
Special Skills: Maneuvers


These skills work differently than the other skills, and can be applied to many different practices; depending on how detailed the author wants any particular aspect of any skill. A common example is a fighting style, for melee combatants, which could be seen as martial arts, or a swordsman style. This can also be used however as a computer hacking style if the author wants computer hacking to be a big part of the story he is telling. How the skill works, is for each rank of the skill bought, the recipient receives 1 special maneuver to buy. This special maneuver is built by picking a maneuver that can be performed using this skill and modifying it by giving it advantages and drawbacks to produce your new maneuver. Advantages cost style points to assign to a maneuver, and Drawbacks give you more style points to spend.

The number of initial style points that can be spent on this maneuver is equal to what rank of the skill that maneuver represents. As an example, if someone had 3 ranks in a fighting style, they would receive 3 maneuvers, one representing each rank. So the initial style points that could be spent on the first maneuver is 1, the second maneuver which represents attaining rank 2 in the skill receives 2 style points and the third maneuver which represents the 3rd rank achieved starts with 3 style points.


There are 2 ways you can receive more than the initial number of style points. The first way is to take drawbacks to the maneuver. However this method cannot give the style more bonus points than his initial number of points to spend, so the above skill 3 example would give the character up to a 2, 4 and 6 points total to improve the maneuvers by taking 1, 2 and 3 points of drawbacks respectively. For the second method you must forfeit the initial number of style points you had to spend, but you are allowed to take up to three times the value in drawbacks as the rank the maneuver represents, therefore someone could, if they wished get 3, 6 and 9 points to spend on their maneuvers if they had 3 ranks in the maneuver. Any method can be used on any maneuver, so you can mix and match your maneuver types.


Consult the maneuver chart. You will see standard maneuvers with their normal modifiers at the top of the chart. The second section of this chart has modifiers and the style point cost of the modifier. If the cost is a negative it is a drawback. 

You will notice a modifier called ‘combo’ what this means is you pay the 3 point cost and you can pick a second maneuver to be combined with the first. The offense and defense modifiers are added together to produce the final modifiers, and the worst of the time modifiers are used. These must be 2 totally separate maneuvers, and the new modifiers apply to all actions as part of the maneuver. Examples of this are a strike/disarm combo that allows the attacker to both strike the target and attempt to disarm them with the same move. These would be two separate resolutions, and the -5 offensive modifier in this case would apply to both. Both of the maneuvers selected must be either defensive minded, or offensive minded. If you wish to combine defensive with offensive maneuvers you must use the Counter maneuver. The counter maneuver is a basic strike combined with a block. If you wish other elements to be used instead of either a block or strike you must combine the counter maneuver with the maneuver you wish to be used instead. Note that in this case it is a replacement. So if you were to combine counter with grab, then the maneuver would be basically a block/grab not a block/strike/grab. If you combine past this it would be additional. For example, if you were to combine counter with grab and haymaker, then you would block/grab/haymaker all with the one maneuver. If you combined this with dodge, however you would dodge/grab/haymaker. You could combine it one more time (assuming you had the style points, this would have to be a really high rank skill) with block  to then have a block/dodge/grab/haymaker. Note that if this is the case with a counter, you would have to pick which defense and offense maneuvers are part of the counter maneuver. Any subsequent attack maneuvers can not have a higher success level than the initial counter. Most of the times combo maneuvers are used to make moves such as a grab/strike or even a grab/crush or grab/break or even a dreaded grab/crush/break.  It can be used to make a very defensive maneuver such as a dodge/block giving the defender two active defense rolls as well. The counter maneuvers are expensive, have harsh modifiers and usually is left to very high ranking stylists.

You will also notice a modifier called chained. This is a special drawback very similar to must follow, The must follow drawback dictates that the maneuver being built can only be used when following the performance of another maneuver, whether built or standard. This is another way of building combos like above but rather than all the actions being performed as one maneuver, they are actions which must follow one another. An example of this may be a jab/hook combo, where the hook maneuver is bought that it must follow the jab, a better example may be a maneuver that must follow a block, because the disciplined maneuver is taught to only be used  after a block as a sort of counter strike. A chained maneuver is a maneuver that has to follow a maneuver which is also following or chained, thus producing a string of maneuvers that can only be performed in a sequence. You will see that a maneuver that must follow another is a 1 point drawback. Points received for chain drawbacks after that are 1 more than the points received in a previous maneuver. So if someone put together a 4 maneuver chain, as an example, 3 style modified strikes which must follow a basic strike and then each other, the first strike would be purchased with the must follow basic strike drawback worth one point. The second maneuver would be a strike based maneuver with the chained drawback which would be worth 2 points (since it must follow a maneuver that already has a 1 point follow drawback), and the third and final maneuver would receive a 3 point chain drawback because it must follow a maneuver that has a 2 point chained drawback. The drawback points increase because the further down the chain you go the harder/longer it takes to get to that maneuver. There is no restriction as to what kind of maneuver you must follow. It can be defensive to offensive minded, vice versa or defense to defense or offense to offense. There is no limit.

Optionally the author can rule that there are only certain schools throughout the lands, and the player must pick one of these schools of maneuvers, and take the maneuvers for that particular school. This would require the author building all the schools prior to play and presenting the options of the schools to the players along with the maneuvers they would learn.

