One of the distinct advantages of not being a Camarilla chapter is that we don’t have to play by the rules – we make our own rules.  And one of the biggest problem areas of all time for the MET system is combat – specifically the area of the Mob Scene.  In the case of the Mob Scene, we all know that one person “leads” the mob, earning bonus Traits equal to the number of other people in the mob, up to a maximum of five.  Below, you will find optional rules built into the Darker Productions primary mechanic.
Dynamic Mob Scene (2.5.1)

In an effort to bring a little more realism into the realm of pack combat (read: the Mob Scene), Darker Productions would like to bring to air the following points – if Physical Traits can be loaned during a challenge, what happens to the scenario?  Other Garou are beating on the foe as well, and there is no representation other than the increasing of odds to hit your target?  If a noble packmate wants to take a gruesome hit to ensure their Alpha stays in the fight, what does one do? Not anymore.

During a combat scene, if Mob Combat has been initiated, players who find their characters loaning to the leader of the mob now have the following options:

Loaning physical traits – ensuring a hit; this is the standard Mob Scene action from the CRB.
Loaning extra damage traits – representing that others are hitting the target as well

Loaning ability traits – representing allies aiding in the fight
Taking a hit – ensuring a weaker character stays in the fight (requires a Simple Test; on a win or a tie, the character takes the hit)
Which ever action each mob member opts for, only the loaning of Physical Traits and extra damage Traits must be declared at the start of each round.  Loaning ability traits and Taking a hit describe support actions that need to be declared within the heat of battle, so these actions can be declared at any time.
The standard penalty of bidding extra Traits against a Mob is reflective only towards those within the Mob that are loaning Physical Traits – that is to say that if five pack members attack a Black Spiral Dancer, and three of them decide to loan Ability Traits or Damage Traits while only one declares to loan Physical Traits, their opponent must only bid two Traits, one for the Mob Leader and one additional Trait for the loaned Trait.  Should all pack members have loaned Physical Traits, their opponent would have to bid Four Traits to enter the Challenge.

Damage Traits is a term used to describe any function of the character that employs any means of dealing extra damage.  Examples are: (this is not an inclusive list)
Hispo bite damage
Heavy Caliber damage
Mass Trauma

Spirit Strength - Intensity

Gift: Might of Thor
Gift: Fatal Flaw
Loaning Ability Traits is done in the same manner as Physical Traits, the only difference being that the loaned traits allow the Mob Leader more retests in prolonged combat.  The following is an inclusive list of the Traits that can be loaned within a Mob Scene, the use of the Traits for Retesting or Blocking is left to the discretion of the Mob Leader:

Athletics (only for the purposes of Throwing)

Brawl 
Dodge

Kailindo

Martial Arts

Melee

The inclusion of these Dynamic Mob Scene rules should lend for a more realistic combat scene where pack tactics actually come into play.  Address questions or comments to darkpro_st@yahoo.com
This Rule is effective 2/28/04.

Dynamic Willpower (2.5.1)

Long has there been argument that characters “forget” how to fight/shoot/dodge as soon as they loose all levels in said Ability Trait.  Once a character spent all levels of a certain Ability, they could no longer enter Challenges where that Ability might be a requisite.  This also limits the number of Retests a single character is capable of.  While the MET system has built this mechanic to emulate fatigue, Darker Productions no longer adheres to this rule by the letter.  Characters have supposedly always had the opportunity to push themselves past the point of exhaustion by spending Willpower, and so the inclusion of the Dynamic Willpower rule aids in this one step further.

For the edification of all players without a copy of the Darker Productions CRB, the following are approved and inclusive uses for Willpower:

· negating Frenzy

· Refreshing lost Attribute Traits within a single category (Physical, Mental, or Social)

· Ignoring pain penalties due to wounds for a single Challenge

· Negate the effects of a single Mental or Social Challenge

· Provide a Retest when the character has no appropriate Ability Trait

· Allowing a character to enter a Challenge without the requisite Ability

· Temporarily suppress a Derangement or Wyrm Trait for ten minutes or a scene (whichever is shorter)

· Refreshing Ability Traits (the new addendum)


