
A d20 Modern Rule Enhancement


There are few fighting games that are so well known and liked that they have lasted for years.  The video game Street Fighter was the game to get the ball rolling and really introduced people the genre of fighting games.  Through out the years Street Fighter has evolved through many different incarnations: Street Fighter, Street Fighter 2, Street Fighter 2 the New Challengers, Street Fighter 2 EX, Street Fighter Alpha, Street Fighter 3.  This of course doesn’t include any of the crossover titles such as X-Men Vs. Street Fighter, or Marvel Vs. Capcom and so on.  There are also very few video games that have their own anime series.  Street Fighter has had 2 movies and 2 official TV series, only being really good.  Street Fighter 2 the movie was the first to get the ball rolling, it was followed up with an anime series, Street Fighter 2V that followed the adventures of 18 year olds Ryu and Ken as the explore the globe looking to better their fighting skills.  The anime was very well done and didn’t have to follow any of the games as it was a stand alone series.  Street Fighter Alpha the movie sort of picks up where Street Fighter 2V left off, only none of the hero’s knows each other except for Ryu and Ken.  Another good movie on its own with out having to worry about using things form the 2V series, the movie introduces Akuma as the master of the Dark Hadoken.

This game enhancement is set to be used in the d20 Modern game setting.  AS my reference material I’m using the really hard to find copy of the actual Street Fighter RPG that was produced by White Wolf, (publishers of Vampire the Masquerade, & Werewolf the Apocalypse).
The Setting
D20 modern is just the right setting for a Street Fighter game.  Not only can you mix up magic into it, but psionics as well.  Additionally there is the world tournament as well as various side adventures that can pop up as the PC’s make their way through the world tournament circuit.  Then of course there is Shadoloo, M Bison’s terrorist organization.

In the street fights, anything goes to a degree.  There are rules that govern the street fights.  However not everyone can get into a street fight, let alone win.  Real street fights are down and dirty often taking place under bridges, in parking garages, and so on.  These are unsanctioned street fights, however in this setting there has been an unofficial world wide street fight that has become sanctioned by many countries.  These street fights are like miniature tournaments where only the best compete and win.


The current champion of these world street fights is a man named Ryu, a master of Shotokan karate.

Enhancing the Game


 In the video games, characters often have a variety of special moves such as Ryu’s Hadoken, or Guile’s sonic boom.  Some of these abilities are nothing more than fancy punches and kicks, however others revolve around the fighter’s ability to focus their Ki.  An ordinary person could get into the ring with a street fighter, they could even be a black belt martial artist, but this does not mean that they can win.  Such a person is severely out classed by a street fighter who has a few special techniques that they can use.  And with some street fighters it only takes 1 technique to win.
Below is a list of various martial arts and other fighting styles are have been displayed in the Street Fighter video games.  This doesn’t cover every single fighting style on the planet mind you, but it does give you a good idea of where to begin.

Boxing

A favorite sport in America, boxing relies o devastating punches to knock an opponent into submission.  Boxers have fast hands and can deliver punishing blows quickly.  Kicking and grappling is not used, but block is used however it is not at the level at which some forms of martial arts teach.
Capoeira

This style of fighting was developed by Brazilian slaves.  Forbidden to learn fighting, the slaves hid their practicing in their dancing.  As such Capoeira often appears as a sort of acrobatic dance which can be very impressive to watch especially when 2 Capoeira fighters put on an exhibition.  The style involves a great deal of spinning  and leaping, often done to the beat of music.  A Capoeira fighter is always in motion, and their actions are often hard to predict.

Kabaddi or Yoga


This style involves physical manipulation of the body, Kabaddi relies on mysticism and extension of ones unarmed fighting ranges.  It is an unusual fighting style, and practitioners can often easily avoid other fighters strikes.  While practitioners of the art lack physical strength they make up for in agility and flexibility.  Also while their attacks are often weak an they can easily wear down and opponent from a distance.
Kung Fu

As most people know, to say you know kung fu means that you know possible just 1 style of kung fu.  Kung fu is comprised of several different styles such often relating to animals such as monkey, tiger, eagle, and crane.  There are other stills side form those such as Shaolin kung fu.  Each style has its ups and downs, its strengths and weaknesses.  Drunken Boxing for example relies on acting like a drunk, and can be a very hard style to contend with if the person has been drinking, but it often turns masters of the style into drunks.
Ler Drit

This is a style of fighting developed by M. Bison.  It combines with Bison’s dark psycho powers for a devastating fighting style.  (As far as I know this is a fictional fighting style.)
Muay Thai and/or Kickboxing


The power of this art is in the legs.  Kickboxing so something of the exact opposite of boxing.  Fighters spend most of their time developing strength in their legs.  Punches are used, but not as often as kicks.  Blocking is done also, but grappling is rarely if ever used.
Wrestling


This is a broad category that can encompass Americanized wrestling on TV as well as traditional forms of wrestling including Sumo.  The style is heavy on grappling, with variations allowing form punches and kicks, as well as throws.  Blocking is possible but not always done.  Practitioners rely on brute strength and endurance to win their fights.

Shotokan Karate


This style involves using hard blows and kicks, Shotokan is a deadly fighting art developed in Japan.  Its moves are straightforward and deceptively simple.  The art is well balanced in punching and kicking techniques, and incorporates knowledge of grapping, and blocking.
Military/Special Forces


This is the fighting style taught by the military, particularly to special forces units.  It’s a hodgepodge of  fighting styles: boxing, jiu-jitsu, karate, and so on.

Wu Shu


This fighting style is a wild, acrobatic and showy art developed in China.  There are sub-styles of Wu Shu and many practitioners often enter into the Olympics.  Essentially this is sort of like a Chinese from of Kung Fu.

As I said before there are other fighting styles out there so feel free to use one as a back drop for your character.  The character’s over all fighting style will be broken down into 1 of 5 different areas: Kung Fu, Free Style, Wrestling, Karate, & Boxing.


Kung Fu will encompass any style of kung fu including Wu Shu and its various other styles.  Free Style will encompass the rarer fighting styles such as Ler Drit, Kabaddi, and Capoeira.  Wrestling of course will encompass all of the various different types of wrestling.  Karate is just as broad a category as kung fu, as such styles like taikwando, aikido, judo, and so on are covered here.  Boxing will cover boxing itself as well as Muay Thai, and kickboxing.
This isn’t going to introduce any new advanced classes or anything, but it will introduce some new feats and skills or skills uses.

New Fighting Style Feats

Below are the 5 fighting area’s that I went over above.  Each one will encompass the various fighting styles as out lined above.  Characters can select multiple feats for multiple fighting styles, although they limit them selves in doing so.
Kung Fu


This feat encompasses the various arts that comprise kung fu.
Prerequisite: Must have 1 level as a Martial Artist.

Benefit: When gaining this feat you gain access to the Focus Skill.  You also gain the following: 8 Ki Points, 1 Punch technique, 3 Kick techniques, 1 Blocking, Grappling, or Athletics technique, 2 Ki techniques.
Normal: With out this feat the character advances normally as a Martial Artist, and not as something more.

Free Style

This feat encompasses a variety of fighting styles that are not as mainstream as others, such as Ler Drit, Kabaddi, and Capoeira.

Prerequisite: Must have either 1 level as a Martial Artist or have the Combat Martial Arts feat or the Brawl Feat, and a Base Attack Bonus of +3.
Benefit: When gaining this feat you gain access to the Focus Skill.  You also gain the following: 4 Ki Points, 1 Punch technique, 1 Kick techniques, 1 Grappling, 1 Athletics technique. 

Normal: With out this feat the character can advances as a Martial Artist, and not as something more.

Wrestling

This feat encompasses a variety of different types of wrestling.

Prerequisite: Must have the Brawl, Power Attack, and Improved Bull Rush feats.
Benefit: When gaining this feat you gain access to the Focus Skill.  You also gain the following: 6 Ki Points, 1 Punch technique, 4 Grappling techniques, 1 Athletics technique, 1 Ki technique
Normal: With out this feat the character can advances as a Martial Artist, and not as something more.

Karate

This feat encompasses a variety of fighting styles that are considered karate.

Prerequisite: Must have 1 level as a Martial Artist.

Benefit: When gaining this feat you gain access to the Focus Skill.  You also gain the following: 6 Ki Points, 2 Punch technique, 2 Kick techniques, 1 Blocking, or Grappling technique, 2 Ki techniques.
Normal: With out this feat the character advances normally as a Martial Artist, and not as something more.

Boxing

This feat encompasses the various different types of boxing including kick boxing.

Prerequisite: Must have either 1 level as a Martial Artist or have the Brawl, Power Attack, and a Base Attack Bonus of +3.

Benefit: When gaining this feat you gain access to the Focus Skill.  You also gain the following: 4 Ki Points, 4 Punch or Kick techniques, 1 Blocking or Grappling technique. 

Normal: With out this feat the character can advance as a Martial Artist, and not as something more.

New Skills

Some of the special techniques to follow will depend on certain skills uses, or they will enhance upon those skills.  Below is one skill that will gain some use, Focus.  This skill may appear to be the same as the Concentration skill, but it relates differently than concentration.

Focus (WIS)

You are capable of focusing your ki as well as focusing your body on performing actions that most people can not.

Check: You make a Focus check anytime you wish to use a ki technique.  The DC for the check is dependent upon the technique used.  A Focus check is also made to determine ki point at each level advancement after the character first gains the Focus skill.  The Focus skill is considered a class skill for the Strong Hero, Fast Hero, Tough Hero, and Martial Artist.
Try Again?: Yes, the check can be made any number of times, but only when the character is using a ki technique.  It does not cancel out any previous failures mind you, and some techniques can only be used once per round.

Special: You can not take 10 or 20 on these checks, unless the character is out of any harmful situations.  The character however may not take 10 or 20 when rolling for Ki points when they level up.

Time: None, it takes no time to focus, although some techniques may require time to use.
Ki Points Leveling Up

	Skill Check
	Ki Points Gained

	01-10
	2

	11-15
	3

	16-20
	4

	21-25
	5

	26-30+
	6


Special Techniques


Here is the fun part.  Special techniques are sort of like weapons, some people have a lot of them, while some don’t have any.  People with special techniques tend to rely on their own skills and abilities rather than a weapon.  These people can dodge bullets, and some can even predict an opponent’s actions simply by reading the opponents body language.  Each level of advancement allows a character to select 1 more technique from any of the lists so long as they meet any prerequisites that there might be.  Some techniques may require the character to have a feat, or ranks in a skill, or to have a certain base attack bonus, or to have a different technique first.  Techniques are nothing more than weapons for a character.  Not everyone will have a plethora of techniques, just like not everyone is a walking arsenal.  Game Masters may want to control when a character learns a new technique.  There are some people who can develop and learn things on their own, but some of the more intricate technique such as ki techniques and a few others here and there may require the character to find a master.  On the other hand developing an existing technique by selecting new techniques of the same over all type, including ki techniques don’t require a master.
Punch Techniques

Buffalo Punch

Prerequisites: Power Attack Feat, BAB +6.

Description: The fighter clenches both hands together over their head and brings them down on top of their opponent.
Ki Cost: None

Action: Full Round

Damage: +5
Range: Melee
Dim Mak
Prerequisites: BAB +12, Focus 9 ranks, Knowledge (Earth & Life Sciences) 9 ranks, Chi Kung Healing

Description: The Dim Mak is the art of the death touch.  Masters of the Dim Mak possess secret knowledge of how ki flows with in the human body.  The human bodies ki paterns are said to vary according to the time of day, season, and many other esoteric factors. A master of Dim Mak possesses knowledge of all of these factors and uses it to pinpoint vulnerable locations on their opponents body.  Thus a mere finger thrust can disrupt a ki flow and bring about all sorts of misery to the victim of the Dim Mak strike.  It is also possible to strike a victime and have the damage delayed by a few seconds, minutes, hours, days and even months.  Also some strikes can paralyze limbs, disrupt the bodies natural healing abilities, or kill in a single blow.
Ki Cost: 2 per action
Action: As part of a standard attack, can not be used with other techniques.
Damage: When an opponent is struck with the Dim Mak damage is rolled normally, but the attacker inflicts 2 extra effects.  The first is delayed damage, which the attack may delay the time at which the extra damage is inflicted by any length of time they so desire up to 1 month.  Damage is applied directly against the targets HP as either subdual damage or lethal damage, damage done is equal to the characters unarmed damage plus their level.  The opponent does not have to be told about the damage, or when it will happen.  When it does happen they do get to make a Fortitude save for half damage.  The second effect is that the character can temporarily lower one of the victim’s physical ability scores (Strength, Dexterity, and Constitution) by 1 point per successful Dim Mak strike.  Ability scores however can not be lowered below 1.  The victims speed is affected by loss of dexterity, they loose 2 points form speed for every point lost from dexterity.  Loss of constitution does affect the persons HP.  One last thing that can be done by a Dim Mak master is to reverse the effects of another Dim Mak attack.  The character must take 1 round to see what all has been done to the target, or themselves, after which they may take 1 round to undo all of the damage done to their body by the Dim Mak (only temporary damage, and subdual damage can be reversed.)
Range: Melee

Dragon Punch
Prerequisites: BAB +12, Power Attack, Jump
Description: This is a devastating technique where the user brings their fist to their side as they slightly crouch down, and lashes out with it in an uppercut as they leap into the air.

Ki Cost: None

Action: Full Round, or Move Equivalent if used as a reaction. 
Damage: The attack is a leaping uppercut and can be used to strike at opponents in the air (such as leaping over the character or leaping down onto the character) or to strike an opponent on the ground and knock them high into the air.  If the attack connects with a target they are either knocked from the air and are prone, or they are knocked into the air and land 5ft away from the character (they may make a Reflex save DC equal to the damage dealt +10 to remain standing, but this is only for targets who are already on the ground.)  The technique can be used as part of a reaction to a character making a charging attack or an airborne attack such as the Martial Artists Flying kick.  The character must be aware of the attack however and their roll to hit must beat the opponents roll to hit.  If they make it they connect first and cancel out the charge attack, however if used this way the character forfeits their movement for the next round, but can still attack and defend themselves.  In either case the character inflicts +6 points of damage with this attack +1 per 6 ranks in jump.
Range: Melee

Ear Pop
Prerequisites: BAB +6.

Description: This technique involves striking an opponents ears with their hands slightly cupped.

Ki Cost: None

Action: Standard

Damage: None, Opponent however is stunned for the next round, and as such can not attack, and loose their dexterity to defense.  The opponent also automatically fails any listen checks for the next round.  The technique is best used when grappling.
Range: Melee
Flaming Dragon Punch
Prerequisites: BAB +15, Focus 6 ranks, Dragon Punch
Description: As if the original dragon punch were powerful enough.  In this version the martial artist has learned to channel their ki into their fist, and releasing that energy in a single powerful punch delivered in the same way the Dragon Punch is launched.  The hand often glows with energy when this technique is performed.  Opponents that are hit with it are engulfed in that energy and thrown backwards.

Ki Cost: 2

Action: Full Round. 

