes, leaving her with no damage, Jade
spends a painl of Willpowar for executing the Spinning Knuckle.

MNow that Jade has finished her aclion, Hugo gets to pick up
whara he left off when Jade interrupted him. He rolls damage for
tis Houndnouse. The Damage rating for Huge's Roundhouse is
11. Wow! Jade's Stamina i 3, so Hugo rolls eight dice
(11 Damage - 3 Stamina = §). Hugo rolls 5, 7, 9, B, 2, 10, 2, and
9. lallying those dice that came up & or higher, Bill finds that
Hugo's Roundhouse inflicts five Health Levels of damage on
Jade, Jage's player marks off five Haaltn Levsls and finds that
she has taken mara damage than her Stamina. Jade is dizzied!
Tha Storyteller marks oft another turn of combat, and the third
turn begins.

Turn 3: Jade 's dizzied and cannal aclt this lurm. Hugo gels
a free shot! Hugo decides to finish her off with a Neck Choke.
Hecausa Jade is dizzieg, Hugo can take his time. The MNeck
Choke has a Move of ore, so Hugo steps into the same hex as
Jade and exacutes the mave.

Huge lifts Jade off the ground and staris to sqgueeze, The
Damaga rating for Hugeo's Neck Choke is 10. Ten minus Jade's
Stamina of 3 equals 7. Bill rolls sevan dica for damage, scoring
1,10, 7, 2, 10, 1, 9. Hugo tallies his successes; four dice came
up & or higher. Howaver, he also rolled two 1's. Each 1 cancels
one of his successas. Hugo inflicts only two Health Lavels aof

camage onJade. Jade, having row taken a lolalof seven Health
Lewvels, oniy has thrae left, Cne good shot fraom Hugo will tinish
nar. Tha Sloryiellar marks off the thira turn,

Turn 4: Jade “nows she has 1o gel away rom Huge, She
decides to try her Suplex manzuver, | successhul, she'll Rnogk
nim down and cancel his next action. In the meantime. Hugo

plays his Rerce Punch maneuver. They compsre Spaaeds.
Jada's Suplex is Epeed 3; Hugo's Fierca Funch is Speed 1

Huge, deciding not to move, declares his Fierce Punch
attack on Jade. Jage interrupts his attack with her Suplex She
grabs Hugo and, using his own weight agamst qam, fips him
cackward anto his head . Jade's Sup ex has a Damage rating of
7. Laura subtracts Hugo's Stamina of 2 from Jada's Damage
and rolle four dice. She scores three successes Maraimportant
tharn har darmage succassas, howaver, 3 her Hunlax's special
effect of causing a Knockdown. Hugs s sent onto the ground in
an adjacent hex, Bacause he suffered a Krockgown, he farfeits
hes Fiarce Punch attack while he gats back ta his test

Al This point Hugo has [sken & latal of six Health Levels ard
has four left. It's shaging up to ke a pretty even match. The
storyteller marks off another turn of comizat,

Turmn 5: Jada and Hugao are still in adjacent hexes. Jade
knows that of she dossn't knock Hugo unconscious, he'll cer-
tainly get her, Jade selects her Fierce Punch, However, Huge,
fearing another Suplex. clays his Move Card. They declare
Spaad. Jada's mansuvar 1s Spead 2: Hugo's, Spasd 5.

This time, Jade's Soeed 5 lower, 50 she bagins her mave,
she declares no movement and raveals her Fierce Punch card,
annauncing her aitack on Hugao, Belora she can punch, thaugh,
Hugo interrupts with his move. He moves back two hexes,
leaving Jade swinging at ermpty air. Meither Street Fighter
connactad with an attack, s2 tha turn ends with no agditiona
damage having teen deall.

Tum 6: Jade ard Hugo are row two hexes apart. Each
player knows that anyone could win the fight with the right
maneuvar and a lucky ral. Jade decices to try har Spinning
Knuckle Punch again. Hugo plays a Forwvarg Kick.

They declare Speeds. Jade is Speed 2, so is Hugo. They
compare Wits, Jade has Wits 3 and Hugo bas Wits 2, s0 Hugo
is considered 1o have a lower Speea this wrn.

Hugo starts his move, He movas naxt ta Jade and reveals his
Forward Kick attack. Jade intarrupts with har fasiar attack,
gxecuting her Spinning Knuckle, She rells her first damage test
of Damage 8 minus Hugo's Soak of 3 = five dice. Jade's player,
Laura, wants Jade to give it her best shot. 5o sha decidas to
spend a point of Willpower far an axltra die. Laura now ralis gix
dice. Jade rolls 3, 2, 4, 9, 1, 1. Mot only did Jade fail te do any
damage, she botched the attack entirely. She scored only one
sUCCess (the 3) and rollad twa failures (the 1's). Sha must forfeit
lhe second damage lest ol Ihe Spinning Knuckle, and next turn
she'll have a -2 Spead penalty.

Hugo now rolis his counterattack. His Forward Kick has a
Cramages rating of 9. Hugo sublracts Jage's Stamina and is left
with six dice. Hugo rolls 2, 6, 5, 8, 2, 7. He scores three
successes and inflicts an additional three Health Levels on
Jade. Unfortunately. three Health Lavels ara all Jade had left.
She is knocked unconscious in the sixth turn of Round One.

Corrgar ymy Trugs

Hints for the Storyteller on how to keep it simple.
Often, a Storyteller dossn't hava lime 1o write up stats for
basic thugs who ars just there to rough up the characters & bit.
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& soecial character sheet! provided in the back ol ths book
aliows you to racord stats for thugs and otber minor characters.
You car alsn use Ihe aampias providad in Appandix Two

Each thug, henchman, agent. minion, ar other minor nu-
sanca has hie comiat maneyvers listed on his sheet or in his
writa-up m Appandix lwo, Whean using these thugs in combat
against the charactars, simply use genaric maneuver cards;
you don't need to fill cut Combat Cards for 2ach thug. If a thug
throws a Fierce Punch, just play a generic Fierce Punch card
and look at the thug's Fierca Punch statistics to determing
spesd, DHIII-E-]Q-E and Move. Thus, &8 faw cards will wark far all
your thugs, because the actual details for the thugs' maneuvers
are writtan on their sheels,

Allernativaly, you can maksa things even simgler and glay the
cambat fast and loosa by using tha narrative systam suggesied

later in this chapter,
| / = /
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SING WEABDR)S

Tha primary thing when you take a swordin your hands 's vour
irtanion fo cut the anamy, whataver the means. Whenevar you
garry, ful, spnng. slirike or touch the eoerny’'s cutling sword, you
must cut the enemy n the same movemant, It Is essantial to
attain this. It yvou think only of hiting, springing, striking or
fouching e enerny, yeur will nol be abile actually to cut bim,
More than anything, you must be thinking of carrying your
moveament through ta cutling him.

— Miyamata Musasni, The Hook of Fiva Hings

Cccasionally (especially during Duelist tournaments), weap-
ons are used n combat. No honorable Street Fighter would
rasort to using a weagon. street Fighters have honed their fists,
eal and minds 1o oe teltar than any weapons Whoneseds agun
when you've got a fireball?

Mevertheless, Duelist characters and Shadoloo thugs often
carry wasapons, Al weapons have basic Speed, Damage, ang
Mova medifiers. Each weanon also has s own Techmioua. Jusl
like Punch determines a character's skill at using her hands, &
waapon Techrique aetermines a charactar's skill with a particu-
lar weapan.

Weapons do more damage, but they ao have a few limita-
tions. If you are hoiding a weapon, you cannot punch. Ao,
nalding a weapon may preclude the use of cerlain Special
Manauvers (Stonvteller decides). Dropping your weapon is a
fres action — you can do it at any time, Picking it up or drawing
it takes one turn (the character can orly play a Mavemeant
Combat Card). The rules for weapaons require you (o prepare a
few cards.

c OMMON irU Eﬂmﬁ

» Cuarter stall — This waapan is 4 six-loot-long shafit of wood
that is usually wielded with two hands. A guarier staff has the
ollowing modifiers:

Base techninque: Statt +0 Speed +2 Damage +1 Move

* Bunchaky — Munchaku gre two ghort woodan or matal rogs
connacted by a rope or chain. In the nands of an expert
nunchaky are varsatile and devastating weapens, Munchaku
have the oliowing modifiers:

Base technigue: Munchaku  +1
MAwe

* Broadsword — This s a typical sword — sturdy, heawvy and
lethal, Broadswords have the tollowing modifiars:

Rasa technique. Sword -1 Speed  +4 Damage 0 Move

Spead  +2 Damage  +i]

» Rapiar — This sword is prmarily used n fencing. 1tis lightay
and fastor than a reqular sword Hapisss have tha fr_5||.;,,~,|_,|!;|
maodifiers .

Base lachnigue. Fencing +2 Specd  +10Damage  +1 Mova

* Katana - The weapon of chaica far the modern samurai_ |y
Is faster and lignter than a Broagswaord, bul nol guie 5o fast ag
a Hapiar & Kalana has lhe following modifiers.

Base \echrigue. Sword -1 :-pc-.,d v3 Damage  +0 Moye

« Spaar — A long wooden ar metal shaft tipoed with a sharg
Soint. Spears can be halg or thrown A spear has the follgwing

modifiars:
Base lechnigue: Spear  +0 Spesd -3 Damage +1 Move
e Knife — A shert, sharp blade that can be anything from a
stiletio 10 8 main gauche [hesa weapans are quick and dis-
areta, A knilae bas the [olowng modifiers:
Base technigue: Knife +2 Speed +1 Camage +0 Move
MAHEIERS

,.'.n'” rrlE

If you use a weaapan, you shoula add anothar Techrigus to
your sheat” tha name of the particuiar weapan (Sucn as Rapier,
Krife ar Sword) with which vour character is training.

Youneed to prepare thrae cards for your weaporn. Start with
the cards for Jah, Fiarce and Strang, but usa the charactar's
Weanon Technigue instead of Punch Technigue when comput-
ing Damage ratings for the three maneuvers, Now add the
weapon modifiers ta the Spaag, Damagae, and Move ratings cn
tna cards. Tha three Mareuvers Decoms Jab Strike, Strosqg
Strike and Fierce Strike, If your weagoon is drawn, you can usc
ore of these three Manauvers: nowaver, you cannast use any
punchas

Sorme Duelists learn Socecial Mansuvers for their weapons,
These Special Mansuver cards can ony be used with your
weapan, One of these cards can raglace a siancard weapon
attack, Duslists and weapon-wielders will be covered n detall
ir a later supplement book,

Firaarms ara an unforiunaia reaily o baoth the Street Fighter
world and our own. For the most cart. gunplay is left to miniors
and axtras 1 s neither hanorable ner in keeping with the
genra tor Streat Fignters to pick up guns and start blasting
people. Players snould rely on thair other skills to deal with gun-
ioting coponents.

For tne sake of playacility, guns in Street Fighter =re
considerad tar simplar and less leinal [han they aclually ae, IU's
na-fun 1o have E. Honda wasted oy a bunch of wise guys with
automatic weapons, and it really isn't in keeping with the style
ot clagsic martial aris adveniure films, Al the same, players
should [eel somewhat intimidated oy a small army of Uzi-
wielding thugs. Gunsg, therefare, can do a lot of damaga if thay

Ait. but are somewhat clumsy io use. A good Straat Fignter can
avoid gatting shot, provided she is wise enough to scatwhan the
oullets start flying. Again. it bears repeating that this

foature is

pistol: " £

Rifle: v"'_:{_ W e

Scattergun: 1 ;nzmz-m two tests)
+2 e e

Blaster Pistol:

r Rifle: +1., J
Blaste Al Eleanrvimz have No Move e b




| game playabiity only — paople only dodge bullets incomics
a0l the mevies.

Firearms shouls te put on a Combat Carg ke any othar
maneuver. Tha Firearm is glayed in tne arder of its specd. Guns
can be vary quick; it's oest to avoid them if at all coseible

A gun does not fire an the first round that it's playad. |1 fires
gn the rext rouna, and every round thereaftar. This is because
e thug must first draw the gun. If a thug enters nto a fight with
bz gun crawn, the Storyteller should just place the card on the

Jle 1o indicate that the thug is wielding a firgarm.

J‘:f'ﬁ‘?f_,i?fi}ﬁ

Firaarms calculate their Speed by using the gun's Spess
madifier plus the thug's Wits. Hiraarms Damage is calculatad oy
adaing the thug's Firsarms Technigue (this is adaaa 1o he
character shest nelow any other Techniguas the character
~ight hawa) to the gun's Damage modiliar
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If semeone pulls out a grenade, dive for cover! Even Stresl
! tars aren't immune to explosives, Unfortunately, scldiers
®d some agents pack neavy weapons in comoat. For Storyted-
ers who want some sort of quidelines for heavy weapons, wa
present the following statistics, although we don't advise loss-
ing grenades at Blanka as a regular activity — it tends o maxe
the green guy mad.

=3=2" 4
ﬁ:u af (ice (Hific
appenent's graming; ME T
Erl_i?é ;

Sh

o

: * e .L 1
coessiUl s st i,
e It b,:lr i '."..'-‘.-_':Il-?'“{?l-r 7 L

R
a,—"-._-.:,-_."."

Wie e
agta of 1O : i 1
The chafaﬂ*-%;;@-a“ls @ Com ;

o

Spaad ard Damrage ior Heawy Weapons are calculatec ust
lika Firearms, Characiers must have a scparate Haavy Waan-
ans Technigue

GADGETS

Many agents use nigh-tach loys or Secrat waapans Such
nadgets range from ouleiproof vests ta cigaralls lighters filed
witn napalm fowalches that sgray sleap gas. Many gacgelscan
he simulated oy Special Maneuvars focused through devices,
ar by simple commaon sansa ("His cang hasaswing line iy it e
fires tha line batwaan Ihe roofs and swings to safety"). A fow
padgets are ‘ealured Delow 10 Qive YOU saINe ISeas,

[ABS A e 1)
MAREATVE oy
S S UMEA]
Sometimes you ust wanl 1o kaop things very simale: You
want to run @ harg-us combat with a couple of thugs and not
worry too much azout complications. Below are a few sugges-
tione thal car be used with ar without Combat Carcs

St CHRD

A Stunt Card iz an agditional Combat Card that wa recom:-
mand avery piayer add to her dack of manguvers, It can bk
clayad just like any other maneuver. Unlike mast ather mareu-
vers, the Stwnt Card depends entirely upon the situation,

No Spaad, Damage or Mave iz isled on the Stun Card.
instaad, the player usas the Stunt Card and describes 1o the
Slaryteller whatevar dramatic action she wants her traracieric
taka that turn. Tha Slorytelier then decides the stunt's Spaac
and what tasts the character might have to perform to complele
her stunt successfully Tha Soryteler must also decide how
much darmage, it any, the character's action causes.

Stunt Cards alow a character to go crazy in combat. stunis
add a lal of drama andvariaty. They also allow characters loUse
Ihe setting af tha fight to their acvantage in hercic ways

Examples of Stunts include things fike:

s (Grabibing a nearby pole and swinging it around 1o Gioihes-
line a groug of Shadoloo agents,

» Leaoing from roaf to roof across the skyline,

* Firaballing the chain holding a chandelier to drop it an a
pack ol Snadcloo thugs.

o Jumping onto tha roal af a car as it drives by,

Mo -ﬁﬂi‘rgj

Another ogtion is not using any cards at all Characters can
combine Attributas with Techrigues to determine thelr degree
of success, much tha same as Atinbutes combine with Atilities
If a character wishes to punch someene, the Sloryteller can
have the player rall the charactar's Dexterity + Punch Techridue
to see if the character connects with his oppanent. The player
can ther rali Strengtn = Punch Technigue (minus nis opponent s
Stamina) 1o determine how much damage is inflicted,

This system promatas extremely fast-and-loose combat, with
mora emphasis on narrative, flashy achons anc less detail on
how far 2 character moves and exacily how quickly s character
reacts. fyod want detaiied aclion, we suggest you stick with the
pasic combat system.
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The Sensei has many responsibilities, not only fo his students,
it :imseff. is this weight too much to baar? N tifhe possessas
virty M ne (s hirmself on the path to perfection. Even a master has
much to learn. But doas this learming Rave to be araunus? Is his
task & hard one? By no means, for i he is resolule in his purpose,
e Lniverse wiil make way for kim. Victory will follow the easiasl
of efforts
— Sayings of Gourken

A storyteling garme is all about creating and telling stories, ana
this chaptar will show you how o da it. Because this 12 procabiy
tha single mostimportant job in the game, we've devoted awhole
chapter w tips on stondelling.
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Cengratulalions: you've made the decision 1o be 3 Staryteller.
Ihat rmeans you'll have to do a let more reading than the playvers,
and you'll have to do more preparatory wark, it's worth tha axtra
affort, though. Being the Storyteller for your gaming group 5 a
unigque and fun experience. ‘While the players have a big part in
maldme a game session fun, ultimately o i% up to you to make the
aa ntertaining. As we said in Chapter One, the playears are like
actors in a movie, and you, the Storyteller, are the director,

Inthis chapter, we'll show you how to prepare far your first story
now to maka sure everyone has fun when you tell the story, and
give you some (deas on craating your own stories.
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Befara you gather the players and sit down 1o Start your Tirst
Street Fighter slory, there are a faw things you should do. Firat,
you shouid read this ruleoook from cover to cover. Yau are the
ltirmate arbitrator of the rules; players, aspacialy new ones, wil
ok 1o you if they have guestions aboul rules. You certainly don't
have ta mamorze every rule in this baak, but you should try 10
tamiliarize yourself with the location of cértain rulas areas within
the book. This way you can guickly consult the right part of the
rulebook it a question arises during play.

Beyond just learning the rules, reading the book will give you
a patler picture of what the waorld of the Strest Fighler is like
Chagter Two gives you an overview of tha sailing. Chapter SIx
shaws you what the heroes of the world are like, ang Appendix
Twa shows yvou what some of tha villains are ke,

Apoensix Dne cantaine “Hign Stakes,” anfintroductary story
which we recammend you use for your first stiry. You wiil want to
read "High Stakes" several times, tamiianzing yourselt with the
soones. characters, and olot of the slory, Make sure you have all
the praps ready for the story, ncluding the man and cutout figures
that shiow tha scenes and characters to De ancounterc guring the
adventurc.

Afrer you havs read the book and are farnilias with the slory, you
can gather your fricnds ana neip them creata their characters.
They should have alraady read Chapter Four on character cra-
ation, but if thay haven't, you ¢an show hem now 12 desiarn tneir
Street Fignter characters. The players will aleo naeed to fill out
Cambat Cards for their characters and choose a cutout figura io
represent them on the labletog map.

While the players design thair characlers, you can helg them
farmulate their past backgrounds and alse develop areason why
the characters advaeniure together.

If you let the players choose from among the 12 honarable
Warld Warriors (M, Bison, Balrog, Vega, and even Sagat are tco
nasty and dishonorabla ta be noroic characters), make sure you
madify the difficulty of "High Stakes.” It takes a loft more to
challenge a World Warrior than a beginaing Strest Fighter.

It's generally not a goad icea ta ot some players piay World
Warriors while others play beginning characlers. If the tearm ever
gets inafight, the Waorld Warricrs will mog up he villains before the
beginning characters evan gel started fighting, because tha
World Warriors are sa much better (they're the best at whal lhey
dol), [fsome players really wantio crasle their own charactersand
athers wanl 1o play World Warriors, you can either scale down tha
powars of the World Warriors or give this new characters more
ireebic ooints to spend during character creation (see Chapter
Faur).

So, the players hava their characters, anc you've read the boak
and assembled the progs to play "High Stakes.” Mow iU's time to
play the story. Here are soma tips on running a good storyteling
Qame Session.

Remembar lhat the main reason the players are there i5 to have
fun. Your job as Storyteller is to entertain them. When the players
have a lot of fun during the game, you'll find that you hava mare fun
as well. A Storytsller's entertainment comes fram walching the
clayers anioy themaslves,

[ha characters should almost always be the primary alaments
of the siory — the caniral heroes and hercines around which the
averts ot the story focus, 1t's notmuch fun for a playaria sitthrougn
a game session wherein maost of the exciternent and action
hapoento characters the Slorytaler controls. Make sure all of your
stories focus on what the players decide © do

y
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the story tha rignt amount of challerge. If the players’ Sirest
Fighter characters easily traunce the enemies ina story, it's not
much fun; there s tany suspenss ordanger, The players will not
feer! that their characters are being threatenad at all, so -he mns
they'll get cut of the slory 's some laughs as they easily defcat the
villains, Without scme elemert of danger, the players wen't feel
the adrenaling rush of action that shoulgd be part of a4 Street
Fighter =iary

Conversely, 7 Ihe characiers must canstantly face gnemies
that are vastly more powarful than they are, the story will nat be
much fun. It can be excitng for the characters ocoasianaily to
encounter an enamy whois so powerful that they rmus: win thraugh
ingenuity rather than througn brawn, or must simply try tc escaps
from the enemy rather than ovarcome the villain {altha Jgh some
Sireat Fighters’ codes of honar may disallow them fram | BEiNg 3
direct challenge). However, if the characters ara censtantly gei-
ting Beaten ug, tricked, or dousle crossad, tha players are bound
loloseinterestinthe game. If the odgs are always stackad against
them, why should they bather?

S0, as lhe Storyteller, it's important for You o maintain a
balance Between making the stary tao easy or too difficult far the
playars. There should be erough danger to scare the players, to
excile them, ard to give them a feeling of accamplistmant whan
their characters finally succeed, but not 50 much cnallenge thal
the players are constantly frustrated becausa their characters

Another aspect of making sure the players have fun iz to gve
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We've already explained
that the Siarytalier should

Ce the ulimate rules rateree. This means that you 27e he MR

artitrater of rules questons. Your use ano nterprelabons of e
ruies are impertant parts of ceing a Storyteller,

The ruies tor the Street Fighter story slling gams are D25ad
an the rules used in White Woll's other games, which are colee.
vely calleg the Sioryvieller Seres (including Vampire: the
Masqguerade Werewolf: the Apocalypse, Mage: the
Ascension, andthesaan-to boreleased Wraith snd Change.
fing; Inall of these starvtaling games, the ru'es are ntendad as
guidelines, not unbreakable laws We present these Ules ta YL
a3 [ha best ways we have found to simulata and contral Qars
action. Howsvar, vou may find that vou dan't like some rules, thay
S0me rules don't work for your groug, or thal thers ara no ruleg
Covering a cerain situation. In these cases, feel fres 1o change
e rules or mass Jg yvour own rules. The rulas are ‘ntended (o Relg
averyone enjay the game; it's not illegal to break ther or madify
therm whan you are the Siorytaeller.

In tact, sometimes itis atsnlutely necessary te bend a rule or
Creals a naw rule. It the characters ars gatting trourced by some
enemies you want them to defeat so your sleny's alot dassn't rat
messed up, then it's ckay to fudge some rolls or iower g
anemies’ Haaith in the middle of tha tight ta let the crarac ars win,
There might also be times when you must boost up the powear of
the enemiss in the miadle of play whan it appears that the
characters are naving il tao easy. It's best to keep this fudging
hiddan from the players. or they'll expest you 19 save them Hvary
time they're in trautle,

Also, because anything can hapgen in a storytalling game, it's
impeesible to give rules for everything. You  will ingvitab y haye
tO Creals rules for some situations as yau L along. Fo
example, Lhe @if
characters are R




gpadingasecrot ShadalGo researcn 1an, Hnu ong of the Shadolco
. antists sprays acid on a characler. A3 Ihe Storyieller, you are

a 1o nwent rules on the spol for how much damage thie Acis
i licts and whather or nal the charactar's clothing will prolsct her
from the acid or be dizsolved by il

During & slory, you ara ine characters’ eyes and cars. Playsrs
rely on you 1o el them wnat their characiers see, naar, simell,
iaste and touch, A slory's drama relies heaviy on your abiiity 19

ascripe evocalive SCEncs.

For example, you coud oescricg a scans in the following
manner: ‘The clevator doors open and you see the producticn
arga of an oid steel mill. There are Ials of machines argund, but
there's nobiody hare.” Here you ve given the olayers the basics of
what's around them, but you haven t gvean the place any abno-
sphera. Furthermaore, by leling them ou! right that nabody’s here,
Jou Ve removed any suspense irorm Ihe scene. Lets Ly Lagan

wThe alavator hums ta 3 stop, and the doors ratle open o

Anaunce yout presenca. Oulside the elevalor lnerg's a Cavern
-us room filled with ancent machinery The adors of grease and
!m hit you, and a atifing wava ol heal envelops you. Every-
W e yol look sleam Nisses fromo d pipes. clouding the alreacy
dim lignt. Machinery still rumbies, and inthe distance you see [he
arange-yellow glow of 4 qigartic, open lurnace. Yau don't see
anyone through the sleam, and the rumbling machingry makes =
almost impossible to haar. Nonetneiess, you do make aul a
reverparating sound in the dstance — almost ke maniacal
laughter,..but t's proebably Just another pigce af macninery at
work.”

Mew tha description creates some aimosphers and maybe a
little suBpEnSS,

The same flair for dramatics is needag when yau lake the role
of & non-olayer character. Sametimes you'l naad to invent mino
charactars on the spot, like cab drivers, or waiters, of taurnamar.
coordinators, Try to give these characters names and memorabie
paraonalties Maybe the cab driver is a doom-and-gleom depras-
siva of the waiter considars himself taa good to be serving such
euttians as the characlers, or the tournament coardinator 15 2
greedy scoundrel looking far a fasl buck kowever he can get it

Certainly the villains of your swories need dramatic parsanali-

The olayers should love 1o hate the enemies you create, And

. Bison himseii ever appears in a story. the Wyrant's visage
alone. with unholy baletire rppling from nis ayes and flickaring in
kis nands, should cause 1he Most axparienced World Warricr ¢
shudder.

d ."'.."'
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Adtaryou and your players nave finished "High Stakas," it'stime
to plan the next story. White Wolf will be relaazing several more
sourcehonks and adveniure tooks (ke Sacreis of Shadolon) o
pravide you with more information and more precreated siories
like "High Stakes” for you lo use, Howeavar, you should try creating
your awr Streat Fighter stores and chronicle

A chroncle is a whole series of individual stories thal all
interrelate. For example, the Star Trek mavie The Wrath af Khan
might e thought of as one siory, and the entire Star Trek series
Al teleyision enisndes and movies woulg then be A chranicle. Tne
movie is muen more enjoyable for those who have familiarized

themselves with the charactars and settings af Star Trek by
watching the other movies and TV shows. If you remamber the
wilain Khan from his first television sppearance. than Vs appear
ance n the movie (& later story in the chramicle) 15 MUCH More
dramatic

Ir e same way, you can creating indwvidual stores, whichoan
'nan combine nto nuge chronicles that spar years of real bme
sl advance characters from beginming Strect Fightars 1o the
sratue af Werle Warriors. Each story al your chronicle becomes
mara anoyable than tne a5t hecause aach new slary builds upan
a previods Siory

Eor cxample playcrs Wil mimediaiely be ntrigued when tney
near tmat the same vilkain wiha barely asuapec tne Sharaclers the
last time ey mret is in lown fortne tournament 0 tne current S1ary
(oo villaing ara essential to almos? every crronicle, Playsrs will
no out of the way 1o get anolner shot at s willain thay have grown
to despise.

Alen, just as Star Trek fans have grown 1o lowe the starsnip
Frterprise, the nlayars inyour chronicle can grow 1o lova crriain
settings. Mayhe therg s acerian training hallin California that the
cnaraciers frequently visil to ask acwice fam the owner, [0 SCe ol
triends, and o catch the latest news apcut any secret tourna-
manls on tne horzon.

