Package Deals
Martial Arts
Note: I am using the official rule that +1 DC normal on martial maneuvers equates to +½  DC Killing. If this proves too little, we’ll switch to 1-for-1 equivalence. (Really, I don’t know why this rule exists…)

Also note that I’ve incorporated the Deadly Blow concept, but as a feature of various martial arts.

This is still a rough draft. Some of these need rewriting, maneuvers need polishing, some may have too many maneuvers. I dunno. Oh well, look and comment if you like.
The Way of the Blade

Practiced by the barbarians of the northlands.
Brawling


2
PS: Brawler


2
KS: Brawling Style


3
Breakfall (DEX)


4
Punch: Martial Strike (+0/+2, STR +2d6, Strike)


5
Roundhouse: Offensive Strike (–2/+1, STR +4d6, Strike)


4
Low Blow: Nerve Strike (–1/+1, 2d6 NND/armor/lack of weakness)


4
Disarm: Martial Disarm (–1/+1, Disarm, +10 STR)


4
Kidney Blow: Killing Strike (–2/+0, ½d6 HKA)


4
Duck: Martial Dodge (–/+5, Dodge, Abort, affects all attacks)


5
Block: Defensive Block (+1/+3, Block, Abort)*


5
Arm Lock: Choke Hold (–2/+0, Grab, 2d6 NND/neck/breathe)


4
Wriggle Free: Martial Escape (+0/+0, +15 STR vs. Grab)


4
Box the Ears: Nerve Strike (–1/+1, 2d6 NND/armor/lack of weakness)


3
Takedown: Sacrifice Throw (+2/+1, STR, you fall, opponent falls)


4
Bear Hug: Crush (+0/+0, STR +4d6 Crush, must follow grab)*


3
Knee Kick: Legsweep (+2/–1, STR +1d6, target falls)*


3
+1d6 Hand Attack

Orcish Fighting

Dwarven Axe Mastery

This art focuses on the dwarven two-handed axe. The style focuses on immobility, forcing foes back, and a variety of vicious strokes. Dwarves are notorious for great sweeps and decapitating strokes. Dwarves also have a peculiar magic of their own, activated by deep chanting and sometimes use of runes. This rhythmic chanting and chopping has been referred to as the “dance of death.”

1
KS: Dwarven Axe Mastery style


4
Slash: Fast Strike (+2/+0, Strike +1 DC)*


4
Feet of Stone: Root (+0/+0, +15 STR to resist Shove; Block, Abort)*


4
Push Back: Shove (+0/+0, +15 STR to Shove)*


5
Cleave: Sacrifice Strike (+1/–2, Strike +2 DC)*  – designed  to split the foe from crown to crotch.

4
Block: Martial Block (+2/+2, Block, Abort) – turn the axe sideways and block with the haft.


5
Reverse Stroke: Defensive Strike (+1/+3, Strike) – Swing to force the foe back, then reverse smoothly and strike with the back of the head; axes are often backed with spikes.

4
Butt Strike: Nerve Strike (–1/+1, 2d6 NND/armor/lack of weakness) – reverse the axe and strike with the butt against an unarmored location.


4
Web of Steel: +2 OCV with Sweep maneuver

8
Neck Strike: +4 OCV for shots to the head (may combine with maneuvers)


8
Axe Lord: +1 DC with weapon (may combine with maneuvers)

11
Winged Steel: 2d6 HKA, Ranged by STR (+¼), OAF Axe (-1), axe takes phase to return (-½), needs 5” range (-¼), extra time: half phase (-¼), damage by weapon (-¼), incantation (-¼), IIF Rune (-¼). 37 AP, Cost 11 — the greatest dwarven axe masters can hurl their axes and call them back to their hand! This requires identical runes painted on axe and hand, and the dwarf must chant to the axe as it flies, calling it to return. (Prerequisite: 20 points.)

TBD
Blindfighting: TBD

3
Shoulder Down: Killing Throw (–2/+0, ½d6 HKA, target falls)* — the dwarf rolls under the foes guard, then stands and uses his axe to “hook” the opponent and toss him over… This is used to penetrate and disrupt defensive lines.
Dwarven Troll Slayer
The Way of the Arrow
The elves are one of the few peoples who have developed an archery martial art. Like much elven magic, this involves soft singing and graceful movements.

1
KS: Way of the Arrow


3
Concealment


4
Sidestep: Martial Dodge (–/+5, Dodge, Abort, affects all attacks)


5
Interpose: Block (+1/+3, Block, Abort)* — if a foe gets too close, the elf can parry with his bow, though this may damage the bow. Sidestep is preferred.


