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FINAL FURY		


Final Fury is a combat simulation game of martial arts based on the action in Video Games such as Fatal Fury, Fighters History, Street Fighter, World Heros, & Mortal Kombat.





How to begin:


1.)	Combat Rules: Just roll these Equations in order and that will resolve the combat.


		Each Combat Round is 10 seconds and Divided into 20 Phases. Each 		maneuver will have a speed stat that tells you how long that move will take 		to preform. Each attack will deliver damage or "land" on the last phase of 		it's speed. In case of two or more attacks landing in the same phase the one 		with the highest AGL. goes first.





			A.)	(Attacker) CHI + 1d6	Vs.	(Defender) 1/2 AGL + 1d6


		To Hit. if any attack has a range of more than 3 then you must roll a "to hit" 		otherwise you automatically hit.





			B.)	(Attacker) 1/2 STR or CHI + 1/2 PCH / KIK / GRP or  			Current CHI + Teq. damage +1d6	Vs.	(Defender) 1/2 TGH + 			1/2 (stat) DEF + (teq.) DEF + 1d6.


		To damage. If the roll for the attacker exceeds the roll for the defender then 		the defender is damaged (for the total that the roll exceeded by.). Tie goes 		to the defender.(the stat used for the roll is based on the type of attack.) 		Damage is recorded against STM.





			C.)	(Attacker) 1/2 AGL + PCH / KIK / GRP / CHI + 1d6


			Vs.	(Defender) AGL + 1d6


			To resolve Knock Down Attacks.





	If damage is inflicted during a jump then Victim is immediately grounded and 		subject to a KD.


	If during a Chi Maneuver damage is inflicted the move is lost (chi still spent) and 		are subject to Stun.


	If at any time you suffer more damage than 1/6 of your BSZ then you are subject to 		KD


	If at any time you suffer more damage than 1/10 of your TGH you are subject to 		Stun


	If REF and AGL are both 25 or more all moves are -1 SPD, if 30 or more -2 SPD, 		if 35 or more -3 SPD.


	No move can have less than 1 SPD.


	You can Counteract a Stun, Knock Back, or Knock Down effect before the roll is 		made for 3 Zen pr. KD effect, 2 Zen for stun, or 1 Zen for KB.








	STUN:	if you fail a 1/2 TGH Vs. 2d6 you are stunned for 10 phases -1/2 BSZ


		in any case you are stunned for the balance of the move ( or combo) you 		were doing at the time of the stun roll. effect of stun is "may not make any 		moves until end of stun".


	Knock Down: if you fail a balance roll you start your recovery move and once you 		end your recovery move you must block for 5 phases or till the end of the 		round witch ever is longer. In any case you loose the move you were in the 		middle of and must block or dodge for the balance of the move(or combo).





2.)	Roll 5d6 16 times for stats & record them in order on a character sheet.


		3 stats at random (2d4 ie.1st column 2nd. row) are subject to a +2d6-2 roll


=================================================================


	Power:			Celerity:		Skill:			Spirit:		


=================================================================


STR	Srength		AGL	Agility		DEF	Defence	CHI	Chi		


STM	Stamina	BAL	Balance	PCH	Punch		ZEN	Zen		


TGH	Toughness	SPD	Speed		KIK	Kick		COO	Cool	


BSZ	Body Size	JMP	Jump		GRP	Grapple	RES	Resolve	


=================================================================


Chi:	Chi is the spirit or a power that comes from without, from the world around you.


Zen:	Zen is a focus of will power that an artist develops from early in his / her training.


=================================================================


Martial Arts Designing Rules


=================================================================1.) Choose a focus for the Martial Art.


		1 Primary


		1 Secondary


		2 Tertiary


	A.) Normal Manuvers.			Standard Maneuvers:


	B.) Chi Control Manuvers.			Block, Move, Jump,


	C.) Zen Focus Manuvers.			Side Roll Recovery, Side Kick, 							Cross Punch.





2.) The effects of Primary / Secondary choices.


	A.)	Max Points Possible for each Maneuver.