Chreniclas snould also have plenty of recurring minar charac
wers. Interpol agents, government aificials. team managers.
teachers, and family relatives are all gocd axarmplas of minor
characters who will gradually gain depih \hrough many brief
ancountars throughout a cnranicle

When you design your chroricle, it's pest to have & conceatin
mind. Listad below are tha two main chronicle concepts thatwark
woll ior Street Fighter games. You may choosae ong of themar
dasign a new concepl of your awn.
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The warid of Street Fighter can te 2 dark, tierce, and sac
warld. Mary of tha warld's problems stem trom one individual —
81 Bizcn. From his secrat neadguarters on the remota sland of
Mriganka. Bison rules a vast ermoire of corruption calied Shadaloo
Thara is no type of crime, no w@rronst action, na wanton act of
vinlent dastruchion that Snadoloo will not perpetrate. Whatever
advarces Bison's goal of warld gominalion will De undertexen by
she minians of Shadoloa,

Cre af the best chronicles in the world of Street Fighler is
the neverending quest 1o oesiroy Shadoloa and bring its power-
mad tyrantta justice. Many of the Warld Warriors thamselves have
had their lives scarred by Shadoloo, ard many of them seex
Yangeance,

Beoyond the cold quast for reverds, several other factors may
bring Streel Fighter characiers into canflict with Shadolono, Char-
actars may have been trained as governman agents, and while
o government will officially zpnd agents o atack Biscn, covert
cperations are possicle. in fact, internaticnal police organizations
eych as Interpol will go 1o almost any lgngth to curb the glokal
crime wave soonsored by Shadaloo. Charactars could vary well
pe secretly hired o comiat Shadoloo by such an grgamzation.

Aleo. tha cnaracters don't Necassarny have to find Shadolog,
hecause Bisan’s minions may saek ther cut. Bigan lgves (o find
capable fightars ta join the ranks of Shadolaa, and tha characters
might be approached to join the foul crganizaticn. While no
nanorabie Nghter would even consider jcining, Bison doesn't ke
taking "na” for an answer, Charactors wino refuse Shadoloo's
itatian may find thair relalives and irends neing abducted of
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Thosa terms ware introducad in Chapler T-“.r;e bt ara
repeatad here far those naw 1o storytelling games. ¥

Player: [he porson o ocopla who play t_t-.H gumg. I.._du..e
player assumes the role of @ character. The F]lE'.':,iljl" dgm.u iDes
vris character's actions and ralls dice to resolve those actions
according o the game rules.

Character: & fictitious person whose goals and perfni:
ality a playar gnacts in the game. Alen called a playc!
character. _ i W

Storyteller: The playar in the game wiosa rale i ?1 ¥
diftarent from that of the ather piayers, he does not |::-_If.-1 Y
cinale charactar of his own, but nstead takes the role of ﬂ-.c
x.-.-u:-'r'id. the ervironment in which the characiers aduentl,.lre.
The Staryteller creates the slory and descriges the SGDI‘"?.& |:’J
the other players, and he olays the varous people the cnar-
setars maal during their advaniures. | :

Storyteller Character: Orne of varicus pﬁmlef. Ilm
characlers meat in the garme world They are played oy the
Sraryteller. Alsn called & non player -::haractm.. =

Story: The adventure irwhich the playar cnaracrteara r_a m.a
part. A stary Can mwalve espionagsa, myslary. horror o any
ater idea the Staryteller wants to run.

Scene: Part of a stary. A story is composed c-f an iJI!T'IIDD"'
of seenes. Whenaver there is a break in the action urbtlme.h
passas,. (ng currant Scend gsually ands and the Next one

i ntil te finala of nd sary. .
bﬂg:ilul‘:ﬁcle: A saries of stories pound By some thematic
thread, such as “against Shadoloo,” wnere the -:raaractlersf
spend their time fighting n. Bison's plans; of Ferz-;-:.nm
altainment,” where the charactars gook salf-porfectian.

tarrorizad, and themsslves subjactad to blackmail. Maost Straat
Fighiers won't stand for such extartion.
Lesar il ATHIGHEN

Different Street Fighters hava diffarent malivations and goals,
but all share the desire to better themselves in some way.
Individual fighters may want to pertect their technigues, l2arn new
special powars, or seek mora Henown, but all want to better
themselves and replace Ryu as the Grand Master.

Chronicles about personal attainment will center on the goals
the players have for their characters. For example, it Dee Jay's
gaal is to gain anough popularity in the Straat Fightar circuit to
become a martial arts movie star, then he will giimarily be
interested in tournaments that involve & 1ot of showmanship and
patential Glory. All the whila, though, Dee Jay must practice his
fighting skillz if he wanls the ultimale glory of becoming the new
Grand Master,
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Below ara dozens of sample siary concepis to give you idaas
for your own. Keep in mind thal many of the slories you creale can
combine one or mare of the story concepts, or use compietaly
different ideas.

Strest Fighter ctorias are net limitad o straight-out tourna-
ment brawls. Consider the classic professional fighler's dilemma:
Someone rich, powerful and corrupt wants the fighter to throw a
fight, and this somaeaona doesn't take no for an anewer If tha fighter

takes a dive, she gets a lof of money — maoray she really I'IEEL:Eaf :
themamant The payment for refusal isa contractan the charasiape ©
head. Honae? Morey? Life? What to do? This is but one examp|a |
of how Street Fighter ctorias can quickly becams more Com.
plex than just going Lo he next tcurmament and fighting.

Most of your staries should fit into the type of chronicle you e
creating, ta give the chronicie more continuity from story 1 siony.
but don’s feel Imited. You can always throw n are or bwe addhba)|
grarias that don't really it inlo your main chronicle. It's aood 1y
keep the players quessing what's going 10 haopen next,

Gordon ¢rashed into the mirror betind the bar, shattanng it intn
a thousand sharp shards He zlicd o the loar, dizzy and Dieeding,

Gutle lgapecd the bar and grabbed mm, puling fim Lo By His collar

"Wha—7Whe? Ww what did | da te yvau ! Gardan desperately
velled,

Guiig shook him hard, “Thaiand! Sive years agol it was youl |
raver forgel 4 face

Gordon looked suspiciously af Ais antagonist. "Yeah, | was in
Thallang, But how'd you know? Wno ara you?"

“Guila, Spacial Forces. "

Cordon shook is head, stillhanging inthe air, held up By Guile
*f don't know you.”

“Haw abaur Charlia? Hemamber lim? Hernernber what voo oid
ter fuert gl e in thal old fon as the Dictator laughed?”

Gordon's eyes widonad in shock and fear. "You! You'ra the guy
that escapsal”

“Hinga v escapng s
frea fist, ready 1o striks,

"Wait! No! That was Just 3 job! Hey, you're army — you
understand. I'm just 2 merc, man | ust dodl for money!” Gordan
piagddad, strugnhng o free himself from Gulle's iron grie.

"No amount of monay's gonina buy back Charfie s lifel | hope
you enfoyed that cash. pal, 'cause it's payday!” Guile swurig fis
fist and Gordan screamed, only 1o be cul off as he was knocked
into the wall and Mrough ...

Mat the noblest of motivas, but an undarstancable one. Some-
ona has been wrongad, and he or she wants 1o get aven. These
stories need not be constant fight scenes: more often than not, the
avenger will nead same sort of pragaration or help on s rmissicen,
Hevenga may takae vears lo accomelish. As Guile or Chun Li can
attest, revenge could e the backgreunda for an entire chronicle,

« Some criminal crganization has ruined the tortunes or “amuly
of a character, butthe group is too powerful fo battle slene. [ holcs
local law enforcemant in ils pockel — what o do? There could be
spies anywhere, aven inside the team itself, Flayers shoule be on
their guard. ..

s A weil-regarded Straet Fighter has ambushed a character or
har frignds, basting them badly, perhaps even maiming them. Mo
one will believe that the fighter would stoop to such dishonar, but
the character knows what she saw, Doss she chalienge him
opaniy and risk making an accusation that she cannot defend? Or
does she seex amorg subtlc revenge, exgosing hiscrime 'n public
or punishing him behind closed daors™ What if the Straet Fghler
wasn't the ona bahind he treachery? Whe was? And why?

= A powerful figure is humiligtec (or at least thinks that he was)
b cne of the characters and proceeds 10 maxe lite miseratle tor
the whole team. What will he do, and how? Will the characters
krow who's banind their torment, ar will il take some cigging 1o
uncover the source of ther problems? Once they do, will they
apalogize or attack?

" Guile said as he reared-back his




The Ringmaster climbad into his affica traller. Tha sounds from
ina aegrhy Gy lop drowoed ot any other naises. He looked
arcund fa be sure no ahe Was walching, Evaryonc ¢lss had ajob
oo the circus was on, and all eyves were directed loward the
tents, The Aingmaster chuckiad to himsalf and went over fo His
desk He hittha manaen hoilon beaeath, and he wooden pane! siid
hacw, revealing sophisficated radio equipment,

He saf down and turned on the power, and then stopped
aring at tha shadow that fsll across the desk. Ha looked up —
vou! What gra you doing higre? Your acrobalics rouling 1s sup-

oosead lo go on any minuta!”

The lithe voung girl in the skimpy lsctard shook her head,
isking, her arme crossad. Whal, so vou can make yaur weekiy
repart to M. Bison? | ik el ”

“Wha the hell are vou? How oid vou know — 77

"British Speclal Agency,” Cammy said as she isaped up,
wirled around and landed a powartul kick anto tha radio. Sparks
‘ew ang matal shineked ax he radio shallered wlo pieces

Yo can't do that! ' teach vou to mess wilh Shadolos.., " the
._:,-.-ﬂas.rcr sard, rising ug and preparing his Chi Blast

‘Mo, 'm sorry, but the circus s ovar — for youl” Carnmy yelled
as she leaped up and lanoed on the Aingmasiar's head,..

Mary of the great martial-arts adventures and spy thrillers
evelve around infiltrating some arganization or olaca and ailhier
stesling some impartant iterm or bringing he whole place down
romy within, Espionage and Revenge scenarios work well to-
getner. and a traveling fight team makes a great covar for
nfiltraticn missicns. Perhaps the characlars work for an espio-
nage Apency af were recruitec on a “temporary” basis, The
Staryieler can create all kinds of coel gadgets, death traps and
world-conguering villaine. Perhaps the target is Shadaloo, ar
some smallar but shll nefarous agency. It coulg even be a rival
achaal or 2 foreign country.

nfltration work requires a certain amourt of finessa — dis-
guse, stealth, plarning, fast-talking. Simply smashing into a
sironghold and trashing the place is a good way to get killad.
Scaner or later, of course. the characiers’ cover will prohatly ba
Blown, and the chases and fighis bagin!

The characiers learn of a secret entrance into the Shadoloo

ress in Mrigarnka. Is this for real, or is it a trap? Even if the

infarmation is legitimate, the characters will still have ta figure out
zoma way to gel in and gel cut alive,

» The characters discover a piracy or drug-smuggling ring and
decide to break it up, Such gangs are best defeated from within
They zlec tend to have brutal initiatons and require new mambers
to cormmit dishonorable crimes, What will the characters da?
Rafusal will blow their cover; agreement will stain the charactar's
honor ang pernaps even worse! What if tha team mambers are
raccgnizad for wha they are, either by the gang or by soeme victim
al their crimes? Can the characters save their reputations after
that kind of discovery?

* Some other graup has infillrated the characters’ team and is
funnaling infarmation iz the highest bidder. Perhaps the manager
i3 secretly in league with someone 2lge and deliberataly scraws
the team cut of good gigs. decent lodgirgs or hard-sarmed orofis.
What will the characters dao whan they discover this? Trust be
travad 1= & hard thing Lo rebuid. ..

-

The desert sun's unmerciful gaze glarad down af caplives and
quards alike haking tham siowly. The two guards, Shadoiod
thiigs, stared at the Mexican wvillagers tied 1o stakes in the groundad,

Do you give wo yat? Just sign the papers, faka the monay and
iagva Thal's all there is ol Why be troubiesome, oh?”

Cne of the willagers replied, "You may kil us, Bul wa will not sell
our vitage, COur father s tathers worked the fialds, Bult the willage.
You canno! come and lake this frorm us for mongy!”

“Says who, old man?"the guard retorted. "Nobody stanas i M,
Bison's way. If he says he wants icgal ownership of the vilage, for
whatever weird reason, then ke gets it7 Cornorende?”

The old man sioically looked away. He wondered how MUch
fongar e and fis 300 could faar i this torfuous haal He hag no
qualms about dying o save the village, bul fis 500 was rmuch
younger, with a lite ahead of him

"Wiho the hel s thal 7" one of the guards biurted oul He poinfed
HWaEY 0SS e rocky, dusty plain,

"Locks like some injun or semething.”
sponded

"Wall il he expecls fo save these two, he'd betler ihink again,”
the first guard said.

‘Heoy, whera'd he go?” the other gusard yelied.

They both looked franiically around, and then one felt the
shadow plol oul the sun. He spun Kis gun arcund — 100 lale, as
T. Hawk's oiving body plowed inta mm, knacking tien o ihe
ground and into unconsciousnass

instantly. heiora the olher guard could act, T, Hawk grabbeg
hirn anc slarmmed his head into the ground. As he crumpiad, he
old marn smiled. Thera is justice in this world alter all, he thought. ..

Saving innacants ndanger is netonly a good thing o de; tean
alan heve a huge impact on a ¢haracter's Hornor and Giory
Fenown. Conversely, standing oy while people are harmed can
cause a Street Fighter i canfront her own conscience as well as
the jears of nar public.

Rescue staries comoine well with Espionage. Disaster and
Ramance tales. Targets of a rescue mission can incluge trapped
bystanders, loved cnes ar lost izammates, What if Guile’s bucdy
Charle waren't really dead? Guile would move haaven and aarth
to free him

Recovery af some ohyect can also be considered a sort of
rescue Whal if M. Sison got his hands on an experimantal nerve
roxin of the glans to sama new fusion reactor thal could change
the world's energy neacs? Tne charactars may be the only peagle
standing beween freedom and continued opprassion oy Shadaloo.

o While in town fer a taurnamen:, tha tearm hears of amine cave-
inthattraps several local workars. Will the characters risk forfeiting
the tournamant lo save a bunch of nobodies, or will they ignora the
plight af innacent warkers for thair own selfish needs? Perils
inherans to this kind of rescue nclude falling rocks, oural alive or
mountng hopelessness and faligue as the mingrs’ axygen inexo-
rably dwindles, Furthar compications can arise it tha characlers
investigate the cave-in; who caused it? Was i@ an accident or
sabotage” If tha cave-in was deliberate, who did it and why? This
story idea can lie n nicely with Espionage or Revanga tales.

» A characier's friend or loved one is captured and held for
ransam, perhaps against the Sireel Fighter's victary in @ coming
competition, perhaps as part of an old grudge. No one knows
whara Ihe <idrappers have geng, or even if the loved one 15 st I
alive, This tvpe of adventure can incoroorale Espionage or Mys-
tery aloments as tha characiars sirive to find the captve befora it's
too late. Even assurming lhat thay free their loved ore, there's still
lne malier of escape. Getting in is freguently aasear than geting
out again...

s The characters have pansiakingly unearthed an artifact of
great valus, anly to nava il stolen oy some rival group or collector
Serhaps the item nas some great significance 1o the martial arls
— a scroll detailing a lost fignting style or a lost meditaticn
techiigue. Think of whal M. Bisor wauld do to get hold of such an
iterr... Getting the item Dack may be more difficult than finding the

fhe crher guard ra-
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wiasted thing in the first glace! This kind af story goes wal witn
Exploration — just look at the last half of Raidars of the Lost Ark.

Run for your fives!” the foroman scraamed 3 the wark HIE A%
ey desperately scrambied back Mol quid fron spowad in
gouls fram tha glant smieller, splashing ug molien EOray as it hit
the floor. The crack in the pot grew bigger, and the oot sudgenly
Burst, sending & flood of liguid metal — hotter than the fires of pajl
— faward the floeing workers.

Amassive clanging sound sud anly reverberatad trom ncarby,
asifagiant hammer Were pounaing continuousivan tha wails. The
foreman was confused but didn®t have tme to think atit the
distraction. His workers were about to be kiled - damn the
ceniral committee and its funding cuts! This unsafa factory had
finally broken down and now thay wouwld pay the cost — the
warkers, the comman paaple. Who could save them row’

Than the wall came down The foreman stared in awe as ar
entire wall gaparated from its foundation. crasineg hemwaan the
warkers and the flood of kot melal. It acted as a dike, stopping the
dangerous fow and aliowing the workers the oxira time fhay
REEUEN 1] escape. A cheer rose up among them, and the foreman
loowed aver foward the gaping space where the wall used o be.

A massive rman stood there, rubbing his hands together as if
knocking off dust. The workers o/l Legan fo chant, 3 name known
0 many Hussians: "Zangist! Zangief! Zangisf,. "

When the sarth quaxes, whan the train derails ar tha tower
opoles or the snows seal the doorways shut, when disasar
hapeens, the true hero finds his caling. Like Rescues, above
disaster inlervantion allows a Streat Fighter to put ner skills ta
mighar use than beating people inle the ground. Perhaps the
character is directly invoivad in the rmishap, or even causes it
direcily anc must maka amands. Or mayoe some unscrugulous
fighter triggers a disaster to distract the characlers while she
Makes her getaway or frames a third party. In ary case, the
Disaster story gives characters a chance 1o improve their stand-
ing in the eyas of their public and their pears, Such lasks can earn
a warrior great honor — of get him killad

This kind of story takes fighters beyvond Ihe ring and into the
realm of high drama. Disaster stories teature dangerous raps
alling debris, explosions, rising flood warers. ete, — and igh
levels of su epense. The clock is always ticking during a disaster:
the players should be aware that avery second counts!

* Afighter stages a disaster In order to make himseif look good.,
Do the players catch on? if 8o, how, and what do they do about it?
Many fans will not believa that thair favorite fightar could do such
a thing, and may be really upset if some rival wies o tall them
otherwvise, ..

* The team awakens to naawvy clouds of smoke and shrieking
people. The hotel is ablase, and naeither the alarms nor tha
amergency fire hoses are working! Mot only must the characters
escape, they must halp the other catrans trapped by the fire. This
story becomes aven moaora challenging if the halel is a high-rise ar
4 real flea-bag loaded with criminal activiey, Wha stares the fire,
and why didn't the alarms work? Was it insurance-malivatag
arsen, vengeance, or an attempt to stop the characters' team at
any cost?

Aoliing scratched his head and sighed Thirty yvoars an the farce
and they hume me aside for this, a girl not aven out of her teens.
What could she discover thai he hadn' aiready? He shook his
head and spoke up. "Wall, Miss? Found anything

. |

“res, many things. Lats of good clues, " she sald not Slan
‘coking athim as she cambad the study, searching for leads o tha
murcar

"ONh? Cara i share them with me? Holing said.

Chun Li turned lowsard Aim. looking emibarrassen "Ch I'm
sy, gelective, | somelimes gat s involved that | forget my
manners. Forgiva me,

"N, sure. Just tell me the clues, " Faling 5ald, SOmMEWwhE]
embarrassed himssll Af least she fried fo be nolita

‘he Rillsr was a nirja a883s8in, frained in Spain. He came
ihfough tha front docr, invited in, from the looks af it oy tha vigrim
Fe killed the man with a slsw-acting poisan, Ridden in a drink Ha
then sioie some papers that were hidden in this secral safs. As
2ha sald thig last bit, she remaved a book from the shalf triggering
a lock in the wall A hidden door swung open,

Aolins ' mouth gropped. "How in the. .. How did you figure this?
There’s nothing in here to say that at all —"

But thare s, dotective. Thera is 2 man named Vens who trains
ds3assins In his home country of Spain They are all laught to

ress well and to fitinto high society. The victim had written a ooy
aoout them and was praparing s expose them. | suspect ihe filler
will 38 & man who has been ciose to the victim for some time o
preparing for the kil over & nurmber of months, As for (it 53 fe, |
ook a lucky guess, . "

Solving & mystery lakes patience. subtlety and clear thinking,
There's a challeange for Stresl Fighntars! The subiectof thae myEtery
shouid be something very impartant in the charasters, perhans
something that cthars will alse want to discover! This subjec
could be a missing person, & lost city, a murder weagon or stolen
troghy. A good mystery will have a cast of interasting Storyteller
characters. high slakes ang z few scatterad clues for the charac-
tars to tind (hopefully balore the other interested parties dol),

Mysterias can be infuriating, intriguing and amusing. Imagine
Blanka trying o decipher the clues 1o 4 lost farnily Reirloon in an
uppear-crust Mississipp mansion, or Guile follawing the paper trail
thalleads tothe officer who betrayed Charlie and himto Shacolao.
Each mystery should have a solution that the players can guess
with 2nough ‘nfarmation. There should also ba numercus false
‘eads and several people who want to selve the puzzia hatarathe
characters da {andfor whe mignt do anything tc grevent tha
characters from discovering the truthl), Mysteries maks a nice
change of pace from comiat or other heraics, and can test skils
that Street Fighters anly rarely exerciza They combine well with
Rascues, Espicnage and Horror, and can tie in really well with
Cisasters {abovea),

* One of the fighters at a larns tournament winds up daad the
Aight cefore the fghts are scheduled lo bagin, Trere are nomarka
on the body, Whodunit? Howdunnit? Whydunnit? One of the
characters finds a clue. a clua thar several nterested parties
would like to see suporessed — or ravealed. It's hard 16 know
WNom 12 frust when everyone's g suspect.

* Theteam manager is acting strangely, as is one character's
Sensai. What's going on? s thera some rational explanation for
this, or are tney plotting against the res! of the team? This can get
avan mare camplicated with the help of a willing player, whosa
character also stants acting furtive. Tha playvers will 00 NUts Irying
to figure oul wnat's geing on, espacially when some shadomwy
stranger starts hanging arcund. |s @ a set-up or just a game 1o
caich ancther, hidden infiltrator?

a

=

Professor Daring puiled himssif up the restof the way grasping
atthin vinas and grass. He huffed and puffe, out of Breath afier
fha inougnast chimd of his career. But he was finally hers o the
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nghest plateau in South America. He had done what na othar
pigrer hefora him had — he was at the summit!

He regled just ihinking at it the fiest man fram civilzation aver

raach [his lost plateau. Think of the wonders never befara
sifiessed, e thought, The discoverias awaiting me!' Wait —
ahat was thai? Thare — up ahead. A moverment in tha jungls
a figure making ita way fowsrd him

Good Ged, " Daring thoughi, Vmi the first to discover whalsvar
sfrange lifs dwalls Up here, untouched by the rast of the world for
centuries! What could it ba? It's bioedal, all right — aven anthrs-
pomorphic — perhaps tha missing link!” He turned around anag
"eiped nis small ocnfourage of native guides chimb us behired birm
“erhiaps thair language, although separated for cons, stil re-
ined enaugt: similarities to Pt commumcation.

He turned back lo the approaching figure, and his sves
wiganad in SRock. It was a man of sorts, yet more beast perhaps
Green skin and red hair — whal specias of baing was this? An
australopithecing offshoot? A gigantopithecus?

auddeniy, the natives began yvelling a name. “Slarnka! Rlanka!”
(hecragiure slopoed, looked sl tham, and emiles Caring cowlon?
Gelieve it Was this the name of & local deify that they wore now
atirilbuting fo this missing link?

Weho iz this?" Daning asked his guide.

The guide turned fo him, smiling. "it's Blapka! The best Straei
Fighier i South America...”

The search for lost cities and fabulous Ireasures can be the
facus of a whole Street Fighter subcrronicle. Perhaps tha
characters’ special skills make them good recruits for a raveling
treasure-nuntar or thrll-seeker, ar perhaps tha characiers love the
il of exploration themseelves. Maybe crcumslances, like a
plane crash or a marooning, leave the characters litle chaice bul
[0 search for escape — anywhere they can find it.

An Expioration story givas the Storyteller a chanca to create
fabulaus lacations — hauntad ruins, a rich shipwrecked vessal, a
myslic mountain retreat, a lost civilzation in the Amazon Jungle.
There are many unchartad reaches in the Streat Fighter world,
and plenty of chances to discover That Which |s Nal Yet Known
Cda freasuras, deadly traps, exotic locales and fascinating losl
rives or lidden cults tempt the intrepid Street Fighter to exglare
the outer reaches af tha world.

Exploration need not be inlentianal, Stranding the charactars
on a desartizland or in 2 hidden valley is 2 good olace to start, But

r players may quickly acouire ataste for going whara no Strast

hier has gone before. Lal them. Exploration staories cambing
well with dilemmas. Rescue, Revange and Homance. ANy genre
'dea can ne made more interesting with an exotic setting ard an
air of timeless mystery.

= One team sponsor is & lang-time treasure-hunter who now
wanls [ne characters to join a dangerous Cariboean expedition in
searchofahuge piratetraasure, The only cornplication s a daadly
rival, who wants the treasure ta hersalf and will do anything to get
L. Who will find the treasure firal? And who can keep it longest?

* Anewwarrcr appears on the scene. She's strange and exotic
— noane <nows quite what to make of her — and her fighting style
& prady unigue. A lot of people would do anything to find cul
whers she came from...and the characters happen 1 be arcund
Wwnen someana ines fofind out the hara way. Whan the kidnapping
attempt fails, the warrior runs far 7. Perhaps she hires the charac-
ters to help get home safely; maybe they ustfollow autof curiasity,
henor or avan attraction,

The new warrior's homeland is bizarre, & lost va ley where the
natives still practice an ancien fighting art designed to pratect
them from a rival tribe. How do the player characters enter the
valiey? Once there, how do they leave? Mare ta the point, will they
be allowed 107 Perhaps the would-be kidnacpars nave followad

the characiers, what might happen when the two Qraups meet

again? This kind of stary goes well with Rescue and Ramanee
tales: it s alsoa cerfect adventura for lans of Edgar Rice Bureay chs,
H. Rider Haggard, or ather "lost world” pulp writers
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Uince you have a story cenceptinmind, go ahead and flash jt
ouliriaine cutine af a plot. Try towork out the Basics inveur ming,
or even wite thern down on capar. Take a close lock al your glot:
see ifthere are areas where you can ada more suspense. o cool
sattings, or unexgectad plot wists, or more opportunizies for tha
characters decisions o change the outcorne of the adventure,

This last part is the mast impartart — deon't creats a piot thar
can have orly one ending. Tne ourpasa of a storyielling name is
o creata the story as you play. As tha Standallar, you asly necd
an cutlina af what you thing mignt happen during gamaplay. Don't
trap your players inlo A pre-made plot that will end the same way
na matter whalthe cnaraciers do Besices, the plavers ars bouna
lo miss cluas that you thought would be obvious or cuickly salve
some mystaries batore you thought they would. Your plot wil
ingvitably change cepanting on what the players decide to do

Aler you nave a plotline in ming. go ahead and create the
characters you'll need for the story. Jot down samanctes describ
ing the saettings you think the characters will visit during the
adventure, such as a lournament's tighting grounds or the layoul
ofashadolos stronghelz. You should compile enough notes to be
camlortably pragared torun the stary in frant of the players. Some
Sworytallers make lots of noas and maps before rUnmngG an
adventurg; others make only briel notes and create mary of the
details gurng the agtual running of the adventure Find what
works oesl for you,

The process can oe summarnzed as follows:

* Plot: Choose one ofthe story concepls given abave or make
WOILIT £,

* Setting: The piot shouid help determine just whare the stary
will take piace. Dces it 1ake place n a single place, or da the
characiare travel 1o ofher locations over the course of the sary?

* Atmosphere: You should determine the atmosphars you
want far vour story. Atmoschere can alsc be descrined as moad,
Tha pict and setting help vou formulas this: vou dontwant a dark,
broading atmosphara for a Ramance story set in the Bahamss,
but such an atmesphere would zefic a Mystary set on the misty
moors of Scotland,

* Break the Story into Scenes: Once you decide all the
abave, you can then fay out yvour stary into scenes, the arder in
which you want events @ proceed. Look at "High Stakes” for an
grample. When characiers leave cne area lo go lo another, such
as leaving tha wharves to go to the villain's underground lair. tha
scene changes. The passaga of tima can also change a scene,
Dan' get fixated on scenes, though; they are mainly a method to
enhance the storytelling. They are moments of releasing tansion
or building suspense. Naxttime you read a book or watch a movie,
try to figure aut whan the scene changes, Note how the author or
screanwriiar used a transition of time or place lo enhance the
stary.
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Now you're pregared ta run your own story, Good luck, Re-
memaer the goals are to entertain and challanga tha playars.

