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Martial art styles

Martial art styles are composed of various maneuvers based on various methods. Each style represents a different set of maneuvers. To become familiar with a style, one must devote 1 weapon proficiency to it. Each maneuver from a style costs 1 proficiency (weapon or non-weapon). Unlike the rules presented in the Complete Ninja's Handbook, this system does not require you to learn the maneuvers of a given method in rising order (learn strike 1 before strike 2 et.c.). Rather some maneuvers have prerequisites that must be learnt before they can be learnt (you know what I mean). 

Each style grants an AC bonus and a damage rating with standard attacks. If a character is familiar with more than one style, use the best ratings. All character classes can learn martial arts, and are entitled to 1 bonus attack with their preferred hand/foot (primary weapon). For all character groups except warriors this means 2 attacks per round (or 3 if they choose to attack with their "secondary" hand/foot, using the secondary weapon penalty rules). Warriors follow the standard #AT granted by level. Also, fighters and gladiators may specialize in martial arts, gaining the standard +1/+2 bonuses, and the specialist #AT. So technically a 1st level fighter or gladiator can strike 7/2 if specialized in martial arts and striking with both hands or feet. 

Note: Gladiators start play knowing the arena fighting style. Seeing this martial arts system doesn't use a chart, the gladiator's +4 chart modifer for unarmed attacks is replaced by a +1 bonus to attack and damage rolls for martial arts. 

Dancing Elf (AC +3, Dmg 1d2)

Block 1,2,3,4

Movement 1,2,3,4

Mad Crodlu (AC +1, Dmg 1d6)

Strike 1,2,3,4

Vital area 1,2,3

Raging Tembo (AC +2, Dmg 1d4)

Strike 1,2,3,4

Movement 1,2,3

Hold 1

Bad Mekillot (AC +2, Dmg 1d4)

Hold 1,2,3,4

Block 1,2

Strike 1,2 

Arena fighting (AC 0, Dmg 1d4)

Hold 1

Strike 1,2,4

Block 2,3,4

Vital area 2

Street fighting (AC 0, Dmg 1d3)

Vital area 1,2,3

Hold 1

Movement 1,2

Strike 3

Martial art maneuvers

Martial art maneuvers are grouped by method. Each maneuver costs a number of attacks to execute. Those powers that are constantly in effect have a cost of 0. Martial arts attacks and maneuvers can be executed by characters wearing studded leather (AC 7) and lighter armor (this includes the AC benefits of certain styles). 

Maneuver (#AT cost)
Effects

Method: Block

1. Reduce impact
(1)
Halves damage from one attack, round up

2. Parry, melee (1)
Blocks 1 melee attack per attack devoted

3. Scissor block* (1)
Pins opponent's weapon/limb

4. Parry, missile (1)
Blocks 1 missile attack per attack devoted

* Prerequisite 2

Method: Movement

1. Feint (1)

Costs one attack, gain +3 to hit on next attack

2. Dodge (1)

Add 3 to AC against one attack

3. Attack & move* (0)
Allows 1/2 movement after 1/2 attacks

4. First strike** (1)
Spend one attack to win initiative

* Prerequisite 2

** Prerequisite 2,3

Method: Strike

1. Attack focus (0)
+1 to all attack rolls with martial arts

2. Damage focus (0)
+1 to all damage rolls with martial arts

3. Weaponbreaker (1)
Weapon/limb must save vs crushing blow, or be rendered useless

4. Channel energy* (0)
Natural attacks are considered +1 magical weapons (regarding immunity)

* Prerequisites 1,2

Method: Hold
1. Choke hold (1)

Victim must break loose, save vs paralyzation or pass out.

2. Arm lock (1)

Victim must make opposed strength check or be unable to use arms

3. Leg lock (1)

Victim must make opposed strength check or be unable to use legs

4. Immobilize* (2)
Victim must save vs petrification or be immobilized.

* Prerequisites 2,3

Method: Vital area

1. Groin punch (1)
Victim receives -2 penalty to AC and attack rolls for 1d3 rounds

2. Kidney punch
(1)
Victim must save vs petrification or be stunned for 1d4 rounds

3. Solar plexus* (1)
Victim must save vs paralyzation at -2 or be paralyzed for 1d6 rounds

* Prerequisite 2

Maneuver descriptions

Method: Block

Reduce impact: By maneuvering himself into a defensive posture with the aim of reducing a weapon's effectiveness, a martial artist makes an attack roll vs AC 10. If successful, the martial artist reduces damage by half (rounded up) from a single attack, including bonuses for strength, specialization et.c. Reduce impact costs 1 martial art attack to execute, and may be used more than once per round.