Damage: The attack is just like that of the normal Dragon Punch only the character has the option of putting ki into the attack.  The attack gains an additional +6 points of damage on top of the damage for a normal dragon punch.  Opponents are thrown back 10ft rather than 5ft.  This attack can be used as a reaction as well.  The character must make a Focus check in order to properly use the technique, they must beat a DC of 15.  If failed the attack is just a normal Dragon Punch, there is no ki point loss either since the character failed in Focusing their ki to begin with.
Range: Melee
Hundred Hand Slap
Prerequisites: BAB +15
Description: This is a technique primarily used by Sumo wrestlers, but kung fu practitioners often use it as well.  In traditionally Sumo wrestling, sumotori are not allowed to strike with their fists, as such open hand strikes are used.  The name of the technique comes from the fact that sumotori who train to perfect this move practice by striking a large wooden post 100 times as fast as they can.  The fighter is timed on how fast they can deliver the blows with their open hand to the wooden post; over the years they are expected to reduce this time to under 2 seconds, even the thickest posts eventually crack and break under this punishment.
Ki Cost: None

Action: Full round using all of the characters attacks for that round.
Damage: You make all of your normal number of attacks.  Damage is rolled 3 times for each attack roll, 4 times for a critical hit.
Range: Melee
Hyper Fist
Prerequisites: BAB +12.

Description: This is a technique that enhances upon the uppercut, turning it into an even more devastating attack.  The person using the hyper fist strikes an opponent with a flurry of uppercuts.

Ki Cost: None

Action: Full round

Damage: The uppercut is an attack designed to get under an opponents defenses.  One attack roll is made, damage is rolled 3 times, 4 for a critical hit.

Range: Melee
Monkey Grab Punch
Prerequisites: BAB +6.

Description: This is a simple maneuver that comes form Monkey style Kung Fu.  The fighter lunges forward, grabbing and pulling an opponents blocking arm with one hand, then delivering a quick punch with the other hand.

Ki Cost: None

Action: Full Round

Damage: None, choose 1 opponent to be the target of this technique, you make 1 attack roll, if it hits you may reduce the targets Defense by a number of points equal to your dexterity modifier, you then get to make 1 free extra attack at your normal attack bonus vs. the targets adjusted Defense bonus, however you loose your movement for the next round.  The technique can not be used consecutively from one round to another, such a thing would be considered grappling.

Range: Melee

Rekka Ken
Prerequisites: BAB +12, Tumble 6 ranks, Spring Attack.

Description: This attack allows the user to push their opponent back by launching an offensive of punches that forces their opponents to retreat.
Ki Cost: None

Action: Standard

Damage: When the character attacks with this technique they can try to force their opponent back.  If the first attack hits, roll damage, subtract 1 point form any damage done to move the target back by 2 feet, with spring attack you can then move up to the target once as a free action and continue the assault, but after this the character must make use of their spring attack feat.  This is good technique to use to quickly get a ring out on an opponent.  If one attack misses at all the technique use ends and the target can not be forced back any more for that round.
Range: Melee

Shock Wave
Prerequisites: BAB +12, Focus 6 ranks.

Description: This is an unusual technique often used only by comic book superheroes like the Hulk, or Superman.  The user focuses their ki into their fists and releases it as their strike the ground hard, creating a small shockwave.

Ki Cost: 2
Action: Full round.

Damage: None, this technique is used to knock an opponent off balance.  Targets need to make a Balance check, if they fail the check they are prone, if they make the check they are off balance for their next turn (if they have not gone yet) and are at a -4 to hit on their attacks.  Anyone already prone or kneeling down are not affected by the attack.
Range: Affect a 5ft area around the character, or any targets that are attacking the character in melee combat.
Spinning Back Fist
Prerequisites: BAB +6.

Description: This punch uses momentum and force to create a powerful attack.  The person takes a step forward and spins about using their hips to put more force into the blow, the user lashes out with their fist as they complete the turn.  This attack is sometimes enough to drop a person right in their tracks.

Ki Cost: None

Action: Standard
Damage: +2 to damage, coupled with the power attack feat this can be a powerful attack to use.  The technique can only be used twice in a round due to the movements it takes to use it.
Range: Melee

Spinning Clothesline
Prerequisites: BAB +12, Tumble 9 ranks, Whirlwind attack.

Description: This has the user spinning like a top, with both arms extended.  This makes it hard for anyone to attack the person, but they also suffer some consequences for this as well.

Ki Cost: None

Action: Full Round

Damage: Same as that for performing a whirlwind attack, however the person may make 2 attacks against each target rather than 1.  However the character looses their move action for that round, and during the next round they are dizzy and gain a -2 to all actions for 1 round.  The attack however can only hit standing opponents.
Range: Melee

Spinning Knuckle
Prerequisites: BAB +9, Tumble 3 ranks, Spinning Back Fist.

Description: This move is an advanced version of the spinning back fist.  Rather than just taking a step forward the person bobs and weaves around before delivering the strike.

Ki Cost: None

Action: Full Round

Damage: Same as that for the Spinning Back Fist, but gains a +1 to damage on top of the damage for a Spinning Back Fist.
Range: Melee

Turbo Spinning Clothesline
Prerequisites: Tumble 12 ranks, Spinning Clothesline

Description: This is simply a faster version of the Spinning Clothesline.

Ki Cost: None

Action: Full Round

Damage: Like that for the Spinning Clothesline, only the character can land 1 more attack on each opponent with in their area.

Range: Melee

Kick Techniques
Air Hurricane Kick
Prerequisites: BAB +12, Tumble 9 ranks, Jump, Hurricane Kick.

Description: Like a normal hurricane kick only this version allows the character to use it as mart of a jump attack, or as part of a charging attack.

Ki Cost: 3

Action: Full Round

Damage: Same as that for the Hurricane kick, only it can now be used to attack jumping opponents, and opponents that are charging, this is also an aerial maneuver.  The character may also move while performing the technique, but only at their normal speed (on the ground or in the air but at ½ the character’s speed).
Range: Melee

Backflip Kick
Prerequisites: BAB +6, Tumble 6 ranks.

Description: This move combines acrobatics and a powerful kick into a special move that can rattle an opponent and simultaneously carry the user to safety.

Ki Cost: None

Action: Full Round
Damage: The character must hold an action for their opponent to come with in melee combat range, and then with a sudden back flip the character kicks the would be attacker as the fighters feet sweep up and through in the back flip.  The character lands 5 feet away from the opponent preventing any sort of counter attack without first moving up to attack the character.  The attack can also be used to intercept a charge attack.  The attack does an additional +2 points of damage.  
Range: Melee

Double Dread Kick
Prerequisites: BAB +9, Double-Hit Kick.

Description: This technique is a fast combination of a roundhouse kick and a spinning back thrust kick.  The user stuns their opponent with a  quick kick and then spins into a more powerful thrust kick before the opponent can recover.

Ki Cost: 1

Action: Full Round

Damage: The character makes 1 attack roll for 2 hits.  If they land the first hit, they immediately lash out with the thrust kick.  Roll damage twice.  If the attack misses then the opponent may make an immediate attack of opportunity on the character.

Range: Melee

Double-Hit Kick
Prerequisites: BAB +6.

Description: This technique allows a character to kick twice with the same leg with out it touching the ground.  The first kick is usually low, with the other high.

Ki Cost: None

Action: Standard

Damage: With 1 action you can attempt to kick the target twice.  You do make 2 attack rolls, the first attack roll is at the characters normal base attack bonus with the second at a -2 to hit.  This does not effect the rest of the characters BAB for multiple actions unless they continue to use the same technique with each action, as such each actions BAB is normal with the first attack but the second attack suffers an additional -2 to hit.  So if you have a BAB of +12, then you have 3 actions.  A person using this technique for all 3 actions would have an attack bonus of this for each action: 1st Action) +12/+10; 2nd Action) +7/+3; 3rd Action) +2/-4.  The penalties stacks for each action after the first.
Range: Melee

Double-Hit Knee
Prerequisites: BAB +6.

Description: This is an up close attack where the character leaps up into the air allowing their knee to strike the opponent in the stomach and continue up into the opponents chin.

Ki Cost: None

Action: Standard

Damage: +1d6 points of damage, if the attack misses the character leaves themselves open to attacks of opportunity.

Range: Melee

Dragon Kick
Prerequisites: BAB +15, Focus 12 ranks, Jump.

Description: This is a technique from the Dragon style of kung fu.  This attack is sort of the kicking version of the dragon punch.  The character focuses ki into their leg and jumps straight up into the air and lashes out with a kick, that engulfs the opponent in energy, much like the flaming dragon punch.
Ki Cost: 3
Action: Full Round
Damage: The attack gains a +6 points of damage, and an additional +1 points of damage per 6 ranks in the Jump skill.
Range: Melee

Flash Kick
Prerequisites: BAB +9, Tumble 6 ranks, Focus 6 ranks.

Description: This is an unusual kick and one of the deadliest kicks on the Street Fighter circuit as well.  The fighter who has mastered this move crouches down before springing into an aerial back flip.  As their body flips over, one of their feet sweeps out with a deadly arc in front of them.  Energy trails after the kicking foot, a blaze of sonic energy, electricity, fire, or even ice is possible.  The move is hard to learn and requires knowledge of ki as well as athletic prows.
Ki Cost: None

Action: Standard

Damage: The characters attack gains one of the following elemental types while performing this: Sonic, Fire, Electricity, Ice, Energy.  The sonic type provides a +1d6 points of sonic damage to the attack, and if it hits the target is rendered prone unless they can make a reflex save to land on their feet.  If the attack hits the target is knocked up into the air and back 5ft.  The fire type uses ki to focus kinetic energy to create a wave of fire.  The attack gains a +1d6 points of fire damage and can cause flammable objects and liquids to catch fire.  The electricity type uses ki to focus the bodies own bio-electrical energy.  The attack gains a +1d4 points of electrical damage, targets must make a Fortitude save (DC 15) or else be stunned for 1d4 rounds. Energy is something of just a hodgepodge of various elements, mainly fire and electricity.  The attack does +1d8 points of damage which can catch things on fire, and can stun an opponent for 1 round (Fort Save, DC 10).  The kick itself, regardless of the energy type used, gets a +3 to damage.
Range: Melee

Flying Knee Thrust
Prerequisites: BAB +6, Tumble 3 ranks.

Description: The user makes a quick broad jump at their opponent and drives their knee into them.
Ki Cost: 1
Action: Move Equivalent, part of an action.
Damage: This is an aerial maneuver.  The attack is made as part of the characters movement plus one of their actions.  The attack provides a +2 to damage and the character gains some other benefits for using this aerial maneuver.  The character only makes 1 attack with this.  The character draws no attacks of opportunity with this maneuver; the character can cover the distance of up to 6 ft away with this maneuver.  The character needs only 4 feet of room to initiate the attack.  The character lands up to 6ft away when completed, or where ever they hit their target.
Range: Melee

Flying Thrust Kick
Prerequisites: BAB +12, Tumble 12 ranks, Jump.

Description: This unusual maneuver requires the person to have strong legs.  The person thrust kicks into the air (above the head or at a high angle) so hard that they are lifted off of the ground and rockets into the air, heel-first with their body inverted.  In order to perfect the move the fighter has to develop the leg flexibility to do a full split and must have superhuman leg muscle conditioning.  One-legged squats are popular training exercises for developing the leg muscles.

Ki Cost: 1
Action: Full Round

Damage: The thrust kick is just like a dragon punch and can render an opponent prone.  The person does an additional +6 points of damage with this attack.  The attack gains a +1 to damage for every 6 ranks in Tumble the character has.
Range: Melee

Forward Flip Knee
Prerequisites: BAB +6, Tumble 6 ranks.

Description: This move is similar to the Back Flip Kick, except the fighter actually launches into a forward flip over the head  of an opponent.  As they drop out of the forward flip the fighter uses their body weight to drive their knee into the opponents back.

Ki Cost: None

Action: Full Round

Damage: The fighter must attack someone that is standing with in 5ft of the character, the character will land directly behind the target once the maneuver is completed.  The character makes a normal attack roll, and damage roll, however their opponent is at a -2 to their Defense with this maneuver, since that attack lands on the persons back and not in the direction they are facing.  If the target can not be flanked then they suffer no Defense penalty.  The attack does not draw an attack of opportunity.  The character gains a +2 to damage done with this attack.
Range: Melee

Great Wall of China
Prerequisites: BAB +15, Lightning Leg.
Description: No one in the world is known to posses this ability.  This skill is often left up to as superstition.  After all no one alive could possible posses the kicking ability necessary to execute this maneuver.
Ki Cost: 2
Action: Full Round

Damage: The character selects 3 spaces or targets directly in front of them.  They then fill this area with a blinding barrage of kicks that appear to the naked eye as a solid wall of leg and foot.  Only 1 attack roll is made for all 3 spaces or targets (if a space has more than one person in it but not behind the other they are hit as well).  If the attack lands each target with in the area affected is hit 3 times, and as such takes damage accordingly.  With a critical hit, the targets are hit 4 times each.
Range: Melee

Handstand Kick
Prerequisites: BAB +6, Tumble 3 ranks.

Description: The fighter bends over, puts their hands on the ground and presses their legs up into a handstand.  The legs snap up with the force  of a kicking mule, bringing an airborne opponent down for a crude landing or just clipping a ground opponent in the chin.

Ki Cost: None
Action: Full Round

Damage: This attack can be used as a reaction to an airborne attack, character must make a Reflex save (DC equal to the attackers attack roll).  If they make the Reflex save they are able to counter the attack knocking the attacker from the air (Roll to hit for the counter attack, if missed the attacker is only knocked from the air.)  The attack does an additional +4 points of damage.  Opponents struck by the attack must make a Reflex save or else be rendered prone (DC equal to the attack roll made.)
Range: Melee

Hurricane Kick
Prerequisites: BAB +12, Tumble 9 ranks, Whirlwind attack.
Description: This difficult maneuver has the character leap at their opponent, spinning in a circle and lashing out with kicks each time they spin.

Ki Cost: 3

Action: Full Round

Damage: The character makes only 1 attack roll, if they make the hit, they immediately land a number of kicks equal to their Dexterity Modifier and Wisdom Modifier combined.  The attack can only hit standing opponents; it can be used to intercept a charge attack as an attack of opportunity (if used as such the character forgoes their move equivalent action for the next round.)  Anyone with in the range for a whirlwind attack is affected by this attack.  The attack is an aerial maneuver.  The character may also move while performing the technique, but only at their normal speed (on the ground only).
Range: Melee

Lightning Leg
Prerequisites: BAB +12, Double-Hit Kick.

Description: The user is able to lash out with a barrage of kicks striking high and low in quick succession before the foot even touches the ground.

Ki Cost: 1

Action: Full Round

Damage: The character makes 1 attack roll, the character automatically lands a number of kicks equal to their normal number of attacks +1.  The character can only target 1 person for all of these.  The attack however does draw attacks of opportunity from anyone else except for the person being attacks.
Range: Melee

Slide Kick
Prerequisites: BAB +6, Tumble 3 ranks, Improved Trip.