Finaily, whan youfinish your story, try to gecide which elements
af the story you want to keep in vour chrenicle, ang keep your
nates on those villains, charactars or =attings you might warl 1o
use agam
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Do

¥éhan | look an ooponent in the aye,
ki

! ook irto tus soul |
avan belore the fight begins, wha will be victorious.
— . Hawk, axcerpt from & lesson to his students

s chapter lakes youinto the ring, introducing new stylas,
I"!:-ir‘.'-ﬂ;:l“-zhlf'u s and Abilities. Adcitionally, this chapter explores
the fraaky sida of Street Fighting. Included are animal hybrids,
cyberretic enhancaments and arcane knowledgs that Shadalas
would just as soon keep lo tsalf. 1f you thought the circuit was
lugh betare. just wait until vou lace oft against one of thase
apponents.

New Styieg

This section intreduces two new martial arts siyles: Savata
and Minjitsu. These twe new siyies incarperate a plethora of
new Special Maneuvers — many of which can be acdded to ar
axisting Streat Fightar's repartoire,

Savate is an old French styla thatis still practiced taday. It
15 kniwn far |t5 strict discipling and ntensa training regimer.
advate fighlers are required ta withatand mcradible amounts of
punisnment and are sasily as physically tough as | 1Yy wElght
boxers This style is characlerized by an unusua! kickis 15
lechninue that usas the fighter's toe Lo sirika an opponent while
maving his torsa heyond range of a countaraltack.

Minjitsu is ofter sterectvped in mavies and books as the
dasassination ar: of an infarmous cult of murderers, It is a little-
known lact that Ninja have deep spiritual roots and ma: v 1ap
Iher paychic erergy to evoke baffling nowars. Ir Street
Fighter, cnly true Mra may access these secrel powers
dlthaugh any fighter may be franad in the more mungans
aspescls of tha siyle.

CAVATE

The art of French kick fighting was developed in the 18th
cantury ana bears similarities o boxing and karate. Uniike
noxing, Savate amgloys jump kicks and highly acrobatic
technigues. A confrontation between two Savate fighters ra-
minds one of a bare-knuckla fight, and in many rescects is
sxactly that, EICC‘F:! far the inclusion of kicks

Savata is darvaa trom the kick fight'ng of Eranch mariners
and is governed by rules of conduct similar to those the
Marquis of Queensbury develaped for hoxing, The style is
characterized by a bouncing gait (which makas ths Fghter
difficult to hit) and a unigqua methed of delivering kicks.

Kicks studied in this style are unlike those of any ather
marlial At Wnan delivering a kick, the fignter leans sway fram
the irection of Ine xick, stretching one arm tack like a fencer
ta baignce himself, This allows tha torso to pivat away from any
counterattack. The toe. rather than the hesl or tha ball of tha
foot, is usged to inflict damage. Forthis reasan, the fighter wears
soft shoes with reinforced toes. Savate kicks are usually
prDbing thrusts with the toes or shins — attacks designad to
slip netwean tha opponent's blocking hands

Schools: Most fighters who stuay this style are of French
cescent, though anyene may laarn. & Savate school is called
# zalle, and the best are located in Marseilles ar Paris, This slyls
s nol 2o wall known as othars, and a salfe may be difficult to
find., Any fightar of even limited ranown may open his own salle
with little charce of competing with an established schaal. OF
course the rarity of salfe also makes locating a Savate rmastar
extremaly difficuit
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Membars: Savd e 5206 are oo
laars the siyvle. The franing is less grueling than mare complax
shvies, but tha phvscal pumstrmgnt nlbys o e sirpie Spere-
ring delers thosa unsaited o the stvle. Many Street Fighters
beginin ts style ard then agd other maneuvears to divarsity
their rapertoire

Street Tough, Boxes, Sen

Concepts: Frerch ArsEloors
Al

Initial Chi:

Initial Willpower: -

Quote: Soxing? Non
= £
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Savate Avpimonat AgLmes

While kicking, the tighter leans back much farther than
other styles allow or expecl. This gives the lightler an
additional +1 to his Soak roll, provided the fighteris struck
by an opponent who uses her superior Speed advantage
to intarrupt a Savate kick attack. Any other move that is
interrupted will not give this Soak bonus, nor will Aerial
Maneuvers (like the Ax Kick), jumps or blocks. This Scak
maodifier also does nat apply to any types of leg sweeps or
similar crouching maneuvers. In fact, a Savate ftighter
takes a -1 Soak penalty when interrupled by a sweeping
maneuver,

When kicking, a Savate Street Fighter gains a +1 dam-
age modifier. This simulates the hardened toecap of the
Savate footwear and the fact that most Savate kicks are
thrusting kicks designed to strike a particular point on the

» . TR T " - ' - H . o .
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body, rather than sweeping blows to an entire limb. Other
fighters have difficulty blocking Savate kicks because the
kicks are so different from the methods they are trained to

block.

Special Maneyvers |
Punch:

P

Lashing Funch (4 otz )
IDHE.I'.fr'If_] Unipercut (2 bie )
i JE';.:,._.-I-.-'\-.L-I{EE .':_.3' Ii::"‘- ] 7 i
SRR Backfisi (4 4l
c:-r.1i"|-||"|_:.- muckla (9 :

I Lre |3'|l'-|:lI I'.--1

. pE, )
Mdowrmalker (2 pts,)
Kick: .
R '
AXRICK (2 ntg
Doutile-ti Kok ¢4 SI8y
Flifl i - :
WG Thrust Kick ra 8L
i . . a II- .-\P
Lightening Leg (5 pts ) :

Reverse Frg

Fal) B i
ik 508 I,,r::lr NGK (T o)
Block:
C'.'s:;fdr:c-nlewl (2 pls)
Defleciing oh 1
Grahb: X
Athleties.
Esquivies (£ pta.)
Focus:

1
A

FPunch 1L

LOUghekin {4 pts,)
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Being given ‘alse informalbon F he has 'T2rs than gne agent
purstarg a single mission. The coitom rank of the "'anc%:rl
orises the Genin, or “low men’: those are the ! ol -

: - LSS A the fact sgidiars o
the clan, &
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e Mimdaraalize the imporiancs nf
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waps 0 use ne I'.'-’i:'.-‘,b’ and spirt, a new wision. I WOTRT, nat i 15t
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Fram this mysiic .E.-.’-.*:_.-‘.u".‘g NS Igarngr i mava fre -""3'"}' T bul H|3—~rf.515-h warross. All memaoers of a Nlrij‘a clan arg trained in
the Minjitsi s vle Femala Mirja are callag
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— an ansient tale conearning the arigin of Minjitsu every it as dangerous as their male Sounterparts. ==
Ancient Janaress legend stales that the Ninja cians ce- n& ancient Minja cans nave cecided 10 make thair gres. -

scended from a creature called the Tengn, anait-man, balfcrow  BN08 RNGWR 19 72cent y2ars, but nol 12 1he puble at large, it
sybrid with the powar to alter nature and the minds of men,  257VES I8 purpases ot tne clans ¢ allow the "westam” Nina
Wharever thair actual arigin, Nirja nave galined greal notanety to gerpotuaie the sleraotynical MNinja of the movies, and 1o
as spies. assassine and warrors aducate those interesied few in the mystical philosopaies af

o e T Ak = I = i g SR . 1
Few realize thal Minja are more than smple assassing the siyie. At the same time the clans send out represeniativas

Ninjitsuisintact avery spirilual way of life. emphasizing nature  © - 2= 1538 15 TWTHASS 21T power ana weallh by warking for
varsus eliznts, Recenlly Iha clans have giscovorad he Strast

andthe innar being, talso emphasizes tha martial e, bott for
the protection of their eacrad Miklwa larmeles and for the profil
of thaer family. Minjz clan members bagin 1hair training at the
age of five. By the time they reach their late teens. they hava
beCOme accomplished warrars and spiss

. Throughou: their BEtory, Minja have been superstitiously
frared by commaon and noble Japanese 2/ ke [hizis nos :nI:?-'
pecause of their talent for stealth and infiltration, out aleo
Because of their mystical abiliies. Kuji-in {Chi-focusing hard
positions) and Sarminjutsu (Rypnotism) allow Minja o influ-
ence the natural worls ard the mirds of their cpponents
These atilitias are the greatest of all their sacrots, and & MNinia
will die before revealing them to an enemy The Aand p-:Sniicﬁﬁ.
alre nevertaught 1o a slugent whois not a mamoer of one af the
clans,

Fighler circuit. They nave bagun i participate in its astties
seeindg the circut 2s a way to adverlise thair safvices 1o
powerful sponsars

Teye Ninga

Lo e a Minja with Sz minjulsy powars, the character must
take Ine Background of Clan Heritage. This reflacts the years
of study inacan's dojo Hegardless of sthe character s original
nationality. he mast have this Backgrouna to learn the Chi-
oousing hana magic of the true Ninja. Only a Ninja with a
Backgrouna of £ ar greater will e taught the hana magic.

Uniike Karata, Ninjitsu does not train a tighter to take down
anopponent with one powarful punch. A Minja will often work
al an enemy until he tecomes fatigued and exposes himself
1o a leling blow. This doesn’t mean that Ninja don’ have
powerful moves; they merely save them for the final stroke.
Mirja like to baffle and contuse their targats by dizappaaring
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Waapon training forms = large part of Minjitsu skils, and e ¥ou receives ﬂﬂr.;-r

Minja frecuently tight as Duelists Aweaponis regarded as an oLt teachings ‘-'ﬁuallw::'c”l;” = S
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airplane in fiight (a shuriken just isn't as effective as a Stinger
Missile). Weapons arc never used during matchas uriess
'feap-:ns are permitted and agreed upan by both oppancris.
Lontrary to popular films, Minja are quite nanorabie, altnough
(Nera have been cxcoptions.
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down By Ninja infiltrators .
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Ar eetablished characier may acquire this Backgrourd Schoals: Schoalz ol Mirjilsu are rare, but fairly gasy ta

througn roleglaying and by using amassed experience lobuy  find, and the tasics of Ninjtsu arg taught to anyena. To laan
it. This might even require a special adventure in which the  the mystical powers of Saiminjuisu, one mMust e accephac by

a Minja clar's dojo and adoplsa oy that family: Few ganin
il

characier proves bis valus o a Minga olan ang s sucsaquently
fforeignars) can actually locate the reclusive clars and faws

sdopted oy the clan, Any of the Ninjitsa s«ills may be sarmad,
s0 long asthe student nas at leastone datin the Clan Heritage  still are accepte
Background. However, the mystical skills are enly taught {o Members: Snyons may @ke lassons abt a commercal
tre Minglsu studanls who hesl perscmity the spirit of the Mina. MNinja doje. butths truly oreat Minja are all deseandad from the
slans mdapan

Concepts: MNirja oo masters of illasion and esponags.
Minja can masouerade as any other profassion
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Common ABILITIES

Alertness, Interrogation, Insight, Streetwise, Subter-
fuge, Blind Fighting, Security, Stealth, Survival,
Investigation, Style Lore

Ctan Ranks

Clan ranks ara delermined by 8 numbar of critgria. A Minja's
prowess In combat and infiliraticn are as important a5 her
gacial standing within the clan. |t is impeoriant that a fighter be
skilled ir: all aspectz of the Ninja way of e to advance inrank.

Orunkg Meinke

Fi : '
¥Ing Haal Stamp (3 pts.)

Mo
Atlack (3 pre |

I'-'IIE\'ll-II _-lzjlI
Holling Attack (2 pra )

&Y Rall (2 pts )
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Genin

A Minja character must have at least ong dot in all of the
comman Abilifias to gualkty as a Ninja of the Ganin titla

Chunin

A Minya character must have al ieast three dots in five of the
gommon Abilitles to gualify as a Ninja of Chunin rank.

i ) g
Wall Spring (1 (=]
Focus:
]
Balance (3 pts )

r "5 A ;
Ueath's Visage (3 ols.)
Entran:-

Iu-|r|I:| C.’jb.a I:'q- 1
i R e
Leach (3 R it
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Jonin

A Ninig character must have at least five dots in 0 fewer
than five of the comman Abkililies, as well as three dots n the
rermamning Abilities, to pecame aJdorn, Atthisrark a Minjamay
starthis own clan: ¥ hais amaster. he may alsateach stucants

Moan (1 st
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the way of Ninjitsu.




Untque BACKGROUNDS

fMTE{}DLfC‘TfDM 0 Unitoye
| CKGROUNDS

Unique Backgrounds are new additions to the Street
Fighter gamc designed o erhance character varisty, Craat
o0 | character who neorperates Unigue Backgrounds is a
litthe more complicated than makng a rua of-the-mil Siraal
Fighter. Some Backgrounds have new Special Manouvers
assncaad with tham, while others give charactars access 1o
ransuvers they woudn't nanmally ce abls to use.

inique BACKGROUNDS AND STYLES

. Unigue Backgrounds are mean’ o ke used in carjunclion with 3
fightng swyle. This dossn't mean thal the character has o be
nependent anthe syl butshawillnecg o SUppIY me basio moves,

sueme Unique Backarounds cost additional irestie points,
Wi Gthars madity axisting freetns point costs, These modi-
tiers arameant to ensure that new Players ara not overpowered
Ly (or don't overpower) tha rest of the team:. They also reflect
the fact lha! these pacpla are lunaamentally gifferent, insids
and out, [t is harder for a cyborg to advanca sonial y than =
normal ighter. This makeas uo tor any intial combat advantage
a cybernatically anhanced character has,

Unitoue EﬂGEE?EOUNDﬂ N Comgar

Some of the Unvque Backyrounds wark in unusual manners

Or provide combat bonuses, Itis adwisableto areate a Combal

Card detailing the Bacsground's cffects and keeo it on the

woble i front of you during combat. That way YL, yaur

.ﬂpp-:-n:"ﬂ and tha Storyteler will not be confusad Loy [he
suciden appearancs of a strange bonus,

Unigue BACKGROUNDS OUT Of
(omBAT

One ol lhe most rawarding ARPECIE of Nayving a charactar with
d Lnigua Bacagrouna is the interaction netween the characiar
NG other people or the environment. A Unigue Backgrourd's
Mpact on a characier's evaryday lfe can lead 1o countess
MEresting wignettes o inspire enlira stories. For cxamaola, the
Special Manzuver Baiance can be appied %o mamy differen
slicumstances, such as lightrope walking or even dancing.

Aclingout the par: of vour oyborg or malag|ualas hybrid will
Lpen up whole rew dimensians (o vour chronicle. Use [uas-
i Kke the ones below to Aslp you define how your charac gr
Aleracts with the rest of the world,

Coes a cybarg have a buili-in charge compartmen:?

Wil an znvmal Aybrid smell your hand when you shake 47
“iow does a water elemental wash bis car?

What dees ar animal byhbirid think of fast food?

Az Hyveeipg

Licves Hed figars and Sears — oh my!
Corathy, “Tna Wizard of Oz"
Mo ong realy knows what lves in the wils arcas of aur
pianat Sirange sicnes oceasionally filter back la civilization —

tales ol waird creatures stalking through the untamed wilder-

ress. Formilennia, these stories have baan myths and Iie
mare. Recently, howevar, 2 few of these half-rmankalf animals
hava emerged from their lairs to enter the civitzed worlg,
Rarely 15 such immigration successhid far most of traca
nybricls have diffizulty contraling their animal sides ano jLat
Cant 33agt o human society. Accordingly, they shun large
Gilies lving on the outskiris of 1ha wilds that spawned them.

Few sludies of these so-called animal hyorids Bave bean
canducted, and pure ampirical evidence is both ditfieult and
gangerous 1o gamer. Monethelsss, a couple of theorias nave
beer postulated to exglain lhe cngin of these abenations

The lirst thaary cites (admittedy skefchy) evidence thal tha
hylarids have undergore a mutagen'c transformatian at the
callular level, This is presumead to be caused by an unknown
wirus that mutates the DNA coae of its vigtim, rendering tha
victim extremaly susceptiblie to cellular manipulation. Ther Oy
sharing cellular information with arothar organism far an
rriended paricd of time (via ciose cantact ar shared food) the
victim's DMA is rewritter to correspand to the second
arganism's celular partern. This virus is presurmad o survive
orvy Inisolated areas of e ginbe, hence the apoearsnca of
thase arimal hvbrids. The origin ol i virus is unknown, 85 are
its methods af lransmission

Mary peopla uninvalved in the sglentific community adhars
ix & different theory, the lenats of which are as follows: The
hybrids have been possessad by the spirit of the animal anc
Imouea with aspacls of that animal to serve some greater
oood. Many geople, witnessing the hvbrids' savagery, belisva
this mission to be one of vengeance. Olhers supcose that the
natural order is reassarting its powsar over the world and that
thase creaturss are amoassadors fram the wilderness. Sl
others hold the apinion that nature is rebeling against the
poliution and widascale enviranmental dastruction wraught
by modern society.

whataver the source of the hybrigs' condition, the fact of
their existence is ng lenger in question. Human society's
reaction to these newcomers has boen widely vanable but
generally negative. A comaination of the hybrids' pestialily
and sooiaty's intolerance has 'ed the public to vilify animal
bybrid as savage monsters,

Animal nybrids are, in tact. prene to Fits of viglent rage if
pravoked. The rules of scciely stifle the animal within, and the
comiglexly of modern living often baflles thesa near-savageas.
Frastration and incomprahansion build up stress in lhess
craaturas, and violence is aftan the result, Police or soldiers
are [ragquently reguired to deal wilth these insane mansters
Most anirmal nybride ars sither killed during a frenzied ram-
Cage ararven oack into the wilderness by the rigars of "polite
s0ciaty.” A faw, however, find a way to contral their anger and
rern=mn in the qauman wor'd

Mamy hybinds are atracted to the inherent violence of the
Sirect Fighter cirouil, Hera they fing a place where they can
vantthelr anger and frustration. Hare thay find somathing they
urderstanc: the strong triumphing while the weak are cast
downin defeal. Oriy intne arena can a nybrig (et lonse without
braakirg the wzak humans around him. Unfertunately, 2

<
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hybrid may lese contral of the animal asgec: of his personality
guring cormbat, espeoaly if ha's loging. In such cages the
figater's survival nstingts kick into overcrive, A simple soar-
ring match could become afightto the death at ary time. |15
not uncommon 1o see an amimal oybrid fightar clamicering
about an arena. smeared with the blood of an apporent, snoe
his animal side has taken gver.

Litimately a hybrid learns to control the animal within hirm,
Fhe cannol. he s usually drivenout of the circuit. and socety,
by othar Street Fighters

Thz most successful bybrid fighters are usually rigidly
dizciglinad by their teachers, who gunish their students far
avan |he shghlast breaches of etiguetie. The intence dsgi
pling of the martial arts allows e animal side o be controled
and harnassad without fear of going berserk during a matcl
Rybrids, mare-than any other fighters, require the steadying
giscipling of lhe marhal arts o control their ragas.

AnimaL HYERD
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Players who choose ta create animal hybrids irade social
disadvantages for physical cower ang a permanent lust far
batile. Whan creating an animal nybrid Street Fightar, the
fallowing rules are used:

ATTRIBUTES

I'he rigors of the wild ang their genctic structure make
animal hyonds stronger. faster and hardier than orginary
humans. However lhay are also savaga and uncouth, Thair
beginning statistcs reflact this.

All animal hybrids Begin with the following points for thair
Attributes:

Attt EUTe

Ph?ﬁfcal
Social
Mentag

STARTING Dors Hﬂrrsf:mr

i
_

4

ke e

—

For exarnais, Alleern is creating a cathivbrid characier, She
beging Dy determining her Avributes  She has ning dots 10
divide amang Sirength. Dexledty ang Sfaming — Wwilh a8
radural maxirmm of Bip any af theen, Sha spends bea dofa o
Strength, raising 1t to 5 She spends five deis on Dextarity,
making it 4 whosoing 6 'she wants har charactsr ta Be really
quick] Hinally she puts har last twa dols in Staming, bnnging

A | ..'i

ARILTIES

Animal hyrids have certain disadvantages with regard ¢
lalents, okills ard Knowledgas A character is limitad ta on
starting dat in the [ofowing Abililies: Slrealwise, sublerfuges,
Dirive, Security and Computer, A character is mitad to two
startng dats ‘n thase additichal Abilitias: interrogation, Arena
and Invastiganan When spending axpanance, the charactar
ust pay threa timas the current leve: of the Abllity isead of
the normal two. This reflects the cultural difficulties that all
animal hyhrds andure

Mmoo

ADVANTAGES

All beginaing animal hyirids have two free dots in the
Animal Companicn Background. |t an estabished character
develops the Arvmal Hybrid Background, he does nal gain the
free Anima Companicn Background that starting animal by-
brics get.

Mew arimal nybind characiars also gain ona fres dot in the
Athletics Tecnnigue.,

HveRD Basio MANEVERS

Met all man, wamean, and hybrids are craslad agual. De-
pencing upon the type of hyorid a character is, certain new
Basic Mansuvers may bz inherantly available. The player and
LSiondeler must decide which Hyhrid Gasic Mareuwvars are
avallable o lhe character, based upon thal cnaraclers can-
cept. Qbvicusly, therg's a trageof when selecting these
mareuvers. If 2 charactar has a Tail attack (and therafore a
tail}, he will hava a much harder time Slanding inowith soceiy
than he clharwise would.

These new Maneuvers do not cost Power Points and are
cansidered to be additicral Basic Maneuvers (much like
Farward Kick, Strong Punch, Bleck, ete. ). The numoer of dots
n the character's Animal Hybrid Background determines the
admber of additional Basic Maneuvere available 1o the char-
acter, Tha Arvmmal Hy ord Sasic Maneuvers oo not corrasponad
i any of the six Basic Technigues {Punch, Kick, Block, Grab,
Athletics or Focus). These naw Marncuvers utlize the character's
Anirmal Hybrid Background dotsin fieu ot any Technigue daots.

i nd
Animal Hybrid Backgrou .r
185 g ditiana hAmneuve
by Scdeniicnal KA ol
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The new Basic Maneuvers available lo animal hybrids

are:
s Uit — +1 Speed +1 Damags, -1 Maove
» Tal Slash ' Speed, +7 Damags, +1 Maove
v Claw ' Ep-’-:-’::. re Damage. +3 Move

vars can De created in accordance with the
auntarpart: Fin Siash (for 4 snark
and Tentacle

Ctner Maneu
belric's specilic anims
hybricy, Quill Sweeo (for a porcuping nybirid}
Souecze (for 2 squic hylond) are all possibilities

For gxamole, Alean i3 warking on her cal characia!, whom

ehig has named Fummetia ..'a:.-',-ﬂ nimal Hyblid Background /s
2 which allaws her two adgitional Basic Maneuvers. 5he
sgracte Claw snd Biis. She oalouiates the ‘-';'Ir,'.:n'-;-rf Liamace

he Claw

for her Claw Attack. Her Dexterity (5 8, and
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Seshal hybrics may be able o use powers unigue 1o the
armmal they are melded with, lixe tlignt ar swimming. (anar-
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at 4 ar 5 before you can sslect & natural ability for her,
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There are two types of hybrids
Jedastika). The more dals & charactar
Background, the meore Bestial the character is. Generally
three dots is the breaking peint for determining whather the
“whrid is Bestial or Homid, & character with an Anima “ybrid
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Loss of control during comizat is a real proglem for animal
hybrids. When a tighter loses ’HIT nar ealth she must maxe
a check agains: har currant Che to sea 1 she ratains cantral
she must score at least ong success; otherwise, sne will lose
control and attack her apponant with all her bestial power. The

ellects of this cerzerk frenzy are as follows:

5 in frenzy

* 2l he
roil to sgec

* While she has lost cantral the tightar may not use any

+ [he hybrid cannot use ac

It her tempora
|pEEs and e

ilities such as Wall Cimzing or

yord cannot usa any Soecidl Mansuvers,
d cannct be dizzied.
* The character 1o

ses ong temoorary Honor sach round she
~y Honar drops Delow zern, she

ranent Honor.

2nd of each turnthe character may maks anew Chi
f she can regain control.

s in the secona or subsequant tu
Hybrid car gapend a point o Willoower i make g sec Dr‘-’J &h
roll, if her first rell during that turn failed. Bemember the

rms of 3 franzy, 30 Arimal

or |~.-
Combos. one Willpawer paint can be spent par turn.
= |he fighter must attack, regardless of whether her ocpo- Each time the characier takes half har remaining Healin
nentis unconscicus, tallen or pleading for mercy. | evalz in damage sne must make a les! o retain corial of her
= For the guration of the frenzy, the hybrid has a +2 Speas arimal side, If she fails she will 9o terserk,
advantaps on all attacks
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Tz prutal amrads snocks most sensei. The majorty cf

Banid Sen&el assume thal such & nedst could never achere ta the
AL R 6 ; strict regimen ot the mart'a ars — and in most cases lhay sre
. correil Many hyornas are-.Lnable to accept the teachings of

-
k- tg school Howaver, clhears whalrhaartagly emprace the

discipling of the s29se1's schod!, seeingil nal marely 45 - way
. rou got strangth! No discipline. You flah at enemy ke  0IMRrava ther pararmance n the 3r2na but also as a way e

neaiet cub! Ma show haw 1o direct power toward target! control the beastw hin These nyhrids are the mostbonaratle
and{relatively) sclf-contrclled of ther tresa. They atu aiza the

— Blanka. trying o quote his Capaelira teacher,
most dangerous.

sn arimal hybrid is powerlul by its very nature. The animal
B2 prowvidas a number of effective, if brulal, stratagies tor
vmbat, Thase alona otten win most fights for the bybirid — bt
hol ahvaye. and raraly an the Strest Fighter circuit, Strest
Fighters training allows them lo countar ang overcome the
Pybrids' undisciplined savagery
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Therafore, o supplament thair natural ferocity, many ani- ViES 5
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‘ral hybrigs seek out the martial ars. Martial ars orovids ros

Ivincreased combar prowess, oul a sense af seranity rare y
=lhoy hybrids. In the ring an animal hysrid can be &1 pescs
10 s nature. He dossn't have to warry about when it's safz
Hicressine road, or how many of 1ha colored papers he reeds
'3 nave for a good meal. Al he needs 1o kaaw 15 whera Ris
SREry s and bow far ne nas to ump to sirk Ais leeth inlo tum

¥ any siyla: Nowaver

or [Dem carr,
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Mow managers and hghiers alike arg geing ohiarad cybar-

nelic erbarcements. Mostndigrantly refuse the olier however,
the fignterhas

[ have petto saaanirrin thal
ot g frue warrior. Therg (5 00 S0 i metdl — ordy wn hiesh can

Iy in fash can one attain the
e R

the warrior focus firs sginl. C
a few accep: tor ona reasor or ancinar Mayae !
ove what it takes 1o be a3 contender;

highes! of goals.
— Ryu, lecturing his first oyborg opponent o i
Recently, Straal Fighler arenas have Deen InvaE e by A L”szrrnl_ilr,j_,_'d:,_ led n e ag, perbaps e simply eels
new bresd of warricrs — half humar, half-machine I.JET;_::: I*:dealurq..l‘*:fu 'nr--ql|-|-',-.|I'r-'|j':-|:.esu_| R
wn a3 cyboros, Some managars and iraditionalists teel B e e T e SR S
tn;][ t;igzizr;[lg;t?g S ::'.'al_:meli‘.icn sanotheless, ove 2! 'I:u*a'e:i:S:-.‘-P[tP?e-:‘.l Br and Hll.:-;_: EP‘EIrI H'_ll: l_.-wf;fm.tc-ru b
d 1o cormopeta in Strasl Fir_”.:;, alter tharr bodies for the sake of wiclary 10 19 arena.
' sy cyborgs nave appeared N nearly 3l mmaarant
lowrnamants and are accepled as opoonents — accasted but
A% honot-

el

|

= |
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Borgs have Deean allowe
tournamenls, albet with reiustar

The creation of a cybarg s an incracible feal of engnesr-
unequaled by any olhe

not respected Frw Streat Fighters regard oybor
able oppaneris, and they constanly show treir cartampt for
shiese hal-human freaks, Most Strect Figniers consder 1
setestable far a warnor lo corrupt Ris booy for the sa<g of

g, programming and surgery
anarin e ring is carnad — not bougnt it anaraware

lechnoiogical marvel 0 this decade. |luman fesh, bane
muscla and nerve argc grabed o mechanical mpiaits o
produce a synthasis of man and maching, This technology's
potential uses ara manifol: ard wendrous. Limes lost o
accidents or paralysis can be replaced; the aptic nerves of the
Blind can be wired into mechanical lensas restaring sight _ :
brain diseases can be countared wilh cerebral implants. Bt tha strangih of 1neir CORVISLONG in B “.'j,i-:HIH _InILr ::-F.
there is a dark side to cyberechroiogy, Too much metal, Ard srificed thay humanity to tha

victary, |

slore

Thare are exceptions — oyborgs whe have demonsttated

.