Parry, melee: The parry maneuver prevents melee attacks from hitting the martial artist. In order to parry an incoming attack, a character must roll an attack roll versus AC 0. If successful, the martial arist suffers no damage from the attack. If attempting to parry an armed strike, the character suffers a -2 penalty to the attack roll. Note that fist-enhancements such as the cestus and fist irons do not count as weapons in this case (the strike/punch gestures with fist-ehancements are the same as without them). Parry, melee costs 1 martial art attack for each attack a martial artist attempts to parry. Only one parry attempt is allowed per incoming attack.

Scissor block: An improved melee parry. With this advanced maneuver, the martial artist parries an incoming weapon attack and is able to grab/lock the opponent's weapon (or limb, if unarmed attacks are used), if a successful attack vs AC 0 is rolled. The scissor block, if successful, requires both limbs the martial artist fights with, but he/she is allowed to attack with her other pair of appendages (feet or hands), inflicting the same damage as if using the main appendages. In order for an attacker to continue attacking with the weapon/limb, he or she must wrest back control of it, by rolling a successful strength check. The first wrest attempt is a free action, but if it fails, each new attempt costs one of the attacker's allowed attacks. Of course, a character can let go of a held weapon if desired. Scissor block costs 1 martial art attack per blocking attempt, and may be used more than once per round. Only one parry attempt is allowed per incoming attack. As a prerequisite prior to learning scissor block, a martial artist must learn parry, melee.   

Parry, missile: With this maneuver, the martial artist is able to parry missiles such as daggers, darts, arrows and chakram. A successful attack roll vs AC 0 is required for each missile . Enchanted missiles are more difficult to parry. Each + transfers into a -1 penalty to the martial artists roll. Parry, missile costs 1 martial art attack per attempted parry, and may be used more than once in the same round, but only once per incoming missile.

Method: Movement

Feint: The martial artist begins an attack in one direction, and at the last moment changes it to another direction. Or he/she begins an attack, but does not follow through, in order to draw his opponent off balance or make the opponent commit to a futile defense. Employing a feint costs the martial artist 1 attack, but grants him/her a +3 to-hit bonus to a single other. Only one feint per performed attack. 

Dodge: Dodging, ducking and jumping makes the martial artist more difficult to hit. Dodge costs 1 attack, and grants the martial artist a +3 AC bonus versus one single attack. Only one dodge attempt per incoming attack. 

Attack & move: Normally, a character can walk up to 1/2 his/her movement and execute 1/2 of his/her allowed number of attacks. This maneuver allows the martial artist to do the opposite - namely execute 1/2 of his/her allowed attacks, and then move 1/2 of his/her allowed movement. Several advantages exist within this pattern. If the martial artist wins an initiative, he or she can strike the opponent and move away before the opponent can strike back. Optionally, the opponent may be allowed to follow, but his/her number of attacks are also 1/2 -still an advantage versus specialized fighters wielding large-damage weapons. Employing attack & move costs 0 attacks, and has dodge as a prerequisite.

First strike: Before initiative is announced, a martial artist with first strike can choose to forego an attack to override the results of a concurrent initiative roll. First strike costs 1 attack, and has dodge and feint as prerequisites. First strike can be combined with hold and vital area maneuvers for optimal effect. 

Method: Strike

Attack focus: Through training and honing his skills, a martial artist learns how to strike faster and more accurate. This is reflected in a +1 bonus to all attack rolls made with regards to martial arts. Attack focus is always in effect (it costs 0 attacks to execute). Attack focus can be improved to a maximum of +3. Each improvement costs one proficiency slot. 

Damage focus: The other side of the focus coin. Perfecting techniques grants the martial artist a +1 damage bonus to standard martial art attacks. Damage focus is always in effect (0 attacks to execute), and can be improved to +3. Each improvement costs one proficiency slot. 

Weaponbreaker: The martial artist knows how and where to strike in order to shatter or break non-steel weapons (and not magical weapons). A successful attack roll versus AC 0 is required to hit the weapon, which receives a saving throw vs crushing blow to avoid the effect. If used against a limb, the martial artist rolls versus the target's AC and the victim saves versus death. Damage is inflicted as for a normal attack, in addition to a possible limb breakage. Weaponbreaker costs 1 attack to execute, and may only be attempted once per round against a given weapon (it can be used twice or more in a round if the martial artist is fighting two opponents, and/or an opponent is armed with two weapons). 

Channel energy: Through mental excercises and mastering one's focusing skills, a martial artist can channel energy through his fists and feet, enabling him to strike and harm enemies others and standard weapons cannot. Channel energy makes a martial artist able to harm creatures only harmed by steel and magical +1 weapons. It costs 0 attacks, and has attack focus (1 slot) and damage focus (1 slot) as prerequisites. Channel energy may also be used in conjunction with the weaponbreaker maneuver to shatter steel weapons, but not magical weapons. 

