


The art of disciplined punching. Punches are more effective when making a Focused Attack. Damage is also increased
because the punch is more accurate and committed.

T1 of Damage and +1 Token Slide when making a Focused Attack with fists, palms or elbows.

The art of fierce kicking. Kicks are more effective when making a Focused Attack. Damage is increased, as the kick is
faster and more accurate.

T1 of Damage and +1 Token Slide when making a Focused Attack with shins, feet or knees.

The art of tactical grappling. Joint locks, submissions and wrestling maneuvers are more effective with this Technique.
They also become harder to escape or neutralize.

+1 Token Slide. Also grants the user +3 'Strength' during a 'Strength' Attribute Challenge if the opponent
tries to escape the grappling maneuver.

The ebb and flow of throwing. Diverse throwing maneuvers are more effective as Focused Attacks. Success rate is higher
when attempting to throw an opponent. By default, Throws inflict ‘Heavy' Fall Damage.

+1 Token Slide when attempting to throw an eligible opponent. Inflicts 'Heavy' Fall Damage.
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The art of breaking bones and dislocating joints. Bone-snapping and dislocation moves are more effective when making
a Focused Attack to the target's Skeletal Structure.

+1 Token Slides and +T1 of Damage from bone breaking and dislocation moves.

Precision gouging and tearing. Eye gouges, soft tissue strikes and pressure point manipulation are more effective when
making a Focused Attack.

+1 Token Slides and +T1 of Damage from gouging, tearing and pressure point manipulation.

This Technique provides heightened reflexes when evading an attack. The Fighter perceives an incoming attack with
more clarity and timing, making dodging more graceful.

+3 Evade Modifier Ranks for 1 Instant when making an evasion attempt.

Enhanced parrying versus Primitive Projectiles. Using a focused combination of speed, timing and luck, the Fighter
snatches or deflects Primitives such as darts, bolts, arrows or stones from midair.

Parry attempt allows grasping or deflecting Primitives from midair with bare hands.
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When this Technique is in use, the Fighter's body becomes an impermeable suit of Armor against H2H or Melee
Weapon strikes. The Iron Shirt is used instead of making a Blocking attempt by absorbing the attack, making the
incoming Weapon'’s ‘Advantage’ irrelevant.

Iron Shirt acts as a Block attempt and absorbs H2H or Melee Weapon strikes.

This Technique channels a Free-Form punch or kick into a powerful leaping strike. Double Damage is inflicted while
allowing the Fighter to cover distance and propel targets up to size (L) backwards.

Double Damage from a leaping Punch or Kick. Distance is covered and target is propelled by #1 Feet.

The Counter Hit represents precision timing as a single defensive strike. When the opponent strikes with an H2H attack,
the Defender’s unarmed Block attempt also becomes a strike to the incoming limb.

Simultaneously Block and deliver a Focused H2H sirike to jam the incoming attack.

Disarming an enemy can be done proactively or defensively. As a defense attempt, the Disarm Technique uses a Parry
attempt to remove a Weapon from an opponent.

Disarm an opponent’s Weapon during a Parry atfempt. As an offensive attempt, success is measured as
an H2H attack.

MARTIAL ARTS - Ili

Martial Arts
Techniques - 3




MARTIAL ARTS - IV

An advanced variation of the Disarm Technique. The Redirect Technique uses a Parry attempt to turn an opponent’s
Weapon on its wielder. Thus, a Parry simultaneously becomes an attack using the enemy’s own Weapon.

Redirect an opponent’s Melee Weapon into an atfack during a Parry attempt. As an offensive attempt,
success is measured as an H2H attack.

Many fights end up in a grappling scenario. Through training in grappling countermeasures, the Fighter resists an
opponent’s grappling maneuvers such as joint locks and submission holds. This Technique substitutes a conventional
Attribute Challenge.

Escape the control of an opponent’s joint lock, submission or wrestling move.

Proper training in the art of throwing an opponent through brute force or leverage also yields way to escaping the
structural effects of an opponent’s throw attempts. The Fighter safely lands from an enemy’s throw.

Safely avoid 'Heavy' Fall Damage caused by an enemy’s throw.

The Evading Strike is a safer and more advanced version of the Counter Hit, relying on sleight of body and fist. When
the opponent strikes with an H2H or Melee attack, the Defender simultaneously evades and unleashes an H2H strike.

Simultaneously Evade and Deliver a Free-Form or Focused H2H strike.
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An advanced version of the Evading Strike that deals increased damage through the momentum generated when
leaping. When the opponent strikes with an H2H or Melee attack, the Defender simultaneously evades and unleashes a

leaping H2H strike, which inflicts double damage.

Evade an attack and unleash a leaping H2H attack during the same Instant, inflicting double damage.

The Kip (Kick) Up is more than just a fancy way of springing back into action. If a Character is knocked down in
combat, the Kip Up allows a swift fighting stance recovery without using an extra Instant to get back on foot.

Immediately arc up into a fighting stance without sacrificing an Instant if knocked down.

Tumbling relies on acrobatics and low rolling movements to bring the Fighter away from an attack zone. Evade an
attack and continue Tumbling for #1 Feet in 1 Instant.

Evade an enemy attack and Tumble to safety for #1 feet in 1 Instant.

During the execution of an H2H or Melee attack, the Fighter projects a loud, focused shout, such as a 'Kia' sound or
other power word in the Target's direction. During this Instant, the Target is stunned and unable to Block, Dodge or
Evade the Fighter's attack. Additionally, the Fighter's attacks inflict Double Damage.

H2H and Melee Damage are doubled. Nullifies Target's defensive capabilities for 1 Instant.
1 Instant
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The Fighter’s brief invulnerability granted by the Iron Shirt is heighted to withstand damage from Ranged Arms.
Bulletproof is used instead of making a Blocking attempt. This Technique only guards against the projectile’s damage
potential, and not any enhanced effects.

Bulletproof neutralizes Ranged Weapon attacks. Used during a 'Block' attempt.

Through this Technique, the Fighter’s body becomes wrapped in an invisible cloak that wards off the blazing effects of
fire. Fire Born also protects against the hazards of smoke inhalation.

Invulnerability against damage inflicted by fire and smoke inhalation.

The Fighter draws in pure Etheric power through deep breathing. This energy is stored in the lungs, making it possible to
hold one’s breath for 10 Minutes per Constitution Rank. Deep Breath also protects the Fighter from the crushing effects
of underwater pressure.

Hold breath for 10 Minutes P / Constitution rank.

By channeling the infinite power of Ether info a single strike, the Fighter delivers a crashing punch or kick that shatters
bone, explodes organs and jolis Armor. Since the Fighter's striking surface remains unscathed, the power of this strike
can also break though solid obstacles.

Damage: T4, ADV: 9
| Instant
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