These precious few have not s
maching will which they nave meaded.

the numan disappears, replaced by an mplacable <ilbng

maching,
Three years agn. the United States government craatec ils
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frue farm, g o Bulky Clathing will nat dise o e
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¥ Irosthatis.
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first cybermstic warrior, codenamea Argent for |
axoskeleton. The Army was extramely proud of s engireering
miracie. Argent was deployed (o an isclated location in Mew

proved

Mexica for final evaluation. In figld tests tha uni
unstoppable, unbeatakle — and, ultimataly uncantrolaklc
Perhaps a tiny logic circut wenl haywire, perhaps the
sensory avarlecad of compulerized thought procegses was oo
taxing to procass; perhaps a macnine programmed for war
simply cannot "turn off.” In any cass, Argent went amok. The

unit escaped from tha base and rampaged through the sials.
The Army was urable to contain the unit Argenl single

handedly destroyed two small towns, and it soon bacams
evident that the cvborg's rampage was taking it diractly into
Las Vegas. The situation was desperata Then Argent met

Hairog
Balrog reduced the cyborg lo scrag metal in 38 028116

seconds (accarding 1o the internal chronometer recoverad
tram the defunct unit's remains). Las Vegas was saved, and

vifar his

b

Mevada's governar rewardad the Doxar gxiravagant
sefvice to the city. Manetheless, most ceoole realized whal o
cloee call the incident nad been. The public crisg cul for a
maratorum, fercing the Pentagon to halt all reszarch into
cybernatics, Or so people thaugnl.

CMNM had broadeast the crisis in Las Vegas across [he
giobe Within & year every naticnal and corporale suparpgwer
was researching cybertechnalogy. Much of the res2arch was
heneficial, producing mora sfficient artifical hearts or wm-
proved prostneses (or accident victims. Other disoovenes
wera less benevolent, Secrat projacts develoned dasigns far
maore efficient, and lethal, than the Argent crototyps. Re-
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ATiRIBUTES
Cybarnatic characters are at a social disacvantaga from
'8 bagirning. As aresull hay have ore fewer cont to spend
ur Gocia! Attributes than other charactars oo They can. stil
make Social Allnlutas orimary, secondary of [Rriany — triany
will margly have six, ‘our or two gots, rsspectively, 1o apend on
!Il:—:r social Attributes, Cyborgs naturally have 2 difficult tima
intertacing with other peaple, Because of Ihis, a oybarg must
AlWays pay sid times Ihe current rating o increase ary Sooial
Ailnbute, even if it's less than suparbuman
However, o er for cyborgs o reach supsrbuman
svels in their Physical or Mantal Attributos Cyvborgs gamn one
eddiional dot 19 e put in a Physical or Mental Attribute.
Futhermoere, a cyborg wishing to nereasa her Phyesical or
.~'|E“'.£‘|' Atiributes beyand 5 is not subject 1o the I'|_r1'r|r-!r ooet
Tl ple used for purchasing suparhuman traits, While ather
streel Fighters cay six times an Alributa's currant rating when
nircasing itinto the superbuman range, tha ::yr:rar;-::w%rau:f
il enly pays four bmes that Attributa’s current rating.

iy
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Azimes

Cyburgs' meckamca' natre providas tham with cartain
imnerent Abiltiss, Players are notrequiredtospend any o ther
Sharacters starting Abilily points on thesa Azilities — they're
3¢ for cyoorge. Becauss they're lraa, it is possibie for a
¥borg charatler to start with more than thres dots in thace
Shilibas,

Cyborg Abilities are as follows: Interrogation », Intimicatien
*e, Computer * ard Medicire »,

ICwaver, cyborgs cannot bagin with mare Inan two dots in
vEelwise or Investigation. Furthermore, mncraasirg thessa
Qilifias via experience costs three times the current rating
hsigad of the normal two 7
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Oreer Teans

Honor

Cvborgs beqgin with negative Hanar, which refiecis the way
other Straat Fighilers regard cybernetically enfiancco war
riors. When creating a cyberg. the player adds two boxes 10
he laft of the character's Honor track. These boxas have
filied in tke pormal way before the character 18 regardad as
maving any Honor al all. The original three points divided
betwsen Slory and Honor may be usog to ouy off this nagative
Honor vaiue when the fighter is created. Undarng cirgame-
starces doss the charactar pat bwo axlra O
“negatva” boxes whan rolling Sonor

Health

Cyborg Street Fightere pagir with 12 Haalth dals insisad of
the narmal 10

Using CYBERNETICS

The number of dols a character has in the Cybemetics
Background determings the number and tyge of limos an-
hancad, For cach dat the character has. one araa af tha body
may ba enharced Howaver, ance & characte: bas hive dots o
tha Cybemelcs Background he is considerad to be “fully’
cybernetic. As such, all limiss are evbernetic. as are tha nead
and toreo. This is as high as anyone can go and stll maintain
a graso, albeit a small ane, on nar humanity, Gyborgs tread a
fire line betwaen man and maching — it they go taa far. hay
forget what it means to ba alive ana human

Each point in tha Cybernelics Background also serves
snoiher purpose. The power systems of the cyborg allow it to
simulate the Focus Techrigque. Tothis end, the fightar may use
the Cybarnetics Background in slace of is Focus Technigue
whan purchiazing and executing Focus-based Special Ma-
neuvers. A cyborg does not reguira & speciic tighting styla o
learn Focus Speacial Maneuvars Ha must slill cay the point
cost ta lsam the maneuver, but dossn't reguirg the Focus
prerequisite. The cost for these Special Maneuvers 1s always
the most expensive one listed. W datermining Speed,

R

e

wuiE N
Damana and Mave for Ihese cyoernetic Focus Manguvers, the
ovborg character has the ¢eption of using Physical Attributes
imstead of the Mental Attributes normally used with Foous-
basad Special Maneuvars. Furthermore, cyborgs can spend
Hesllh Leves instead of Chi 1o power cybernstic Focus
Marneuvers

Far example, Ken is desigring s Slreel Fighter, the
Canuckatron. and he wanis o add an lce Blast to the
Canuckatron's cybernetic array. Ice Blast requiras a Focus
Tochnique of 3. While the Canuckatran's Focus Techinigue s
amere 1 Ken can shill purchase this Soecial Maneuver for his
character hecause the Canuckatron's Cybernetics Background
i5 .3, Mow the Canuckatron can shoot lce Blasts al & cost ol two
Chi ar two Health

Cynernabc ennancemants are easily recognized tor wnat
they are and can only be concealed oy heavy clothing, The
technslogyto create acorvinging duplicate of numan sxin has
thus far eluged scienca.

Enharcing a Strasl Fighter 1s 2 good way to add a varisty
of special powers to an othenwise run-of-the-mill combatant —
‘the comhbatant i question doesn't mind baing frezled like a
freak

[orso
bl {0
Head ctar can 1ake Al

o -I'.Iﬂrl'.{
ot {mbs — DRI e Luharnaic orso-
AaioniEs L""b-} ¢ firgt NaN e oL Ly QBfHE

LS, she MUst vt inorease a fightet =

= -
5-’::_I;J|1:'.|:.lr|'f-:l'l:” _q!._ D_J[_n'- |_'h_‘:||'r} '-.'l'-'r".l',
e = 5 freakish DUt =
| This 12 &

' . cga below.]
Techiniques. 28<

|

Appmionat Limes

Each pair of 'mbs adas one @ the fighter's approgriata
lachrigques. If you have Pungn and Grab Tachnques of 3 and
lwa additonal arms, then your agjusiad Techrigues would (wl=
& for the purposes of axeculing manzuvers. Additonal l2gs
provide tna sama bonuses o Kicking and Athletice lach-
riques.

Ancther aption is the addition of arimal-ike imalants. You
may add wings, jaws or & tal to your character, Fightars suchk
as these may uge animal hybrid maneuvers in combat



F LEMENTALS

Weoaoans are the insiruments of mislortune and should be
resartadd o only whon unavoicdable

Tr

—Sun Fzu, Tha Art af War

Mo ore knows what causes cerlan people to exhibi al-
emental powers, Perhaps a quirk in their genetic structure
gives these so-called elemantals their freakish command aver
inealermantz ot earth, air, water andfirg, Cr maybe elemantals’
atilities stem from psychic or even magical sources. The
rature of elementals’ powers
prilliant scientists.

nas balflag even thoe mos!

Flemenlals have a firm connection with the slanet I hey
alse tend to spemalize in only one element. Their termpara-
ments often mirrar thair chosen clements. A fira elemantal is
hotheaced ana volatile, while ar earth elemental s slow to
anger and sleadtast in its convictions, Water clemanlals are
froe thinkers and parsistent, and air elemantals are wandsr-
ere. Apparently an elermental’s mindset is & major factor in
celerrmuning which slemant she can manipulals.

< Eﬁfwfmrﬁﬂf AND THE Eppry

Many elementals are drawn to environmantal causes. Some

alemantals arc maddenad by their powers and view tham-
seves ds gods. These fow indivicuals are extremely dangerous
but, luckily, are usually no more powearful than any other Siraat
Fightars, despite their dalusions,

K ew BACKGROUND: ELEMENTAL
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Wwawc WITH THe £ LEMENTAY
EAGEGE’DUMD

When cresting an elemontal. tha playver genarates the
character ger normal roles. The usual point soste [or Al
trizutes, Abiities. etz apoly Tobacome anElermantal however
Ine character must purchase points in the Elemental Back-
ground. She must also specify the slament Lair, earth, fire,
water) with which sna has an affinity,

Elemanta! Specal Maneuvers have the Elamental Back-
groundasanaaditonal prerseguizite. The detsintha F emental
Bachground nrerequisitc must be mal aiong wite any ather
orarcquisites balora the charactor can purzhaze a specific
clemantal Spocial Maneuwvar

Anmxisting character may bacome an clemental st any
time, provided neinvasts enough excerenca in the Elarmeantl
Backgraund.

Soax Eonuses

Flarmentals are unusually resisiant to their o v alement, yat
vulnerable fo their opp zlement Hecause of Ihis,
Clementals have inherant Soak modfiers o cartain types of
damage. These maodifiers ara as tollows

Fire

- .y
b i

+1 to Scak varses fire-pasad atacks,

-1 1o 50ax versus waler-nased atacks,

Water

+1 to Soak varsus water based allacks

-1 1o Soak versus sarth-bass

Air

+110Soak versus air based attacks and amy Aerlal Manauver,

1 to Scak varsus tire-based artacks.

Earth

+1 o Soak versus carn-based attacks and any maneuver
that results 'n 8 Krockdawn,

attacks,

-1 ta Soak versus air-hased attacks.

Etementy ¢ AND Figempe Stvee

Elemantal powers are supamatural in or gin and very pow-
erful. Afire alarmental is 2asily themalch ot any narmal warrior,
bat is often cuiclassed by a Strest Fighter. Raw power and
conmviction can nevar enual efficient training ., Elementals can
sludy any sty'e of martial arts, but tang to basea their choice
upenthe type of elemental encrgy with which they are imbued.

CTICED gy ELEHENHES




SappHtRe

sappnre Fulton was born and raisaed o Austin,
aleng with ber twin Srother, Aaran. Her family was
spoilad Sanphira rottan. Her fathe:
into the best prvala callage in the Liollens, howsaver,
proved quite a shock 1o her: She was accustomed 1o qethng
nar way ang suddenly found narsalt in an envirenment whe:z
thal wasn'l alwaye passible,

Anger and frustration built up inside of Sapphire resuy Ting
In a iteral explosion — & spontaneous blast of paychokinatic
lame. Hours ‘ater, Sapphire was stanging cutside ner darn
along wilh Ihe other students whie the irs dapartmeant warked

o contain the olarse she had unwittingly started. Mot suroris-

ingly, sapghirs told no one what had napoeneds in her room
[hal day Evantually. she rationalized the exglosion as a break
inagasline. Lile want on as normal. Howavar =he learred ()
kecp her termper under cantral, or at least to be alons when it
wint off.

TexES,
affluent anc
baunht narand her brother

siale.
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£ emenaL SpeciAL MANEUVERS

Alr :
njr Blast (2 P18
Elemental Skin (3 P

= I
Elamantal 517 ide (4 Dt

Flight 12 pts.)

Hea (4 pm iy ]
mineea (3 pis.)

gEr ]:C.: Flement 11 AL )

Push (4 ofs)

Vacuum L3 pis.)

Waler

Dirain 13 pis.)

Drench {2 pte.

Ejarnental SEin (5 pts.)

li.u 1§ 3y a___'ﬂ--! 51

'L-'Ierr:-}r*.'al Strice (4 15
Ernveiop (3 pis. )

Heal (4 ots.)

Prol 12 pts.)

Sense Elament |:.1 pk. 'll

Fire

Fire Strike (3 pts.)
Clarming Fist (2 pts]
Elemental Stricle (4 s
EIE.I--IG""'EI Skin (b pI8 ]

Heai (4 Dta ]

Heatwave (3 bl

: nt (1Pt

anae Flermant L1} | :

?;3 sptangous Coarmoustion (4 pts.)
tJL.' - LA -

Earth

Ejamental Srin (&7
Elementsl Gtride {4 P15 1

1i5.]

Heal & pis |

Pit (3 ots.]

sense Elament | 1 pt.)
Sione (2 Pl

wall (2 pte ]

Waignt (3 ptal

Sapphirer
fateful day in tha spring of her lunior year, As she walked across

afused to think about her powers agan — urtll cne

the campus with her brother. she noticed a var slowly driving
bahing tham. Usen being spotied, the van acoeleratad toward
them. lsoraschad toahalt ard several men in iL.I'I'l['_I‘-'-il.iI.‘-: clirmbad
out, Sapphive called for beln, butthe nearby studarts reacted too
slowly. Tne men gracbed Sapphire and Aaron a."d began
dragging them toward the van, Before Sacphire aven knew what
was happening. the man halding ner was or firs and 3he was
sprinting across the campus, her orolber's desperate cries for
halp schoing o ne gistance

It has een thres years sinca that fateful day, and Shadalo:
Nas maae soveral more allempts (o abgust ner. Her parents
sizappaared snortly after ner brother was kidnzppad. Sapphirs
has since sougnt refuge with her Uncle Bob in Mew York Ha
raught herthe ways of Karate so she could better defend harself.

Recantly, she has heard slones ahout 2 man on the Stroot
Fighter circuit named Yortex, Althcugh sne has never seen
him, nis '.'JEE:-E':-'i[.‘-:i::rIr.'!E1t-.’.‘-"IEE.ﬂ"3..Cl'."'-BFCF' 5 Sh:l'IEISf-E':':r.—?r' Iy
joined a New York Street Fighting stable and hopes the circur
will vantually lead ker 10 her orother.

Appearance: Sacphire is of medium height, wilh sbor
spiky red bair. Sha dresses in leans and tank tops, unless in
the ring. Thers she wears & one-pisce leotard underneath a
npped-up leathar acket, Although she 18 prore o mood
swings, har ayes usually olaze with intenaity.

Playing Sapphire: The spoied gir within vou has had o
graw Je quickly, You never diz finish college, having fl’*-"
Maw York Uity shortly after vour brother and parents digap-
peared. Yau ara zomawhat resecved and prefer solituds o the
COmpany of ctnars, You gare stll short-temeoered: Rowever, YO
try to control yoursalf as bast vou can

Quote: Oh dic | make you mad? You don't know 1te first
thing about baing



MANAGERS

f honestiy don 't know whara 'd ba withou! my manager. I'm
carfain I'g stil be greal, of course, bul | wouldn't he nasrly 55
Grgarisen or as marketable, She's wonderfull

— Fei Long, lelevised lva on Good Morning Hong Kang

Managers are-an nteqral parl af the Streat ighter worid
Wihout 2 manager, a fighter can expect endless scheduling
headaches that will detract from ber training time. A good
marager can maks all Ihe Iittle details flow together, leaving
the street Fighter free to concentrale an the naxt fight. Manag-
grs camae in all shapes and sizes. and no two have the same
managing siyle. Each s an individual, and like the Stroc
Fighters they manage, some are incredibla, and some are
miRraly compatent

Amanager can have any number of skilis from other profos
5i0ns, such as Trainer, Accountant or Strest Fighter However,

wna of the best managers are strictly that — managers anag
nothing else. These managers are admiristrative and public
relations spacialists. Thay don'l know how 1 make a good
tghter, but they do make a good fighler successiul Thaze
rmandgars are sgecialists in their profession and will rarely, il
gver. leave ther oilices, Thay don't work well in the field and
prafer to lzave the business of the nng to profes=ional trainers.
Fut whan it comes 1o booking fights and taking care of all the
acrmirisirative nesds of their fighters, thay are right at home.

There is ancther breed of manager on the circuit, ong that
applies the hanos-ongproach o the Strest Fighting biz
Thase managers involve themselves in overy aspect of 1nair
fignters’ raming. from food preparation 1o arranging sparring
practicesto accomoanying hemaround tha globe from malteh
I match. Managers such @e these are frecuanlly ax-Street
Sighiters, whao have quit the eircuit for less strenuous and safer
occupalicns, aven though they stil crave the excitemant o

competition. Other managers anjay loaxing out tor their fight

wintd therr awn children

ars A% they in either case, these
rmanagers will Tollow ther fighlers 1o nesarly & of thieir matches
ang often coach them from the side of the ring.

A fighter doesa’'t nead a manager, but than they probably
S0y Qo L.'HLI"Z-:".-".-'I.Z-['-'E.. o ANEARATNTEHES 80050 [Axes

Creanmg 4 Manacep Craracrer

This character is usually played by the Storyteller, but can
ba played by ong of the players. There are a few differences in
the characler creslion which maka this type of character less
ohysically cowertul than Street Fighters. However itis usually
the manager who can negotiate with tournament directors,
ab|Ein axil vizas and do lunch with tha rich and ocowerful

When creating the character, you should adjust the charac-
ter creation paints as follows:

e Abulibies preferrad by this charactar are Managa, Bockie,
Arcna, Style Lore. Insight, Medizing, Streetwise and Subler-
fuge.

= Managers receive 10/8/5 dots tor Abilities during creation
inslead al the usual 907/

+ Managers receive 8 dots in Backgrounds rather than the
usual 5.

* Heduce the numbear of dots allotiad to Technigues from B
to 4.

+ Baduce the number of dots allotted to Special Mansuvers
from Fio 2

e Manager characlters can ghil purchase additional Tech-
nigues and Special Maneuvers with Freebie Points.

* Thase characters are not usually interastad inany ighting
zhyle but may have cickad up some movas from the streels or
lhenr fighters, They can only purchase moves which can be
Jsed ov all styles oniy.

* |pitial Chi. 1

» [nitial Willpower: 4
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Some peopla only realize ther life's calling after thay Favs
already committed yeara o anctnar joh or are forced 1o learmn
other gkills simply to survive. Some characlers raalize that they
wanrilo e managers or have to o¢. Perbaos noother manrager
will handle a carticular Street Fightar, ard he 5 *oroced to
manage himsalf. Maybe tha highierk r»ahe.......- 2toa sld to nald
his twen 0 tha ring, but can't bear to give up a foravar
Maraging allows hirn 1o stay on the scene, maybe evan bain
new fighters alcng.

Tozecome a marager, the characlar must use their 2ccu
mulated expariance to develop the Akilites nacessary for the
jo2. These Abilities irclude: Marage, Bookiz 274 Aena

neexientiowhich a characrar dave ons thasze E.xii":-_".lbetc:r:-
Qecomimg a manager will determine what kind of a ma
that character is. Obviously, a charactar with one cot in each
of these wouldn't nave much of aclue r:w.|[r:r:u|: :ahc-:.-cr:_ﬁr
shol at managing a team nonetheless. & cnaracier whe is
proficiant at all of these Abilties would undoubitedly be ar
aifactive manager. ;

Therears other Abil
effociiveness, These secondar v Abihhies ara necessary for
Managers of hign-ranking fighters. A1 higlh ievels of comper-
tion, you I‘l:i—'d 1o be abla to spat g snady deal and avaluars
vour fighler's apporent or elsa yau ang vour figater will

r.""'f!r“.-f:.:":." e, The slakes at this lave! 2ra loa hins for g

[

s -:_r'\.;..-

beswnicnwillgreally addtoamarager's

Burs. A cad busingss deal or booking a matcn against an
DO e 3 ton strong for vour fighter can ba disastrous
THis can bankruct youl vour lignter car be
sericusy nurad perhaps oven cripoled. Helplul secondary
Aulibias mcluds: Madicine, Style Lore, Insight, Inves-
tigation, Publicist and Streetwisa |-z Contacts
Hackgrourd can aiss be nvaluabe to managers.
Whenmak ng an establishad character into amanager, you
20 notreceive any of the adiushnants o charactar fraits taat
wou wouid if you WIre m-'{i"|; & manansr cnsrscar from
azraich 1ocraate a Sireet Fighte® with mdanager szilis, sioply
he appropiate Acihbes dunng the charagter cre
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Te e an offectve manage: firs! e aola use yvour

diftarent Azilites and resourcae 1o tha banafit of your fighter.

Irefhoancy ard siopmnass on 3 maragers part & seell
niost talentes ightar

goom for cvean the

 YouTRuS!

ccata-a aurnamant. of ever kpow hat are is goimg 1o
bz held, the managar must rol bis Perceston + Arena: The
numges of successes will mdiczle o the Storytellars how ~ueh

(e Managar <nows: 2oout the curmameant. This milormation

TAY &80 Delearnas by the Sirest Fighiers, Infarmation which
5
ey e asnured congisiz o tha name and location of the
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leurnament, who hoslsit, the date of the tournameant, bow kng

it lasls, the grand prize if any and wha i atend als

Btr'“*-’] adept al streetwise and Invastigation ar having the
Contacls E-.-;-.,-a._l'::l.r'-': will be usctul for learning claer things
.-ﬂ_:-m;l the Tournament, such a= any irieresting rumaors about
e hosts. or what nas happened at past ournaments.

Boowig

Unfortunalely most teams do rot bring in a kal of maney for
amanager 'h:w--;:-. y &3 the Strest Fighting circuitisillegal i
migst countries. Te actualy make a team profitable, the man
ager must often place side bels on Ihe sucoess of the team in
the foumdament Maragers will often glace bels an alhar
malches duning a lournament to increase their orofit margin.
Oecasionally, unscrupulous manager will bat ag.:ur st therr
-lents. such managers do not last long ones thiz knowledge
s revedlad.

Player Characters may dlso use this skill, if they possoss it
It 15 poar form for fighters ta kel lor or agaunst thamsalves or
thair taam dunng a match, A Fighter discoversa doirg so will
nEe one lemporary Hoanor Senown, '3':-”'-;| through a bookie

will also result in the loss of tampaorary Haonar
[0 simuiate the grofits from side baets, roll the Character's
Wookie Skl + ""IL.- The ‘lJ“TH,u“':.-',.-,.lwmmu.,."F-I:—';""lr'r;-fqhrﬂ-.*;
much mongy the manager makes on side bots, The amount of
maney won 15 listed in the Tollowing chart. Aliernately, the
characier could actually pick and place Iheai [-'_|t" biats Lsing
their own judgrnant lsaving the luck up to the cambal thal
acilaily occurs at tha lournament
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This chartindicales lhae monetary amountwan, You'll nalica
thatthere ara nagative MIJ“ associaled with the bate. Noong
aver said that j“r'r'lb ng was safg. Only exper -—rm:f-:_]-r*'h ers
should allernpl batting on fighte tor 2 living. A botch resull will
doubie the maximum amaunt las

The Storvictier should take into account the size of the

wurnament where the bettng 15 taking place. it is very small
I 15 uriikaly that they will win or lose more than a few grand, if
that, Lkewise, placing sids bels doesn't have to ba about
maney. Favors could be bet on nearly any other commodity
imapnabla, Street Fighting is usually on the black market, so
arything s oossibla, Siluaions ke | nase ol Racoms axcol-
lent subpiots or ever full-clown starigs for the characters.
Misk-takars, bewars: if the bookie leses too much money, he
runs tha risk al nol baving enough cash to sand the characiers

homea.




Manage

There is a lot of work invalved with MANAGING & team, and
tha expenses can really add up. Mast of tha IMOnEy Wor Oy &
leam al urmaments is funneled back into the overbesd af the
Stable. Of course, creative bookkes; nng and good managing
skills can reduce the ovarhead and allow mare of the Money
lx e kapt by the team ilself

Al the Slaryteller's optian, tha mManager can maka an intel
ligence + Managea rall at the oceginmng of each manth 1o see
how the manager is handling the team's mundane affairs, 1f the
learn was successful in their tournament bouts the previous
menth, then the manager can gain one additional die or eveary
bout wan, Howsver, the Manager aisa loses anc de for svary
bout lost. The more succassas gained on the rall, the higher
the team's standard of living.

If the tear is stuck in a losing straak 3 manager can make
a Manipulation + Manage roll. The number of syccesses
naedad to keep the team afloar are equal to the rumber of
membersin the team, Failure or taa faw successes means that
the team is running out of maney, They will nced to draw from
their own resources and had better start winning matches
LAY

Of course, Storytellers shauld teel free to skip thase rolls
antirely, if it inlerferas with their story at ail Likewise, ha
Starytellar can ust decide how well the team s doing based
upon the manager's actions and decisions. Or Fate could play
a hand and the leam could fall inio lough times in spite of their
manager's best efforts,

PREPARING FOR A FIGHT

An inexpenenced or poor manager will simgly bock and
ship his team off 1o a tournament with litte ar no preparation.
A good one will use all thair skills and resources o presars his
team for the upcoming mateh well ahead of time

o dothis, he will use resources that go above ard beyond
his Marage Ability to raady the team, Streslwize Style Laore,
Contacts and investigation can all pravide valuatle informa
tion. If successiul, a manager can find nut what other tearns
will be attending, He can also press mare and learn details
about the Street Fighters wha belong to the other taams. If he
Is particularly successtul, he can learn public (and somsalimas
prvate) details about the cppaosing Strae Fighters. Crce he
'earns as much as he can, ha'll pass it all on to his team,
Particularly resourceful managars will go 50 far as lo prepara
situations and circumstances that mirmic = particularopponent’s
special Maneuvers.

Good managers will also kesp an eye on the IMATNBLVEringS
of other managers. It is easy for a novice team with & noor
manager to be malchad against an exparienced groug of
ruthless fighters. An expenencad manager will spot thas
Uneven matchas and avoid them. The importance of & good
manager should not be neglected by a new team. He is well
worth the price. A new leam might not make any Maney with
dmanager, but they definilely wor't make any without one and
will probably and up in the hospital evary othar fight. A good
manager is as necassary to a Street Fighter as 2 good Block
Techriqua, Both will protect their interesls

CTAFE

its a good job, wen't it? Tyoe sometfirg, will va? We're
naving for this stuff!

— Bill Murray, "Ghostbustars’

Like most athlstes, Street Fighters are orly as good as thair
support networ<. The making of a champion is a taam ofort
When the athlete or Street ignter wins, itis nol only a VICIOrY
[ar nar but alse a victory for lhose wha heloed to get ber thara,

A slall 1= the individua! or individuals who work with the
strectFighter lo &ither hone Rer abilites or 1o take care of sema
other aspect of the Street [ighter's life, Staff members come
from all walks of life and can te fnends ard family of the Strast
Fighter or simply professionals hired o da a specific oh, This
section takes a ook at tha many different types of statf a Streot
Fightar can have and whal thay can go for himin and oot of the
ririg.

Teaoyeps

There are four basic types of staff who can be invelved in the
angeing training of 4 straat tighter. Thessa are Trainers. Men-
lors, Tutors and Instruciars.

Each has a particular area of expertise and can help a
Fighter increass & particular Attrioute or Ability by decreasing
e amount of cxperiencs necas sary to improve. They do this
thraugh custom ghysical training programs and advanced
instruction technigques.