3
Called Shot: Fast Strike (+2/+0, Shoot, only offsets location penalties)


3
Ride the Wind: Fast Strike (+2/+0, Shoot, offsets range penalties)*


4
Doubleshot: Sweep (-2/+0, full phase, Shoot two arrows at once)


5
Guarded Shot: Defensive Shot (+1/+3, Shoot)*


3
Heart’s Focus: Basic Strike (+1/+0, Shoot +1 DC)*


17
Black Arrow: +1d6 RKA, +3 OCV; Armor Piercing on 45 AP (+½); OAF Bow (-1), Extra Time: Full Phase (-½), Concentrate ½ DCV (-¼), Incantation (-¼). AP 52, Cost 17, 5 END. Requires 20 points in abilities.
Elven Sword Dancers
Blade singers are mystical fighters who combine blade-work with dancing movement and song magic. They are known for their graceful movements, precise maneuvers, and odd magical effects.

1
KS: Blade Singer style


4
Running +2”


4
Deflect: Martial Block (+2/+2, Block, Abort)


4
Flicker: Fast Strike (+2/+0, Strike +1 DC)*


4
Sidestep: Martial Dodge (–/+5, Dodge, Abort, affects all attacks)


5
Running Strike: Passing Strike (+1/+0, STR +v/5, full move)* — the elf dances past a foe, adding +1 DC if he moves at least 8”.


3
Bladesong: +1d6 HKA, OAF weapon (-1), incantation (-½), only to increase maximum damage (-2). Increases the maximum damage of any weapon by +2d6. +1 END per round.

10
Uncanny Skill: Find Weakness 11-


15
Sever the Soul: HKA 1d6, NND (+1), does Body (+½), OAF weapon (-1), incantation (-½) – the elf makes a mystical attack against the foe, striking through armor to harm the soul. The defense is an EGO roll with a penalty equal to the BODY done by the attack, or Mental Defense. 37 AP, 3 END per attack.

7
Despair: +25 PRE, only for Presence Attacks (-1), incantation (-½), OAF weapon (-1) — the elf sings a grim dirge and dances with an impressive display of technique, designed to weaken the foe’s resolve. 2 END.
Gladiators of Amoth-Yun

Knife Fighting

Knightly Combat

This is the classic sword-and-shield knightly combat.


 
FW: Knightly Weapons (Flail, Mace, Sword, Dagger, Shield, Lance)


2
KS: Knightly combat


2
KS: Code of Chivalry


2
KS: Heraldry


2
KS: Etiquette



High Society


1
PS: Knight


5
Thrust: Defensive Strike (+1/+3, Strike)


3
Back Slash: Basic Strike (+1/+0, STR +1 DC)*


5
Overhead Strike: Offensive Strike (–2/+1, Strike +2 DC)


5
Reckless Cleave: Sacrifice Strike (+1/–2, Strike +2 DC)*


5
Parry: Defensive Block (+1/+3, Block, Abort)*


4
Bind: Weapon Bind (+1/+0, STR +10, Bind)*


3
Riding


5
Ride By: Passing Strike (+1/+0, Strike +1 DC/10”)* — requires Riding
Order of Tantallon

The knights of the Order of Tantallon are paladins sworn to honor and justice.

 
FW: Knightly Weapons (Flail, Mace, Sword, Dagger, Shield, Lance)

2
KS: Knightly combat


2
KS: Code of Chivalry


2
KS: Heraldry


2
KS: Law


2
KS: Etiquette



High Society


1
PS: Paladin


TBD
Defense Maneuver


10
Find Weakness


3
Strike: Basic Strike (+1/+0, STR +2d6)*


4
Basic Ward: Martial Block (+2/+2, Block, Abort)


4
Blade Ward: Weapon Bind (+1/+0, STR +10, Bind)*


4
Wind Rider: Root (+0/+0, +15 STR to remain in the saddle)*


4
Disarm: Martial Disarm (–1/+1, Disarm, +10 STR)


5
Mercy Strike: Sacrifice Strike (+1/–2, Strike +2 DC)*


5
Unhorse: Custom (+0/+0, Throw, STR +v/5, Full Move)


5
Strike of Contempt: Custom (+1/–1, +10 STR to Grab weapon)


5
Strike of Vengeance: Custom (–1/–1, +2 DC strike, target falls)


8
+1 DC with maneuvers


4
Bane of the Wicked: +1d6 HKA, OAF weapon (-1), Concentrate ½ DCV (-¼), Incantation (-¼), only against evil creatures (-1), Cost 4, +2 END per phase


4
Call of Valor: +20 PRE, Instant (-2), Costs END (-½), only for presence attacks (-1), Cost 4


15
Folly of the Wicked: The paladin is wise to the ways of the wicked and sense those who would waylay him from the shadows. Danger Sense 11-, out of combat


5
Shield of Faith: Missile Deflection, arrows; OAF Sword or Shield (-1)


7
Nor Shall My Sword Sleep in My Hand: HKA 2d6, OAF Sword (-1), only if no weapons are available (-½), only in righteous need (-1), real weapon (-½) — the paladin can summon a blade of pure light at extreme need.