Description: This is a technique used to take an out a persons legs.  From a ready stance, the fighter drops to the ground and slides out at their opponent kicking at their feet.

Ki Cost: None
Action: Move Equivalent, +1 action 

Damage: The character makes a normal attack roll initially from up to 10ft away.  If they make the roll they then can move in with out incurring an attack of opportunity, additionally if they roll a critical hit the opponent must make the appropriate save for a trip attack (this does not incur an attack of opportunity either.)  The character gains a +3 to damage dealt with this technique.
Range: Melee

Spinning Foot Sweep
Prerequisites: BAB +6, Tumble 3 ranks, Improved Trip.

Description: rather than just sweeping 1 persons feet, the person can spin a full 360 degree’s tripping anyone close to them.
Ki Cost: None
Action: Full Round

Damage: The attack does no real damage; it is used in conjunction with the Improved Trip feat to affect a group of people rather than just 1 target.
Range: Melee

Whirlwind Kick
Prerequisites: BAB +12, Tumble 12 ranks.
Description: This technique is just like the hurricane kick only the person does a hand stand, and has both legs extended parallel with the ground, the person then spins like a top
Ki Cost: 2
Action: Full Round

Damage: Like that for the hurricane kick, only it is at a -2 to hit, but at a +2 to damage.
Range: Melee

Wounded Knee
Prerequisites: BAB +9.
Description: This is a maneuver used in native American Wrestling and kickboxing.  The Wounded Knee involves the fighter executing a low powerful kick that drives their shin into the out side of their opponent’s thigh.  This kick hits the femoral nerve, which runs down the out side of the leg, and weakens the opponent’s leg, making it hard for them to move or kick.
Ki Cost: None
Action: Standard
Damage: Same as a normal attack, only with this attack the opponents Speed is reduced by ½, and they can not use any kicking maneuvers for 1d4 rounds.
Range: Melee

Block Techniques

Generally, blocking is not something overly used in d20.  If a character blocks something its an automatic reaction to an attack with is calculated into the characters Defense.  However I’m adding Blocking Techniques that enhance upon the characters over all Defenses depending on the situation.  Some techniques are simply counter techniques that are used to counter an attack with a normal attack.  Using a Blocking technique requires the player to declare what technique they wish to use.  They may declare this only at the start of an opponents turn, and may only use 1 blocking technique per opponent in a round.  The same technique can be used on multiple opponents so long as its declared.
Deflecting Punch
Prerequisites: Class Defense Bonus +3, BAB +3, Punch Defense, Combat Reflexes.
Description: Wing Chung Kung Fu is famous for quick counter punches that deflect an opponent’s punch at the same time the fighter is themselves attacking.  The person blocks their opponents punch with one of their own, but at the same time they are able to strike their opponent.
Ki Cost: None
Action: Move Equivalent
Bonuses: As a reaction to a melee attack, the character may attempt to block the attack and counter attack at once.  The character must make a reflex save equal to the attackers roll to hit, if they make the save their Defense increases by 2 point for that attackers turn, effective as soon as the character makes their reflex save.  The increase in Defense is counted in as if the character had already had the bonus prier to the attack.  The bonus persists for the remainder of the attackers turn, only 1 counter attack can be made however.  The character can make a number of Deflecting Punches a round equal to their Dexterity modifier +1, the Defense bonus can be applied to multiple targets so long as the character makes their Reflex save.  If the save is failed the character receives no bonuses to their Defense and they may not counter punch the attacker.
Range: Melee

Kick Defense
Prerequisites: Class Defense Bonus +2.

Description: The character is able to anticipate their opponent’s actions and as such know how to anticipate kicks and knee attacks, however since the person is focusing on leg work they can be caught off guard with punch attacks.  This is best used on opponents that specialize in kicking attacks.

Ki Cost: None

Action: None

Bonuses: The character gains a +2 Defense Bonus against kicks and kicking techniques.  However while using this the character is at a -2 to their Defense against punches and punching techniques.

Range: Melee

Maka Wara
Prerequisites: Class Defense Bonus +4.

Description: This is a grueling training method used to strengthen ones body against harm.  Practitioners often strike objects of varying hardness such as wood, stone and steel.  They do this until they are sore, broken and bleeding.  The repeated blows, over time, causes the persons bones to harden until they are practically rods of steel.  The persons skin is equally conditioned, as their bodies are struck with bamboo poles repeatedly until they break.
Ki Cost: None
Action: None
Bonuses: The character gains a natural Damage Reduction of 2/--.  The effects are always on.  This does not stack with the DR of armor, only one DR must be used.
Range: Self
Punch Defense
Prerequisites: Class Defense Bonus +2.

Description: This is just like the kick defense only it deals with punches.

Ki Cost: None

Action: None

Bonuses: The character gains a +2 Defense Bonus against punches and punching techniques.  However while using this the character is at a -2 to their Defense against kicks and kicking techniques.
Range: Melee

San He
Prerequisites: Class Defense Bonus +2, Focus 6 ranks.

Description: Some styles teach practitioners the ability to root their bodies to the ground using their ki.  This same energy can be spread out across the surface of the body causing all the persons muscles to tighten.  This rigid, immoveable stance is part of the San He form of Kung Fu.  Other styles refer to it by different names.  When a Fighter assumes this stance, their body becomes like a single piece of iron, immovable and resistant to all attacks.
Ki Cost: 2
Action: Defensive, or Total Defense
Bonuses: When executing the defensive or total defense actions the character is able to double their bonuses for being on the defensive or in total defense.  Additionally it can be used when grappling.  The character must have had this active prier to someone attempting to grapple with them.  The character gains a +5 to all of their grapple checks made while using this technique.  Use of this technique must be declared at the start of the characters turn.  The character must make a Focus skill check (DC 15) in order to use this technique.  If they fail they do not loose any ki, but can not use the technique.
Range: Self
Missile Reflection
Prerequisites: Class Defense Bonus +4.

Description: This is very much like the Deflect Arrows feat found in the Dungeons and Dragons players handbook.  The character can catch arrows and knives thrown or launched at them, often enough they can return this object right back to where it came from.

Ki Cost: None

Action: Reaction
Bonuses: At any time the character has a physically thrown or fired object launched at them (except for guns of any type, only bows & arrows, thrown knives and such can be caught) they may make a Reflex save with a DC equal to the persons attack roll.  If they make the save they can catch the projectile.  Gun fire can be deflected, but not caught, as such the character must be holding a solid object that can with stand a bullet hit such as a large rock, a manhole cover, and so on, (if deflected there is a chance of it rebounding toward a different target such as a companion).  Arrows that are caught must be fired back with a bow, most people do not have the strength to throw an arrow with enough force for it to really harm someone.  Other things caught can be thrown back during the characters next turn, they can however drop anything caught immediately so that they can continue to catch things.
Range: Self
Energy Reflection
Prerequisites: Class Defense Bonus +4, Focus 12 ranks, Missile Reflection.

Description: Once a fighter has mastered the art of catching and returning physical objects, they can begin to catch and reflect energy attacks.  This phenomenal maneuver also requires the fighter to have a high degree of control over their ki.  They must be able to instantly summon the correct energy into their hands to “catch” energy projected at them and reflect it away.
Ki Cost: 2
Action: Reaction
Bonuses: The technique works just like the Missile Reflection technique except that the character can reflect any kind of energy projectile such as a fireball, bolt of lightning and so on.  The character must use their ki for each projectile reflected.  The DC for the Reflex saves is dependent upon the attack if it allows for one (including actual magic spells).  If the attack offers no reflex save the character may make a reflex save with a DC equal to 10 + the person’s level.  The attacks can only be knocked away form the character as such they can hit a different person by accident, they can not be redirected back toward the person who launched it.
Range: Self
Grappling Techniques


Grappling in and of itself can make for some interesting combat, however there are few actual techniques that are expressed or shown in the d20 modern.  In the Street Fighter games, grappling and throwing is a good way to getting an opponent down.
Air Throw
Prerequisites: BAB +6, Tumble 3 ranks, Jump, Throw

Description: This technique is often used by wrestlers who jump into the air to catch an aerial opponent, grab the opponent like a hawk snatching a dove, and then slam the opponent to the ground.  Some fighters prefer to grab their opponents and fall with them to crush them into the ground.  Others grab their opponents and bring them down on top of themselves, while still others prefer the finesse of grabbing opponents out of the air and dashing them to the ground.
Ki Cost: 1
Action: Reaction
Damage: This attack is used while an opponent if airborne with by jumping or using an aerial technique.  The character must jump where the target is (distance is dependent upon how far away the target is and how high up they are).  The character makes a normal grappling check to just grab the target.  If they succeed they may attempt to throw the target to the ground, rendering the target prone (unless the target can make a tumble check DC 20).  Throwing the target to the ground requires a Strength check, DC 20.  Damage is equal to the characters unarmed damage, +1d6 points of damage for every 10ft in the air the person is when thrown.  This counter attack counts as a move equivalent action.
Range: Melee

Back Breaker
Prerequisites: BAB +9
Description: This is a fairly standard wrestling move used by many American wrestlers.  This has had 2 different variations, the first is a non lethal method of lifting a person over your head and then slamming them into the ground, the other method is the same only you drop the opponent on her knee, which can either kill them or paralyze them; only a lucky few survive this.

Ki Cost: None

Action: Grappling
Damage: The character must make both a standard grapple check  and Strength check.  If they make the grapple check they may immediately lift their opponent over their head so long as they make their strength check to lift the target (dependent upon how much the target weights.)  If they make the Strength check they may immediately slam the opponent to the ground doing an additional +3 points of damage.  If the character wishes to use the more lethal method of the attack they can.  With this the opponent must make a Fortitude save, DC equal to the total damage dealt by the attack.  If they make the save they are stunned for 1d4 rounds, if they fail the save they must immediately make another Fortitude save (DC 25).  If they fail this save their back is broken, the character is treated as if they were completely paralyzed, as such they can not attack or defend themselves.  The second more lethal method is considered an illegal use of the technique by most, if not all fighting groups including the Street Fighter tournaments.  The second use of the technique is also illegal in some states and/or countries.
Range: Melee

Back Roll Throw
Prerequisites: BAB +9, Tumble 3 ranks, Throw.
Description: This is an advanced version of the Throw technique. Instead of using their shoulders and hips to throw an opponent, the fighter grabs hold of the opponent, plants their foot in their stomach and rolls backwards onto the ground and then kicks the person off of past the fighters head.
Ki Cost: None

Action: Reaction/Grappling
Damage: The character first must make a standard grapple check, if they make the check they may immediately throw the person.  The distance that the person is thrown is unchanged for throwing a person, but add 4ft to that distance.  Damage is equal to the characters unarmed damage, +2.  On the down side both the opponent and the character are rendered prone, the character may however stand as a free action so long as they have not moved for that round.  If being done as a reaction to an attack, the character must make a Reflex save equal to the opponents attack roll, if they make the check they can use the technique, although if the opponents attack hits they still do damage prier to being thrown.  The attack can be used to intercept a charge attack as well, but the character must be aware of the attack in order to use this.  If they make al of their checks the opponent takes damage equal to what they would have dealt to the character, plus the characters own unarmed damage.
Range: Melee

Grappling Defense
Prerequisites: BAB +12, Class Defense Bonus +4.

Description: Wrestlers don’t survive long unless they learn ways to escape and counter the grabs and holds of other wrestlers.  Other styles such as the kung fu art of Chin Na or jiu-jitsu, formalize this grappling training.

Ki Cost: None

Action: N/A

Bonus: This is similar to some blocking techniques, only it deals with grappling.  The character gains a +2 Defense bonus and +2 bonus on Escape Artist or Grappling checks to evade a grapple.
Range: Self
Hair Throw
Prerequisites: BAB +9, Tumble 6 ranks, Throw.
Description: This throwing technique has the fighter charging at their opponent, flipping over them, grabbing their hair or head at the same time, landing and using that same momentum they throw their opponent.

Ki Cost: None

Action: Full Round

Damage: This is a charge attack.  The character must be charging their opponent.  First they make a Tumble check (DC 15) to flip over the persons head, next they make a grapple check to grab the person.  If they are able to grab them they immediately may throw the person with a Strength check.  Damage is equal to the character’s unarmed damage +5.  The opponent may also loose some hair from this.

Range: Melee

Neck Choke
Prerequisites: BAB +9.

Description: This is a simple choke hold technique used by many wrestlers and fighters.

Ki Cost: None

Action: Grappling

Damage: The character must first get an opponent into a grapple and maintain it.  Once an opponent has been grappled it must be declared that the neck choke will be used.  Each round that the attack is maintained the opponent must make a Fortitude save for suffocation.  If the opponent fails the check the first time they gain a -2 to all actions for 1d6 rounds, each round that they fail the check the amount of the penalty increases by 2.  However the opponent can only take so much from lack of oxygen.  If they hold is maintained for a number of rounds equal to the characters Constitution modifier +2 (no lower than 2), then they must make a Fortitude save (DC 25) or else be rendered unconscious, every round that they make the check the DC for the next one increases by 2.  If the hold is maintained for a number of round equal to the opponents Constitution score the opponent must make a Fortitude save vs. death.  If failed the opponent is killed, although there is a chance of them being able to be resuscitated if a medic is quick enough.
Range: Melee

Pile Driver
Prerequisites: BAB +9, Tumble 3 ranks.

Description: The pile driver is one of the most well known wrestling moves ever.  It is difficult to execute at times and many fighter have their own variations of this.  The fighter must be able to grab an opponent, flip them upside down so that their head is between the wrestlers legs and the opponents legs are extended above the fighters head.  The fighter then jumps up and raises their own legs into and almost seated position.  When the wrestler and their victim land, the opponents head hits first.

Ki Cost: None

Action: Grappling/Full Round

Damage: The character must be able to make 2 consecutive grapple checks along with a strength check.  If the make all of this they can grab their opponent and flip them around.  They then can either use a simplified version of this where they just drop down rather than jumping, or they can actuall attempt to jump into the air.  With the simplified version the target takes double damage, and is prone. If the character is jumping they must make a jump check (keeping in mind the extra weight of lifting a person into the air with them) that at least clears 2ft.  The opponent takes damage equal to the characters unarmed damage +4 points of damage.
Range: Melee

Siberian Bear Crusher
Prerequisites: BAB +9, Tumble 6 ranks, Back Breaker.

Description: This is a very difficult technique to pull of sometimes.  First the fighter charges their opponent, grabs them, and leaps into the air, they then adjust the opponent into an airborne back breaker position and drop down with the person in that position.
Ki Cost: 1
Action: Charging/Grappling
Damage: The character first must be able to complete and hit with a charging attack.  If they hit they then must make a grapple check, and then a jumping check (must be able to clear 5ft), they then make a tumble check (DC 20).  If all of these are made the character is able complete the attack.  Damage is equal to the characters normal unarmed damage, +3 points of damage for the back breaker, and +1d6 points of damage for every 10ft the character can clear with their jump.  If the character fails any one of these or the opponent escapes the grapple check the technique fails.
Range: Melee

Siberian Suplex
Prerequisites: BAB +12, Tumble 6 ranks.