Trainers

Trainers specialize in kesping their client in top physical
condition. & personal trainer overseas many aspects of a
street fighter's life. From dietary and sleep habits to personal
workout regimes, a personal trainer does it all.

A personal trainer lowers the cos! afimproving a characler's
Prysical Attributas (Strength, Dexterity and Stamina),

Mentors

Alsn known as etiquetite specialists, Mentars are ofien
some of the mast overlookad on a Stree Fighitar's staff raster,
Althcugh their value may seem understated, Strast Fighters
from nearly al walks of life find new doors apened for tham
through the cultivation of good social graces. Mare thar ane
atraet Fighter nas gane on o become a movie or fashion star
a5 & result of their persanal fama coupled with a mentar's
guidance.

A mentor lowars the cost of impraving Social Attributes
(Charisma, Manipulation and Acpearance).

Tutors

Tutors help their students to expand their thought pro-
Cesses, A good lulor uses avarlety of methods to imperove the
sludant's memory skills, har awareness of the world 2round
ner and her ability to react to new and unaxpected circum-
stances. Although many straet fighters (i 1o see tha berefit of
this type of staff member, those who do invanably have the
uppar nand when forced lo think their way out of a tricky
situation.

A tutor lowers the cost of imeroving a character's Mertal
Attributes {Parception, Intelligence and Wits).

Instructors

Irslructors come in all shapes and sizas. They can 1gach
anything frem auto repair 10 first aid o bungee jumping. A
good source of instruclors is essential for any charactar who
somgday dreams of sutgrowing the nghting arera. Aninstrue-
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tor may teacn any Abilily she s tamiliar with, Howevear =49
riatructar can never raise a studenl's level abability above For

An instructor lowers the cost of learning new Abililies

ralents, Skills and Knowledges) and improving existing orcs,

instedd of ganing a single Instructar when salactrg this
type of stall, the character can ogt to gain a sourts of
Instructors (this could be college faculty, a street gang o
=nything in between). While this groun will never oe personally
nvalvact with a character like a single instrucior would, it does
allow lhe characier a broader base of Agiliies 1o learm from
e plaverand EIUH tellgr shoulg decige inagvance what ype
if group this is and what lvpes of Azilities the charactor car
izarn from them.

LEARNING £RDM EYDERIENCE

A teacher must have tha Instruction Ability [soe the Siee
Fighter screen for this Talent) lo ba abla to ‘mpart -“-m;.,-' of tho
<nowiedne to a pugil. The Ability can bis Ap pliad to any of the
inphcable areas which they spocialize in (g, a prreonal
rainer could not leach a character Investigation). A teacher
may never helg her stucenls advance beyond a five paint

. rating inany area. This sort of intense knowleage car orly be
gamad by anasalf

Teaching doesn't always result in a lower point cost,
tzacher must roll her Inteligence + Instruction ang -gr:t 5
cumber of succassas equalto the current lavel of the Attrbuta
or Abidity that the charactar is impraving, If the teacher does
'of get 2nough successes, the charactar must pay the full
=aparienca cost, However, if the teacher does rall the nacas-
sary number of successes then the character's experience
costs are as follows. current rating »3 for Atrributes and curreont
rating x1 tor Abilities.

KING DOCTORS

I'm a docior, Jirn, not a .E:'."'-ﬂ.l'-'.':hf-f_‘.r.-'
DeForrest Kelly, "Slar Trek”

A ring doctor is ar::lc- to neal aggravalaed damage betveen
reunds ar at least temporarily. By applying ice and locs
anesthetics, the doctor may allow the fighter ta ignore the

. glfacts of aggravated damage until 1he match ands. The ring
goctor 1= & highly specialized type of doctor who uses his sxills
in a very specific way. They are traired to patch up a fighte
in the few minutas (3-10) which hr-"f are allowed to rast in
celween rounds. Their medical training s quite differant from
the training Ihat most characters h.-x access o

Tha ring doctor rolls their Wits + Medicing Ability, For each
SUCCRES ralied, ong aggravated damaga box will oe tampo
“arily removed from the character. This is only lasis ursil the
end of the malch Any further aggravated damage wil be
added to the rest whan the fight ends. Aggravated darage
will haal as normal whether it is treated by & ring docior ar nat,
Acharacler should be caretul though; itis possicle o become
seriously injured in this way

Ary goctar may heal one aggravaied damags box an any
-raractar. [his healing is in addition to any haaling dona inthe
2Qular manner, fu"'Fv'er:r"ly-:nc-mx of agaravaled damage

may be healed by a doctar perweek. While moder megicine
5 -"-T'f"\ sgen as the ultimate solulion to any mecical prozlem,
e lact is, only time can heal most wounds, unlass WL Pave

i".'E";I'l tramned i 1 the arts of Chi Kung Healing or Begene:ation
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2 eqreet ighter's stat negd not B limited (o hoso roles tnat

help a characier i the fing. A helplul staff can assist he
~marzcier in evargday ifc as well Many of thesa professions’
hereficial effects might not ba as Noticeatle a3 & rainar o
canlowar 5 character's exparignce Costs Meveriheloss, thesa
ralas can make a Chranicle fum and imeresting and inthe lorg
run can ba worth hein weight in goid. A peesonal rare might
~of risk har life 1o smuggle a character his lack pick sct whila
he's haing neld in some foreign jail cell, Dul fus outler mighit!
The following 's & hsl ~f other statt membars @ straat ianter
could have. This listis by no maans all nclusive — players ard
Storyiellars alixe should feel ree 10 adS (riir o unigue Statt

as they sea it

Bumse

A putlaris far more than the parsonwho ogens doars at your
request. Ha arganizes your housencld and ensures that wour
homa {[mansicn oF atharwise) is in good repair. He also takes
cara of your everyday needs, like repairing your clathes and
laying them ocul for you, keaping rrack ot vour parsonal
gngagements and reminding you =f appoinlments. He will
algn ACCOMPAany you o your travale al your reguest

PuoIGRAPHER

How else wil you get those 8 X110 action glossies to giva 1k
those special admirars? Tney can also be vary hetptul whien
you need to cevelop sensitiva piclures of sacret Shadeloo
gperations

Fagsons ConsutTanT

Doy really think that your comoat gear s appropriate lor
lag with the Ouesn af England? Whal about 3 bhusnESSs
mcchiag ar & nignt on ihe iown? image is gverything 1o these
peop'a, and & fashinn consuitaniwil maka sura you ook your

bas! in evory Situalion,

EodyGuaed

Olay, yoL car hardle yoursaltin the ring, out Can yau cleal

with mots of frantic fans? A Whirlwind Kick could clear a pat

il
from the cab to vour hotel, D could also and up 0 & IAWSLE

Those pruisers are rainedlo shillfuily 3m diplomaticaly move
crawds oul of your way They also walch your back i lng real

werarlod.

Crdnrreur
vou'va got betier things 10 do than drive, Thesa ralaingrs
are expert drvers, frained not only to make your rice as
ermuotn as humanly possibla, but they're also skilled rally
drivars. Naar a lift to a dinner party aran gh speed chase
througn the back straals af an untamiliar city? Than you need

Doy

Acrazs (e Atlartic or a hot fire zona, thase jetjockeys can
da it [ you can ouy, rent or borrow an airgraft, these guys can
fly it for you. & pilot might saam lixe an anscura type of stall
member, bul the real movers and shakers fly in style. Basides,
wha elsa is gaing o air-lift you out al the steamy Mriganka

ungles wnan things get out of hand?

Mam

Firad after a grualing night of bang purmmaled by anather
unknowen Straat Fighter? Let the maid draw your bath and turn
clown your bad for you Just becauss you're a rough-and-
ready lignter dogsn't meaan you can’l enjoy some pamperning

P

a ohauffeur,

avery now and then.

Thera are planty of other staff which would e wiling 1o wark
for you, all you have to dec de is whatl you want or need, A
Private Inyestigatar, Lawyer. Scianbist, Accountant, Fersonal
Secretary, PH Man (o Woman ) of 5o far ara all good choices,
ana thera are dozans of others you might like to use. The
choice s up 10 you, The geople who surround and supocrt
your character make a staterment aboul who tha! characiar 1s

and what =he values, What 18 your statament?

Tetms

Yau think you have a chance of heating me” You'd petter
bring the rest of your tricnds. You'll shil loge, buf you might no!
snd uoin tha nosgital i1 have [0 knOCK JUTIVE Lp starts instaad
of one

— Sagat, intimidating an overconfident Street Fignler

Meams are a very imgoriant partaf the Streat Fightar circuit
\ost rournaments ar2 made up of team evanls witn a couple
of nigh- profile single combat matches. Fighters who st just
starting Sut Sn e Cansars will piten choose to join a team
pecadst fghi promoters and managers realize that unkrown

fighters have litile crowd-drawing patertia. For a manager 10

. b

o i~ it



pake any soel ol groll ol of nevece Straat Tightars, they have
1o Brax sgectacular matches
While beginring fighters
F
|

'I[_.-r'h:'.:.'n [P

e not pogular with spectators,
18 t-; very thing-that made ine
circuses of ancent Rome so ponuizr 0 #ny CAse, msEnEagErs
sreferto ogokteams ol rew bighters ovar unknown individuala.
New highters are usually quite recephive & the «ea. f2eling
nat thera is 4 certair safety in numbers, They alse come

they share a parbeadlar declogy or

\pams are.

ggelier as a learn
chling style
cams oftan live together noa communal arrangerent.
Jecausa the hghting circuit takes fighters on the road tarmuch
al theer Lima, nay lend nol 1o nave perrtcdanent resencas il
thay do, thoy will cr't::ﬂ Jave a small house whera the team will
hve communally. This is not always tha case, tut the vast
|-.'..|::r|r'-;-:1.‘I-:—:;-:.'-".~;r.1:>lm.- noether. Managers promaote tn *-.t;,-["-L.'i
i hiving arrangement as 1 cements the solidanty-al tha group
1 the read, teams will freguently rent & single suite orihe foor
a fotal in whatevar city their next matsh s i,

Mai all teagms have

.1 smer of the
Arich arise

e o few gener

There ar .
Jimost all teams live by: .
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WENY [edms have comea ta racognize the vaue of working
Ldeiherin the The mambers of these leams don'’l jusl
nht teside Dm,l' o h'“| T|'I"':.-' cocrdinate ther maneuvars to
UT2a5e thair stiectiveness as a unit. Many timas. a finely

Whed lignting team can make its opoonants ook like mera
SATPODM Srawiers. A lBam can Degin o use leamwor in bwo

ays, Tha lirst is to communicate more in the ring and make
“EEm thal nooore (s stapping an anyone else's tage Tna
i way is Team Camizos.

n Attack can be a truly horrifying tactic
[hey car “TT-E-F'[I'*-':- Y ‘.'" ¢ 2ven tha ioughest opponants in s

A Team Combina

Tag I.,:.-|||l.-r.1 15, In essenca, several arall oithe
of well-placed attacks in
untl thay could o tha

sircle turn. A
team members practicing & senes
precise order ovar and over agan

Eeras rringr-sess:

Buvivg Team Comeos

Ay two ar more membars of a team can dacids |
Combo fogethar There are lwa ivpes of Team
Instant Combas and Exiendad Combaos, Instant Combas Ei'!-'i—'
place within a singla tarn, with ali characters stnking & singls
opponent simultareausk Cxternded Comoos are far morg
insidious, as s lvoe of Combo ocours over several Turrs
with @ach membar cf a tearm placing their Dlows, ore aller
arcther. A fightar might ot aven realize be's seing Comeo'd
urtl it's too late When a team decides o purchase 3 leam
Combination Attack, they must decide which type al combina-
tion attack they are purchasing Each isam member then
salacts ons Mareuver anid F[J'-'Ill'jﬁ ang Power peint That
Manauvar ‘s now parl of a Team Combo

Instant Combos The cnaraclars simultangousiy at
tack a single fog, Each character must Co their maneuver on
the same spaed, which maans that the taster lsarm memaers
must altack when the slowest ore goes. All rembirs of the
eam who are a part of this combo simutanacusly attack their
chosen target Al damage dong the targel 15 :::J"'I.|H||'-.-'|'-,'- tar
ithe ourposes of determining a Cizzy it s imgortant thal
maneuvers no: cantrachcl one ancthar. A Elactro Shock or a
nal be a good manauver (o play as part of a
Attacke whuch allecl more than ang hex waold

-\_"'Llr:lla:‘: "."l.':-l_:ll"l
eam Lomboe




Jrdoubtedly atfect your teammates as well, Likewise ar
attack thal leaves your targel on ing g ound, and thus aul of
atriking range, 18 dlsa bad far teamwork. In e -.:'d the
Storyteller 1s the final argitrator of which Mancuvers work
together and which dan't

Extended Combos — Thoso typas ot Comtos snaak up
an an opponant. Wnen purchasing an Lxtended Combo, the
players musl decide inwhicharc I-wr thesir charactors will strika
Trﬂrz-an strikes are then dona one alter ancther on a iurn o
Turn basis. If any of thase sirikes miss of do no damage, then
the chain is braxen, and the CamBo must Begin anew. How
ever. if at any time during the Comba ihe target nas [asen A
cumulative volume of damage whicn excecds her . Starming
she is Dizzied. In order for this type of Combo ta ba effective,
the target cannal take damage fram any sourie oiher tnan the
characler that 15 supposad o ba allacking him during Any
given round,

For exampla, Alax Sione, Mookic and Linga
Extended Combo an Sagat. T.f'.g v must be dreaming 'f they
think thay 've gata chance at baatng him, but ihey re gang fry
in spite of their better judgrmsrni Alex s first, and na tils : hagat
with @ Spinnirg Backlisl, doing fwo Health levels of damage.

During the first lurn, Sagat also atacks aridl Dizzigs Dingao: In
the second turrn, Stone distracis Sagat by blocking Sagal's
Tiger Knee with fiis facea Masnwhio Mookie catchies Sagat
fram the side with his Double Oread Kick daing one Health
lavel with the first kick and a whoppung two with the second
Dingo spends the turn recovering from Ais Cizzy. In the hi
turn, Sagat sends Mookie crashing to tha ground with & Faot
Swaap, and Dingo makes his move. Lingo Steps if with s
Dnuble-Hit Knee. His first bnl doss ane Health level a8 does Nis
second, bringing Sagat’s fotal up to seven Health levels of
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durnaae, This is jusi barcly enougn o it thiese
character's nan stand ug o 5

faw more rounas,
thrinagh tearmwars

thay rright Nave 4 chanoe of beahng

CTABLES

Stahies are dlways run by & manager, athough [he manager
gy have other bus whch he runs o addition to Ihe
N ary case, e marage! af tne Slable is resgansible war
ctand management of ine trams and indivicua swatin
the Staple. ILis not uncemmon Ihe managar to have assistant
it tis a partcuiarly large Stabie. The Stabie s
frequently based out ol one particalar City whsreat airing facilty
ic covned or renied. The manager alsa lives in this area, usua Iy
nearthafac I|r-r..'-|fl"l"‘[EF"-’:i"fj'i-:Hi'l'S nave acoessiolhe Stache's
laclities, staff and manager, athough fearmns wihrcn dare mane
profitakle ar higha! in the standings usuzlly nave pracecentes
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The managser usually has a siandard. though nigimal,
contracl, which all fighters or teams MUST sign o oin the
Grable. This contract oullines the duties of the fighier 12 102
siable ard vanous other slauses Some part ,Jﬁr'.; A
heartan managars set aside a partion of the Stacle
5 rehremeant furd fartha fighlers Sableswihihis progras™ans
abviously mora papular than other Siabies.

Ornce a Team of I'dix-'idLl?ll necomes woll known, they w
oftan he acproached Dy a marager of acrrEsian 0t 2
=1 ;—1I:3I'“ Alternataly, a fighter may sesk aul 8 maragsr 1o Jan
their Stahla. Most good 1eams have 8 manager and are sarl of
3 Stable. it makes their ig 50 much gasier and gives tnam
nore tme 1o oracice their arts, A Stahis sn'T essential to
succoss on tha Sireet Fighting circuil, but it certairly halps.

2 srofils i
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REglive

Headquarters: MNew Yors City, Mew York, LISA
Manager: Samson Srowss

Facilities: Sxcalicer Gym, Bronax, Mow York

Staff: Franklr 'Fompsan Phyeical Trainer (Instruction ses)
K3, Jessica Byears, Tulor (Insirucion seee)

Parrmid Singh, Mernior (Teach »»)

Dr. Lugwig Van SRiseling, Ring Docter (Medicing ssas)
Jorathar Byars Publcist/Lawver (Publcist see) [{gw wee)
Street Fighting Stable:

Independents

=apphire

fhok Fonlans

—arpal dnalwal

Teams

Fxceseive Forcs

CEirmu Nihan
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Ofh greall A rock shaped ke a giant skall, They alwavs
rhgarn frovie

— Samurai Fizza Cats

Arenas are the pride of 3 Street Fighter and
mpElaam inwnicha ignter 18 held Dy nis homeatown. itis oossible
toourchase and build anarera ana kesp 18 Dressnce 8 380re
frant the general population. These sacret arenas are not

armle el P

appraciated by Street Fighters, who will rarely set foet inside

reflagt the

0 OnNe

Street Fighting 15 a spectacie to ke snared with the pub ¢,
ngta vice o be hidden away from pryng eyes, Thare s no
glory in competing in secral and ng honor o De found
carirenlr L] &l ::[.".:-L?'l-i-:!ll i e cessmenl AN ArENE Mmus e
accented by the fighter's people to e ot any use ta the fighter,
Even Ryu's rooficp arena Is known by his neighbors: if not
cerlain aulhorlies. There are benefits o hawng an areng of
cne s own cut there are responsicilities as well.

Fora gescription of the Arena Background see the Street

Fighter ruleboo< zage b?

facharacier buys the Arena Background, then allow them
to consruct an aranawith tne acvantaoes isted celow. [T ihay
wigh 1 creales ona |atar, you shiould maxe il someatbmg they

nustaccomplishincharacter, threugnoutthe Chrongle some
thing more than a simple gurchase with experience points

-
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T creAta  nodrens, e fightar shoulg have an Hongr ard
Glory Benown ecua to o greater than the level of arana ihey

wish i purchase (Bagnning characters wilh the Arena Sack

graund do nat need to maal lhis requirement.) The Arena
Hackygronnd must be cought using accumJiaied experance

If tha charactar maets the Horor requiramenis. then they ant

aenerally accepted by thair homatown. IF lhe Characte: 5 Aol
nongracie, than her arana will te visiied oy the police muare

alien han speclators. | the fighier's Glory is fot up 10 s,
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then shig will attract ruff ans and scum oo the maisngs, which
tho

will cause sroclems tar the townsiols, in 2ithar sifLato

b e | ; i e e (e R
greria will nol slay open for leng.
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Pe¢PONSIBILITIES

If the town acorpls the fighter and allows the arena ta ce
buit, there area nuamber of responsibilities the fightar must live
Lipa 1 THis sanumaritten code and canvar WITOm toben 1o o
Tycically 1 is an unde 's"%"-ﬂ'liiir'f_] which promolas oo rela-
tians oetween he lown and the Street Fignter,

These responsibilities often include:

+ Protecting the town trom harm

s Help individuals in dire need af & protecin

» Mivrnizing the disturbance & match creates.

* Imgoroving the arca an arena is built in (donations or
gommunity worl will suffice.)

In return, the townzpeople will look out far the flighter:

e They will warn him of new!y arrived fighters.,

» Protect the fighter from ringside interference.

« ‘Warn him of weapons aboutto be used oy an ozponant

= Share a portion of the sioe bets with tha fignter (bl only
I the lightler is winning).

* Provice safe houses when necded

Tha importance of being acsepted by your homatown can't
be emphasized enaugh, espacidlly since Sireel Fighlers are
invelved noan illegal circuit,

ArRENA Abvanmagee

The largar tha arena, the more ddvanlages the swning
Stresl Fignler gains whenr fignting in it. Also the mare prasti-
gious fightars will often seck out a well known arena (and its
owner). The Arena Ability can ba usad by tha visiting fightar 1o
undersland and negale many thase advantages, out cnly f
the character has enough time to study the arena.

Fareach dot in the Arena Background, the advaniagas are
58 follows

. The authorities can be convinced to 100k the ather
way. You nave no real advantages. save for the luxury of
'1-'-F]'-.flrll:_] VORI CPWTT ATETE.

s+ At this stage, and hergafter, the fighter owning the
arera doubles all of nar gains and lossas in Glory whan
highting an har hamea Surf

see A arana of this size is fairly well-known (avor if its
owner is not). Nevertheless, it has the attention of the fighter's
homatown and is "plugged in” to the Straat Fight ng cirouit. Al
Honor gains and losses are doudled far the owning fignter
when she fights on his own turf.

sess Your arena s unique and somewhat spectacular |t
has nooks, crannies and condifions thal anly yau are raly
accustomed 1o, When rolling for camage in your awn arera,
vour difficulty drogs to five (instaad of six). You can decida
gracky wnat kind of conditions maka it this way. Roweyar, 4N
cpoonent wna makas a succeassiul Percaption + Arzna roll
can negate ‘Im advantage, if ther successes match the 5ize
of tne arera.

seeee Yo have an ntimate srowladoa of vour arena which
i unlixe any other in the circuil. For the first thres turns of any
round. you may add +1 to speed, damage or movament. AS
above. an anponent who makss a succasstul Parcaption -
Arana «oll can negals this advaniage, if his succassas malch
e =Ri7a of the arerna,
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cthar hand, a Fraasivie match could o a man with a bul e
and a trainad tiger agaims! 8 lunahc with a chairsaw.

Cuelist tournamants vary morzthanany olber, sathera iz no

abfical rating systam. Wsialy a Dualist taurnament is spani-
sored by a rich entreprenewr or by a group of society
cegenerates who are locking for exciling dinner antarta n
rrignt, Hanor 13 & rara quality mtaes divisian, and (here Are very
few individuals who can make a carasr oyt of fghting init, As
casualties are very bigh.

Freesivie TourNAMENTS

Many fighters lika to combing moves ‘eamed fram mare
than one style of iighting, Usually these fightars will comoeis
in the Freestyle division. Freeslyla is usually the "caichall
Sivisian, as many fighters have teen known to switcq fram
their old division inla this ore. {althougn it is not unheard af for
a fighter to leave the Freestyle Division in tavor of the Traditian
or Duelist Divisions — rare, but not unheard of.) These fighaors
usually maka the switch it their standing in thar oravious
division nas besn iraparably damaged. usually oy & long
losing streak, Fighters who switch divisiors are gensarally
loaked down an by their new dvigion's mamoers unt
prove themsalves in tha ring,

P E e
i .|-\.-;-

A Frecstyle tournament is more of a cpecacle lhan =
Traditional event, The mixing of siyles and training in any ane
fighter can create surprising ard spectacular movas | 3
Traditional match ermphasizes the grace and beauty of com-
petition, aFreestyle match is a calabration afcutthroat brawling
Itis rare lor a single dojo o sponsar these avents, and tar mora
common fora country, organization ar even a managar 1o host
them.

)
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Freaestyla toLrnaments are the proverbial bread-and-hutter
matches for mast Steeat Fighters, While there is no officia
rarking system, a simele roll of Inlelligence + Arena will tall a
zharacier if tha tournament is worth atending rnat. Thare jg
an underciuerent of

- | " "
Frief¥y dreriusan 45

ntormation at thess tournaments, ang

renis for nefarious activities, However,
thera exists @ strong bond of camaraderia armeng the nanor-
anie contandars in this division

Muep TournaMenTs

Avaryraselvoen

mentionas

tournament, but ana that aesorves to be
3 tha Mixed toumament. Mikxed tournamants taka
all comers and are very simiar to Freestvle maichas in this
IS E TS 5

abiects and allizs & lowes i & Mixed taurnarent. The rules for
aach Mixed tournament are unigue ta thal specifc taurna
et and thers are anly & handful of them in exslenca: The
most popular (a3 well as tha most elite) Mixed tournameant iz

DRESTIGIOUS TOURNAMENTS

Here dra 8 faw wall-krown tournaments to crovide vour

Lo L HE e 1 5 . Sl e -
—owaver, thera a slightly wider range of slylas,

character with a naw siamging ground (shauld he necd ane).
Lbvicus:y, the Storyteller can, and probabily will, craaze her
awn lournamants unigue to Your Shronicle for vour characiar
to enter. You can use thase tournameants includad below as a
clace to hore your character's shills or 25 exampies and
grmplates tor your awn tournaments. Alternately, you can usa
them as sellings for yaur own Street Fighter adventures.
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Monx's Scrott Tousnament, Tizer
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this tournament is held every four years. Budghist monks
travel (ne warldwatching the Street Fighter lourmaments They
then choose the finhtars thay deem warthy of competing n
therr tournamers:, Mo ane snows o uncerstands the criteria
thase ineffabla monks fallow whan crioosing tha fighrers,
Wany of the fighters ara rot ready for the intense level of
cumoetitian they face at this laurmament. Yet the monks st
NCoss them.

2ome thing that the spiritual neads of the fightar calls to the
orks and craws them lo the arena whare the figher is
Jthars think they get some sorl ol parvarse kick out of seaing
J2dinners matched up against experiencad vatarans, Tna
GAly facts known for sure are the style of tournamen! and tha
Feweara: a vear of stucy in the Tioetan dojo. Mo one knaws what
ey laach, as the winners arg sworr 1o secracy as part of their
scceptance of the reward. Howaver, it is known thal ligghtars
Fained Ly these monks seam to have unusual corsmand over
S Innar resources.

Thesa Tibetan monks have taken a vow of silance o batar
9818F their 3ense of brotherhood and to isclate themzelvas
frorm-the distractions of the outer world. In spite of this, theay
tave little trouble locating the clandestine Street Fightor
Ratches or the fightar 1o whom their invitalion belongs. itis a
dreat horor 1o e chaser oy the monks, and no one Has pyer
refugad to attend the tournament
'he messenger delivers a scrol baaring tha fightar's name
d the nczhon of the tournameant, then silanty withdraws,
=HINg the ighier o ouzzle ow tha mearing of the scroll. The

al s paper s yellowed and orittla wilty age, yet the fightar's

name is writter upsn this frapile paper. Thesa monks must
nave s dellnandirdeed ifthay are agle toinscribe an nyiation
onancient paper like g Pernapstheinviiations wers alrcady
written and merely delivered as they ars neadad  but thar
would maan that they wera writter whaon the paper was new
oRviously hundreds of yesrs ago

e tournament s he'd over four days al a simple monas-
tery built upon 2 mauntan in the Shipki Fass near the village
of Gartok. Tha pass s ona of the faw means of traveling
betwaen Tioct ard northern India. The best way to rravel to the
mionastery is by flying nto Celhi and taking a car ar bus north
to Simla. Oftan a car will ba abls 190 1ake you mest of the way
to the Doraer, wealher and ather conditicns permitting of
COaurss.

Al tha borger, a guids may e hired to take the fighters the
rest of the way lo Gartak This part of tha rip usually takes a
weaas af continuous trave by norse. Garlok is a gquaint little
viltage dwarled by the huge mountaing that surround it on all

sides. The mair rosa which passes through Gartos gues Irom
ohe 2nd of Ticet to the other, althiough 1 looks more ke a goat

trail than a road. The natives are friendly and courtaous,
cHrdinly mora 82 than the Chrmesa army patrois snad Ddanioe
which also pass through the area

vertooking the village is the monastery, parcned pracar
ouely naar tha paak of gne of the smallar mountains hare and
shrouded in mystery Mone al the villagers has evar iravelad
the treachercus path uptothe manks  hame outthay grogithe
manks evary four years as thay ieave [ne manastery to invite
tha fightars for the tourmament. The rside of the monasieny s
soarsely decorazed, and the fightirg aranz consists of a hugs
courtyard, fingas with slaluas af gas! champians, Ona afihe



statues is of Dhalsirn and anothar ACpcars o be of M. Bison,
altnough damage to the head of the statue makes it hard 1o
identify the man.

All iahtars are reguirad o sleep in the village and to walk
the path each day to the mi nasiery. Tha rigors of this climb are
presumed to punily the spirits of the fighters. Each day, all
fightars will tace one opoonanl hen return to the village. Itis
oL unenown for tieed or injured fighters to lose their fagting an
e steep slopes and fall inta the HEAGRSrous gorge skirting
the path, never to bie seen HOAIN. The lBurmament cantinues
untii ail Bt bwo Street | Ighters are left, and these two face off
for the prize.