Refreshing Ability Traits can be done once per session (or day for extended sessions) per Ability.  This means that players may now Refresh their levels in Brawl, Primal Urge, Cosmology, Kailindo, Enigmas, or even Underwater Basket Weaving.  Each Ability can be Refreshed once at the cost of a single Willpower Trait.  So Refreshing Brawl and Dodge would cost Two Willpower Traits total.  Remember that each Ability can only be Refreshed once within a single session of play.
The inclusion of the Dynamic Willpower rules should lend for a more heroic game and allow for player characters to accomplish more within the troupe game.  Address questions or comments to darkpro_st@yahoo.com
This Rule is effective 2/28/04

Martial Arts (2.5.1)

The Martial Arts Ability is officially within the realm of Darker Productions.  Those learned in this Ability can harness physical and mental perfection to achieve dramatic results in the world around them.  Training is extremely demanding and time consuming, requiring countless hours to be spent in training and testing.  Martial Arts therefore has a higher XP cost when compared to other Abilities.
Martial Arts Level
XP Cost


1
           
2


2

3


3

4


4

5


5

6


6

8


7

10


8

12


9

14


10

16

Before a character can enter play with Martial Arts, they must submit a detailed Background describing the unique circumstances surrounding their training.  Absolutely no character can enter play with more than Two Levels in this Ability without express permission from the Storyteller.  The Storyteller is the final authority on whether or not a character can enter play with Martial Arts.  

If you want a current character to learn Martial Arts, you must detail within a Downtime what measures you are taking to do so.  If you are approved, each level purchased has a +1 XP modifier to the costs listed above.  This further increased XP expenditure reflects the deviation in thought and training for the character – learning Martial Arts is a life-changing event, and it is much easier to learn and grow into such a thing at a younger age.  If you want to know how to fight, purchase Brawl or Melee.  If you want enlightenment and knowledge, go ahead and try for Martial Arts.   The worst that can happen is you will get turned down.

Kailindo is a specialized Martial Art.  Characters with levels in Kailindo cannot take levels in the Martial Art Ability.

Martial Arts comes in three forms – Hard Style, Soft Style, and Weapon Style.  In the real world, there are countless forms of martial arts between Karate and Kung Fu alone.  For simplicity of the game mechanics, please don’t try to argue that Fu Chao Pa and Pao Pat Mei are totally different forms of Kung Fu and deserve separate rules.  Players are however encouraged to research a specific form or two for fun and authenticity of character.
Hard Styles focus on strength and powerful strikes delivered by any number of punch, kick, elbow, knee, forearm, or even head strikes.  Tae Kwon Do, Thai Kickboxing, and other direct combat forms are reflective of Hard Styles.

Soft Styles focus on defense, redirection and incapacitating a foe with nerve locks, joint holds, and body flips/throws.  Aikido, judo, and tai chi chuan are all prime examples of Soft Styles.

Weapon Styles are just that – training in the use of a single weapon which goes well beyond the simple use of a sword or knife in the hands of a character using Melee.   A single specific type of weapon must be selected (katana, bo, etc) and declared for every two levels of Weapon Style when it is purchased.  Only these weapons receive the appropriate bonuses; increased levels bought with XP during play result in the selection of new weapons at a rate of one weapon per two levels.  Zanji Swordsmanship and ninjitsu are prime examples of martial arts that provide extensive weapons training.
Martial Arts replaces Brawl – a character cannot have both Abilities.  A character may still purchase the different styles of Martial Arts.  Each new Style must be paid for and advanced separately.  It is possible for a single character to have three levels in Martial Arts – Hard Style, two levels in Soft Style, and three levels in Weapon Style – Katana.

Characters with Weapon Style Martial Arts can still possess Melee Ability levels to represent a general talent at armed combat.  However, Melee cannot be used in conjunction with any tests while armed with a weapon the character has Martial Art levels invested in.  For example, a character with Melee x3 and one level in Martial Arts Weapon Style – katana cannot use Melee to retest any Challenges with a katana.  That weapon is now solely dependant on levels in Martial Arts Weapon Styles. 

Benefits of Martial Arts

Both Hard and Soft Styles allow a character using Martial Arts to add their current levels of Martial Arts to their Physical Traits for the purposes of resolving ties and overbids.  This factor reflects the edge that the trained martial artist has against normal brawlers.  This bonus only applies when the martial artist is using a technique that falls within their form – a Hard Stylist delivering a swift kick to another’s groin, or a Soft Stylist attempting to grapple a foe; both are viable uses of this Ability.  Should a Soft Stylist attempt to punch a foe, they do not receive this bonus.  The same can be said for a Hard Stylist attempting to get a target in an elbow lock.