			Normal	Chi		Zen		


	Primary	250		250		¥		


	Secondary	175		150		100		


	Tertiary	100		0		10				


	B.)	Other bonus maneuvers for primary selection:


			Normal Maneuvers:	Foot Sweep, Shoulder Throw, Snap Kick 			Round House, Jab, Knife Hand, Upper Cut, Open Palm, Round 			House Back-Hand, Axe Kick, Crescent Kick, Lightening Kick, Knee 			Thrust, Elbow Bash, Forearm Smash, Head Butt, Shin Kick, One 			Jump Attack, & One Combo of 6 hits or less.





			Chi Focus Maneuvers:	Earth Chi, Dragon Chi, Power Knuckle, 			Power Blast, Power Thrust, Snake Attack, One move of 200 				points or less.





			Zen Focus Maneuvers:   Super Jump, Two Mega Attacks, Two 			Hyper Attacks, One Super or Ultra Combo of 100 points or less, 			One Hyper or Tornado Combo of 250 points or less.





3.)	Maneuver lists and Creation  rules:


=================================================================


		Normal Moves:


________________________________________________________________________


Lists:


			Move		Block		Jump		Roll		Flip	


================================================================


Speed		|	1		1		2+H*		4w		3w	


Defence	|	15		40		0**		20		15	


Range		|	SPD/10	0		JMP/3.5	SPD/5		spd/3	


Damage	|	0		0		0		0		0	


Chi		|	0		0		0		0		0	


Zen		|	0		0		0		0		0	


Stamina	|	0		0		0		0		0	


Point Cost	|	0		0		0		50		50	


________________________________________________________________________


* H = 	Hang Time: hang time is Range / 4 the hang phases up till the last are 4 moves the 	last is what ever moves are left over.


** 	during hang time of jump character is immune to all attacks of less than 3 range.


w	divide range by the speed and move that range each phase until the end of speed.


________________________________________________________________________





Creation of moves and examples:





Recovery Moves:


SPD: starts at 10 and to reduce it by 1 point will cost 12 points.


DEF: starts at 0 and to increase it by 1 point will cost 5 points.














Examples:


		Side roll recovery	Reverse flip recovery


SPD:		5			1


DEF:		10			0


PTS:		0			100





Creation of Normal Physical Attacks. minimums and maximums: SPD 1/20 DEF 0/30 	DMG 0/35


Can Add a cost of 1 STM and reduce the cost of the move by 20 to a minimum of 0 (max 	STM that can be added to an attack is 5)





Physical Moves:	1	2	3	4	5	6	7	8	9	


Stats	Starts	+/-   Punch    Head    Kick    Sweep   Knee   Shin   Elbow   Forearm  Throw


SPD	20	-	5	1	10	5	6	7	4	5	10	


DEF	0	+	5	10	3	3	2	5	4	3	10	


RNG	x	+/-	(1)	(0)	(2)	(2)	(0)	(1)	(0)	(1)	(0)


DMG	0**	+	7	10	5	10*	7	5	8	9	1*	


* must buy KD(100 pts.)


Can increase range by 1 pt. for 15 pts. But no more than 1 pt.


Can reduce range if it is 1 or more by 1 pt. and gain 10 pts. for each.


**Add KD for 100 pts. 





1 Cross, jab, upper cut, open palm, knife hand, back hand.


2 Head bunt    5 Knee    6 High, Low    7elbow reverse     8 forarm   


3 side, low, high, rounhouse,          9   Grapple::::  shoulder throw, leg throw, grab(grabs if in effect when the opponants attck lands.)


4 forward sweep, reverse sweep.