“qumar
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The Tibetan Monk's Seroll Tournament is organizad as an
elimination style event with 1he toilowing rules:

* Weapons are nol allowed,

= All matches are singla cambat with 10 lBAEM evonts,

* The winner of each mateh advancas to the naxt raung

* Any style or background g permitled (0 compets
aroviding they have baen invitad 13 do 50 by the manks

* Lompelitars are chnser oy the monks who seak nut
worthy Street Fighiers,

* The level of campetition is intense, and Oy waErriors of
ranks o ¢ 8 are invitad

* [he tournament is hald EVOry 4 vears

Tha Staryieller determines tha raward which will consist of
ane yaar's fraining with the masters of the Gartok Monastery,

Tve Omnt Resources Open, Woetbwipe

Thiz competition is notorious 2% 0N of the most grueling
teurnaments an the circuit, not far the level af competition, but
far the sheer amount of combat invaived, This event is held
Infrequently and is worldwide in scope. Omni Hesources
Spensors and offers its backing to the winner in the form of an
Bxclusive contract, making the fighter a part of the CImng
Resources Streat Fighter Stabie. 1fthe fighters ara dlready part
of a Stable, the corporation wil Buy oul their contract for an
neredibly ganerous price, Losing tighters who have distin-
guished themsalves are pften affered positions within the
corperaiion. All thesa considerations make the compatition for
lhesea prizes extrome.

Umni Resources s a glabal corparation involved in Mmany
different businesses, but is most often associated with the
axpicitation of natural resources. One ofthe many cranches of
the company is Omn Home Entertainment, which specializes
inmarde tor video maovie releases, Recantly Omni has decided
1o start & new saries of videos called in the Bealm of Canfic:
which contains highlighits of their previous lournamants. The
line has been Immensely popular and prafitabla for Omnj
Resources.

'he evert is a round-robin format for taarms of fighters,
Singla combat events are alsg held at the sama time as the
tearns. but are less popular. both with Ina corparation and the
viewing public. A team rmust win two oul of three matchas
aganst any of the teams in thair ier Matches ars organized
By the judging council hired by Omni Resources ta afficials
the towrnament. Fach subsaguent tier follows the same for-
mal, andmatehes continue ta be arranged until all other teams
are siminated but two. These two com pete for the final prize,

This reund-robin style of tournament allows for many teams

W Eompele and for the individual teams to chose their opoo-

NENts. 'he sheer number ang diversity of teams makas the

combat grueling. Each team only fignte a particular team once

PErtisr, but will often meet the same team again and again as

they both advanca in tiars by beating other teama. Intensa

fivairies often result from these recurring encounters, and itig
notunknown for campatitors to carry their antagonism for each
ather outside of the ring.

Umni Rescurcas arranges for 2 nautral arend for the com-
petitars to fight in. Thay usually make use of their facilities
SCatlered across the globa, Qne match Midy take piaceo in a
Lendan factary at night, whila a couple ol days later, Ibe Stroat
Fightars may be COMSeling undearground in 2 Welsh Blate
mine. A waek |El[-';”= the site could Juite |i|'-:E|'!.-' beota ||;|._’J_[_;||,".g

Campin Morthern British Columbia. Whatever the vanue, Omini
Mesources always maxes sure to have tlenty of speclators on
nanc and a gooa film crew 1o record tha combat, They alsg
tend 1o plaster the arana with auvartisemenls for their lalest
Dusiness acquisition ar product

leam managers also lake advantage of the fac! that the
tournament is being recorded rvideo and atternpt to sscurs
endorsements from olher comoanies far their lightars, Othar
rmultinational corporations are willing to sporsor teams of
fihiters sothat Inair logos can be ncorporated into thal team's
wardrone. Most are satisfied with a small ermbiem samewhars
on the fighter's costume, while others insist on a larger cne.
Who can forpat the year & young Balrog appeared waaring a
oright red jacket with the "B rger Kid" emblem stenciad A
the back?

There ara rumars that the taurnarmant is g covert recruiting
drive by Shadalon. Omni Besaurces denies any connection
with any criminal organizations and has a hugs legal depart.
ment ready o canfrant any accusations along those lines, 4
faw Street Fighters have baan jailed for slander and bank-
rupted by legal bills, but mast know enaugh o kesp their
suspicions to themselves. Life is much easier that way, and
lhare redlly is no salid proof of thege decusations.

The Omni Resaurces Open is organized as a round-rohbin
Freestyle tournament with the following rules:

* The use of weapons is permitled, except for firearms,

* All maiches are team asvents, There is also & single
combat tournament which follows the same rules as the leam
gvents,

* Io advance to the next tier, a tearmn must win twao aut of
three matches,

* The fina! tier is detarmined when anly two leams remain.

* Any style is permitted 1o compete.

* Lompetitors who wish 1o “ompete must sign a waver,
which allows all profits fram filmed matehes to ba retained by
Omni Resources.

* Any rank of fighter is invited to attend

* Tha tournamant is reld cnoe avery fow
lasts aboul six weeks.

'he prize consists of 2 contract making the team part of the
Omni Resources Fighting Stabla for one full year. Wirners
receive the corporate backing of Qmni resourcas (equal to the
Backing ss»« Background) and access to the extensiva train-
Ing faciities of the corporation (equal to the Slaff ese
Background). There is also a $500 000 Purse for the winming
taam.

Wortd Cteeur Tousnamen, Wortbwine

Often called the "flasnfire’ tour thiz tournament 1= tha
langeast, most violant and |east crganized sieset fighting tour-
nament in axistence, and none of the fightars who participate
init would ever change it. Many Street Fightars are involvad in
this tournameant and proud of it This reveranding tourrament
Is cammonly referced o as "the Streat Fighting Circuit,” ang

YEars and usually
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marny lighlers don't activaly seek cut any of the alther fourna
mants, as this is the cnly one which interests them,
Merulasdars 2imcle: findg g‘ig-*.[c-.—, Paatthe rig’.:eranr_'. have

your resuits recorded. The Strest Fighter ciroout has gstag-
ished 3 900 rumber farthis purpose. Matches car be arranges
oy the fighlers, managers or circuit administration, or they can
sthislack ot organzation. tappeals totheir vision of the werld
they livein. Like old tashiored gunfignters or ancient samural
they ke he idea of finding an opponent and calling them oul

A fighter must be gregarad to accept a challenge al any
tme in any place. Of course they could always refuse a
challerge. oui to o sowauld lose [zee, a8 well as Honor and
Cilary. Anather drawback associated with refusing challenges
is less cbhvious, Once the fighters on the circuit hear rumars
that a fignter nas consistanlly refused challenges; they wiil
rrequenthy go aut of thery way to 52« the coward out, Like
anarks ina freazy, the circuit will sensa tha weakress of ane
of their own ard attack. I the bighter in quastion bas relused
matcheas with Straet Fighiers of equal or lower stancing, thay
will ba parlicuadly 2ealous in their pursuit of the fighter. This
aalos true of teams which refuse challenges as well

The Worlg Circuit nas no organization, except for a cantral
bogy, which recorids participants end match results, The
“pueines” arg as follows.

s Woapons are rol permitied, unless bolh participants
agree ta their usa. Firearms dre dlways prahicited.

« Single or team matches arg allowad, and results are
recardad for any match held

« A fignter may decling a chalenge.

» & match can oe beld anytime, arywhere, although fighters
ars on their own if caught by the colice

e Afighter may chalenge someona of any rank, thaugh £is
considerad poor farm for & higher-ranked cpoonent 1o cnal-
ange A lower-rarkad ore,

« hlow fightars may 2nter the circuit by challenging ancther
zlrcuit fighter

. Bison lines (o invite the best of the fighters on the ool
lo & private tourrament, held sporadically al his island for-
trass. Otharthan this thare is noreward, save Honar, Glory and
tha apportunily o be the best. Every six maonths, the top
fighters' names are posted for all contenders la see,

Tke taurrament is warldwica and never-ending




MASTERS

he student has surpassed the rmaster,

—Darth Vager, "Star Warg”

The ultimata atainment of any martial arts styla is the rank
ol raster, Masters embody the wisdom and enlightanmen: of
their particular a2t farm, oento the exclusion of all elsa in hair
I'ves, Salituda and meditation are their oatks 1o enlightenment.
lhe secking of fundamental insight occupies their thougnits,
and the quest for personal fulfilment consumes their [vas
They see knowledge in evary mave they make and megitale
upcnthe value of the Mastinrocuous ocourrence inthairwarld.
iz a great horor for a fighter to be seacted by a master far
personal tutelage,

Masters ara a solitary lot, frequently sequestering them-
seives in secluded spots to betier follow thelr disciolines Most
save el the affairs of the world ta the more worldly fsllowers of

martial arts, but not ail. The World Warriors are all mastars
i1 their own rights. In their own way they are advancing the
beliafs of their martial arts by demanstraling their ideals in and
outafthe ning. Mast mastars teach orly a seect faward will not
demenstrale their own powers cutside of & doio. Thase belisve
that maditation and practice are enough to serfect thear arts,
withoul resorting to competition. True mastars rarely resort [a
bratish coniests to further thair studies,

Ryu tells & story from his early vears as a student of the
Grand Master of Shalakan Karate, the legandary Gouken. Ona
day, a stranger had appearad at the gate of his master's dojo
seeking entrance Atthat time, Ryu was stll had much to learn,
but was filled witn arrcgance ovar what A2 was already ca-
Rable of, Watching over bis shoulder, Gouken hade the stranger
enter and palitely asked his business at the oo

The man answersd that he intendea ta challenge Gouker
far the title of Grand Master and advanrces along Ine path
Wwards Gouken, Taken aback, Ryu rusked to kis master's
side, seeking to protect the ald man. When the stranger
reached the dojo, Gouken acknawledgad his claim as Grana
Master and, bowing aeaply, returned to his meditation. With
tral the siranger also bowed, sNowing his respec: for tha cld
man, and lalt,

S T P AT T T e

Ryuwas confused. How could bis mastar bave relinguished
Pis fit'e 5o easiyv? Ha wouid have ‘sught for it, perhaps sven
digd. He toliowed his master ta 28k Fim why. Gouker merely
pointed to the intricate rock garcen outside, Amid the delicate
patterns of the pebblas ware unsightly marks left by Byu as ha
Fad rushed 1o his master's side.

A3 you can sas, the distinclion betwean mastars of diffara nt
ranks is rot always one of training or experience. The WHY 3
master lives his life '8 as impartant to his ranking as nis
knowledge ot his stvle. Somatimas the difference betwacn
mastars and Grand Masters is are of discipling or attitude, not
anly of the master but of his students. The actions of 2 mastar's
cupils always reflect on Ihe master and can adversaly affect
his standing in the martial ans COmmunity.
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Finding a sensei can te guite difficult or SUrprisingly assy,
Some masters run dojos which accapt any students. From
these classes they select the students who show the most
promise for grivale tutelage, Gouken was krown to aoerate
sen a echoo! in Tokye. Somatimas these schools are run oy
Jnscrunulous martial artists passing tnemselves off as mas-
-ers when they arain fact litthe mare tnan sludants thamselvas
The anly way to be sure that your sensei is in fact a master is
o learn from mim, Eventually you will raaliza the true worth of
your teachar This is your first step upon the read (o enlightens
mant,

Otner masters dwell in remole Incations f isclate thern-
students from tha distractions of the modern
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worlkd Shnnes and monastenes are requant homes far sense
because of their serenity. Likewise, inaccessible locales are
alsofavorad, whera simply finding the master is a trial. Rumors
af a Wing Chun Kuna Fu school deep in the Amazon Basin
Seem 10 bear out this fact.

Uocasionally a master will accep: a studen! of exceptonal
merit from ancther fighting style. Of course the sluden! is
requirad to immerse herselt in the doctrines of the master's
slyle. The basics mus! be learmed and relearnac betore the
studenrt i3 ever introduced to the more advanced ischhiques.
Learning new moveas requires that the student learn to adagt
fis own styla to that of the master. Many students are unable
ta da this and are forced o admit (Eilura, sometimes after
vears of training.

A fighter skilled in more than one style of fighting is increa-
iy [ormedable ana equally rare. A master may refuse 1o teach
thic apphcant, or the student may nol be abla to handle the

Strest Fighters wno practice two styles

CIMDING A MASTER

it is easy to kil somcone with a slash of a sword 1 is harg
fr be impassinle for othars 1o cut down.

Miyvamoto Musash, ©

Therg are two methods used 1o find a true mastar willing to
teach a Street Fighter. One is the Path of Honor, Mastars an
this path ho'd persanal truth and anlightenmant abova al else,
The other methoad is the Path of Glary. Maslars ang students
an this path value only results and accomplishments. While
many of tham are graat fightars, they have na inner harmeny
i speak of.

The Haok of Five Hings”

Twve Paty oF Howos

The Path of Honor requires that afighter live by a strict coda
of ethics. If she maintaing an hanoratle hfestyla and becomes
known as a virtuous person, they might be accepted by a
masler. A& master following the Path of Honor will only teach
students who themselves are honorable and live up to the
master's strict codes of conduct, which, depending uzon the
meAslar, can inciude:

* The student does no! kill,

* The student does not et athers suffer

= [he studant does not covet wealth.

* The studant seeke challengas in combat, not victory,

* The student is judged by his peers as honorahle.

* The student is oraficient in their chosen slyle

Only if the fighter measures up 1o these guidelines will a
masier agree o lgach har

Finding masters on the Path of Honor s not aasy. Thasa
elusive masters like to make themselves difficult to find. They
fesl that the journey itselt ehould be the first lesson

Usually & fighter will hear of a master from a fellow fignter
who trained with the mastar. Of course, thes 1= all part of the
master's inaffable pian. The student is sent out aller beng
rainec and allowed 1o send bacx honarable mer and wamen
wha are in need af Ihe magiar's lassons

Traveling to the master's retreat or secluded dojo usualy
iInvalves encauntaring injustice or ewl influences along the
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Winning is ove

vy, Wost finnlers laxe (his in stride ag the way the wor'd
aotks This s not 5o Why 15 2 masiar's monasiery buill in an
area frequentad oy bandits or in a small country suffering
under the yore of gn oppressiva rder? This 18 cecause the
master wils it, What better way to study the worthy of 8 pupl
than by regarding his reactions 1o the injustice around hm?
Farthis reasen the area.around a mastar s frequently rifewith
grirme and povarty, Ooecasionatly a master is torced to move
when s stugents clean up anaras, oul this s always a banpy
accasion, even if the master is forced (o vacate a thousand

waar old lampla
}

Clnrars pocasions, a masiar will seek nut a wo rh- siudent.
In these instances, the masiar newsr tJHvazl= Aig getosl iden-

iy, but will 1et she student learm over time. There is always a
reason wihy a 1ollower of the Path of Honor ‘aaves /s hame 1o
seek & specilic studen!. This may ba to further his famity or
doo's tcachings. to defeat some evil or simply 1o Lulor his
replacement.

Inany casa, the mastar will sat taske or abetacles tor the
sludent 10 Conduer as hae davancasin iraimrdg - | herais always
some higher purpose behind these whizch the teacker inisnds
the studenttalearn, suchas the importance of love ang marcy,
ar that tha hight, nat winning, is averything. Marmy valuatle
lessons can be |':J:-JII ed from ar hororabla deirgal

sweenisof the Pathef Honor are constantly bombarded by
assons of life ang inscrutable ridgles. Everything ls a lesson
1 ba learmed

iA fighter's Honor must be at least six and must always e
algher than their Glory Benown 1o be taught by amaster ofthe
Falh al Honor, theugh thers ars exceptions such as Kan,)

IHE LA oF Glozy

Very fow masters follow the Path of Glory. This groug s very
rnc--:-r_..cu wary anod will teach only the richest or most famous
students. They are usually aute wall kaown, bising ax-lighlars
t-“ut‘:mf‘-c-lv'v:a or dﬁ,scc-'u-:a"u" .;.-' a '.-".-'l:'” ANown I.ZJD|D "’|:5|:-

0ores .|Ill:'l.'2_j|l II':—:r Hll.iJHII.E

It is casy to find these masters, as they tend to advertise
their prasence. Fighters must already have astablished a
name [or hermnses! -,,u.-; pefore a glonous mastar will leach them,
thing to these men arnd women. If & fighter
drops in his P“md Ngs or experiences a losing streak, the
master will e vary angry A iosing bghtar retiects pocrly anhis
master's worth and cannot be lolerated. Il the losing slreak
continues, the master will throw the student cut of nis dojo,

Following the Path of Glory is very difficut. Losing status is
the same as failing. Most sludenis doen't fully comprehernd e
drives behind these masters, and few mastars themsealves
dnderstand it. Tha glare of talavision lights nas blinoed the
mastar o tha world arourd them. [ hey live only [ improve
their skills and pogularity, seaindg 1ILas a form of immortalty

These mastars are constantly in demand for their teaching
sKill, out Iiitle more than fighting car be lzarned from them
Faw honorable ightars can study from this kind of master for
very long. but may oe able 1o stay arcund long enough i ick
Up an important move or two befare the master's attitude
drivas tham away

LA figater s Glary Ranown must oe at lea g.t gix to sludy from
amaster whois on tne cath of Glory. Eghiers with bigh Honor
will grobably find thelr ethics compromised by such a master.)
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NG TIASTERS 1 Chizomion s

films revalve about the hero's search rur H
sensel Astorytellermay add a 'otto & chronicle oy forcing har
playvers WO s8ek Ul & masier to teach tham the advanced
maves intheir casticular shyle Afer all, inreal and ”'“Ilifr—:,'-r-c'll
don'tseaat gr*.f.ra'.pun=_:||*u-_-.1.~.l-, devaloping new Technigues
and Manauvers Imaging the excitermen! yau can nave as y‘nu*
L.I|r|','t.la search the world tor an alusive Master of Wu Shu whao
a5 perfestoa The Graal Wall of '._."||"|:1_

LW B -
I apiING FROM JASTERS

| Mostmartial arts

|

i

|

i : Ta learn a new Special Manauver, 3 plaver must first nave

acouirad the move's prerequisiles. Obviousiy there are no
snartculs. A fightar nas to leare the basics belure advancing
ta the more sophisticated moves

It ore of these prerequisiles consists of another Spacial
Manauver, then the fighter wil naed 1o |
Special Mansuver first. Storytalless will nave 1o use their
discretion with this rule. Some moves and their prerequisiles
ara very similar. Dashing Upparout, whick requiras the Dash-
ng Punch Maneuver, can grobasly ba learnes by oreself
without a masler, Rekka Ken i a comgletaly differanl rmattar
A sensei's hand should be racuirad to learn the Maneuvear, A
general guideling is if the Special Maneuver costs Chi of
Willpower 1o parfarm, then it usually must be learnad from
either a sensai or & masler.

earn the orerequisite

It 1= antirzly the Storyteller's dacizion as to which Special
Mareuvers ragquire instruction, Howaver, any lime & charactar

aofter face

recaives insiruclion for a new Specal Managvear, she benefits
by geiting & reduction on that maneuver's expersnce point
cost '."-ar"er- lzarning from a s2nsei (or masier. the Storyteller
roils 1he arisma «+ Instraction. 4 slccess means
that the sensel has axpedited the student's iearming process
and that the student receives the genchit of a reduced axzpgr-
rignce point cost (3x the Powsar Point cost instead of 4x as
narmal). Failure indicales thal tha studant still lsarms the
mancuver, butmust pay tha full experence point cost A batch
ndicates that tha sensel could not convey the mansuver, and
the: student learns nathing. They lose no exgericnce coints
ause of s,

The length of time the student spends stutying is antirely up
& Storyteller. Genarally. the more advancast

should take to laarn.

serasi's O

rie Mena-
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of & thavsand peychic wars
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dhare the winds af irmbio roar.

Ang U'm voung enol -‘.'.-1 fo oo gl

g 'm e
fgr oo ol 1o ses
Al the 3¢

V'moagt swee that there's anything lefl o ma

— Hlue Oyster Cult, *Veteran of the Psychic Wars®

Lifa on the circuil bas an attracton tor voung Fghters, which
25 as afighter ages. Parhaps the simple racettion of

8r2 are on the insics

Iha maiches wears on the Street Fightar, ar mayoe Iney have
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SeEN orc oo many fighters cripplad in tha ring. Then again s

they coulc be simply getting old and slow Whatever the ﬂ’f},?ﬂf"fﬂl{'ir

reason, lighlars will think abeut life outside of the ring and [ i B 5

retirerncrs. et many of 1naze ald war-hors2s are reluctant 1o Rurning the Streel Fighting circuit brings you n contact

lsave tha lite behind altogether. Here #ra a faw of the carsars thmany, mary pocple. Itis possible for alightarto ~eet thal

that relired hohters taks up. one spacial person, whom he wisnas to spend the rest nus life

i with, This person can be another fighter, 2 managear, a scec

I_..;Hf | tator or even tha rockie cop who raided your first match ang
i [Frew yau i jail J.h ever the: person is. the attraction is

undeniable, and your fignter considers marriags.

s common for & fignter to establish a dojo or traimng hall
2 teach studenls the ways of their flght-'n-“ style, This & ia".w
the tighter to still be influanbal in the world ne loves, even fae
cannat continug in competitive malches. |t also pays tha hills.

A player may decioe to retire a fignter who has baen (osing
constantly and begina new one The old fighier may star a
dojo ard assist in the training of the naw one. Parhaps the
weachar has been hurt or forced off of the circwit and is using
NS younger student to exact nis revenge. This can estakblis l
a4 continuity 1o a chronicle, ke paszing the torchk fram one
charsctarta another. Building atraining hall can nalp a ghtar
who s walking the path of the master. They may teach and
learn ai the same time. Perhaps thay have not reached the
point where they are willing o anandon their life far the |,'“f ['U{ ,J :}P 1-":
seciusion of a master's retreat. Many of Ihess fightars be- §* };1 \ ki
come seducsad by tha success therr stuagents acouire. Th By Youl've gaan howit's dana, b |'-,-"|_| krow youd car do a betler
tl_urr'- away from the Path of Honor and towards the P,-:.!I* of 00, As a flighter, vou took night ¢lasses in Finance and
alory. These fighiers nave failed o becoma true masters but :"n:u;“u,‘_:ri“n 272 Mo wou're 'ead} o oalar your own Stahbls
are .'=.| I valuaole teachers You va got a burch of inveslars ined up, and all you need ars

Some Stree: Fightars maintair a dojo during their compeli-  the flightars,
wecaraer, althtughmaostfind that the pressures of camacting Yourcharacter may ba raluclan! lo leave [ha Sireat Fghting
coougy albof thair fres time

The cirguit just aoesn't seam as much fun 8= )t usad to 11's
Al wall ard good getting surched in the nead by Zangef, bt
it your loved one i=n't thare 1o kiss it battar, what's the point?
Mavbeyou should wst gel o of ibwnie you still can, get 3 raal
oz and raice babias

Sirylaliar cnaracters may oe willing to settie cown with 2
Characizr youwant l[orelre, Dutthis doasn tnava to ba the gna
of your character's invalvement in the action. Eventually the
charactarmay have chilgranwho araraisag inthe characiars
fighting atyle ang eventually fnd thear way onio he circuit, This
has great *c-..-. ibilties for an angoing chronicle fealuring a
farmily legacy of fighters.

U

lifa, Maragirg gives you ar axccllent JPCOrTuNIly o ABHP an




old ekaractararound as anexl'a. Granled (be rraragsr raahl
not show ug in allthe stores, outhd canstill oeinuslvedir g

acticn. This is'an r'-:x:::-:llr:-r" ailution for & plaver whnse fime
damands don'tgermit her to play in all of the grouo 5 3885003,
vt Still v.-;:m[:’ o make guetst 2poearances rom fime 1o time

W ¢ A0
fotome 4 7 OURMAMENT

Wasters and training Qo0s commony. SpotnacT louma-
ments, but thereis nothing stopiing your fighter 7om helcling
one. Akl of preshige s gver o the holdsr of 5 t:L.r’&”EI‘:.
blary retired fignters are atile o reman very cflusabal i the
Street Fighter circuit this way

Your charactar will need 1o fave the ‘acilities to held 2
lournament, 3uch as &n Arana Bacsgrouna of at-least four
dots. You will also need at least thras ools of Resaurces (o
Hacking) 1o tinance the townament: Then you wil feco 1o
supply the prze & purss usually refers tooa sum of mansy
which is wan by the bes| lightar although somatmas eseaisy
ang other oojects are awarced. Olher lowneys Nave mos
A5 t g prizes, such as anold scrollwith an ancicnt maneuver
insenbad onit ar an opportuncty o stady with a master, in any
case, you will have 1o arrange {or the prizs

o ﬂ-:lil a tournament; a fighter must have at least six dots
2} r'llf*r'-' tor tha tournament ta attract fightess. Anyless and fey
ghiters: will even hear abiong! tha avent. A fighte: with the
From te Abllity may add their dots In Promote 1o their Giory
atal for tha purpase of advertising ths tourrament, Using
promotion will allract mora lighters, but the batar competitors
will realize that this is more hype than L"i.ll.'.'.::r.-':'ll'.:': arid 1ink
wica about attending.

Tl'i—:-lrllll-:—:flrlllre:;l snhaveallaasfvedots oil lcnoriobava
fighters trust the tournamer: (o be fair There have baan
incidances ar rigged or biased tournaments. and maragers
Are always an the locok cut for these The fighter hiolding tha
tournameant may in facl be vary nonarable. botb if thay naver t
had a chance to demonstrate this fact {1.e., acgures enough
Honor), many managers will ba reluctar: to take a charce an
it.

Holding a successful iournament will give the fighter {and
Ihe iournameant iteelt) five tamoorar 'r1 te ot Honar and Glary.
Tl'n::l-u are agvantagss o holding lournameants .’-.-1sir";,' Fghitars
cee it as a form of immortality s well as an hanor to im---'~ &
lournamant held in thairname. =e “"|‘:||:|2'_|"!|:r-j will e 2 Chun
Irvitational af an M. Bison Cup sournament

'ﬁh‘

=y Tl |- 1 & L
= Iu-"\-\.- Telrann (] Drmhance af a swoesd

Melded by @ man of the way

sitines ai the avil snemy

uring deso wilfur

one's own body and soul

— Muorihei Ueshiba (1883 - 1968}, founder of Aikida

street Fighters often grearm of attaining the rark of master
in their particular siyle. Few have the wil or Ziscicline ta
actually attair this goal, but for many s iy pursot af s
HOAl 15-83 gooa as attaining L Byu pians on bacoming &
Tasier wher he rotires




Lloee L0 o Al e ; i -
HEILITIES PEOWRED To EECOME A M
i STER

It iz said that to l:u;n::rrne armaster of any givenstyle 3 fhter
must know evarything about all giher martial art for
ISt completely rue, Sut a master mugt haye fms. This
krowedge of the alber styles in ’*rn:J_\ i E-,ﬁdn =3 =Slieng

: = o . @ D prepared o

a;e;unl_-r—.r tnair Spccm; MANBUVErS. A masier mysy have five
dots in the Knowladge of abtvla Lore in order to mee this
demand.

Knowing the miany oppanents is not 2nough, The master
st aleo have koen wisdorm when dedling with pogpla. She
mMusl oe able to lcok deep within a person and recognize what
she sees thers. How will a student know if she has potertial if
youyourself are unatle to seeit? A talent far nsight s roguired
ta plumb the depths of a disciple's essence and recagnize the
potential naida ar the influance ol avil A masta et have at
east four dots in Insighs.

strange hapoeni s have :ar‘.i:;ula:'al:mr::w:m'.:rrmﬂterf,.
They beleva that whas has rappanad in the past has a direct
connectizn to evants which ococur in the gresent. To be
grorant of the past s to be oblivious o thae nresent, Placss of
ancient tmes are atlractive to masters and are frequently
sought aut tar their powerful influsnces. A mastar must have
at least four dote in Mysterics,

Masters must alse nave the ability to canvey thaeir iessons
o Iner students, otherwise & master's knowledgs will die with
her. knowing tha raots of a Maneuver ar lechnique is uselrss
It you cannct express this knowledge in a way that you
sludants can understand. & master mus: have &l '‘mast tour
aots in Instruction

TecyMIoyEs

Masters must have four of thelr Techniques al & minimum of
five dots. The other two may rict ba less than three. A number
ofWorld Warnors are already masters in their awn rights. None
oithem are wiling to forsake their lifestyle to becoma a master,
Howevar noanais closer to retinng than Ryu, A greal nurmber
of masters have Techriques higher than five, and ane or two
ofthe greatestare rumarad to have Technigues beyand eight!
Inarder to master 2 style a character must have also learnad
all of the Special Mansuvers associated with that style, Cnly
then can they call thamsalves a mastar.