10
Strength of Purpose: +3 OCV w/melee combat, only vs. designated foe (-½)

Legionnaire of Ogethaal

The training of the legions of the southern empire.
Resplendent Dragon Kung Fu

As described in UMA, more or less. This unarmed art is only known among the Dragon Folk of the Spine of the World, and is taught in the Dragon Temple.

Semurran Foot Wrestling
This art is taught on the isle of Semurra, where it replaces wrestling as the regional pastime. Basically renamed Savate.

5
Back Kick: Defensive Strike (+1/+3, STR Strike)


4
Low Kick: Martial Block (+2/+2, Block, Abort)


5
Side Kick: Offensive Strike (–2/+1, STR +4d6, Strike)


4
Block: Martial Block (+2/+2, Block, Abort)


4
Disarm: Martial Disarm (–1/+1, Disarm, +10 STR)


3
Takedown: Legsweep (+2/–1, STR +1d6, target falls)*


2
KS: Foot Wrestling
Staves
Taught as a self defense to wizards, priests, and holy friars. Also popular in places where martial weapons are forbidden to the commoners.

2
KS: Staff Fighting


5
Butt Strike (Jab): Defensive Strike (+1/+3, STR Strike)


5
Parry: Defensive Block (+1/+3, Block, Abort)*


4
Block: Martial Block (+2/+2, Block, Abort)


5
Circle Strike: Offensive Strike (–2/+1, STR +4d6, Strike)


3
Ankle Sweep: Legsweep (+2/–1, STR +1d6, target falls)*

Sword Masters of Kelawn

An art taught by a remote school on the island of Kelawn, focusing on the use of swords. Sword Masters bear a tattoo of a sword on their inside left forearm, and are highly respected as dangerous opponents.

1
FW Swords


2
KS: Kelawn Sword Mastery


2
PS: Sword Master


1
Perk: Sword Master (must have 15 pts in maneuvers)


5
Thrust: Defensive Strike (+1/+3, Strike)


4
Lunge: Martial Strike (+0/+2, Strike +1 DC)


4
Lightning Stroke: Fast Strike (+2/+0, Strike +1 DC)*


5
Slash: Offensive Strike (–2/+1, Strike +2 DC)


4
Parry: Martial Block (+2/+2, Block, Abort)


5
Back Parry: Defensive Block (+1/+3, Block, Abort)*


4
Disarm: Martial Disarm (–1/+1, Disarm, +10 STR)


4
Bind: Weapon Bind (+1/+0, STR +10, Bind)*


5
Takeaway: Shove Takeaway (+0/+0, +10 STR to Grab weapon)*


8
Blade Master: +1 DC with all maneuvers


5
Reflex Strike: Naked Trigger on up to 3d6 HKA, OAF weapon (-1), triggered when first engaged by foe. Swordmasters with this talent have been known to slay their own lovers when surprised… (PER to recognize, EGO to abort)

Wrestling

Wrestling is a common pastime and form of contest throughout Emyrra. It follows formal rules and  proceeds until one opponent pins the other for two phases. It is considered dishonorable to try to injure your opponent (cause BODY or render him unconscious). Wrestling is unarmed.