Method: Hold
Choke hold: This maneuver teaches the correct way of applying pressure to render an opponent unconscious. To initiate a choke hold, the martial artist must make a successful attack roll. For the maneuver to work as intended, the martial artist must maintain the choke hold until the end of the next melee round. During that time he/she can take no other action; he/she is entirely occupied in gripping and holding his/her opponent. The opponent can attempt to escape by making a successful attack roll with a -2 penalty. The escape attempt can be tried as many times as the opponent has attacks for the round. If the opponent fails to escape, he/she falls unconscious and remains so for 1d3 rounds. During the time the choke hold is in effect, the opponent cannot cry out for help or cast spells requiring verbal components, but psionics may be employed. Choke hold costs 1 attack to execute, but if successful the martial artist is unable to do anything else but maintaining the hold.   

Arm lock: A martial artist can employ an armlock by making a successful attack roll. The victim cannot use his arms, including casting spells with somatic components. In order to escape an armlock, a victim must win an opposed strength check. Both the martial artist and the victim rolls a strength check, modified by the gap between their strength scores (example: Martial artist has strength 12, victim 15. The victim gets a +3 bonus to his roll). The victim breaks loose if he/she wins the opposed checks, and if it is a tie. The victim may attempt to break loose once per allowed attack. Arm lock costs 1 attack, but if successful the martial artist is unable to do anything else but maintaining the hold. 

Leg lock: A martial artist can employ a leg lock by making a successful attack roll. The victim cannot use his legs. In order to escape a leg lock, a victim must win an opposed strength check. Both the martial artist and the victim rolls a strength check, modified by the gap between their strength scores (example: Martial artist has strength 12, victim 15. The victim gets a +3 bonus to his roll). The victim breaks loose if he/she wins the opposed checks, and if it is a tie. The victim may attempt to break loose once per allowed attack. Leg lock costs 1 attack, but if successful the martial artist is unable to do anything else but maintaining the hold.

Immobilize: With one hand the martial artist grips and holds an opponent in such a way that the opponent cannot take any action except employ psionics. The martial artist is still able to make other attacks, and even apply an immobilizing attack on another opponent (provided he/she has enough attacks). A successful attack roll with a -2 penalty must be made to initiate the immobilization. An immobilized character can escape by rolling a successful attack roll with a -4 penalty. Only one escape attempt may be attempted per round.  Immobilize costs 2 attacks, and prerequisites are arm lock and leg lock.

Method: Vital area
Groin punch: A groin punch or kick is very painful. Only males are affected with a -2 penalty to AC and attack rolls for 1d3 rounds, but it is uncomfortable to females as well. An attack roll with a -2 penalty is required to strike at the groin. Groin punch costs 1 attack, and the effects are not cumulative if multiple groin punches are used against the same opponent.

Kidney punch: Striking at someone's kidneys can render them stunned for 1d4 rounds. An attack roll with a -2 penalty is required to strike these vital areas. In order to avoid the effect, a saving throw vs petrification must be passed. Kidney punch costs 1 attack to execute. If an opponent is struck in the kidneys while stunned, the stun duration is extended by 1 round if a save is failed. Only one round of extension can be achieved per round. 

Solar plexus: The solar plexus is the ultimate area to strike if a martial artist wants to render an opponent helpless. A successful atttack roll with a -2 penalty results in 1d6 rounds of paralyzation if a saving throw vs paralyzation with a -2 penalty fails. Solar plexus costs 1 attack to execute. Effects are not cumulative. Prerequisites: Kidney punch.

Limitations on martial arts
- An unarmed martial artist attacking an armed opponent is subject to an attack of opportunity. 

- Characters wearing armor heavier than studded leather (AC 7) and/or a shield cannot execute any of the martial art maneuvers, and they lose both the AC benefits and extra unarmed attack. However, those maneuvers requiring 0 attacks are still in effect as long as martial arts are being employed. 

A note on weapons
This martial art system is an unarmed martial art system. Weapon use and options (such as parries) are covered by both Player's Option: Combat and Tactics and The Complete Fighter's Handbook.

Adding flavour to "standard" martial art attacks
Game referees are encouraged to describe combat scenes and moves to make the game more interesting, and to avoid the static "You hit, you miss" standard. The Complete Gladiator's Handbook has an appendix with many "standard" maneuver names (and locations), ranging from head butts to elbow smashes and roundhouse kicks. Definitely recommended for flavour.