Description: This technique is essentially a double suplex.  The suplex is a fairly common wrestling maneuver where the fighter grabs their opponent from behind, (around the waist), lifts them up and arches their back, slamming the opponent head first into the ground.  With this version the fighter slams the person so hard into the ground that they bounce up allowing the fighter to do it a second time.
Ki Cost: 1
Action: Grappling/Full Round
Damage: The character simply must be able to get their opponent in a grapple and perform a suplex on them.  If the attack is successful the character may make 1 more damage roll.  If a critical is rolled, only one of the damage rolls is affected.  The character gains a +2 to damage on both damage rolls.
Range: Melee

Spinning Pile Driver
Prerequisites: BAB +12, Tumble 9 ranks, Jump, Pile Driver
Description: This technique is executed just like the pile driver, only the fighter must be able to leap very high into the air where they (they spin as they go up and come down).  They come down with more force than a normal pile driver.  Only one of these is sometimes enough to drop a person.  The spin is not necessary but does aid in disorientating opponents.
Ki Cost: 2
Action: Grappling/Full Round
Damage: Same as that for the pile driver, only it gains an additional +3 to damage.
Range: Melee

Storm Hammer
Prerequisites: BAB +15, Tumble 9 ranks, Jump, Strength 18+, character’s height must be over 6ft.

Description: This is a highly unusual grappling attack and it requires a vast amount of physical strength to do.  The fighter grabs their targets head in one hand, leaps into the air with them and begins to swing them around, they then the unfortunate person has their head slammed to the ground.  Anyone who is able to complete this attack has very few opponents that are able to stand after this
Ki Cost: 2
Action: Grappling/Full Round
Damage: The character must first be able to make a successful grapple check.  They then make a jump check that must clear 6ft, as they do so they must make a Strength check (DC dependent upon the targets weight), followed by a Tumble check (DC 20).  If all of these are successful the character then drops down bashing their opponents face into the ground.  The damage dealt is equal to the characters unarmed damage, +7.  If any one of the checks fails or the target escapes the grapple the attack fails.
Range: Melee

Thigh Press
Prerequisites: BAB +6, Tumble 6 ranks.

Description: This is also called a reverse suplex.  The fighter uses their legs and not their arms.  The fighter wraps their legs around the opponents head and shoulders locking their feet behind the back of the opponent.  The fighter then drops their weight backwards, bending the opponent over.  As they do this the fighter flips backwards doing a half back flip ad landing on their stomach, meanwhile the opponent is pulled over and off their feet, smashing head first into the ground
Ki Cost: None

Action: Standard

Damage: Damage is the same as if the character had performed a normal suplex (+2 to damage).  Look at the Siberian Suplex for details on a normal suplex.  The opponent however is at a -2 to any escape artist checks or other attempts to break the grapple.
Range: Melee

Throw
Prerequisites: BAB +3.

Description: This is a standard throwing maneuver taught by just about any fighting style.  There is a very large selection of types of throws to choose from, all of which get the job done.
Ki Cost: None

Action: Grappling/Full Action/Reaction
Damage: This technique has a few different uses.  It can be used as part of a normal grapple action to throw an opponent, or it can be used as a reaction to an attack.  When used as a reaction the character uses the opponents momentum against them.  The character must make a Reflex save equal to the targets attack roll.  If they make the check they can attempt to grab the target and move in such a way that either their own momentum renders them prone, or the character is behind the target with their arm twisted behind them.  This simple use can negate a targets other attacks for that round, either use works, although if the person is prone they will have to get up.  This is best used to surprise a surprise attacker who thought the character didn’t know that they were there.
Range: Melee

Athletic Techniques

These are something’s not seen in a lot of RPG’s, actual athletic and acrobatic attack.  Generally if a play says that their character has an acrobatic fighting style the GM would just describe the character as dancing in between punches and kicks, flipping over their opponent and so on.  These techniques are based upon either the character’s Tumble skill, or Balance Skill, most of them will deal with Tumble though.  Additionally most of these attacks are airborne attacks.  Most of the techniques additionally require tumble checks, but also incur an attack of opportunity.  (Same goes for some of the other techniques already listed.)   As such if the character has to make any tumble checks for using their technique they automatically get to make a standard tumble check to move through or into occupied areas with out incurring an attack of opportunity.  Techniques that incur an attack of opportunity are canceled if the character is dealt any damage while they are using the technique.
Air Smash
Prerequisites: Tumble 3 ranks, Jump.

Description: This is a move popular with very tall or large fighters because it uses the fighters own weight to flatten an opponent.  The fighter leaps into the air and then falls straight down onto an opponent.  The exact specific of how the fighter lands is up to the player of course.  Some can use their butt to do this with, other prefer an elbow drop, or a leg drop, or just a good old fashioned body slam.
Ki Cost: None

Action: Full Round
Damage: The character must be able to leap into the air (must clear at least 5ft).  The character simply falls on top of their opponent, allowing their weight to do the work.  Damage is equal to the character’s normal unarmed damage, +1 point of extra damage for every 50lbs of weight the character brings down on the target ( a 200 lbs character could do an extra 4 points of damage), plus another +1d6 points of damage for every 10ft up that the character falls.  The attack is an aerial maneuver.
Range: N/A
Beast Roll
Prerequisites: Tumble 15 ranks, Rolling Attack, Vertical Rolling Attack
Description: Very few individuals have deciphered exactly how to accomplish this gravity-defying move.  The fighter begins by springing backwards into several aerial back flips, then rolls back forward in a series of somersaulting forward flips to ram their head into an opponent.
Ki Cost: 1
Action: Full Round/Move Equivalent
Damage: The attack is an aerial maneuver that can be used to dodge projectiles.  The character begins by making a Tumble check (DC 20) for moving backwards, this initial part can also be used to strike an opponent behind the character.  The character must be able to move back about 10ft doing this, then they suddenly spring forward (often bouncing off a wall, or other opponent) to fly in a spinning ball at the opponent directly ahead of them, this requires another Tumble check (DC 20).  The damage that the character does is 2 parted.  For the opponent hit (if any) directly behind the character as they move back, the damage is normal unarmed damage.  For the main target though Damage I equal to the character normal unarmed damage, +3.  The character can only move a total distance forward equal to their normal Speed, distance moved back wards counts as part of this.  The character still needs to be able to hit the targets, and they can only make use of their normal movement rate.  The technique draws no attacks of opportunity if the character gets their Tumble checks over a DC of 25.
Range: N/A
Cannon Drill
Prerequisites: Tumble 15 ranks.

Description: This is another unusual technique.  To execute the cannon drill, the fighter throws their body into a low airborne trajectory.  The fighter’s body actually twists in mid air as they fly across the field to strike their opponent feet first.

Ki Cost: 1
Action: Full Round

Damage: This attack uses the characters body as a projectile.  The character needs only 5ft of room to get a good start to leap into the cannon drill attack.  The character is low enough to the ground however that it is not considered an aerial attack.  The character must make a Tumble check (DC 20) in order to properly execute the attack.  The character does +2 points of damage if they can land the attack.  The character still needs to be able to hit their target though.

Range: N/A
Diving Hawk
Prerequisites: Tumble 9 ranks, Focus 3 ranks, Jump.
Description: The diving hawk maneuver allows a fighter to soar over incoming projectiles and the dive down to crush the missile throwing opponent.  The fighter jumps straight up into the air, then positions their body into a gliding position of sorts, emulating a hawk diving at its prey.  They then soar down to strike their chosen victim with a full body collision.
Ki Cost: 1

Action: Full Round/Move Equivalent/Attack of Opportunity
Damage: The character must first be able to clear 10 ft with a Jump check to either avoid a projectile attack or just as a normal attack.  When ever an attack offers an attack of opportunity or a Reflex save the character can make an attempt to counter attack.  The character must choose either to make the save or to counter the attack.  If they decide to counter the attack they make a Jump check in place of the save.  If they make the check they avoid all damage from the attack and can make 1 attack against the attacker.  The character has to make a Tumble check at the apex of their jump (DC 20), if failed the fighter can not position themselves correctly for the attack, and the technique fails.  The character can fly in at their target so long as they are with in ½ of the characters speed.  The character still must make an attack roll t hit, but at a -4 to hit.  If they do hit, the character does their normal amount of unarmed damage +1 for every 50lbs the character weights, +1d6 for every 10ft into the air that the character has attained with their jump.  This is an aerial technique.
Range: N/A

Drunken Monkey Roll
Prerequisites: Tumble 6 ranks, Dodge, Mobility
Description: It is said that the unjustly imprisoned founder of Monkey Kung Fu invented this evasive maneuver after watching a group of monkeys through the bars of his cell get drunk on wine thrown out by the prison guards and began staggering and rolling around on the ground.  Copying the monkeys drunken antics, the master developed a series of evasive tumbles, which became the Drunken Monkey Roll.

Ki Cost: None

Action: None

Bonus: The character Gains a +2 Defense bonus against all attacks except for grappling attack.  The bonus does not stack with blocking defense bonuses, you must choose 1 sort of defense to use.
Range: Self

Flying Body Spear
Prerequisites: Tumble 9 ranks, Jump.
Description: Street Fighters seem to find and unending way of being able to use their bodies as weapons.  This special technique involves the fighter jumping into the air and twisting their body into a corkscrew like projectile.  Some fighters go down feet first, others head first, or they use their fists.
Ki Cost: 1
Action: Full Round/Move Equivalent/Attack of Opportunity
Damage: This technique works exactly like the Diving Hawk, but it is simpler to pull off.  The DC for all checks is reduced by 5.  This is an aerial technique.
Range: N/A

Flying Head Butt
Prerequisites: Tumble 9 ranks, BAB +3
Description: This move is executed in the same manner as the Flying Body Spear, only the fighter is closer to the ground and the technique can not be used to evade projectiles, but it is faster to use.
Ki Cost: 1
Action: Move Equivalent
Damage: The attack is used as apart of a movement action.  Instead of walking or running up to an opponent the character leaps directly at them head first, only with out the corkscrew spin.  The character can move up to 20ft in this fashion.  The attack is a charging attack, although once the character has moved they may make use of their normal number of actions.  The attack does draw attacks of opportunity however.  The character does damage equal to their unarmed damage +4.
Range: N/A

Flying Heel Stomp
Prerequisites: Tumble 9 ranks, BAB +6, Jump, Spring Attack.
Description: This high-flying aerial assault utilizes a fighter’s own body weight to hammer an opponent from abover.  The fighter leaps into the air above their opponent’s head and lands heal first on their head and/or shoulders.  The fighter then uses their opponent as a spring board to land safely away.
Ki Cost: 1
Action: Full Round

Damage: The attack requires that the character at least be able to jump a height equal to their opponent +1 foot.  The fighter does their unarmed damage +1 for every 50lbs the character weights, +1d6 for every 10ft into the air that the character has attained with their jump.  This is an aerial technique.  The character has to make a Tumble check (DC 20) just after they make their jump check, but before they make an attack roll.  If they fail this check they fall (prone) immediately after stomping the target, if they hit.  If they make the check they stomp the target if they hit and are able to land easily.
Range: N/A

Jump
Prerequisites: Tumble 3 ranks, Jump 9 ranks.
Description: This technique is one of the most basic and most used techniques.  Fighters who know this technique are able to leap much higher than a normal person. Some fighters can jump over cars, others can jump to the tops of 1 story buildings.  This technique is also essential to some other techniques, and for dodging projectiles.
Ki Cost: None

Action: N/A
Bonus: The fighters jumping distance (height, width and such) is not limited to the character’s height.  This technique also provides a +2 defense bonus against projectiles only, as the character will leap over the shot(s), rather than just ducking or hiding.  In order to receive the +2 the character must make a jump check each time they encounter a projectile grouping (anything shot by 1 target for that targets action), they need to be able to clear at least 8ft in order to dodge the projectile(s).  If they fail they do not gain the +2 defense bonus.
Range: Self
Kippup
Prerequisites: Tumble 6 ranks.

Description: This is a basic martial arts technique used my many fighters to stand quickly.
Ki Cost: None

Action: N/A
Damage: This technique allows a prone character to stand up as a free action.
Range: Self
Rolling Attack
Prerequisites: Tumble 9 ranks.

Description: A fighter executing this amazing move leaps forward through the air and tucks into a somersault.  The fighter the rolls  through the air as far as their momentum will take them, or until they slam into something or some one.
Ki Cost: 1
Action: Full Round
Damage: The attack is an aerial maneuver but can not be used to dodge projectiles.  The character needs at least 5ft to build momentum, they then leap forward tucking up into a ball.  This requires a Tumble Check (DC 20).  If they make the check they fly toward their destination (up to the character’s normal Speed away).  An attack roll to hit is needed.  The attack does the characters unarmed damage +3 in damage.  The technique does draw attacks of opportunity and is considered a charging attack.  Failing the Tumble check will result in the character falling to the ground (prone).

Range: N/A

Vertical Rolling Attack
Prerequisites: Tumble 9 ranks, Jump.
Description: This move is almost identical to Rolling Attack, except the fighter leaps up in the air instead of forward.  The move is good for knocking down high jumping opponents or for vaulting over fences or onto roofs.
Ki Cost: 1
Action: Full Round/Reaction
Damage: The same as a Rolling Attack, only the fighter can attack airborne targets, or they can use this to dodge projectiles.  The technique automatically allows the fighter to clear an additional 2feet for every 4 ranks in Tumble.
Range: N/A

Wall Spring
Prerequisites: Tumble 9 ranks, Jump
Description: This move is similar to the regular Jump technique, but it incorporates some wall-bouncing action to give the fighter even greater range and height.  Springing off a wall can be used to climb between 2 walls, or to gain greater distance or height to a jump.
Ki Cost: None

Action: Move Equivalent
Damage: The character must choose at the start of their movement if they wish to perform a wall spring.  The character makes an initial jump check to determine how high up the wall they jump.  They then make a Tumble check (DC 20) to spring off the wall.  If they make the check use their total adjusted roll for the tumble check, + ½ of what they rolled for their Jump check, add the 2 together.  Use this number to determine the height and distance of the character’s jump.  The wall spring is a good way for a fighter to get a really high jump and to inflict some massive damage on an opponent with another aerial technique.  It’s also handy for helping to avoid projectiles, or against characters making a charging attack.
Range: N/A

Ki Techniques


Not all fighter’s rely wholly on their physical prows to win a fight.  Many advanced fighters have learned how to focus and channel their body’s ki to accomplish impossible feats.

Acid Breath
Prerequisites: Focus 9 ranks, Constitution 14+.
Description: This is a dangerous and foul power developed by only a few fighters.  Fighter’s using acid breath are able to churn their gastric acid into a highly toxic mixture, which they then vomit forth in a spray at any one near by.  The acid acts just like real acid, and burns continually until the victim can immerse themselves in water, or receive some other treatment.
Ki Cost: 2
Action: Single Action/Use
Damage: The attack is pretty much a 1 time use deal.  The fighter deals 1d6 points of acid damage each round if they are able to make a ranged touch attack.  Often at times some fighters employ its use while grappling (which is allowed as a normal attack action while grappling).  The acid remains in effect until the victim is immersed in water or some other chemical that negates the harmful effects of acid, beyond that its effects end after about 1d8 rounds.  Targets do get to make a Reflex save to for half damage, unless they are grappling and are pinned.  If pinned they get no reflex save.
Range: Constitution Score in feet.
Chi Kung Healing
Prerequisites: Focus 12 ranks.