2
KS: wrestling style (11-)


2
KS: rules of wrestling (11-)


3
Breakfall (DEX)


3
Slam: Martial Throw (+0/+1, STR +v/5, opponent falls)


3
Take Down: Sacrifice Throw (+2/+1, STR, you fall, opponent falls)


4
Escape: Martial Escape (+0/+0, +15 STR vs. Grab)


4
Hold: Martial Grab (–1/–1, Grab, +10 STR for Hold only)


5
Choke: Choke Hold (–2/+0, Grab, 2d6 NND/neck/breathe)


4
Reversal: Martial Block (+2/+2, Block, Abort)

Appendix: Maneuvers Summarized


5
Maneuver: Choke Hold (–2/+0, Grab, 2d6 NND/neck/breathe) † (ropes, shafts)

5
Maneuver: Defensive Strike (+1/+3, STR Strike) †

4
Maneuver: Killing Strike (–2/+0, ½d6 HKA) †

4
Maneuver: Martial Block (+2/+2, Block, Abort) † (incl. shield)

4
Maneuver: Martial Disarm (–1/+1, Disarm, +10 STR) †

4
Maneuver: Martial Dodge (–/+5, Dodge, Abort, affects all attacks)


4
Maneuver: Martial Escape (+0/+0, +15 STR vs. Grab)


4
Maneuver: Martial Grab (–1/–1, Grab, +10 STR for Hold only) † (nets, chains)

4
Maneuver: Martial Strike (+0/+2, STR +2d6, Strike) †

3
Maneuver: Martial Throw (+0/+1, STR +v/5, opponent falls) † (chain/rope)

4
Maneuver: Nerve Strike (–1/+1, 2d6 NND/armor/lack of weakness) ††

5
Maneuver: Offensive Strike (–2/+1, STR +4d6, Strike) †

3
Maneuver: Sacrifice Throw (+2/+1, STR, you fall, opponent falls)


4
+1 DC for all Martial Arts Attacks (+½  DC killing)


1
Extra Weapon or Weapon Group


3
Maneuver: Basic Strike (+1/+0, STR +2d6)* †

4
Maneuver: Crush (+0/+0, STR +4d6 Crush, must follow grab)*


5
Maneuver: Defensive Block (+1/+3, Block, Abort)* †

4
Maneuver: Fast Strike (+2/+0, STR +2d6)* †

3
Maneuver: Flying Tackle (+0/–1, STR +v/5, you fall, target falls, full move)*


3
Maneuver: Grappling Throw (+0/+2, STR +2d6, target falls, must follow grab)* † (chain)

5
Maneuver: Killing Throw (–2/+0, ½d6 HKA, target falls)*


3
Maneuver: Legsweep (+2/–1, STR +1d6, target falls)* † (shaft, net)

5
Maneuver: Passing Strike (+1/+0, STR +v/5, full move)* †

4
Maneuver: Reversal (–1/–2, STR +15 to Escape, then Grab)*


4
Maneuver: Root (+0/+0, +15 STR to resist Shove; Block, Abort)*


5
Maneuver: Sacrifice Disarm (+2/–2, +10 STR to Disarm)* †

4
Maneuver: Sacrifice Lunge (+2/–2, STR +v/5, full move)* †

5
Maneuver: Sacrifice Strike (+1/–2, STR +4d6)* †

4
Maneuver: Shove (+0/+0, +15 STR to Shove)* † (large)

5
Maneuver: Shove Takeaway (+0/+0, +10 STR to Grab weapon)* †

3
Maneuver: Takedown (+1/+1, target falls)* † (staves, ropes, nets)

4
Maneuver: Weapon Bind (+1/+0, STR +10, Bind)* † (also shields)

5
Maneuver: Ballestra (+2/–2, STR +4d6, half move required)*


5
Maneuver: Breaking Throw (–2/–2, Grab limb, ½d6 HKA, disable, target falls)*


4
Maneuver: Counterstrike (+2/+2, STR +2d6 Strike, must follow successful block)* †

4
Maneuver: Eye Gouge (–1/–1, 2d6 sight group Flash)*


5
Maneuver: Flying Dodge (+0/+4, Dodge all attacks, Abort, full move)*


5
Maneuver: Joint Break (–1/–2, Grab limb, ½d6 HKA, disable)*


4
Maneuver: Joint Lock/Throw (+1/+0, Grab limb, 1d6 NND, target falls)* † (chain/rope)


Maneuver: Punch ()†



Maneuver: Head-Butt ()† (helmet spikes)
Ranged:


3
Maneuver: Defensive Shot (–1/+2, range +0, strike)*


5
Maneuver: Distance Shot (+0/-2, range +6, Strike, 1 segment prepare)*


5
Maneuver: Far Shot (+1/–1, range +4, Strike)*


4
Maneuver: Offensive Shot (–1/–1, range +0, Strike +4d6)*


4
Maneuver: Quick Shot (+1/+0, range +0, Strike +2d6)*


3
Maneuver: Ranged Disarm (–1/+0, range +0, Disarm +10 STR)*


4
Maneuver: Trained Shot (+0/+0, range +2, Strike +2d6)*


3
Maneuver: Trip (–1/+0, range +2, target falls)*

* see UMA

† can be used with weapons

†† can be used with normal-damage weapons only