Tatdoun
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JUST WREN you tink pod ve scen it gl same froak uostar!

oS 1 the ring and fits you with same move thal's fafally new

dianes vou complately off guard, After having compsied in the

Straet Fighter circuit, | reaily do belisva that anvithing's pos-
sibila
— Dee Jay interview in Rollng Stone Magazine
Over 80 new Spacial Maneuvers are incluged i this bios
aoma af them can be earmes by anyore, while othors are
specilciothe new styles and Unique Backgrounds introduced

carher

BosHi-ken (Thume Deve)

Prerequisites: Punch see Shkan-kan
Power Points: Minjtss 2

The thumb-drive fist, or Soshi-ken, is like a regular punch,

Bxceplinal tha thumi protrudes along the front of tha Fist ana
ce ol the

I3 usad far striking the ogponent. Typcally the for

cunch s direcied at tha narva clusters of an enamy s mu

far maximum eftectivenoss,

wiEs

New Sbeay HHHEHDEH

Punch:
Boshi-ken
Haymake,
Shikan-kan
Shuta
lﬂa‘i-:?.'D'.u'rr*.EH::*."

Kick:

Ax Kick

Cartwhes) iz

Heal Slamp

Grab:
Uisengane
Oislocate Lirnk
Lye Rake
Jaw SIDI:”
Ripping fijsg
5|HEII.:IHr
-IIE'E.'iﬂH Bite

Athletics:
Displacernant
Cragon's T4
Esquives

Reverge Fromtal Kin.

System: Ar opponert struck with this sunch will suffar
numbnass during tha following round. If any damage i5 in-
fiicted, theoppeonertsuffarsa-11o Move during the next rouns
I¥ e damage was scorad by |-||3.'"1*-Jin|a it 15 assumed that tha
strike missed the targeted nerve cluster and doesn't siow Ihe
largat acpreciably.

Cost: MNaone
Spasn: -1
Damage: +°
Move: 0

Pounce

Tail Swegp
Typhoon Tail
Uppar Tail Strike

Focyg:-
Air Biges:
Balange
Ceath's Visage
Drair
Dranch
}'_'r'ernenra.l .fj-lfil'."l
Elemenia Stride

Entra ICIN0 Cobra
Envelop

Fire Strike
Flaming gy
Flight

Heaf

Haatwaye

Leach

Lightness
il

Fool

Push

Sakk

Shrauded Moon

o
abCad of the Mongooss
Smn!anemua Cnrnbust'nrr

2tona
I"'II‘ECI.-IL.Im
Vanam
'I-"H"Erllll

Welant

Xipuaddy

LIBANBURY may
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Havmaver

Prerequisites: Funch =

Power Points: 4y 2

The fignter actually winds up like a8 caseball pitcher 1o
deliver this crude yvet powsarfu! punch. She lirst reacnes a5 far
down the to ground a8 she can withowt overbalancing harsei?
Than she whips her fist in & wide arc over Ao own ij and
direclly oo her cpponent's. The mamentum impartad by the
wide overhead swirgimparts tramendous forse to this maso -
ver. Because of the windup requirgd, it is harg o move whils
srecuting this mansuver.

System: The Haymaher 5 used ks any other gunching
mancuver, with the modifiers below. :

Caoast: MNore

Speed: -2

Damage: +

Move: -2

SHikan-ken (Nivia Knuekte Frst)

Prarequisites: Lich »»

Power Points: MNinitsy 3

Shikan-ken is vary similar ta a Jab, but the sir king surface
15 significantly different. Most punches aro thrown with a
clenched Iist, which provides a wide area of Impact YWhen
thrawing a Knuckle Fist, the MNinja dogs not flax tha nrermost
Joints of her fingars. This 'savas the bony micddle knuckles as
the slriming surtace. The reduced area of impact increases tha
strength and damage of the punch.

System: An apponent struck by the Knuckle Fist must
Make a resistad Strength test to see it they are also knockad
t-'i:'.":*‘-.l-illl'll-.' nax This punch will cause a Knockdown against
UMpIing opponents

Cast: MNone

Speed: +°

Damage: +1 (may knock back an cppanant ana hex )

Move: 0

SHuto (Sworp Hawn)

Prerequisites: Purch sss Shikan-ken

Power Points: MNinjizy 2

Tha arm is swungin a wids arc toward the targen. Al e last
mament, IneMinja'sfistunclenches, and the fingers form 2 line
30 degrees from the palm. The lower edge of the fingers
strikes the target with a farce similar o that Imparted by a
sword or club,

System: Thiz punchignares any bonuses ke targat gaing
frem armar, Toughskin or similar powears. A targel without such
prolection sutfers an additiona! +1 to damags,

Coslt: MNone

Speed: -1

Damage: -2 [or =4 zas abaove)

Move; -2

Winowmager

Prerequisites: Punch *#+ Jump, Hayvimakear

Power Points: any 1

Thig move is similar o the Haymaker axcept that the fighter
makes a short jurp ta increase the damage intictaa GI"-C..".".?;"
ard the punishirg mass of the fighter crogel tha attacker s fist

s -



clirectly onta the target 5 heasd This move 15 slow but wsen it

AOrrects b wail atter end a figh:

System: The finhier may jume ug to lwo hexes mward an
cpoonent batora nflicting damage. Any targel tarnaged by
the Widowmaker suttars a Knockdown, Because of the ouar-
hand strike mvolved with this move. & lLrmEing target will nol
ae i, &8 the punch coasn't develoo ar y redl rarce unti! the
SWINg 8 complated

The Widowmaser is an Aeral Mareuver and can e =adto
WoIG projechies.

Cast: None

Speed: -0

Damage: +-

Move: 2 (max)

Prerequisites: <icl =+« Jumo

Power Points: Savate 2) Special Sarces, Weslarn
Ackboxing 3, Kung Fu Shatakars Fardala, Wu Shu 4

Qne of the few airoome kicks favered by Savate fighters,
s move 'S Ale0 popular with other stylas. The attacxer DEINS
this attack by jumping inta the air and stratching fis leg high
abova s head, He than slams the leg dawn onio his arget's
wead or shoulders, using nis heignt and momenlum o ir-
crease the force of the blow, Fow Strasl Fighters can witnstans
i faracity of an Ax Kick

System: This attack is consideras 29 Acrizl Maneuver
and may Ge used 1o avoid projecliles. The fighter travals his
allowed movemant inthe air ysi g e -2 rmaditier and oncls bis
allack in the same hex as his target, Because this atack
targets lbe head from above, croucked opoonents are siruck
Jumging opponants are lkowise slruck and wil suffar g
Knockdown,

Cost: None

Speed: -1

Damage: +4

Move: -~

AR el Moo
- i~ R b e Fheihe %

Prerequisites: Kick ¢« Afnlotics »e

Power Points: Capoaira, Minjitsy, W Shu 2 Ay 3

The lighter flips into an acrobatic cartwheel. smask rg ker
teet and fisls into her opponent ovar and over again. The
amaunt of ground soverad is truly amazing This move is also
used to gut distance belween a fighter and ar opponent whe
I5 cressing har too hard,

System: A Cartwheel Kick must ravel ir 5 straight lire in
any af the six directions available t6 the Stresi F ghter. When
an cpponant 15 ancountergd, the fighter does nol stop but
pushes her opponent back one hex, For aash hex ar L0
nent is pushed nack, the oogonent sulfers cne attack Uzing
Ihe modifiers oelow. :

The fighter may and her turn in any Aex sna lkes 2 org her
ling of raval. Cartwheal Kicks must travel in a straignl line

Cost: 1 Willpowe

Speed: 10

Damage: | | (Dor hizx)

Move: +4




CarTWHEEL Kick

Heet Stamp

Prerequisites: Kicl » Alnletics »

Power Points: MNinjitsu 1, &ny 3

Tna Heel Stamp 3 designed to increass the dislance
Detween A Ninja and an enamy who is pressing the Minja too
hard. The Ninja raises her leg in frant of her and lashas ou*
siamming her heel inlo the closing cpponent's chest ar bioek-
ing arms. Tha twa warriors are propelled directly away from
2ach othar.

System: The Ninja causcs very ittle actual damage with
8 Hesl Stamp; the manauver is grimarily uzed ta Qain breath-
ing reom or to set up amore offansive maove far the nex! raund
{or to knack the cpponent off a ciff, inta a vat of sulfuric acid.
eli.). The Minja moves back ope hex, whie e targat moves
in the opposite direction

Thetargetis movad adistancein hexes equal lothe (Nina's
Strangth + Athlelics) minus the larpat's Strength.

Cost: None

Speed: -7

Damage: -2

Move: .

Reverse Frontat Kiok

Prerequisites: Kck wus [Couble-Hil Kick
Power Points: Savate, Western Kickbox ng 1, Wu Shu 2
.z'.I'-I}' 3

The fighler launches a feint kick pas: the head of his
apponent, then quicxly revarses it wilh & sharp Snapoing
maticn, driving his hesl into the back of the opoonent's head.

System: e Sevorse Fror sl Kick 7ts anly once I8Ing
the modifiers below. This xick igrores Blook Maneuvers,

Cost: MNone

Speed: -1
Damage: -3
Move: - |

Disenicace

Prerequisites: Grao ss, Athciins e

Power Points: Minjilsu 1 Mative Americar Wrestling,
sanbo, Epanish Minjitsu 2, Any 4

This maneuver utilizes a fighter's flaxitulity and quichness,
enabling her to extrac! harse* from an apponent s grasp.

System: & fighier may pilay this move during any turn in
which she is in 2 Sustained Hold When plaved. the captive
fighter ralls a sacand tme to try to escapa from her caplior
However, for the second rall tre fighter rolls her Dextority
Versus Ner oppanent's Strangth 1t she escapes and nas any
Mova left, she may move away from her acponant.

Cost: Mons

Speed: |-

Damage: "ona

Maove; -2
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Prerequisites: Ciral wee [ck ee Afh|RICS »

Power Points: Caposira, MNinjitsu 2. Kabadai Sanbo,
Native Amearican Wrestling, Seecial Forces 3

Jumping forward, the fighter graspe his-opponent’'s a:m
tightly with both of s, He then hits one leg into the pift of he
opionent s arm and pulls with all of his strengtn. This culls the
shoulder joint loose from its socket, causing incredible pan
and immakilizing the arm.

Very ittla damage s inflictad by this marsuver, bt d s a0

effeclive way 10 deal wiln an cppansnt who specializes in
puncnca,

System: The turn after a fighter's shouldar has bean
diglocated, he sullers 8 -3 Speed peraily. Thisis because g
is forced to pop his arm back into its regular position. Any
punches used this turn 'will have a 2 Darmage mogifiar. as the
fightar attemipts to return some teeling to his arm. Alternately,
the apponent can choose nol Lo relocate s arm: Howeaver, e
may only throw xicks until he take the time (ang the -3 Speed

.:ucnalt'_v'] o relacate his arm.

Cost: MNore
Spaed: -1
Damage: +1
Move: 1 |

.—'--:I

i:.‘ ili :%..- C

Prarequisites: Grac =, Punch »
Pawer Points: Minjitsu 1, Any 2

-
|
CVYE

In & truly desperate move. the fighter clenches her fingers
nin & claw and ra<cs tham across her apoonent s ayes The
Cair caused by iz iz incredible out usually Soes not resultin
any permanent damage.

Faw Straat Fightars uss this attack, as 1t 15 considerad
gxriremaly poar form. Nonretheless. this move bas often meant
the difference Setween winning and |losing a maich.

systemi Very it e damage resulta from his attack, nutfor
tna naxt turn the opponant must fight Bling, 1f her Blind Fignting
Skill 15 2arn, she i3 effectively dizsed

& fightar forcec to resort 1o this desgerate move losas ona
temporany Honor coint T an bya Haka s usedinatournament,
he will also losa ang lemparary Glory point

Cost: Mone

Speed: +Z

Damage: -
Maowve: +i]

Jaw Sy

Prerequisites: Grab ss*= Athiatics sss Tearing Hie

Power Points: Avmal Hybird

Iruly a terrifying tactic. The fighter assumes a crouching
stance (apparent'y a Block Maneuver) and waits for her
opponent’s attack. When the afitack 15 launchaed, the hyand
jumps, grips har agsalant's limio o her jaws, and warrnes the
Dppanent,

System: To be successful, the hyond must aciually allow
the slower attack to bt I the opponent's attack is faster, this
maneuver cannot be played. Once the blow has landed
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fassuming the hyorid is not dizzied and is still on e
than exaculas the Jaw Spin.

When determining damage done by this atlack, tha Animal
Hybrid Background is used in place of the hybrid's Grab
Teahinigue.

Cost: | Chi

Speed: +1

Damage: +o

Move: MNone

‘mal), she

Bippive Brre

Preraequisites: Grab s+ Ee

Power Paints: Animal Hybrid 2

Animal hybrid Streel Fignters often use their jaws as weap-
ans. The fighter chomps down on the limb he wishes to
waaken, and then tries 1o tear the muscles and lgamants from
thelr cannecting tl'-"'*‘,_I:' It is because of this marneuvear (and
others like ity that arimal nybnds are looked down upan, inand
aut of tournaments.

System: The fighter lcaps forward and indicates which
limb: he wishes o strke. A successful roll inflicts damage ard
Causes the target to sufler a -1 panalty on bath Strength and
Diextarity for the remainder of the combal. This mareuvar can
be performed multiple times, thus further impairing an oppo-
rent.

When determining damage nflicted by this attack, the
Animal Hybnd Background is used in place of the hybrid's
iGrab Technique.

Cost: 1 Willpower

Spead: -|

Damage: +

Move: Cna

Steeper

Prerequisites: Srab ==

Power Points: Sanbo, Mative
Sumo, Special Forces 4: Any 5

The wrestlar grabs her oopanaent and guickly positions
nersell behind him, simultanecusly wrapping T8 AroLng
fig neck ang head. In this position she massages aressureg
goints on the scalp while E'CII"I"I[:I‘EEE g the carotic 220y,
which controis tha fow of blood to the brain. Eventually the
lack of circulalion will cause I. 2 OpRonenl 4 lose conscous-
pl=t=tss

System: If the character can maintain ner grip for thres
rounds, including the first, she wil automatically dizzy her
oppanent. This is a Sustanad Hold.

Cost: " \Wilgower for the first turn only

Speead: -1

Armerican Wrestling 3:

e a8y

Damage: -
Move: Cre

Teagng Bre

Prerequisites: Grab == Athletics =, Site

Power Points: Animal Hybnd 2

This special Marcuver is similar ta the Head Bite (sea hs
Street Fighter rulzsbook, pg. 119), except that as e
fiohter's teeth bear down on his opporent's neck. hs aso
applies leverage e the victim and throws nim over hig back

system: Ater applying the gamage, the attacker then
throws his oppanant in the apposita direction from the ana be
is facing. The victim travels a number of hexes squal to the
fighter's Strength -1,

Lika the Jaw Soin, this Special Mansuver usas the Animal
Hybrid Background in place of the fightar's Grab Techniqus
when determining the damage far this attack.

Cost: | Ch

Speed: +1
Damage: +4
Mova: (na

DispLaceEMENT

Prarequisites: Block s Athletics o, Punch *, Esouives

Power Paints: Havaie 2; Spanish Minjitse 3; Wu Sau 4

This move consists of a quick
fighter to dodge an oncoming attack. The fighter may then
exacule a shart jab it the apporent is stil within range. Many
gpponents are intensely fruslraled by this svasian, which is
cammonly practiced by Savate fighters.

System: [hiz maneuver i comgletaly effective only if the
fighter has srough Move to nitiate 2 counteratiack ang is
guicker than his adversary. When the opponant beging his
attack. the fighter must have enough Speed Lo interrupt the
aitack: otherwise, the Displacement is ineffective. The fighter
exaculing the Displacemeant may than travel up to ner ful
Maove ta the left or right of her apporent. Once the appanant's
mave s complgted, the "displaced” fighter may move backin
and counteratack it the f|g"|t-_=~r has any Move left. This manau
var can be used lo evads projechies, 4IIP oL a cortasted roll

sideslen, whch alows the




st still be made {see “Evading Projeciiles” under the Jumes
Spacial Manauver in the Street Fighter rulchook, pg. 1243,

The Slraal Fightar's Punch Technique is used for the pur-
goscs of determining damage.

Cost: | Wilpowe:

Speed: +-

Damage: -1

Mowve: !

J
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Prerequisites: Alnlzlics #eee Lippar Tail Sinka
Power Points: Arimal Hybrid 2
his Special Manauver is similarto the Uocer Tail Strike. but

15 mare difficult to control and reguires greatsr strength ard
cogroinationto perfom. The flighter lsans fanward a2 ihwnoing
up for a powerful ucpercut. Be then snifts his weight in the
other direction while twisting his lower Body to snan the tail
forwars, Using shasr brute strenogth and momestum, the
fighter crashas his tail across the uppear booy of e large!.

system: Tne target suffars a Knockdown if airborne,
oiherwiss 8 grounded target damagad by tha Cragon’s Tail
will be pushed ang hex direclly away from tha fightar

When determining damage inflicted by this altack, the
Animal Hyorid Backgroung is useg in piace of the hybrid's
Alhletcs Technigusa

Cast: MNore

Speed: 1

Damage: +-5

Movea: -

Cemiiiee
e SOELL [T
Prerequisites: Atnlctics == Block =
Power Paints: Lavate 2
A0 svasion gohoigus sanilar O cerldin Alkido moves. The
fighter simp'y s.desteps away frorm the attack, glacing himself
out of harm's way As with Bowng Savals strategies cepand
A lal wpan aveidiag an advarsany's blows
System: The fighter must have cnough Speodto interrupt
hic attackar. Asins opporentattacks, the glayer using Lequives
SIFTTE TR RS FTE COUOTEE S 0 e chrschon e e bao nexas,
This move is similar to Displacement, exceot that the fignter
may "ot init'iéte a counterattas= with this maove
Cosi: MNore
Speead: +
Damage: .02
Mowve: Twe

Ih A | A
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Prerequisites: Al ecs == Jump

Power Points: Anima Hyand 2

The fighter drogs into a crouch and explodes into a righty
l2ap at Fe* pray The faracity of this maneuvar of-en takes
cpponenls by surprse. Experienced nghlers may be ppen
aff by the low grow! emarating fram the fIignteras sne concen-
trates o the uccoming leap.

System: (& ybric hurls hersalf al her cpporent, Thig s

Y < L o 5 Sl e - 2
sandidered an Acria! Manauver and can e usad o svoid

prajectles. Tha tignter lands on top of her spoonent; i any
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damans 18 scored, 1he cpponant also suflers a Knockdown.
As with most other Ssec 2 Mareuvears availzzle to anima
nybrids, Pounce uses the Amima! Hybnd Hackgrouro m place
at the Athlatics Tecrmagus 107 the purpose of delermining =
Damege mosifier,
Cost: 1 W ilpowe
Speed: |
Damage: +:
Move: +4

13

Prerequisites: ~hlatcs = Lpoer Tal Sinke

Power Points: Anomal Hybnic 2

By crouching low to the ground and spinning around, the
fightar may strike witn her 1ail. Ot course, the fighter must
possassd al Thea tal seeapsouting circle smastinginlolhs
feat of all oppaneris inthe hexes surrounding the fightar, All
argets will suffer camage and 2 Knockdown. Because this is
a Crouching Maneuver, jumping or arborna targats will not ba
ful

System: Anvaneinthe sx hexes surrounding tho attackar
will be struck ang {if damage Is done) suffer a Knockdown.
Fhis includes allies o the hghtarwhno slray oo close when [ha
Tail Sweap is used. The Tail Sweep 5 a Crouching Maneuver,

Cost: None

speed: -1

Damage: +1

Move: MNone

Preraquisites: Athlehics wee Tl Sweapn Jump

Power Points: Aniral Hybrid 3

The Typhoon Tail seems to have been inspired by the
Hurricane Kick taught m Shoiokan Karaie Tha fighler uses her
lar muscles o orope herself high nto the air. As she de-
scends she pirouettes — tucking har legs beneath her bogy
and allowing the tail to axtand in a crala around her, Sha than
angles her descant 1o strke her 1arget's nead,

System: The fighter begins the Typhoon Tail by maving up
ta her designated Move in hexes. During this time the fighter
Is airbarmea and cannol Se Ml by projeacliles. Any opponent in
tha final hex of movement will e hit by the attacker's knees
and-taks damages at a +5 mogifiar. This opponent is also
knocked oack ora hex along the attiacking fighter s trajgctony.

Al this paint all fightars inadjacent hexes, including the one
just bit, are struck by the spinning tal and are knocked back
one hex away from the attacker. The Lamaga moditiar for the
second aitack 15 =2

Urlike other Animal Hybrid Maneuvers, the Typhoon Tail
uses Athletics as the base Technigue for damage — not the
Arvmal Hybind Backgraund

Cast: 7 Uiv 1 Willoower

Speed: -2

Damage: +& [centar hax) 12 for 2ll adlacen; hexes

Move: -1




Uppee Tait Sterve

Prerequisites: Albleijns wee

Power Points: Animal Hyorig 2

Ry twisting ker hips. the tighter may use her tail 1o strka &l
the hoad of ar opponent directly ir franl of ner. The ferocity of
such an attack oflten 1akes fignlers oy surprise, espacially
gres lrained o waich only the nands, feet ard cyas of an
AOpOonent,

System: Thic attack uses the modifiars below. Adriorns o
jLmping opponents will sufler a Knockdown if any damage 15
~flictact. As with most other Animal Hyornig Manouvers, the
fighter substitutes his Animat Hybrid Background tor his
Athletics Technicue when detarmining damsass.

Cost: ona

Speed: +1

Damage: +!

Move: ¢ |

Prerequisites: Furch ¢, Focus s [ lamanta e

Power Points: lemeanial (ar) 2

The elemental can summon a burst of air and ciract it atnis
opponents. This olast comes from nowhare anc ofter catchas
urwary opponents off guara

System: Ths user of an Air Blast must nave 2 cear ling of
=zight 1o the target, The range of a tlast equals the character s
Intzligence + Elemeantal Background. in hexas. Wiile [he A
Blas: s treated like a pro@ctle, § s not visibla 1o the common
gye Only those highters who meake a successful Blind Fighting
roll (Perception + Blind Fighting) can attampt to intarnugt this
attack with their own manauvar

Cost: 1 Chi

Speed: 1

Damage: -2

Mave: More

Prerequisites: Focus «seas

Power Points;: Minjpisu, Wo Sho 2 <abaddl, Kurg Fu 3,
Shotokan Karals, Capogira 4

By focusing his inner being, the fighter may reduca his
mass 1o such a point that he can cecomea alfeciively wesght-
lzes atwill. & fignter using thes abilily may stand on scmaone's
oulalralched arm without her fesling Bis weight. 1tis said that
this ability was developed by fignters who watched Inaan
fakirs lving dowr on beds of nails wilhoul teing harmed
Specahsts can actually dance upon the head of a pin

System: This ability is always 'n effect and allows tha
fighter to add -1 to Move when using an Aanal Maneuver.
Make a special Combat Card tor this powsr and place it Dy
your character to ramind yoursell during comoat that it is
aways in effect.

Cost: Mone

Speed: Hee descrolion anove

Damage: Ses desunphon asove,

Move: i +1 oonus to Asrial Maneuvers)
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Praraquisites: Focus #»»

Power Points: Minjsg 3

With a special hand sign, the Minja draws forth the fear in an
agppanent’s heart and manifasis iton Aer own face sapacially
her eyas. Unly a truly brave fighler can shrug off the efiacts
and attack the Minja

System: All within zight of the user of this hard symizol
must suaceed in a contesled roll of Willpower against tha
Minja's Maripuiation + Focus, Anyone whe fails the test rust
get as far away from the Ninja as possible This is corsideras
a3 Sustained Action (similar to a Sustainad Holg), and ever
whelmed opponents will continue to Hlee from the Mirya until
they succeed in a contested rell or until three combal urs
hava passed,

Successtul fighters mAy move and attack narmally.

Cost: 1 Ch

Speed: +1

Damage: MNone

Mave: MNonc

Prerequisites: Focus s Elempnigl ee

Power Points: Fiemental (Water) 3

Truly & vicious power, Drain causes the targal o become
debydrated and weakenod, The watar held by the largel's
body actually seeps through her pores. A Strast Fighter may
nol aven te aware thal she s baing denyvdrated, until she
passes aul. Affected fightars appear to glisten wilh sweat,
aven in extremaly cold weather,

System: This is a projectie attack similar to Fireball and
can be dodged, even thaugh thers is ro cutward sign of a
projectile. Charactars who make a successful Parception +
Mysteries roll will notice the projectile.

Atarget struck suffers one Health Level of damaga, ragard
less of Stamina or Soak bonuses. Tha following round Iha
target will also suffer a -1 Spead and a -1 Move panalty,

Cost: | Chi

Speed: -1

Bamage: 1 {no Soak, no Stamina)

Mave: 1|

Prerequisites: Punch », Focus se Elamentz) ee

Power Points: [ iemental (Water) »

A partion of the elemantal's body transforms inta ahuge fist
an-:lIaslmmn_ltatthetarqet.ﬂ'lﬂr;-nwerLﬂucLII*,-'uri_{;;r-a.H:-;’rr}m
Ine fighter's extended arm. butmay be projected from any parl
of the body, such as the pack or head (which makss the
Drench unpradictable).

System: The range of Drench equals the elemental's
intelligence + Facus Techrique. This is a Focus-based ma-
neuver, however, damage is determined according to the
lighter's Punch Technique and the modifiers listad halow.

Cost: 1 Ch

Spead: |

Damage: +2

Move: 2




Prﬁrﬂ'q“iiitﬂﬂ: Focus =+ Elamentsl sees
Power Paints: Ecmental (Al 5

The elemental = ahlatesrarsforrm her hady intathe elemen
tal @ssence In which she specializes. The sffacts vary but
always last for a short time. during which the fighier usually
closes with her luckiess opponent.

System: The ‘ollowing modifiers apply (o comnat against
elementais of the diffarent types. Thesa affacis last for a
number of turns equal 1o the clemental's Foous Taann que,

Fire

Anyone wha attacks the glamental in this form may take
damage from striking the elementa {similar 1o Maka Wara),
The elemental uses his Focius Technigque to determine dam-
age Tha attacker's Stamina apples for oefense in the usual
fashion.

All cunching, grabbing or kicking attacks by the elermenta
kave an aaditional + 1 damage maodifier.

Water

Ary agllack hal sucoessiully damages the elemantal in this
form subtracts one success from the damage done (i.e., if
sameaans nit the water elemantal tor four Health Lavels of
damage, tha elemantal wouls anly take thres Hasllh Levais),

Ailr

All Agrial Manguvers against the air elemental suffer a -2
panalty on the attack = Damage modiier

Al projectile attacks such as firezalls cause one tewer
Health Level of damage (similar 1o the Water affect, above).

Earth

All punching or kicking altacks aimed al the elermental
suffer a -2 penaity on the attack's Damage madifier. Whan in
this form the elemantal cannot be thrown and is unaffectad by
ook downs

Coast: 1 Chi, 1 Willpower

Speed: -2

Damage: Yaries 588 above

Move: MNone

Prerequisites: | ccus == | lamants| esese

Power Points: Slemantal (Al 4

Similar to the Yoga Teleport. except that the elemental
mealds into his element and travels througn o o appear
magizally in another place. The sames elemeant must also bein
this second area. Thus, a water elemental may dissaiva into
one pool of water only to appear suddenly oul of ancther the
next round.

Systam: This pawer has norange limit with regard Lo mast
combat hex-maps. Striding fighters reappear at the end ofthe
same round they disappeared.