Description: Ancient Chinese doctors could reputably work healing miracles by Focusing  their ki into their patients.  This ability is something akin to a paladins “Laying on hands” power where in the user touches someone and focuses their ki into the person, temporarily restoring a persons damaged body, allowing them to remain active or survive until proper treatments could be applied.  A few others have been able to actually heal damaged area’s of the body permanently.  This of course does nothing for diseases and such things.
Ki Cost: N/A
Action: Full Round

Benefit: The character is able to spend their ki points to temporarily restore lost HP, or ability score points.  1 ki point will restore 1d8+1 points of damage for 1 hour, while 2 ki points for temporarily restoring an ability score point for 1 hour (unless do to a lost limb), 4 points to permanently restore 1d4+1 HP, and 8 points to permanently restore 1 ability score point (unless do to a lost limb).  The user can use this power on them selves if they need to.  The character can only spend a number of ki points in a round equal to the number of ranks in their Focus skill.  Each time the character needs to heal themselves or someone they must make a Focus check (DC 15).  If failed they do not loose any ki, but do not heal either.  With powers and effects that inflict other sorts of conditions or status changes on the person you need 2 rounds of using this power in order to repair the damage done.  The power can be used on others as well as one’s self.
Range: Touch
Cobra Charm
Prerequisites: Focus 6 ranks.

Description: Kabaddi fighter’s are masters of mental powers.  Having mastered the hypnotic trick of charming cobras with flute music, they are able to apply their hypnotic influence to other humans.
Ki Cost: 2
Action: Full Round

Benefit: The character must be close enough to their target to be able to make eye contact (with in 5ft).  Once the target makes eye contact with the character they ca attempt to use their hypnotic abilities on the target.  The character makes a Focus skill check, while the target gets a Will save.  If the target is successful in resisting they notice nothing.  If the character wins the check then they have hypnotic control over the target.  The victim can not be made to do anything they would other wise not do, such as hurt themselves.  The character can only give the victim basic commands, which the victim will follow.  The victim does get to make a Will save each round against the characters Focus Check.  If the victim wins they snap out of it with no recollection of what they just did.  Any harm inflicted upon the victim will also snap them out of it.  With this technique a target can be made to forfeit a match.  Eye contact must always be maintained other wise the technique ends the next round (after the character and the victim have had chances to act.)  The character does gain priority in initiative while this technique is in effect.  Note though that making another fighter forfeit the match does not always work.  Some fighters like Ryu never give up until there is a definite winner.  The technique can only be used only once against a target per match up or combat.
Range: 5ft initially, after which the character can be up to 15ft away and still maintain control.
Extendible Limbs
Prerequisites: Focus 12 ranks, Constitution 14+.
Description: This remarkable power takes a great deal of intense meditation, and focusing by Kabaddi masters to acquire.  In the end the masters have acquired the uncanny ability to stretch their limbs.  This essentially becomes an easily used ability for the Kabaddi masters once it is acquired.
Ki Cost: None

Action: As part of any normal action.
Damage: The character is able to strike at targets up to 6ft away from them, thus providing the character with a reach attack.  This can be done with a punch, kick, or sometimes the character can stretch their fingers allowing them to reach into places that a normal sized hand could not.  The character, on top of being able to make reach attacks, gains a +5 to Escape Artist checks, & Grapple checks for escaping due to the flexibility and malleability of the character’s body.  The characters unarmed attacks still do normal damage, only they can choose it hit with a normal attack or to strike from a distance.
Range: Melee/6ft reach.
Fireball
Prerequisites: Focus 9 ranks.

Description: Some fighters have learned to harness their ki to such a degree that they ca release that energy out of their bodies as projectiles.  The fighter often has to undergo rigorous mental and spiritual training to harmonize the flow of ki through their body until they can use this attack instantly.  This is not always an actual fireball like that f the magic spell.  For some it’s a ball of energy that looks to be firry, but is in fact not, while with others it actually is a ball of fire.  In either case it is treated as a ball of fire.
Ki Cost: 2
Action: Full Round/Reaction
Damage: This attack can only be fired from the ground, however it can be used to intercept airborne targets if used as a reaction.  The character must make a ranged attack roll to hit their targets (if used as a reaction the character must make a Reflex check vs. their opponents attack roll, then if they make it they may make their attack roll).  Additionally the character must make a Focus check (DC 15) in order to focus their ki into the attack.  If failed they can not use the technique, but do not loose any ki.  The character is open to attack of opportunity while using this.  Damage wise the attack does 2d6 points of damage, +1d6 points of damage for every 6 ranks in focus.  (This does not affect an area like the spell version, this only affects 1 target at a time.)  A Reflex save for half damage is allowed.  If failed the target takes the full damage and is knocked down (prone).  Damage done is considered fire damage but does not spread (can burn clothing, but not spread to anything else), but can catch things highly flammable things on fire (this is one way a fire can spread though).
Range: 15ft plus a number of feet equal to the character’s Wisdom score.
Ice Blast
Prerequisites: Focus 9 ranks.

Description: No one is really sure from what form of martial arts this comes from.  Its origins are secret and the technique is rarely seen.  Fighter’s who are able to project Ice Blast can throw a wave of frost, snow, or sharp ice particles from their hands.  Some martial arts masters say that ice blast uses negative ki to super cool the air into icy projectiles.  Persons who have mastered this are rarely uncomfortable in cold temperatures.  They can sleep in freezers easily and can stand subzero temperatures like some people can tolerate humid summer weather.  When touched, the person’s skin always has a cold feel to it.
Ki Cost: 4
Action: Action/Full Round

Damage: The use of this power is dependent upon how the character wishes to use it.  When used as a single action the character’s unarmed attack automatically does an additional +3 points of ice/cold damage.  The alternative use of this is a blast of ice.  The blast does 1d6 points of ice/cold damage.  Additionally it encases a person in a thin layer of ice, enough to hold a person there for 1 round.  A Reflex saving throw is allowed to avoid being encased in ice, but not the damage.  After the initial hit the user can fire off another blast on their next turn, further encasing the person in ice.  This can be done to the point where they can not break free.  After the initial hit, every next blast fired requires the victim to make a Strength check to break free.  The first hit encases the victim in about half an inch of ice, a second hit increases its thickness to 1 inch, and so on.  The Strength check is for breaking Ice and uses the rules in the book.  The fighters who know this technique often win their matches by quickly freezing their opponents under multiple Ice Blasts, and then pushing them out of the ring
Range: 10ft plus a number of feet equal to the character’s Wisdom score.
Improved Fireball
Prerequisites: Focus 15 ranks, Fireball
Description: This is simply a faster and stronger version of the Fireball.
Ki Cost: +2 to the cost of the Fireball
Action: Full Round

Damage: The same as that for the fireball on it uses 1d8’s and not 1d6’s for damage.  The character can also launch this from the air, making it an aerial maneuver.
Range: Same as that for the Fireball, +5ft.
Inferno Strike
Prerequisites: Focus 15 ranks, Improved Fireball.
Description: This technique takes the fireball and puts it on a different level.  Instead of a simple projectile, the fighter fires of a cone or wave of fire that obliterates anything in its path.
Ki Cost: +4 to the cost of the Improved Fireball.
Action: Full Round

Damage: The same as that for the Improved Fireball only the attack now uses 1d10’s for damage and not 1d8’s or 1d6’s.  Additionally it effects a 15ft wide area directly in front of the character going out in a direct line.  Anything caught with in its path may make a reflex save for half damage.
Range: Same as that for the  Improved Fireball, +10ft.
Musical Accompaniment
Prerequisites: Focus 6 ranks, Perform 6 ranks.
Description: Many Capoeira stylists like fighting to the rhythm of music.  Their dance like fighting style is in its prime when music accompanies the fight.  Music allows the fighter to put their soul and energy into the combat.  Only a few other styles use this as well, often using heavy rock tunes, or reggae as examples.
Ki Cost: None

Action: N/A
Bonus: When ever there is music during a fight, (the GM should particularly express this fact, if not the Player should ask if there is music during the fight or not), the character gains a bonus to all of their attack rolls and defense.  The music playing should have a good beat that the character can use; the character needs only 1 round to determine of the song playing is usable.  If it is the character gains a +1 to hit and a +2 to their Defense as well.  These bonuses can be swapped depending on how the character will move.  For example the character may wish to move in such a way that they will have a better chance of hitting their opponent, as such they gain a +2 to hit and a +1 to Defense.  This technique however is negated if the character is hit with the Ear Pop technique (can not be used for 1d4 + 1 rounds), or if fighting someone with this exact same technique.
Range: Self
Regeneration
Prerequisites: Focus 9 ranks, Wisdom 13+.
Description: An impressive technique, a fighter is able to focus their ki through out their body instantly healing any damage done with in a matter of seconds.  However this requires a great deal of knowledge on how ki flows through the body as well as mental discipline t be able to focus ones ki properly, especially in battle.
Ki Cost: Special
Action: Special
Benefit: Using this power requires time, but it is very effective.  The fighter heals their Wisdom score modifier in HP each round they spend meditating.  This leaves the character completely open and as such draws attacks of opportunity from any attackers around them.  Out side of combat the character can heal much more quickly.  They heal at a rate of their Wisdom score in HP per minute spent meditating.  But that’s not all.  It takes ki to hyper accelerate the character’s immune system like this.  In combat the character must spend 2 ki points and make a Focus check (DC 20), if failed they heal nothing and loose the ki points.  Out side of combat the character can take their time, the ki cost of 4 points per minute, and a Focus check (DC 20) is needed, but the character can take 10 on this check if desired.  The check is made each round/minute spent meditating.  This does not restore lost limbs or reduced ability scores, it does stop bleeding though, and stabilizes ones self.
Range: Self
Repeating Fireball
Prerequisites: Focus 15 ranks, Fireball
Description: When not happy with flinging around 1 fireball, some fighters look for ways of launching several at a time often at one or more opponents.  This is a technique made famous by the Street Fighter Akuma, master of the Dark Hado.
Ki Cost: 4 (regardless of how many are thrown).
Action: Full Round

Damage: The character is capable of lobbing 2 fireballs +1 additional fireball for every 3 ranks in the Focus skill they have.  Damage for each fireball is equal to that of the normal fire ball but only 1d4’s are used for damage and not 1d6’s.  The character makes an attack roll for each fireball, the first attack suffers no penalties to hit, but each attack after it is at a -4 to hit.  (Example: Ranged BAB: +20, Repeating Fireball BAB, with 5 fireballs: +20/+16/+12/+8/+4).  The attack can be launched from the air if desired, making it an aerial attack if done so.
Range: Equal to ½ of the Fireballs range.
Shock Treatment
Prerequisites: Focus 9 ranks.

Description: This power allows the fighter to vastly increase their bodies own bio-electrical current to levels that allow them to electrocute anyone too close.  Additionally fighters can short out electrical equipment, and while the power is in use they are immune to electrical shock so long as they maintain this power.  Electrical arcs are easily visible on the characters body while this is in use.
Ki Cost: 4
Action: Full Round

Damage: This power has a couple of different benefits.  First off while it is in use the character can not be harmed at all by electrical attacks of any kind.  While the power is active the character can either move, perform an action (such as climbing, or jumping), or they can try to attack some one with the power active.  Attacking some one requires a touch attack, or for them to touch the character, or come with in 1ft form the character  (this can be any number of oponents.)  The attack does 2d8 points of electrical damage +1d8 more points of damage for every 6 ranks in Focus.  If around water or metal, the attack can be used to strike at multiple targets over an area of 60ft.  When the power is not active the character acts as if they have Electricity Resistance 2, (stacks with the Tough Hero’s Electricity resistance).
Range: Melee
Sonic Boom
Prerequisites: Focus 9 ranks.

Description: This is a sonic attack.  The fighter is able to focus their energy in such away that the vibrations of their bodies movements, gestures and such can create a blast of sonic force.  Often at times this power has a unique sound to it.
Ki Cost: 2
Action: Full Round

Damage: This attack is similar to a Fireball.  It can be launched from the ground and the air.  This attack uses the stats for a Fireball, only all damage done is sonic based.
Range: Same as that for the Fireball.
Stunning Shout
Prerequisites: Focus 6 ranks.

Description: This power has the fighter focusing their ki into their vocal cords, they then release a loud shout or yell capable of flooring opponents, or stopping them in their tracks.
Ki Cost: 2
Action: Full Round

Damage: None.  The character must choose either 1 target or a small group of targets (2-8 people in a group).  The character must make a Focus check (they can not take 10 or 20 at all on this check), this is verses the target or targets Will Save (made individually).  If the character wins out, any victim that failed suffers either 1 of these 2 depending on whether or not they have already acted yet for that round.  If the victim has not acted yet for that round the they loose all actions for that round as well as their Dexterity bonus to their Defense.  The victim is completely unnerved by the yell and they spend that time recovering.  If the victim has already acted for that round they then loose their Dexterity bonus to Defense for this round and the round after that.
Range: N/A, as long as the character can be heard the power works.
Thunderclap
Prerequisites: Focus 9 ranks, BAB +2.
Description: This is similar to a sonic boom in a way, but is meant to affect an area.  The thunderclap can be heard for miles, just like the real thing.  A fighter uses this often by clapping their hands together.
Ki Cost: 2
Action: Full Round

Damage: The attack is a sonic attack that effects everything around the character for 20ft.  Damage is 3d6 points of sonic damage.  This can often be enough to shatter glass.
Range: 20ft area.
Toughskin
Prerequisites: Focus 6 ranks, Constitution 13+.
Description: This power allows a fighter to Focus their ki throughout their body, toughening their skin and surface muscles making them rock hard.
Ki Cost: 2
Duration: 6 rounds.
Action: Full Round

Bonus: The character must make a Focus skill check (DC 15).  If they make the check they gain a DR equal to their Constitution bonus.  This stacks with the Tough Heroes Damage Reduction class feature.
Range: Self
Yoga Flame
Prerequisites: Focus 12 ranks, Fireball
Description: This power is not about throwing around fireballs, instead Kabaddi stylists have learned who to spew forth a geyser of flame from their breath.
Ki Cost: 4
Action: Full Round

Damage: The fighter is able to spew form a cone of fire much like fabled dragons could.  Damage is equal to the Fireball only this attack uses 1d10’s for damage and not 1d6’s.
Range: 10ft long cone of fire, effects anything or anyone in its path
Yoga Teleport
Prerequisites: Focus 15 ranks.