Examples: Punches


Stats	Cross	Jab	Upper cut	Open palm	Knife hand     Round House Backhand


SPD	5	1	10		5		3		10	


DEF	5	5	5		5		5		5	


RNG	1	1	0		1		1		2	


DMG	5	2	10		8		5		15		


PTS	0	125	140		150		140		180	





Examples: Kicks


Stats		Side	Wing	Snap	Axe	Crescent        Lightening       Round House	


SPD		10	13	5	6	12		3		15


DEF		10	15	10	10	10		10		10


RNG		2	3	1	1	2		2		4


DMG		10	15	5	10	20		5		30


PTS		0	185	200	210	180		225		230


























Examples: Others


Stats	    Knee Thrust	Elbow Bash	Forearm Smash	Head Butt	Shin kick


SPD		5		3		2		3		7	


DEF		10		10		10		5		10


RNG		1		0		1		0		2


DMG		5		5		3		1		10


PTS		100		100		100		50		100


________________________________________________________________________


Katas:


	Training Katas:    25pts. to increase any stat with a *, 10pts. to increase any stat 			with a **, 5 pts. to increase any stat with a ***. Maximum Increase 			is 7 pts. any one stat.


	Weapon Katas:			|		Example:


		Max/Min.	Cost		|			Nunchucku Bash


Speed:		1		8		|			5


Defence:	35(10)		8(10)		|			15


Range:		8(15)		10(8)		|			4


Damage:	40		8		|			15


Note: no maximum points for weapon katas.			pts.	400		


________________________________________________________________________


Combined moves:


	Must have Both moves to be combined and the length of the first move must be 		longer than the length of the second move then pay the cost of the combined 		move. The second move will be in effect during the length of the first move.


Jump, Roll, or Flip Attack:	On the very last Phase of hang time the last phase of 			movement the attack is landed forfeiting the last phase of immunity but not 		the last phase of movement( can not be combined with Grapples or Head 		butts).									50pts.


Roll or Flip Recovery:         Recovery takes place as the Roll or flip Begins so move and 		recover before end of roll or flip					75pts.


Roll or Flip Dodge:	When the Flip or Roll is in Effect so is Dodge.


											100pts.


________________________________________________________________________


Combos:


	A combo is a Series of attacks that must be done in order and if done will receive a bonus to the speed of  the attacks later in the series. If the combo is interrupted by taking damage or suffering a KD roll, Stun roll, or a KB then the combo is lost and must block until next move comes up.





	1st attack is 1 slower 2nd attack is 1 faster 3rd attack is 2 faster 4th attack is 3 	faster etc...

















	An attack in the series cannot be repeated right after it's self  ( Jab followed by another Jab.) the only exceptions are: Move, Roll, Flip, Block, & Dodge. The Speed changes are effective on all moves except: Jump, Roll, Flip, Block, Dodge, & all combinations including those moves. Can not include any moves that require Zen or Chi or any moves that are considered Zen or Chi moves.


		Costs: 25pts. + 5 pr move after 2











=================================================================


	Chi Focus Moves:


________________________________________________________________________


List of moves:





Dragon Chi:	1SPD, 1CHI, 0 DEF,   Increase DAM of chi attacks by 10 points. 			considered part of the chi move.				100pts.





Chi Focus:	1SPD, 0DEF,   Reduce CHI costs of a chi move by 1 considered part of the 		move.								100pts.





Chi Shield:	Considered a block. DEF of 30 +15 Pr. CHI point spent.


										50pts.+5 pr.chi





Teleport:	1SPD (start up), 0DEF:   1 SPD & 1 CHI = 5 range Move instantly at end of speed  up to full range and have any desired facing.			         200pts.+10pr.chi


________________________________________________________________________


Chi Attacks:


										


Stats	Starts	+/-	Ranged***	Non ranged		Flying Thrust‚***


SPD	20	-	15		10			20	


DEF	0	+	15		10			10	


RNG	0	+	1/4		�			1


DMG	0*	+	1		1			3


CHI	20**	-	1 1/2		1			2


*Add KD for 100 pts. 


** To a minimum of 1 pr 75 pts of move


*** Hang time for the attack is the same as it is for jumps except the division is by 6.


� Range is 0 but can be increased to 3 for 15 points pr.


‚ The start up time is 4 and the flight time is 16 (max range is 20) reducing the flight time or the start up time costs 20. The attack will land on the phase the character enters the desired range for the attack or the maximum range for the flight is reached.

