Hard Style combatants can expend a single level of their Martial Arts to deliver a lightning fast strike at the end of the normal combat round (after all Rage and/or Celerity actions; think of this as a blazingly fast attack that follows up another hit, or when the fighter takes a kick to the ribs only to punch their foe in the face).  This attack is conducted like a normal Physical Challenge except that the opponent may not attempt to harm the attacker (soak or defend only) unless they too expend a level of appropriate Martial Arts. This follow-up/counterstrike is resolved before the new round begins and before any supernatural speed-related actions are taken, although pre-emptive powers (such as the Gift: Spirit of the Fray) may be used to prevent this strike.  Only one of these follow-up attacks can be attempted per turn and it cannot be retested with any Abilities (though he may still attempt to Overbid if applicable).
Soft Style combatants stress trips and throws.  However the real strength of such styles is the ability to put submission holds or nerve locks on enemies, thus greatly reducing their ability to fight effectively.  This process is more difficult than aggressive action used in Hard Styles, but if successfully executed it allows for greater control over one’s enemy.  First, the character must declare within their Victory Condition the she is attempting some manner of hold or lock and win a Physical Challenge to that effect (which does no initial damage).  If successful however, the stylist can spend a level of Martial Arts to automatically do normal damage due to the rending of nerve clusters and ligaments.  This damage is suffered at the end of the turn, before the next turn begins, and this damage is impossible to defend against (except for the possibility of soaking).  Treat this nerve attack as the follow-up listed under Hard Style for the purposes of resolution.  His opponent must win a Physical Challenge to break free of the hold before any attempt can be made against the martial artist.
Weapon Style masters can add his current levels of Martial Arts to his Physical Traits for the purposes of resolving ties ad overbids for challenges using his chosen weapons (and only those weapons).  These Traits add to any bonuses from the weapon itself.  In addition, opponents may not block the character’s retests with his weapons unless they too expend a level of Martial Arts to do so.  The character is simply too skilled with the weapon to be so easily thwarted.  

Requirements of Martial Arts
Unlike Brawl and Melee, characters cannot hope to learn Martial Arts without an instructor.  Such training is rarely free of charge (yes, this means Resources) and it always requires a vast amount of time and discipline (which the character may or may not have; low Willpower characters will most certainly be turned away).  In addition, no teacher can teach a student a higher level of Martial Arts than they themselves have.  A sensei with three levels of Martial Arts can never teach anyone a fourth level of Martial Arts.  Whole stories can revolve around the seeking of an appropriate sensei.

In addition, once a degree of mastery is reached, it requires a certain amount of regular training and exercise to maintain top form.  Combine all levels in Martial Arts for total time required and refer to the table below:

Martial Arts Levels
Training
/ Maintenance


1


½ hour/ day






2


1 hour/ day


3


1 ½ hr/ day


4


2 hr/ day



5


2 ½ hr/ day



6


3 hr/ day



7


3 ½ hr/ day


8


4 hr/ day



9


4 ½ hr/ day



10


5 hr/ day



…and so on

… and so forth

Storytellers can and will dock levels if some sort of regular training is not met.  Obviously, a character will not lose levels if they skip one or two nights, but a character that misses practice consistently should expect his or her skills to go a little rusty before long.  This fact should be especially clear at the higher levels of mastery.  Note that if the character misses practice due to regular combat of some kind, it does not count as missing practice.  This loss and the rate of loss is at the sole discretion of the Storyteller.
If at any time the character enters any kind of Frenzy, they are unable to use Martial Arts.  Characters in such a state are too primal and instinctual.

With the exceptions as noted above, opponents may still use Brawl, Melee, Dodge or even Firearms to retest any Martial Arts Challenge when applicable.  Martial Artists are tough foes, but a student with only one level in Soft Style Martial Arts still stands little chance of besting a veteran fighter with five or more levels in Brawl.

These new Martial Arts rules are derived from the Laws of the East MET book.  Any questions or comments should be directed to darkpro_st@yahoo.com
These rules are effective as of 2/28/04.