Description: This power often has been believed to be a form of magic.  In fact it is not, but is on the boarder of those boundaries.  Witnesses have claimed so see masters of this power vanish rigt from in front of them and then to reappear in a different spot.  This power is coveted by many street fighters, but only a handful even know of it, even fewer can use it.
Ki Cost: 4
Action: Move Equivalent
Benefit: This power allows the character to teleport from one spot to another instantly.  The character’s range for teleporting is only equal to how far they can see.  In other words the character can only teleport to a place that they can see.  The character’s actual movement to that point remains the same, as if they were walking.  Upon reappearing the character has a chance of catching their target off guard (the Target must make a Sense Motive check, vs. the characters Focus skill roll.  If they fail they are caught off guard and suffer the penalties for a surprise attack.  In order to use this power to begin with the character must make a Focus skill check against a DC of 20.  If failed they go nowhere, and loose the ki points to power the technique.  The move can be used at any point in a round so long as the character has not already moved for that round.
Range: Self only.
Zen No Mind
Prerequisites: Focus 9 ranks.

Description: Masters of Zen philosophy are able to act faster than thought.  The master becomes part of the natural flow of the world, so that their actions do not merely respond to some outside force, but spring into being as they are required.
Ki Cost: 1
Action: N/A
Benefit: The character is able to move and react far faster than any normal being.  Because of this the character at the start of each round may select 1 of any of these 4 bonuses to use for that round: +2 insight bonus to Defense, +2 to Reflex Saves & Dexterity checks, +2 to hit with a ranged attack, Make an additional 15ft movement.
Range: Self only.
Regaining Lost Ki


Everyone regains lost ki at a different rate.  This all depends on what the person is able to do to regain their energy.  A person regains any spent ki points at a rate equal to their Constitution bonus +1, per hour of rest.  The person can do anything they wish so long as the activities are not that strenuous.  If the person engages in strenuous activities they do not start to regain any ki points until they rest for 1 hour after which they begin regaining ki points normally.  Sleeping for 8 hours will completely restore any spent ki points.  Additionally with naps the number of ki points regained per hour is doubled.  Then there is meditation.  While not as good as a full 8 hours of rest it is a far quicker way of regaining ki points.  For each hour spent meditating the character gets to add their Wisdom score bonus to the total of ki points regained.  A person can only really do this once a day however, and can only meditate for up to a total of 4 hours, which can be spaced out if desired.
Aerial Combat


Aerial combat is something a bit new to d20 Modern.  This is essentially airborne attacks, such as flying kicks or jumping down on top of someone.  Anytime a character is attacking from the air, they are considered airborne.  Being airborne does provide some bonuses to fighters. First off it’s harder to hit an airborne target.  And second you can sometimes get even more power into your attacks depending on how high off the ground you are, and a few other things.  Most airborne techniques are full round actions, or count as move equivalent actions.  When a technique is used that puts the character in the air, the character is considered airborne for that round, at the end of the round the character lands and starts the next round on the ground.  With techniques that have the character moving a certain distance like charging a target or such actions then the distance traveled is dependent on the character’s base speed.  When the character moves their full movement rate in the air they are still considered to be airborne on into the next round.  The character lands on their turn in the new round, not at the beginning of the round.  For example the character wishes to use a technique that counts as a charge attack.  They want to charge the target at double their movement rate, the target is 50ft away.  For the first round the character can travel up to 60ft, in that round the character is easily able to move up to the character and land their airborne attack, but they are still in the air during this round, during the next round the character lands on their turn, allowing opponents with techniques for attacking airborne targets o be used.  If this is a bit confusing GM’s should feel free to adjust how airborne combat will work.  An airborne target is at a -2 to hit with any technique except for techniques that specifically allow the character to attack airborne opponents.  Being airborne also helps a character to get across pits, or to move from one building to another; they can also cross safely across floor based traps, at least for 1 round.
Street Fight Tournaments


Tournaments are important aspects for any street fighter.  For most its how they make their living.  Betting is allowed in most street fights, winners are awarded a great deal of prize money with the looser earning only about 1/3rd that amount.  Street fights are a persons chance to show off what they have learned and what they can do.  Many of these fights are what you could consider pretty honest.  They have rules and regulations to protect the fighters.  Some fights however throw all rules out the window.  These are generally unsanctioned fights, or underground street fights.  Anything goes in these fights generally short of killing ones opponent, although there are cases where even this doesn’t matter.  Unsanctioned street fights tend to attract high rollers with a taste for violence.  Prestige is not gained here, but fighters do stand to make a lot more money here than they do in sanctioned bouts.
Rules of Sanctioned Street Fights

1. Honor: All fighters will refrain from interfering in the bouts of other fighters.  Personal grudges will not be taken out anywhere with in the fighting arena except for in the ring.  Any interference in another’s fight  can result in automatic disqualification, or in the loss of prestige with in the street fighter circuit.
2. No Weapons: The use of weapons and other lethal instruments is strictly forbidden.  Fighter’s must rely wholly on their own skills and abilities to make it through their bouts.  Body armor is allowed, so long as there are no weapons attached to it or hidden with in it.
3. No Killing: Killing ones opponent is strictly forbidden.  Killing ones opponent can result in automatic disqualification and ejection from all street fighter tournaments, and arrest by local authorities.  Please note however that there are some extenuating circumstances that are observed on a case by case basis that may lead to the accidental death of a fighter.  The official street fighting committee has final say on this however.

4. Rigged Bouts: This is a case that has been faced on more than one occasion.  As such if an individual is found to have rigged a fight through coercion, drugs, or other such things, the fighter will automatically forfeit any prestige earned during their career and will not be allowed to enter any street fighting tournaments for 5 years. 

5. Tag-Teams: This is only allowed so long as there are 2 fighters to each team, no more than that is allowed.  These fights require though that both fighters be defeated in order to advance.

Rules of Unsanctioned Street Fights

1. Anything Goes: This all depends on who is running the show for the nights fight.  Lethal force, weapons and even killing ones opponent is allowed.
Winning Bouts


There are a 3 easy ways to win one’s bout in a sanctioned street fight and 4 for unsanctioned fights.

1. Ring Out: This is one of the harder things to do, often since many street fights have no actual ring, just a specified area where the fight takes place, although on occasion there is a ring.  Getting a ring out simply requires the fighter to get their opponent out of the ring, this can be either an instant win, or if the opponent isn’t back in the ring by a specified time they are disqualified.
2. Knock Out: This is often what it comes down to, just knocking you opponent unconscious.  This is done by reducing the opponents HP to zero.  Since most bouts do not allow lethal damage all fighters use subdual damage (non-lethal damage for anyone who is not familiar with what subdual damage is).

3. Forfeit: Opponents are allowed to forfeit a match; this can be done either before the match starts or during it.  The person forfeiting does not need a reason to, they do however loose a bit of prestige but only if they forfeit matches on a regular basis.

4. (Unsanctioned only) Death: The death of ones opponent automatically makes the live one the victor.

Earning Prestige

This is one of the most important aspects of Street Fights.  A fighter’s prestige determines what fighting rank they are.  Prestige is divided into wins and losses.  As one would guess a fighters losses can not equal their wins.  To advance in rank a fighter must meet a specific requirement in bouts won, which resets after a fighter has advanced in rank.  The ratio of wins to losses is outlined below. 

	Wins to Losses
	Required # of Bouts
	Rank

	Fewer than 1 win for every 20 losses.
	N/A
	1

	Fewer than 1 win for every 10 losses.
	5
	2

	Has 1 win for every 5 losses.
	10
	3

	1 win for every 3 losses.
	15
	4

	1 win for every loss.
	20
	5

	2 wins for every loss.
	25
	6

	3 wins for every loss.
	30
	7

	5 wins for every loss.
	40
	8

	10 wins for every loss.
	50
	9

	20 wins for every loss.
	60
	10



Dropping in ranks is not easy to do, but happens should a fighters number of losses out weight their wins.  Breaking any of the rules can also result in the loss of wins and rank.  Beyond that a fighter retains their ranking.

There are of course several different divisions, like virtually any other tournament.  At the top is the World Warrior division, the best of the best.  These are fighters from all other divisions.  Once a character has become a world warrior they need not worry about ranks any more, although they do retain a permanent rank 10.  Only every 4 years is there a Grand Tournament for World Warriors.  The battle field is the world, and all fighters’ travel extensively fighting each other as they meet.  Each win is tracked.  Fights take place in sanctioned tournament grounds often found in common places or in very uncommon places. There is always a referee on hand to observe the win and to notify the Street Fighter committee of events.

There is only 1 fighter out of all of the World Warriors who is the most enigmatic and nomadic of them all, the reigning champion: Ryu.  World Warrior who wishes to challenge Ryu often can’t find him, instead Ryu finds them.  Ryu has but only 1 equal, his best friend Ken Masters.  Ken is the only Street Fighter who knows how to contact Ryu or how to find him.  Ryu and Ken are both masters of Shotokan Karate, and both are masters of Hado, the unique form of ki that makes both men so unique and powerful.

The World Warriors

Below are some of the World Warriors from the game book I have.  This of course does not cover any of the new characters that have been introduced.  This list also does not cover the villains since I’ve never been able to find that book.  On top of that with some of the newer characters like Birdy, and Rose won’t even be mentioned, while others like Akuma, Sakuya, and Dan are mentioned.
Blanka

Fighting Style: Capoeira

Home: The Jungles of South America.
Prestige: World Warrior, Rank 10 (Freestyle Division); Wins: 58; Losses: 3; Draws: 1; KO’s: 54
Description: Physically intimidating, Blanka appears less human than he is.  Blanka’s exact origins are something of a mystery.  Some think of him to have been raised by wild animals while others think he is a mutant, or some poor human who was the subject of experiments.  Green skinned, with long wild red hair, Blanka has learned to use his appearance to his advantage.  Although he looks like a hulking monster he is in fact very kind and gental.  Blanka is physically very powerful and extremely agile.
Dhalsim

Fighting Style: Kabaddi

Home: India

Prestige: World Warrior, Rank 10 (Freestyle Division); Wins: 195; Losses: 18; Draws: 2; KO’s: 80
Description: Physically Dhalsim appears as if he were extremely agile, which he is in fact just that.  Dhalsim is a master of many different ki techniques, most of which deal with healing.  He is also very wise, and is very aware of his surroundings, he is able to sense the powerful fighting spirits of other fighters.  While Dhalsim is an incredible fighter he is foremost a monk and lives his life as such.  Dhalsim is also an intimidating figure to fight against in that he has no visible pupils.  Dhalsim can see just fine, which is odd for a man with solid white eyes.
Fei Long

Fighting Style: Wing Chun Kung Fu, & Shao-lin Kung Fu 

Home: Hong Kong, China
Prestige: World Warrior, Rank 10 (Freestyle Division); Wins: 72; Losses: 6; Draws: 1; KO’s: 45
Description: Physically, Fei Long appears almost identical to Bruce Lee, comparison that he gets a lot, although he is a bit taller than Bruce Lee.  Fei Long is very confident in himself almost to the point of arrogance.  He believes that he is the best and acts as such.  He is always training and working out.  Fei Long is always serious about his bouts and goes all out.
T. Hawk
Fighting Style: Native American Wrestling

Home: America

Prestige: World Warrior, Rank 10 (Freestyle Division); Wins: 54; Losses: 4; Draws: 0; KO’s: 50
Description: Quit Possible the tallest of all the World Warriors, T. Hawk stands in at over 7ft.  He is very powerfully built, especially for his size.  Although literally a giant amongst men, T. Hawk is very kind and gentle.  He has a great deal of respect for nature and the ways of his people.  He respects courage and honor, and acts with such principles himself.
Zangief
Fighting Style: Sanbo, Russian Wrestling

Home: Russia

Prestige: World Warrior, Rank 10 (Traditional Division); Wins: 155; Losses: 6 Draws: 2; KO’s: 103
Description: Large and overly powerfully built, Zangief is a grappling nightmare.  A very large man at 7ft, 402lbs, Zangief is virtually all muscle.  His body is covered in scars from his rather extreme training regime of wrestling Siberian bears.  While not very intelligent, Zangief is a formidable fighter, he is almost superhumanly strong, physically imposing, and he possess an impressive amount of agility, something that often catches his opponents off guard.  Zangief has coarse sense of humor, likes to drink and has little tolerance for anyone who whines and complains.  Zangief is by far the strongest of all Street Fighters, able to lift things that would astound any normal body builder.
Ken
Fighting Style: Shotokan Karate, Hado Master

Home: America

Prestige: World Warrior, Rank 10 (Freestyle Division); Wins: 105; Losses: 1; Draws: 0; KO’s: 91
Description: Ken is one of the greatest martial artists in the world.  Physically Ken is an equal to virtually any Olympic class athlete.  Ken is not only one of the greatest martial artists of all time, he is also the richest.  Ken’s family, The Masters family is an international corporation that hold several different government contracts amongst other things.  While most fighters fight for the money, Ken fights for the challenge, much like his best friend/brother and only rival Ryu.  Ken and Ryu both trained under the same martial arts master, Goken.  Ken is the least serious of the two.  Ken often is wise cracking and up beat compared to Ryu.  Ken often comes across as arrogant and fool hardy to opponents, especially ones who have never faced him before.  Ken travels almost as extensively as Ryu, but he often likes to rest and relax living the life of a millionaire playboy.  Ken is also the 3rd living master of the Hado Energy, a unique form of ki that only a handful of people can wield.
Ryu
Fighting Style: Shotokan Karate, Hado Master

Home: Primarily Japan, but travels extensively.
Prestige: World Warrior, Rank 10 (Freestyle Division); Wins: 102; Losses: 0; Draws: 1; KO’s: 88
Description: Ryu is the current reigning champion of the Street Fighter Tournaments, and by some peoples standars he is the greatest martial artist ever to live.  Ryu is in physically like Ken, equal to many Olympic class athletes.  However unlike Ken, Ryu is soft spoken.  Ryu is very wise for a man his age, he is also highly intelligent, able to pick out flaws in a persons fighting style very quickly.  Ryu rarely takes on challengers that can not fight at his level.  For Ryu, honor as a fighter means to fight challengers at ones own level.  It’s possible that one of these days, Ryu will be considered unbeatable and that no one will dare to challenge his power.  Ryu is the 2nd living master of the Hado Energy, however unlike Ken, Ryu has a far greater mastery and connection with this energy.  Because of this Ryu has been known to literally perceive an opponent’s actions a split second before they do anything.  With this level of mastery, Ryu has slipped in between bullets with startling speed, and has defeated groups of enemies with relative ease.  There is however only 1 being alive with a level of mastery over Hado Energy that equals Ryu’s, and in some ways dwarfs his.  Additionally Ryu has developed a connection of sorts with another World Warrior named Chun Li.  While not a romantic interest, the two seem to have many of the same characteristics.  If anything the two would admit to being good friends.  Ryu rarely wears any other clothing aside from his plain white martial arts gi, although he does have several uniforms.
Guile
Fighting Style: U.S. Special Forces hand-to-hand combat, Green Berets
Home: America