Ciutside of combat the elemental may maove invisioly through
his slarment al a rate of (Stamina + Focus) miles per hour.

Cost: 1 Chi [outside of cambat the Chi cast is | per hour
traveled)

Speead: +1

Damage: MNorc

Move: See casonplion above,
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Prerequisites: Foois s

Pawer Paoints: “injitsu 4

Ey nesiunng with this particular hand sign, the Nira can
confuse an opporent. The intricate wedving of the Nira's
‘ingt‘-rs :’I‘TFGMJ;J the air bailies the rarget with ils grace ang
complaxty simple mindad opgonants will stare for hours at
tne writhing hands ot a Ninja master, ar at least until the Mirja
returns thom o their sensas with anather &ltack

system: The Minja rmust succeed naconlastad rol of his
Cexienly + Focus versus the larpat’s Wits + Mysignes. |t the
Minja wins, lraal the target as if she s dizzied fraxt turre

Cost: 1 Chi

Spaed: >

Damage: MNone

Move: -1

Prerequisites: Fucus =» (Grabes Eomenialses Drepel

Power Points: Elcmeral (Water) 3

This power produces two fists similar ta thosa produced by
the Dranch power. Both fists attempt to grapple the targetand
il suncesstul will cover him compietely, An Envealopen righter
will 2egin to arown Most clementals will only sustain this hold
until their targel passas cut. Truly evi elamantals will sustain
it fnngar

System: te Envelop funclions much like a Grab Mans -
ver, IFtwa fighters dre engagea ina Sustamed Hold and are in
the same hex, then bolh will be affectod, Each round tha target

must succead in a staminag test to ses ' he is dizzied by lark
ol oxygen

The range aftha Lnvelos extends a number of haxes agu s
tothe fighter's Focus Techniqua andreguires an urobstructag
ine of sight.

Ervelop is a Sustained Held and may be maintained g
number of rmunds equal 10 the Elemental's Foous Tacanque,
I the line of sight is broken oy an obstace or anothar fghter
the Enveoc is dispelled. Unlike mast Sustained Holds, the
Arget may mave and fight normally, excact that his Speed is
at -2,

Cost: 1 Chi {Tirsl rourd anly;

speed: 2

Damage: | (first round) -1 each ‘allawing round

Move: -~

Prerequisites: Fucus == [ lamental ses F amirg Fist

Power Points: Elceral (Firs)

A long goeut of flame extends from the alamental’s hands,
=ettng ablaze anyltung in its path. Most elemantals snoot the
[larna from their hands. but it can come fram any gart of the
pody. The flame exterds in a straight ina from the fighter.

System: The character usas the modifiers below to Bro-
duce a long gout of flame that is in effect a "line of death™ on
the arena floor. The fighter uses her Focus Technique 1o
aetermine the length oftha tlame in hexas. The Fira Strike rmuyst
ravalina straight ine and. ke the Yoga Flame. occupies the
hexas for the duration of the combat turn. This damage is
applied o any character standing within tha affected Fexes.




Co=st: 1 Chi
Speed: -7
Damage: -2
Move: Nona

Prerequisites: Punch », Focus s, Elamantal e

Power Points: [ lamanta (Fra) @

The Ira elemantal can surround Fer hands with flamas for
oricf geriods of fime, causing her foes additional damags or
zatting things on fire. Har fiel blazes tar a momant balore sns
sliwes har oppanant and ther digs down once the tlow has
lanoed.

System: Add the Damage madifier below 10 any basic
Suncn Mansuver, The olayer must select 8 basie Puneh
Waneuver and olay lhe Flaming Fist with it, Tha Flaming Fist
Joos rot affect the Spead or Maove of the maneuver, anly the
Uamage

Cost: 1 Chi

Speed: See above,

Damage: -3

Maove: cee above,

Preraguisites: Alhlslcs » Foous »» Slemenial s

Power Points: Elzmenta (Air 2

Airelementals car summon the winds to propel themesyas
trroagh the air, Lsualy thes s accompanied by a guat of wind

thatwhips any logee chjacts hitnar 2no von, The nossessor of
this s«ill can alse fly withoul crealing the associazd dstur
bance (though few do—ing wind blast is wonderfully aramatic

System: Cutsicls of combal this powar alows [na hghler
to fiy without tiring, at & spasd sgusl [0 (Focus + Dexienty ) X
10 miles per houae, He can lift any amount of waight he wiould
normally be able 1o carny an the grouns

In combat, the player must slandg stil for a full tum whil
activahng the Flight gower. He may block. but cannat init'ata
any offensive attacks, The following twrr the Bghter will be
treated as ar aircorna targat and may allack ang mave
aarmaliy, uging the mogifiees balow inaddition 2 any proviced
ny Ihe move he decices to use. H's Move in naxes squals his
Stamina. Furtharmore, hets only attecian oy Asrlal Manduvers

ar by grojectile atiacks

i

Cosl: 1 Chiper tumincambat, 1CHper nour cul o cormbas
Speed: +1
Damage: Nore

Move: Siamins

Prerequisites: Focus a»e Elzments Backorouns wes

Power Points: L amanla (A =

Sy drawing upan the Earths essanca
asmertal mey transform ner awn oerral snergizs inlo a

maaling aura: This is weny aimilar to<ung mas L Bung
Heoalina ap ity bat il may alss ba used o real arimais and

anvironmen gl camags.




System: [he characiar mus: be able o louch e Narson
Qr animal o be healed. One Haalth Level is restoraa per poise
of Chi the character spends. This powar also extends o the
natural world. ard Uis not unusual for elementiais o be seon
using il to clean up polluted rivers, mine trailings ang such.

A naturs, one Ghi punfies up o fve square fect of aclluled
area, Certanespecially collutea areas may requirea mare than
une Chi per five square feot

Cost: Sae cescriptior abave

Speed: -1

Damage: MNons

Move: |

A1pU800y

Prerequisites: Focus »= [lamertal Background ses

Power Points: Elamenial (Firra) 3

Tha fira elemantal can suddenly raise tha tamperature
around a persan or object - making the air difficull 1o braathe
and disorierting &n oppanant. A persan affected by this leele
as though she's suddenly slepped inside an aven, Dizzinass
and rausea aften follow

System: Tha elemantal rolls damage, bul anly for the
pursoses of calculating a chzzy, The opponent actually takes

o 8
B
—
e § B
—— i
i |
, e
—
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rodamage. This mareuwver bypasses any bonuses the appa-
rent gels rom blocks. This is considered a projsctila and can

ba dodged as such.
Cost: | Chi
Speed: -1
Damage: +- (spacial; see abave)
Move: -0

C

Prerequisitas: | ncuc sss Grab e=

Power Points: Kabado, MNinjitsu 3: Kung Fu 4

Mo ore knows what ancient order asvaloped this power
: aithough a lew Kabadd mastars speculate thal il descanded
. e (rom the Mongo Empire. Thay believe that this acility was
it . b : iyl resaarched oy the wise men of Genghis Khan's court in a futile
atternpl o discover immartality, Khan believed that the lite
2nargics of his foes would be able ta sustain kis life througaoul
tha centuries,
Laach s similar to the Regeneration powar, axcent that
cach Chi sper! allows a combatant to drain one Healtn | evel
from his apoonent and lransfar it to himeelf, Ta use this power,
tha fignter must oe able to touch his apponant.
System: Mo other actions may be initizled onoa Leach
nas tegun. A fightar may attack and then use Leech, bu? nat
‘heotherway around. Foreach Chi spent, one Health Level will
be lransfarrad from the target to the allackar. The maximum
number of Chi thal may be sgent equals the attacker's Facus
lechrigue. An attacker may not increase his Health Levals
beyind his maximum,
A largel must be succassfully grabibed in g Sustained Hald
acfore Leech may be used. The hold is treated as sl eing
T In atfect for purposes af the targat braaking the hola, excep
b Ial damage is allccated as apove instead of oy the griginal

it i hold's modifiare
Cost: See dezcnphon above.
Speed: +7
Damage: See dascriotion anove.
Move: MNone




Prerequisites: Alhlatics s=, Focus »+», Elomgntal wee
:l'-_] it
Power Points: Elcmanlal (A 3

This power recuces the we ght of the la:gel twhingh dossn
necd to e the 2 E’““r"jH allewirg him to ump cucker and

artrer than rormal

System: The aliecled ghlar may add +2 0 nis Speed

| +3 to Ris Maove for all Jump-snbanced mansivans nax
aignel: The elemental is not required o concentrate on the
oitect nuring the round, and may move ang adask normally
Lighiness lasts for & number of Lurms agus! o the Clemental’'s
Facus Ti::;hni:.-,,u:-

Cost: 1 Lhi

Spead: +1 (imta') +2 (targel ‘cllowing curd)

Damage: MNone

Move: +1 {initial} =32 {targst, ol owing roaad)

Prerequisitas: | ocus ses Flamanis ses VAo

iy
Power Points: Slemaenls (-arth) 3
Aoaping holgistormouto! the earlk bensaln he s amesnal's
soponent. Mary fightars are caught off guard by this maneu-

=1
LT

System: |0 orger 1o be affeciive, Ii' g -Slranl Fighilar rs
tarcﬂ' his opgonent after she has
wiiteranse heeEmeantalmustselect 3 he
cit. Any fghtar who ends ber L o s max rallz inta the plt
Laethemadifiers below fordamane fremthe fall. The pit 15 five
feat deep olus one adaiticnal toot per dat 0 the clc-mur'_al 5
Faeus Technigque Fghters who fall into the it must spend
thair rext acton cimbing cul. Treat thig action a2 & Move
Mareuver at -4 speed, Pits should be marksd on the Fex map
NecALEs, onca craatad, a it 's oermarent

-

NS DOWET W I""".l".-'l.""-i{il'l.-'-i']'l|"-"' srohmcantsctwain the

e T
ground; even thin wagdsen planks will negaie this mareuver.

i
'.-:l

fed ner movemant,
casthetarcetiorihe

|.|:-;|'|:' Fit i &n arana will rasult in the lass of ore rDr'ﬂF' Fary
.t

cry Renown, because of e damags it causas Fightars will
2 be asked 1o maks reparations

Cost: 1 Chi
Speed: -
Damage: -1
Move:

Prerequisites: Foci: e Fampenis| sess
Power Points: Slemantal (Water) 2
I he Eody of the fighter ¢
which oot ba camaged

"t

saolves Into & oool of Clear water.
DY pavsica attacks ar projeciilas
The Street Fightar is abla o move undereezlb and arcund thin
oDstacics, such as cratas anc poles, or Jdnder doors that are
not watertight

Systam' ‘ryesicalmarewvarswill porattact the character
who can still move, 2athough Faous-bazed mareovars hka loa
Bias: :'d =reoail will still camage

Cost: MNons

Spead: +°

Damage: MNore

Move:




{r;ﬁ!

Prerequisites: Foous ses [ Jamantal sss Ajr Blast

Power Points: Elzmental (Ain) 4

Clasping both hands together and pushing forward, the
fighler funnels a hurricane-strength gust of wind toward the
target. Unprepared opponants have bean thrown dozens ot
teet oy the winds producea.

System: A blast of air with a wigth (in hexes) equal to the
character's Focus Technigue staris ana haz-ling in front of the
character and continues farward for thrae naxes.

[Insert hex diagram for maneuver here]

Anyong in this path sutters ana hit, which may be blocked
narmally. Use the Damage madiliers balow. Any hightar who
sufters damage is moved an equal numoer of hexes in &
straignt line away from the slemental. Jumpng or airgorne
opponents will suffer a Knockdown as wall

Cost: 1 Chi

Spead: -7

Damage: +1

Mowve: MNons

Prerequisites: ~ocus seees

Power Points: Minjitsu 3

This power does nol requira tha elaboraiz Fand sicns that
other Saiminjutsu cowers do. Sakki allows the Hur'|:_1u':_'. ras
athars' intentions and react to thar, The Minja s able 1o sense

the emalions of those arcund her Ary ‘ntertian to harm her is

oerceived as a distinctly urpleasant sensation, escalating 1o
intense discomiort in cases of strong hatred or ‘mmingnt
danger, A =leeping Mina wilk this power s aware of her
surroundings at 2/l times, ard any aggression directed at her
will trigger the Sakki, whether it is an assassin standing over
Fer with a drawr sword or a snipar acroes tha alley from her
borme

Tha aliack must be direcied specifically at the Minja. She
would be able to sensc a bomis glanted in hor own car, out not
ore planted inherfrend’s car Ar unsusgpectaed Blow aimed at
her head can be easily avoded, wiile she woulo hava ite
idea thal her associates ware also targets. Sakd s never
taught £ nan-MNinja.

System: Curing combat with only ana vizible opporert,
thig skill 15 of bttla valua, unlass the Mings 1= blindsed somehow

Cutside of the ring, Sakki has meany applications. The
atoryteller must tel the Minja that semething “bad’ is gaing to
happen. Tha Mirja can take narnext actior protecting herselr,
Cr &ne can ey loowarrn and ssve boss nedarby, 1 sns doss this,
ard innocents whowould othenwise cersh are saved thereby,
the Minja gains a temporary Hanor point.

This powar 5 aways in eftect, evan when a charactar is
sleaping.
Cost: MNone
Speed: Mons
Damage: MNure
Move: (Focus + Athietics) only to avoio surgrise aliaces

Prerequisites: Foous = Ahlatics =

Power Points: MNinjitsu 2

This power allows the Ninja to slic away into shadows, As
tris s a Focus-based manauver and has nothing 1o dowith the
actual blacknass af the shadow. 1t may be ublized in broag
daylight.

System: An opponent must succeed in a resisted testin
arder 1o see the Minja. The aopponant rolls Percestion +
Alertness against tha Minja's Focus + Stealth to spol the Minja.
If the Ninja cannot be spotted, no attack can be mads. An
cppongnt can bhindly attack & hax at random: if sha choosas
the wrong hex, however, her next action is taken at -2 Spaaa.

The Ninja may maove up to the mansuver's full movement
without being seen, anly to reappaar tha next turm. If tha Minja
remains unsgalled, his nexl action s at +1 Spesd
Cost: 1 Chi
Speed: -0
Damage: MNona
Move: -1

Praraguisites: [ ocus = Clamental #

Iy

Power Points: Elemantal (A1

The elemental can intuilive'y sense the presanca, amaunl
and composition of hus chosan elemant, arovided itis nearby.
Earth elementals can discarn the composition of tha sail, the
structure of a ledga, or the waax spoi in & natural siona wall.
Airelementals can sense any collutionin the air {incuding he
airinside someana’s lungs), detact the prasence of airbehind
sealad doors, and sense suStla shifts in air gressure and
ternperalure. Waler elemenlals can discern the compasition
cf nearly any liguid. sense any meoisiure buildups. and gauge
An cpponent’s fatigua leval through nis ‘eval of debydration.




nally. ire elementals can calcutate the temperalure of any
Shiechorarea, gauvge theiropponent's sody temparature, and
imgiorn any aect & combushion pamnt

Wirile this power may not be all that helpfulin tha nng. many
clamentals fing Senss Element to be aninvaluagletecl incthar
CHCUMESIancas

System: "hecharaciar rols Parcestion = Elamantal Rack-
qrousd o ciscern information aboul ber chosan element.
Thare is no cost to activate this power, the elementat s acutely
awart of her chosan element at aimost all timeas

Cost: Mona

Speed: Mol applicabla,

Damage: Nong

Mowve: Mot applicable.

Prerequisites: —oois vee

Power Points: MNinjitsu 2

The Ninja must concentrate on the farm of her body's Chi

.*1*1-:1 the mathod in which she wishas o tap it. By farming the
ntricate and sscrel hand sign ol the Manooose, stie may draw
on its power to increase nar natural speed.

System: The Ninrja may only move this camigat turn and
cannat block or attack, Thea toliowing turn sha may choose to
zda +4 to har Speed or +6 to her Move [the lalter must be in
a stralgnt line).

Caost: ' Ch

Speed: ~

Damage: More

Maove: -2

Prerequisites: Focus »»=, Elemenial »e=e Heglyvave

Power Points: Elemontal (Fire) 4

With thve awesome powsar. the elemantal can make his
opponent hterally burst inta Hames. Unsuspeching ar unfo-
cusad apponents will suffer harribly as they burnuncorirollably.
Victims ot this attack will continue to curn urtil thay aither

¥iunguisn the llames or Ihe elemental allows tham o Qo oul

System: The clemental must defeat the defender in &
contasted Focus roll If the elemantal succ2ade . the datender
Cursis inko flamas taking tha damage listed balow Fach
raund thereaftar. the slemantal can continues to expand Chi ko
keap the fire burning. The affected character can ¢ounteract
this expenditure of Chi by spending ore action raliing on the
ground and puthing the fire aul. Unfortunately, il s not always
wigs to do thizin the middle of combat; ary character who ralls
put a fire suffers a -2 Speed penalty on her next action,

Cast: 2 Chi first raund, 1 Chi ‘hereaftar

Damage: +5 firs!l round. +2 theraalisr

Move: 2

A
LR =]

Prerequisites: | ocus *= Punch == Clemants] s=

Powaear Points: Flarental (Earh) 2

The elemental may form a small zoulder from thin air anc
throw it at her target.

system: | his s aprojectile attack, vary simidarto al irabal
or lee Biast The more Foous Ine elamental has, ne anar the
etong is. Bacause the stone is thrown, this Focus Manauver

dses airengthiratead of Inielligenoe lo detarmire the damage
whetag,

Cost: 1

Speed: --

Damage: Stranglh + Foous Techn que

Move: “lonz

Prerequisites: Foous »see | lomenig) sess Ajr Blast

Power Points: Elocirial 3

Ferhaps the most dargerous of all clemantal powers, The
wiglder may temporarily remova the air in any given area,
Whisn his power 1gkes elfect, there iz & loud crack s milar to
thunder as the surrcunding atmosphere rushes (o Tl 1he
vacuum. Any targat inthe area affectad will teel the air susked
L I.|r|r_1'~' v A st imullanenus W [beairarcund Bim
gmashas into every part of s ody

System: Tho uscr of this powsr designates orchex as the
target hex. Any fighter in that hex must succeed in a stamina
test or e automatcally dicsed e Tollowing uem, He then
sulfers carmage according to the medifiers below

Air elemantais are uraffected by this power, Atargetwith a
nigher Spead may interrupt and move cut af the affectan hex
baafora the vacuurm [orms,
Cost 1 L
Speed: =2
Damaga: + -
Move: -2

=
— 8
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Prerequisite: Foous »» AfRlafics

Power Paints: Animal Hyori =2

The fighler has tangs, whic
ROISON INto his targel. Tha [:-f:lf,n:r'u will paralyze small arimals
out only serves ta slow e lougnar Str 2ot Fighter s

System:CUrasuccessiulallaos 12 targel

g ]
- - | R
® iargh) == [Hito

allow - tim g inject a ~ild

sAffarsdamage
Ihe next two turns. the
victim will act at -1 Spead ang will automalios
additional Heaith Level par turm of the goison's effec:. Yernom
may 1l Da usad in coniunction with ary ather biting allasks

althougn it may oe worked into an affective co
with othar biting atlacks

Cost: 1 4

Speed: +1

Damage: +~ [l ingering effccts for the nesd twa
above |

aceording 1o the mod "ICL-: Bolow. For

Bt Sl
Y loce gno

Thinatic

s, S0

Mawve: -2

Prerequisites: | ccus », Elomanial we

Power Points: Flamantal (Earth) 2

The elermental causes a solid wal of
garth 1o erupl from the ground. aither Nitting an ogponent o
tlocking his attack.

System: The clemental selacts a hax other than her own
and filis it wath a wall of carth, Tha range SOWwer is
I-‘:-’:ﬂptic-r + Focus. Anyone in this hex al 1ha bma the power
is evosed suffers the lisled damage below, Otherwises the wall

Sirmpla yet effactive

of this

must be circumventad or beaten down. As with the Pit Spacal
Manauver, the slemantal must B in contact o
tris mansuver 1o he elfentva
Awallhas z rumber of Heallh Level: agualto the Elomental's
Focus. Technique, and a Stamina egual ‘o her Elementa
Bachkaroun:s:

h the eartm ‘o

Cost: Mone
Speed: -2
Damage: | ?
Move: MNore

Prarequisics. Focus see Clamernial sess Wall Stone P

Powar Points: Elemental (Earth) 3

The very essence ot tha planct s at 2arth alemantais’ back
ard call. This II'ILJ||jI.JHZ=' gravity! The elemental may force the
planet itself 1o root the tmrgel 1o the earth for a shart period of
ime. Affecied tighters are surroundsd oy a bizarre offac
similar o waves of naat r--:w- a "ot !1|;',;"w::d*,- Ihe opponant

sudzenly fcels as i her waight has besn doubled
rniplad

- then

System: |hisic a projccrile atteck ar
such, Ctharwise tha target will not be able o jump tfor the
following round, and will suffar -2 peac‘- and -2 Move. This
effecl cannot be sustained cut can be used succass Y,

Cost: ' Ch

Speed:

Damage: Nonz

Move: --

wdmay be dogged as

4
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Allmanagers. Or [IGRTErs Wno wWish i maEnais, Mmust fave

thig &hility. Tha Manage Talenl allows the character to run the
business side of the Street Fighter cirgut. It encompassas
gyverything from trave| sookings to medical covarage A goou
manager with a gocd leam can kesap expenses duwn and
maka aproht 1fthe managar also has the Puklicistiand Bookia
Ablities, crofits can be increditie

. Mevice: You car open a hank accounl and calculats
simpla interast, (If yvou have a calculator on hang, that is.)

v Fracticed: You can balance your chackibook, Figur-
ng cut compound interest is a srap for you, If you were
nterasted in the fast-tood Incustry you woulks ba a shoe-infor
azzistart managar

een  Copmpelanl Your friends ask you todo ther 1axes for
thernandyou always get them refunds Most smallbusinesszes
mave a 50/50 charce of success in their first vear; yours is 70/
30

esns [xparl: Your frignds still ask you ts dotheir taxzes ard
vou agree; but only 5o you can claim them as depancenls ol

WOLIF Own taxes. You can spot a profitable business daala mila
away and nvest heavily 0 tha stock marke
seses hlastar: Donalg Trump, Bill Gales, Howarg Hughes
and you, You coud g2l freezers to Eskimos. You've Rad a
lat ol profilabla business exper ence, whicn makas you ides
far highelovel GEC positions
Fossassad by Financial Consultan:s. Susiness Wanagers,
o

A%
;
R w oy b - % .
P Agents, Team Managers

t sn't @asy 1o ma<e a busk i hig word Sometmas vol
Fave ta ba smart abaul it Lka letting the poor sap in 1ne «ing
take the lumps whils you caiect the dougn betiing agans
him. Sorseiimes it s vour trend e there, but the money s good
and someona's ot Lo loak out for your budsy. Even 7 that
means belling aganst him cccasonally.

. Movice: You like to olace Dets on jusl acout avery-

syt rarely hreak gven.

Lk |

singd: The lotterias ook attrachive, Sulyoun

learmed enough agout stabstcs lo reaalize at Ihe SOOI 1L51

arentin ':,-'l.:l.\_J'-I-\...'-\."-r
sve  Compalanl Peoplc 5% your QQinion on norss races
and Black ack ocdos, You car usualy place winning bets, but

nal conssteatly enough faryour Inends [ trust your jucgment,

| r—
‘ =1
| g—
S |

=i
. - l:. .l.
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wees Expert You've decided tocarry a gager because too
many people need o get a hold of you wheraver you are.
“lacing bets has become a lucrative sideling, and vou consis
tently win The gamaoling houses all know you By name — thay
dan'l lixe you Dot they know you and will laka yvour bats,

ssses Mastor. You con't need acay job. No ona in tawn will
take your beis anymore, but that's okay because you haye
anough capdtal i cover mast bets on your own, You have YO
own clientele, who gambie only with vou. You are an exoert gl
statistics and calculating adds. Oceas/onally there s an upsaot
and you some lose maney, bul raraly.

Possessed by: Gamblers, Bookies, Loan Sharks, Malia

HUELICIS

This Skifl allows you to advertisa an upcaming event n ordar
to attract paying customers. This can he a litle IriGHyY S0mie-
limes — same counties frown on the circuit and thoss thal
don’t always want a cul off the top. i's besl In kasp the
authorities cut of the ring and 1ha accaomganying deals

Q' MNaovice: You believe that adverlising in the classilisd
section of the local paper is the best way o attract an
audiancea,

e Prachced: Spreading posters on telephone palas
aifracis more people, but faw of the real movers.

wer  Competent: You know haw to contact the pacpla
most interestad in the Street Fighting circuit, You let tham da
yourwork for you, as they spread word of ths upcoming maltch
o intarastad parties.

sese Fxpert: You know tha major players in nadrly avery
City in which circuit matchas ocour Managers envy WOILIF
advertizing sawvwey, and tighters seek vou out to tinance their
malches. Important city oflicials know you by name. Thay may
Aot ke or apprave of you, bul thay know YOu

=eess Master: Nothing happens on Ihe Street Fighter Cir-
cuilwithout your knowledga. You can make one call to any ¢ty
in the world and organize a mateh, Your services are sought
aut by the largest, best-tinanced staoles. Your name is krown
by irmpaortant government officials, who may nelpor hinder vou
depending upon how you play your cards. Shadolon has alsa

N an interast in vour activities.

CyeeRNETIOS

Thisis the ability to mstail and upgrada cybarmet cimalanis
You nave combinad nigh tech know-how with medizal ard
crostastic lechnelogy to achisve truly amazing rasults. Yay
CAn regair, upgrads and. given tme, build cyoermetic limbs,

Belora a character car iearn Cynernatics, he must attair
five dots in the Mesgicire Knowladge.

. Student: You <now the basics of prosibelics technal
Qgy ard now to replace simsle aguicment. Simple regairs are
the besl you can manage. You koow anougn 1o refer the
patient to & rrora qualifizd technician,

== College: Allhs stage you are ab'e to recagnize the
nelliciancy of most artilicial imbs. Yau begin o design im-
proved madals, but lack the tschiical knowledge o build
them,

ess  Masters: Suierdibic teams nave offered vou a nositian
i their rarks. You are respected oy your pasrs as an inspired
sciontist and & hard warker, A few al vour Papars conserming
prastnetic replacamants have baon sublished nmadical 244
lechmical magazines.

ssev [nciorate: Your advice is salicited for all manner of
projects. You can competely rebuild and imerove any “aff the
Ak prosthetic devce, incraasing its affiziznoy terald, Were
the technelogy involved rot so expansiva, your designs wou
be the medical siandard,

esnes Scholar: Few paople ask you for advics, because
few can understand the concants vl talk about The word
revolutionary” doesa't So justics o your work. Some of vour
patients regara therr accidants as the besl thing that ever
happaned o them — vour aybarretic rEpiacements ara that
good.

Possessed by Doctors, Mad Scientisls, Inventors, Mazel

Friza Wnnars,

i RIS it
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Team:
Concept:
Signature:

ATIRIBUTES

SociAL MenTaL

Charisma @O0000O Perception @0000
Manipulation ©0000 Intelligence @0000
Appearance Q0000 wits @®0000

AEIUT!ES T

TALENTS SKILLS KNOWLEDGES

lertness OOOOQO Blind Fighting 00000 Arena 00000
terrogation O00O0O0O Drive OO0O0OOO computer 00000
ntimidation OOOQOO Leadership O0OOOQO Investigation 00000
:'.ght 00000 Security O0000O Medicine 00000
Streetwise O000O0 stealth OO0O0OOO mMysteries 00000
bterfuge O000QO survival 00000 Style Lore 00000

ADVANTAGES

BACKCROUNDS TECHNIQUES

OOO0OOO Punch 00000
O0000 Kick 00000
O0000O Block 00000
O0000O Grab 00000
OO0O0O0OQO Athletics 00000
O0O00OO Focus 00000

SPECIAL MANEUVERS

CHI
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Combos:

WiLLpower
QO0O0O00D000C0
JUOQOAQQaU U
Division:

HEALTH
Rank: EXPE RIENCE

: 000000000
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Attributes: 7/5/3 Abilities: 9/7/4 Backgrounds: 5 Techniques: 8 Special Maneuvers: 7 Chi, WIinower: as per styles Freebie Points: 15
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