Examples:


Stats	     Power Blast       Power Knuckle      Power Thrust    Snake attack	Fly Knee	


SPD		1		5			15		3	15


DEF		0		0			0		0	5


RNG		56		1			100		1	40


DMG		30		10			20		BKx1	15


CHI		6		4			4		5	7


STM		5		0			0		0	0


PTS		250		170			115		150	250


=================================================================


Zen Focus Moves:


=================================================================


Lists:


Super Jump: as regular jump except range is JMP / 2					50pts.


Hyper Jump: as regular jump except range is equal to the full JMP stat			100pts.


Mega Attack: increase speed of attack by 1 and use 2 Zen to add 10 pts. to damage.									40pts.+5pr. increase after 1st.


Hyper Attack: reduce speed by 1 point pr. Zen point spent.	40pts.+5pr. reduce after 1st.


Double Jump: if a jump kick (and only a jump kick) is landed the character has the option 		to start the hang time of another jump (normal or otherwise jump kick or 		not) the phase after the jump kick is landed.				50pts.


Thunder Attack: add Stun to any attack for 1 Zen.					50pts.


Zen Blast: add Knock Back 5 range for 1 Zen. 	 100pts.+25pts. for 5 spaces after 1st.


Hurricane Attack: choose a kick it is 2 slower but will be repeated 1 phase after for 2 Zen.


		it will be repeated up to 8 times and can be directed at any one person 		within range Adjacent to the character. Each repeat will cost 2 Zen.


								50pts.+25pts.for each repeat.


________________________________________________________________________


Combos:


	Super Combo: as regular combo except can include Chi moves. will cost 1 Zen pr. 		Chi move included in the combo.		40pts.+15pts.pr.attack after 2


	Ultra Combo: as Super Combo except that Zen moves can be included.


								35pts.+12pts.pr.attack after 2


	Mega Combo: as Super or Ultra Combos except that both Zen and Chi moves


								60pts.+30pts.pr.attack after 2


	Hyper Combo: as Normal combo except 1st move is 2 slower 2nd move is 3 faster 		3rd move is 6 faster 4th move is 9 faster 5th and all others 15 faster. the 		cost is 1 Zen for each 2 moves and fraction thereof after 1st


								75pts.+25pts.after 2


	Cyclone Combo: as Hyper combo except can use Chi moves.(costs 1 Zen in 		addition to the normal costs pr Chi attack.)		100pts.+30pts.after 2


	Tornado Combo: as Cyclone except can use Zen moves.


								100pts.+25pts.after 2


	Ripp Combo: as Cyclone and Tornado combos except can use both Zen and Chi.


								200pts.+40pts.after 2


=================================================================


Sample Martial Art:


=================================================================


Zen - Shin - Ryu: A martial art based on Crane style Karate. It is Very Chi and Zen 	Intensive and has good long range combat abilities as well as great movement 	maneuvers. Try to keep at about 5 to 10 spaces away from opponents so to keep in 	range of combos but out of range of  most of the opponents maneuvers. 


Primary: Chi Focus


	List of Maneuvers: Side roll Recovery, Side Kick, Cross Punch, Jump, Move, 	Block, Earth Chi, Power Knuckle, Power Blast, Power Thrust, Snake Attack, Super 	Jump, Roll, Flip Recovery, Dodge, Dodge / Roll, Super Jump / Crane Kick, Roll / 	Flip Recovery, Roll / White Bird Kick, Karma Punch, Crane Kick, Crane Sweep, 	Crane Sweep, Crane Punch, White Bird Kick, Combo: White Bird Fury, Combo: 	Dance of Death.





Stats	Karma punch	Crane kick	Crane sweep	Crane punch	White Bird kick





SPD	5		5		1		2		4


DEF	0		0		0		0		0


RNG	1		2		2		1		2


DAM	24		10		0+KD		5		8


CHI	4		0		0		0		0								


Combo : White Bird Fury


	Super Jump / Crane Kick, Crane Sweep, Crane Kick.





Combo, Super: Dance of Death


	Power Blast, Roll / White Bird Kick, Crane Sweep, Power Blast, Crane Punch, 	Crane Sweep, Crane Kick, Power Knuckle, Karma Punch, Power Knuckle, Karma 	Punch, Roll / Dodge.




