Prestige: World Warrior, Rank 10 (Freestyle Division); Wins: 92; Losses: 2; Draws: 2; KO’s: 83
Description: Guile is U.S. soldier.  Physically Guile is powerfully built and very agile.  He is also fairly intelligent as well.  Guile has learned to focus his ki to use his Sonic based attacks after an incident with an experimental jet backfired and nearly killed him.  Guile has a personal grudge against the lord of Shadoloo, M. Bison for murdering his comrade, or at least supposedly killing him.  After the U.S. gained information that the powerful dictator was himself a participant in the Street Fighter tournaments, mainly the underground bouts, they sent Guile in as a participant of the street fights to find Bison and eventually bring him down.  Guile is also one of the best fighters on the planet and some even believe that he could beat Ryu, although this is doubtful.
Cammy
Fighting Style: U.K. Special Forces hand-to-hand combat, M-12 agency
Home: United Kingdom, England
Prestige: World Warrior, Rank 10 (Traditional Division); Wins: 80; Losses: 4; Draws: 0; KO’s: 65
Description: Cammy is a 19 year old world warrior, one of the youngest.  Cammy is physically extremely agile, very fast, and surprisingly strong.  Even though she is an incredible fighter her tomboyish attitude, British accent and good looks seems to be what really draws the crowds.  While most people know she is a Special Forces soldier, few are even aware that she is still and active agent.  Even fewer know of her past, even Cammy herself knows as she suffers from amnesia and cannot remember anything prior to age 18.  Not even the British government could find any trace of Cammy’s past, as such she was sort of adopted by the government.  Cammy often uses her looks to her advantage against opponents or when on missions for her government.  Cammy is very courageous, and is a deceptively aggressive fighter. 
E. Honda
Fighting Style: Sumo Wrestling

Home: Japan

Prestige: World Warrior, Rank 10 (Traditional Division); Wins: 160; Losses: 13; Draws: 2; KO’s: 105

Description: E. Honda is possibly the only other physically bulked equal to Zangief. He is also the tallest and largest of all or at least most sumo’s.   However while most sumo’s have a great deal of body fat as well as muscle, E. Honda is virtually all muscle.  His agility surprises his opponents, a fact that he exploits greatly.  E. Honda has a good sense of humor and enjoys eating.  He is also a stern man and treates every one with the respect and courtesy they deserve.
Dee Jay
Fighting Style: Western Kickboxing

Home: America

Prestige: World Warrior, Rank 10 (Freestyle Division); Wins: 80; Losses: 3; Draws: 1; KO’s: 45

Description: Dee Jay is something of a happy go lucky fighter.  He turns his bouts into shows that draw crowds easily.  Dee jay almost always has a smile on his face.  Dee Jay is a tall Caribbean man who is powerfully built.  Dee Jay has developed special moves that have not been seen before, additionally his has a good ear for music and often works as a musician.
Chun Li
Fighting Style: Wu Shu, a form of Chinese Kung Fu

Home: China

Prestige: World Warrior, Rank 10 (Freestyle Division); Wins: 74; Losses: 3; Draws: 1; KO’s: 67

Description: Chun Li is an exotically beautiful women form China.  She is physically just as strong as Cammy, but she is much more fast and agile.  Chun Li is an expert gymnast, who’s skills rival even those of Olympic athletes.  Chun Li is also a member of Interpol who has infiltrated the Street Fighter matches tracking down leads about M. Bison and his connection with the fights.  Like Guile, she too has a personal reason for hunting Bison; her father was murdered by the dictator.  Chun Li is highly intelligent and she is a gifted investigator as well.  Chun Li has developed a unique fighting attacks that use a great deal of leg work, as such her legs are far stronger than her arms, she is also able to kick at a surprising speed, creating a blur of foot work.  Chun Li is feisty and free spirited by nature.  She has a good sense of humor as well.  Chun Li also has developed feelings towards Ryu for some reason, even though its his friend Ken that keeps vying for her affections.  Unfortunately since they are both at odds with each other in the Street Fighting circuit she can only afford to be one of his few close friends.
Akuma
Fighting Style: Shotokan Karate, Hado Master

Home: Unkown

Prestige: None, Akuma comes and goes as he pleases, and he fights when ever he desires to.  Anyone facing him has no choice but to fight or flee, even then he rarely gives them a chance.

Description: Akuma is Goken’s brother, so to speak  Both Akuma and Goken trained under the same master, much how Ryu and Ken trained under Goken.  Akuma is the master of the Dark Hado, which is believed to be the epitome of Hado mastery, (in fact it is not).  Akuma is so powerful that he is able to literally mask his presence from people, allowing him to literally appear right in front of someone.  His eyes burn red, and his hair seems as if it were fire.  Akuma wears a dark gray martial arts gi with wooden oriental style sandals.  He also has a large wooden bead necklace on.  Akuma lives to fight, and will travel any distance to do so.  It’s easily possible that Akuma could defeat not only Ryu, but Bison as well.  Akuma only wishes to fight and cares nothing for a person’s life.  He is not affiliated with any organization which he has no desire to be apart of any way.  Akuma is the 1st Hado Master, Goken would have been one also, but he was killed by Akuma.
Sakuya
Fighting Style: Shotokan Karate, Hado Student

Home: Japan

Prestige: World Warrior, Rank 10 (Freestyle Division) (Nothing else is known.)
Description: Sakuya is a spunky high school girl who has become enthralled with Ryu.  Physically Sakuya isn’t very strong, but she is agile and fast.  She also has a very strong spirit that both Ryu and Ken can see in her.  As such, Ryu has taken her as a student to pass on his knowledge of fighting.  With one of the greatest martial arts masters teaching her how to fight, Sakuya has quickly proven to be a formidable opponent against any one who challenges her.  Although still a school girl she often juggles her school life with her fighting life.  She is often fighting in her school uniform, and is often seen in school with a headband and her fighting gloves on.  Few bullies in school ever bother her anymore.  Sakuya is also one of the very few people in the world with the potential to use Hado energy.  She has already learned how to tap into it on her own, however with Ryu’s guidance she will eventually become much stronger I its use.
Dan
Fighting Style: Karate

Home: America

Prestige: World Warrior, Rank 10 (Freestyle Division) (Nothing else is known.)

Description: It’s truly amazing how some one like Dan became a world warrior.  An egotistic, and self-centered braggart, Dan is something of a joke.  Dan is in excellent physical condition, and he is somewhat of a skilled fighter in terms of basics for a black belt.  Dan’s techniques are what are the most pathetic thing anyone see’s.  He is capable of firing off a Fireball, but it only has a range of 5ft and is amazingly pathetic.  (In game terms Dan’s techniques are far weaker than those outlined above, possible due to some form of cosmic retribution.)  Dan is a favorite for the ladies if for only his looks.  Dan is very good at tumbling however, but this means nothing to other world warriors you clean his clock on a regular basis.  Dan is good enough to maintain his world warrior status, but is easily beaten by the much better fighters, often with in a few seconds.
The power of Hado Ki

Hado ki is an unusual energy, it is immensely powerful and able to allow certain persons to do extraordinary things.  However like Yin and Yang there is a positive side and an opposed side to it.  There is also a middle ground that many find themselves in, but eventually they must choose a path to follow.  Hado ki is the only known energy capable of equally Bison’s own psycho energy.

In any game there should be at least 1 or 2 people who can use Hado ki, if even allowed by the GM.  Hado Ki provides some unique traits to a character.  These traits are selected as if they were feats and counts as a feat selection for a character.  The can be selected as part of a characters normal level advancement feat selection or in the place of a bonus feat for any class.  These traits are divided up into 3 groups.  The first group is the beginning traits which make up the gray area of Hado, next there are the Light side traits for wielding the positive energy of Hado, and lastly there are the Dark side traits for wielding the negative energy of Hado.  Only 1 Hado feat may be selected at a time per level of advancement.
Beginning Traits

Below are the beginning traits for wielding the Hado ki.  A character may only have up to 3 of the feats below before they must select one of the feats for light or dark Hado, no more than 3 of these 4 feats can be had however.
Unlock Hado Ki

You have unlocked the ability to focus Hado ki.  However controlling it is something that will take some time.
Benefit: The character may start selecting Hado ki feats.  The character is also much more attuned to the flow of energy around them and can sense the energy in others if they take the time to do so.  The character can make a Sense Motive Check to determine how strong an opponent is, they may do this as a free action, DC to do so is 10 plus the targets level.  If made the character knows tough the person is (Level), and how much energy they have at their disposal (Ki points).

Special: This feat must be selected first before any other Hado ki feats can be selected.

Control Hado Ki
You are now able to control Hado ki.  You can focus it into your techniques allowing you to do far more than before.
Prerequisite: Unlock Hado Ki

Benefit: Select 2 techniques that use ki.  One of these techniques is the characters primary application and the other is a secondary.  The primary & secondary applications gain the subtype of energy, which replaces any other subtypes already used (except for Sonic and Ice/Cold subtypes which it retains).  (See the technique Flash Kick for details on the Energy Subtype.)  For ranged attacks such as fireball, the attack gains an extra 10ft of range, it is a beam that is fired and not some ball of fire or a cone of ice.  The primary attacks damage gains either increases by 1 dice type (1d6 to 1d8), or it gains a +4 to damage.  The secondary attack only gains a +1d8 to damage or +2 to damage.  (If a technique has a number of dice for damage it would gain the +1d8 to damage, if the technique though only offers a set number as a bonus to damage done, then the +2 is used.)  Unfortunately the ki cost for each technique increases by 1 point.  This however does affect multiple variant techniques of same nature.  So if applied to Fireball, Improved Fireball is effected as well since it uses the stats for the Fireball, same with the Dragon Punch.  An attacks damage dice type ca not be increased beyond d12

Special: This only affects 2 techniques, and can not be selected multiple times for other techniques.
Hado Pattern Read

When focused, you can easily sense and see how a person will move and attack based upon subtle sounds of their body as well as how they breathe and move.  Because of this you can appear to dodge bullets, when in fact you know exactly where the gun is pointing, and when the person will pull the trigger hard enough to fire a bullet, which gives you enough time to slip out of the way as the bullet is being fired.

Prerequisite: Unlock Hado Ki, Wisdom 16+, Listen 6 ranks, and Sense Motive 6 ranks.

Benefit: You are far more apt at avoiding physical harm than most normal people.  You can dodge attacks by mere inches, or you can side step through gun fire.  Essentially the character makes a Focus Skill check at the start of combat.  The character may not take 10 or 20 on this check.  What the character gets for this check is a bonus to their Defense.
	Focus Skill Roll
	Defense Bonus
	Focus Skill Roll
	Defense Bonus

	01-10
	+1
	21-25
	+4

	11-15
	+2
	26-30
	+5

	16-20
	+3
	31+
	+6


The bonus is gained only at the start of combat, the second the character becomes aware that they are under attack.  The bonus lasts until combat is over.  While in combat there are no re-roles for this bonus.  Additionally the character must spend 2 points of ki each time this is used.  This can be used any number of times in a day, but only 1 roll per battle.  This feat can not be used when facing another Hado user.
Hado Awareness
You are un-naturally aware of your surroundings.  Subtle shifts and vibrations in the flow of ki around you alert you to possible dangers.

Prerequisite: Unlock Hado Ki, Wisdom 16+, Listen 6 ranks, and Sense Motive 6 ranks.

Benefit: You may take 10 on any Listen ad Sense Motive checks made, even when situations normally do not allow for it.  This makes it hard for some one to sneak up on the character or to lie to them.  The character additionally may make a Sense Motive check to try and sense if there is a trap/ambush waiting for them.  The character may not know where the trap and/or ambush is, only that something is about to happen and soon, or that there is something near by that is capable of harming them.  This does not mean that the character will be able to completely avoid the trap or ambush, but they won’t be caught completely off guard either.

Dark Hado Traits


After the character has gotten at 3 of the 4 beginning traits they may select all 4 of the following Dark Hado feats.  Dark Hado is considered to be the epitome of Hado mastery.  It is powerful and extremely destructive, but it has its limits.  The traits of Dark Hado are best for killing and fighting and drawing out the dark nature of others and nothing else.  Note though that once a character has attained at least 2 Dark Hado feats they may never gain any Light Hado Feats.
Dark Hado Mask

You are able to hide your presence from anyone, even other masters of Hado (that is those who can not wield Light Hado).  You move with out sound, none can see you until you wish to be seen.  You are a silent death waiting to claim your next victim.

Prerequisite:  Unlock Hado Ki, Control Hado Ki, Hide 6 ranks, and Move Silently 6 ranks.
Benefit: You gain a +10 to your Hide and Move Silently checks.  Additionally you can hide in plain view of people.  You make little or no noise when moving as well.  This allows you to suddenly appear and startle opponents or to sneak by people with out ever being detected.  You can walk right in front of them and they would not see you.

Dark Hado Illusion

You can use your immense power to cause people with in an area to see things that they otherwise should not be able to see such as an immense shadow of ones self falling over a battle field, or for the tree’s in an area to seem much more thick, or even moving and closing in around the person.  The illusions are never harmful, but are done to instill fear into a person.
Prerequisite:  Unlock Hado Ki, Control Hado Ki, Open Technique selection.
Benefit: By spending 4 ki points you can use your dark power to doe one of the following: Cast a dark shadow of ones self over an area, dimming any lighting.  Or a Hallucinatory Terrain can be created where the character can cause objects such as trees, statues and such to appear to move toward targets or away from them, or to create an enclosure or wall.  The persons affected must make a Will save, vs. the characters level +10.  If they make the save they are not fooled by the illusion, and can act if desired.  A new save is needed each time this is used.  If they fail the save they see what ever the desired effect is.  A wall of statues feels real and looks real until the power ends.  The power affects a very large area (100yards).  Illusions can not be harmful.  Persons affected by illusions are often very uneasy about where they are and might flee.  (Another Will check can be made against a DC of 20, if failed the person tries to flee from the area as fast as they can.)  The power lasts for a number of rounds equal to the characters Charisma Modifier.  They may change the effects of the illusion at any time while it is in effect.  A Focus skill check is needed in order to use this, (DC 20).  A person can use this to effectively render themselves invisible.  The effect’s of this power ends the second the character attacks, or makes any drastic actions.
Special: This feat also counts as a technique selection as well.

Dark Hado Presence
Your body has been changed due to the dark energies flowing through you.  You are no longer a mere human, but a killing machine.
Prerequisite:  Unlock Hado Ki, Control Hado Ki.

Benefit:  Physically the character is much larger than they once were.  (Not a size increase though.)  They are a very intimidating site to behold and few people want to mess with.  The character gains a +10 to their Intimidation skill checks.  Additionally the character is capable of entering into a frightening rage.  The character can still use all of their techniques, which makes them very dangerous.  While in this rage the character gains a +4 to Strength, but a -2 to Defense, additionally they can use all of their techniques at a +1 to their ki point cost if any.  The rage lasts for a number of rounds equal to ½ of he characters level.  After exiting the rage the character is winded and is at a -2 to all actions for 2 hours, they also loose 4 ki points after exiting out of the rage.  The character can still feel pain, but does ignore any damage dealt to them until they exit out of the rage.
Special: This feat also counts as a technique selection as well.

Dark Hado Power

One of your techniques is abnormally destructive, capable of killing several people at once if you plan things right.
Prerequisite:  Unlock Hado Ki, Control Hado Ki.
Benefit: The characters primary technique selected when the Control Hado Ki feat was selected is much more powerful than before.  The technique can now affect an area.  If ranged the attack still flies in a straight line, but it has a 15ft hide path, or if it already has an area of effect then the area increase by 10ft.  With any other technique the character can hit 2 targets occupying the same area with a technique.  With whirlwind style techniques the character gets in an additional hit on each target.  Additionally the character can attempt to draw out the dark nature in other people, especially other Hado users.  The character spends 6 ki points, releasing that energy into the area around them, any one who can use Hado energy and who does not have any Light Hado feats must make a Will save (DC 25).  If failed the person affected goes sort of berserk for 1 round.  They attack 1 thing other than the character wit their most powerful technique in an attempt to kill them.  The person does not appear to be in their right mind when doing so as they appear to be different than normal; they often have a very scary look on their faces.  If they make the save they are able to hold off on using their attack at the last second, so while they are trying to hold off on the dark power that is overwhelming them they begin to power up their attack, at the last second they are able to snap out of it and either stop from using the attack if a physical technique, or they fire off the technique at anything else such as a wall to avoid hurting some one.  Anyone who already has dark or evil tendencies automatically fails the Will save, regardless of what they roll.  A person however who has even 1 Light Hado feat is able to negate this check.  Normal people and fighters are not as easily effected, their save DC is 15.
Light Hado Traits


After the character has gotten at 3 of the 4 beginning traits they may select only 3 of the following Light Hado feats.  Light Hado is considered the true epitome of Hado mastery.  It is powerful but it is much more controlled and focused, it is also more potent than the erratic Dark Hado.  The traits of Light Hado are capable of defeating Dark Hado, a single Light Hado trait is capable of overwriting a Dark Hado trait.   In other words if the character has a single Dark Hado feat the next time the character levels up they may choose to exchange that feat for a Light Hado feat, but can not select any other Hado feats for that particular level.
Light Hado Immunity
You are immune to the different powers of the Dark Hado. Any powers used against you are not as strong they should be.

Prerequisite:  Unlock Hado Ki, Control Hado Ki.

Benefit: When ever any one who can use Dark Hado attacks the character, the character is automatically immune to Dark Hado Illusions.  Additionally the character is not intimidated at all by Dark Hado users.  DC’s for any saving throws for any techniques, spells, and powers used by a Dark Hado user are reduced by 5 points.  The character also gains a +1 circumstance bonus to all actions when dealing with a Dark Hado user that they have faced at least once before in the past.

Light Hado Potency

You are able to focus your ki much more precisely than usual with a certain technique.  The techniques power is much more potent and harder to deal with.
Prerequisite:  Unlock Hado Ki, Control Hado Ki.

Benefit: One of your techniques is exceptionally strong.  The technique gains the Energy subtype, much like how the Dark Hado Power does, however if ranged the attack does an additional +5 points of damage, and its range is increased by 10ft, but is other wise unchanged (does not effect groups of targets unless it was an ability already presented with the power.  With other techniques the attack gains a +2 to hit rather than a damage bonus.  As an energy attack hands and feet often glow with a bluish energy, ranged attacks do not appear as fire or electricity but as a beam or wave of energy.  (Ice and Sonic attacks retain their own unique looks but often have a bit of bluish glow to them.)
Special: This only applies to the characters most powerful technique.  Additionally it affects techniques that have greater variations such as Fireball and Improved Fireball.

Light Hado Strength

You are capable of focusing your ki throughout your body allowing you to temporarily increase your strength for a short time. 
Prerequisite:  Unlock Hado Ki, Control Hado Ki.

Benefit: You may spend 1 ki point and 1 action point to increase the character’s Strength by 2 points.  The increase only lasts for 4 rounds however.  Strength can only be boosted up to by a total of 4 points.  Or the length of time can be increased to 8 rounds.  So if desired the character can spend 2 ki points and 2 action points to either increase their Strength by 4 points for 4 rounds or they can increase their Strength by 2 points for 8 rounds. Once boosted the character can only add another +2 to Strength or increase the remaining number of rounds the characters Strength remains boosted by 4 rounds.  This is the limit though; the character will need to fork out more ki points and action points to continue to have increased strength.
Light Hado Focus
You are able to focus your ki much more easily than most people.
Benefit: You gain a +4 to our Focus skill checks.

Light Hado Mastery
You are a master of Hado energy.  Your ki is very potent and it takes less energy from you to perform various techniques.
Prerequisite:  Unlock Hado Ki, Control Hado Ki.

Benefit: For any technique that has a Ki cost it is reduced by 1 point, but can not be reduced to less than 1.  Additionally you gain 4 more ki points to your total pool.

Psycho Energy


This is a unique power to M.Bison in the games and the different anime.  Bison is the only known wielder of psycho energy.  This is sort of like a mixture of Hado energy and Psychic energy both rolled into one.  A character who is able to use psycho energy is a near equal to most Hado users.  In order to be able to use psycho energy the GM must be allowing psychic characters into the game, other wise M. Bison is the only one.  Below are some new powers available to Battle Mind psychic characters.  (Bison has a few levels as a Battle Mind, just as a note to you GM’s out there.)

Level 0) All-Around Sight (Wis): Retain Dexterity Bonus to Defense.
Level 1) Psycho Kinetic Shock (Str): Deals 1d6 points of Electrical damage with unarmed attacks.
Level 2) Psycho Kinetic Burst (Con): Release a wide spread Electro-Magnetic shock doing 3d6 points of electrical damage to anything with in a 20ft area.
Level 3) Psycho Kinetic Blast (Int): A blast of Telekinetic and Electrical energy doing 5d6 points of damage to a single target with in 40ft.
Level 3) Psycho Kinetic Flight (Dex): Can make flying like jumps as well as being able to slow and completely stop ones fall.
Level 4) Psycho Kinetic Fryer (Cha): Can disable a person’s motor functions for a limited time.
All Around Sight
Wisdom

	Level
	Battle Mind 0
	Display
	Visual

	Manifestation Time
	Attack Action
	Range
	Personal

	Target
	You
	Duration
	1 hour/level

	Saving Throw
	None
	Power Resistance
	No

	Power Point Cost
	1


You are perpetually aware of what is around you.  You can not be the subject of surprises, and you can never be caught off guard.  You retain your Dexterity bonus to your Defense even when in conditions that would normally deny you the bonus.  (Being restrained or tied up will still cause you to loose your Dexterity bonus, but you are not caught off guard.)  A persons eyes often glow a slight white while this power is in effect.

Psycho Kinetic Shock

Strength

	Level
	Battle Mind 1
	Display
	Visual

	Manifestation Time
	Attack Action
	Range
	Personal

	Target
	You
	Duration
	10 minutes/level

	Power Point Cost
	1


You are able to charge your hands and feet with bio-electricity.  Because of this your unarmed attacks are much more lethal than usual.  Your unarmed attacks deal an additional +1d6 points of electrical damage.  (This damage is added onto any additional damage done with techniques and such.)
Psycho Kinetic Burst
Constitution
	Level
	Battle Mind 2
	Display
	Visual

	Manifestation Time
	Attack Action
	Range
	Personal

	Area
	20ft diameter
	Duration
	Instant

	Saving Throw
	Reflex half
	Power Resistance
	Yes

	Power Point Cost
	3


You are capable of releasing an electro-magnetic shock wave emanating out from you.  While it’s area of effect is limited, it is useful.  The shock wave does 3d6 points of damage against anything with a circuit with in its area of effect.  People caught in the wave take electrical damage.  Anything with a circuit in it such as computers and such get no saving throw’s against taking the damage.
Psycho Kinetic Blast

Intelligence
	Level
	Battle Mind 3
	Display
	Visual

	Manifestation Time
	Full Round
	Range
	40ft

	Effect
	Beam
	Duration
	Instant

	Saving Throw
	Reflex half
	Power Resistance
	Yes

	Power Point Cost
	5


You can fire off a beam of telekinetic and electrical force from your hand.  You must however make a ranged attack roll in order to hit your target.  The beam does 3d6 points of bludgeoning damage, and 2d6 points of electrical damage, for a total of 5d6 points of damage to a single target.
Psycho Kinetic Flight
Dexterity

	Level
	Battle Mind 3
	Display
	Olfactory

	Manifestation Time
	Attack Action
	Range
	Personal

	Target
	You
	Duration
	10 minutes/level

	Power Point Cost
	5


You are capable of using your formidable telekinetic prows to enhance your jumping abilities to the point where you appear to almost fly.  When moving you can choose to either become airborne, or to float an inch above the ground.  You can only remain airborne for a number of rounds equal to your Dexterity Modifier +2 (never lower than 2).  After the number of rounds airborne has past the character lands safely on the ground.  With floating the character can easily move across any surface, often by walking.  The character’s movement speed is equal to their normal speed when walking or running, decided when the character first begins their movement.  When falling, the character can choose to slow their fall to nothing allowing them to stop their fall in mid air, or they can slow their fall until they land on the ground.  This is only while the power is in effect.
Psycho Kinetic Fryer
Charisma
	Level
	Battle Mind 1
	Display
	Visual

	Manifestation Time
	Full Round
	Range
	Touch

	Target
	1 living being
	Duration
	Instant

	Saving Throw
	Fortitude half
	Power Resistance
	Yes

	Power Point Cost
	7


You are capable to inflicting a debilitating condition on a person that you are able to touch.  How the person is affected depends on where they are touched.  You must make a touch attack regardless of what area of the body you are attempting to touch.  Head: Touching the head of a target will cause them to black out for 1d4+1 rounds.  Shoulder: Touching the shoulder of a target will reduce their number of actions in a round to only partial actions.  Torso: Touching any part of the person’s torso will cause them extreme pain, they take 2d8 points of damage and loose their turn in that round, or for the next round.  Legs: Touching either of the persons legs reduces their Speed by 20 points for 1d4+1 rounds, additionally they are at a -5 penalty to any Dexterity related skills or checks.  If a critical is rolled, then touched the target also flies back 40ft.

(Note; using the Chi Kung Healing technique can repair any damage done to a person who has been the victim of the Psycho Kinetic Fryer.  The person needs 2 rounds though of uninterrupted use of the power to restore their body to full fighting performance.)
Simply having psychic powers doesn’t make a person a master of Psycho energy like M. Bison.  No in order to use psycho energy a person has to have a few other things as well.  The feats below are for those who wish to wield psycho energy.  Psycho energy is not as discriminate as Hado ki, but is every bit as strong, and corrupting in some cases.

Psycho Power

You are capable of focusing your psychic energies into your techniques.
Prerequisite: Must have Power Points.

Benefit: You can spend Power Points as if they were Ki Points.  The ki cost for using some techniques is unchanged however.

Psycho Force

You are able to focus your psychic powers into your various techniques to increase their power.

Prerequisite: Must have Power Points.

Benefit: By spending 2 Power Points you can give any technique a +1 to damage.  Additionally its range increase by 2 feet, or if the attack has no range, the person can not strike at an opponent who is 2 feet out side of their normal melee attack range.  Any number of power points can be spent to increase the damage of any technique, but the range increase remains the same.
Psycho Ego

Your ego gives you power. As such your more powerful when your ego is being bolstered.

Prerequisite: Must have Power Points, Charisma 13+.

Benefit: You may add your Charisma bonus to your attack rolls to hit.  However you may only do so, so long as your HP is not reduced to 1/3rd its maximum amount.  If this happens you suffer a penalty to hit equal to your Charisma bonus.  Additionally you may only gain these benefits so long as you have 1 power point.  If you have no power points you can not make use of this feat.

Psycho Energy Mastery

You are a master of Psycho Energy.  Your psychic powers are above those of other psychics, however your power is intoxicating and you have become corrupted by it.  Least to say, you are no longer a nice guy.
Prerequisite: Must have Power Points, Psycho Ego, Charisma 15+

Benefit: Your ego is now a truly dangerous thing, especially if someone tries to break it.  When your HP is reduced down to 1/3rd its maximum amount you gain a bonus to your strength equal to your Charisma bonus, this can cancel out any penalties to hit.  The bonus persists until the end of combat.  Additionally you only gain the bonus so long as you have 1 power point.  If you have no power points left then you loose any benefits for this.  Also any damage that the character inflicts is lethal damage only.  In addition to all of this, while the character’s HP is more than ½ its maximum the character can spend 3 Power Points to boost any attack’s damage by 1 point.  (Including psychic power’s, and techniques.)
Well that’s all I can come up with for now.  I’m not going to provide stats for all of the world warriors.  The veteran characters like Ryu, Ken and Chun Li are easily above level 15, but not as high as level 18.  Newer characters like Sakuya, Fei Long, and Cammy are level 10-15.  Akuma and Bison are characters at level 18 to 20.  They are exceptionally tough characters that even Ryu and Ken have a hard time dealing with, as such these two villains are at least 2 levels above them.
Starting Character Adventures


Characters who are starting off in the Street Fighter circuit should generally be a cut above most normal fighters, thus the use of techniques.  Character playing in this game setting should have a starting level of 5 or 6, maybe higher depending on what the GM has in mind.  Starting characters however shouldn’t be at World Warrior level to start.  That’s generally something that should be built up towards.  Adventures generally don’t revolve around fighting it out in an arena.  Those are just a little something for characters to show off in, and to earn some money.

Many street fighters often get involved in street fighting because of Shadoloo.  This criminal/terrorist organization has their figures in everything, especially the street fights.  Its in these street fights where Bison often does his recruiting, looking for unique fighters to do his bidding.  Many street fighters have had at least 1 dealing with Shadoloo, they are rarely pleasant ones.  Because of this many fighters seek out Bison in the street fights looking for revenge.  In other cases like that of Ryu, Ken, and Chun Li, the character often actively looks for ways of undermining Shadoloo’s criminal activities.  Shadoloo is a great plot to use for campaigns since there are so many ways to use them.  They can warp information and easily cover up their activities.  They often have several government officials in their pocket, not to mention any other governments in the world.  Shadoloo is very powerful, but they do have limits to their power.  Bison is an internationally known terrorist, and dictator.  He is wanted on numerous accounts of inhuman experimentation, genocide, and various other charges by Interpol, and the U.N.  However do to his power not just physically but as well as resources, he is all but untouchable.  His only failing is his ego, he often enters into street fight to test his powers against other fighters, and often enough just to satisfy his need to kill.  Anyone facing Bison should expect death, unless they are very lucky or are at Ryu and Ken’s level.

Bison does not like to be made a fool of, and will take revenge on ones family if necessary, often killing all of them himself, or by brain washing them into some of his foot soldiers.


As for Akuma, encounters with this man should be about as rare as fighting Ryu.  Fights with Akuma should extremely violent, more so than Bison who enjoys toying with his opponents.  Akuma is very bloodthirsty and will not hesitate to rip your arm off and start beating you around with it.  Akuma however does have some degree of honor.  He will not fight an unworthy opponent, but will fight if attacked.  Akuma’s sense of honor only extends to those who he see’s power and strength in.  Sometimes he will simply turn around and walk away from a fighter with little explanation.  Akuma often has a saying that he leaves a fighter with that he spares: “Where I go, I go alone.  Where I fight, I fight alone.  Come back when you know that you can kill me.”

That’s it for know.  That’s all I can come up with for this.
