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Eternal Warrior
The Dance
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Introduction

Greetings, dancer.  You have been chosen by the Judges to dance in the Arena Macabre.  You are one of the greatest, most effective warriors who ever lived or will live.  The arena exists in the late 22nd Century and attracts a huge audience.  One show per day is given.
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Between matches, dancers are kept in suspended animation in stasis field units in a museum-like hall.  Before the match, audience members may tour the "Hall of Heroes" and examine the dancers.


30 minutes before the show, all dancers involved are transferred to holding chambers which lead directly to the Arena.  Group events allow teams to collaborate ideas, but not to see the opposition until the doors open and they are thrust into the Arena (the rear wall pushes them out).


Oh -- did I mention that the performances are ad-lib gladiatorial fights to the death?!

The Arena

The Arena (known affectionately by the dancers as "The Pit") is a 100 meter radius circle with 8 entrances, each 45 degrees apart.  The floor, 5 meter walls, and doors are all made of a 23rd Century alloy which is harder than steel and non-conductive to heat, electricity, or magnetism; however, the floor is riddled with gold grounding bars every 3 inches.  At the top of the walls is a strong transparent plastic dome which allows the crowds (50,000/day) to safely view the battle.


Warriors may use any weapon, armor, or equipment at or below their tech level, as long as it was available to them at their time and place of residence (No European knights with katanas).  Only muscle-propelled weapons are allowed.  No bows, slings, blowguns, or other hurlants.


All matches are to the death.  Each gladiator begins with one resuscitation and gets an additional one for each kill.  If a dancer refuses to kill an opponent, both lose a resuscitation, and those without any to spare are permanently eliminated.  Besides a resuscitation, winners are given a day for each kill to do whatever they please, but this must pass the judges' approval.  For each kill, victors also receive 5 power points.


After each performance, all equipment is restored to its original condition.


After 10 victories, dancers are returned to the point in time from which they were taken, the whole experience remembered only as a dream unless they choose to remain.


A number of different types of matches exist, involving numbers of people, differences in the floor and fighting space, and differences in the walls.

Participants
Floor & Space
Walls

One on one
0-G
Flaming/Electrical

2 teams
Bungie
Metal web

3 teams
Low-friction
Spikes

4 teams
Metal matrix
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Battle royal
Platform
Tesseract


Platform, multiple
Trampoline


Pseudo-terrain
Ropes


Ropes



Standard



Trampoline



Water


Technology Levels

Tech
Approximate Dates
Technology

1
Isolated
Stone Age

2
Adam-1000 Bc
Bronze Age

3
1000 Bc-476 Ad
Greek & Roman Empire: Iron Age

4
476-1450 Ad
Medieval: Steel

5
1450-1700
Renaissance/Colonial: Improved Steel

6
1701-1950
Dynamite, Ironclads

7
1951-2020
Present: Kevlar, Ceramics, Polymers

8
2021-2176
Cyberware, Household Virtual Reality

9
2176-2184
Antimatter, Coherent Plasma

Combat Sequence
1.  Roll Initiative. (d8+Nim-Spd-Reach), highest goes first.

2.  Options: Defender must call a parry or dodge before attacker rolls to hit. A parry or dodge costs 1/2 action.


Attacker: Roll 1d20 under Precision.  Accuracy=Pre-Roll.  Natural 1's cannot be parried or dodged, except to avoid amputation.


Defender: Parry [1d20 under (Dex-Accuracy)]


or
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Dodge [1d20 under (Nim-Accuracy)]

3.  Roll % to determine hit location.

4.  Determine possible damage to armor or weapons.

Actions take place in order of initiative rolls, highest first.

Called shots: +{square root [24-(surface area in inches)]}

Natural 1 => Appendage amputated or rendered useless.

Non-Proficient Penalties:

Armed: No proficiency in category: -4


At least 1 proficiency in category: -2

Unarmed: -4

Powers: Impossible without proficiency.

Armor
Coverage: If hit roll lands above (Precision - Coverage), the armor takes the hit.

Absorb: # of points of pain and kill damage a piece can absorb from a given attack.  Spill-over goes to the wearer.

Damage Type Notes
Type
Effects

bloodloss
If not free within (Endurance) rounds, pass out. must be more than armor absorb

electric
roll End or be stunned (-3 on all rolls)

pierce
-2 absorb & resist normal double bloodloss

Bloodloss, Pain, And Death

For every 5 points of kill or pain damage taken to an area, the area takes an additional point of damage each round from bloodloss.  Once an appendage has no more points, it is useless, and if it is bleeding, points will come from the area next closest to the heart.


Zero Pain in the head, chest or abdomen = unconsciousness.  Zero Health in any of these areas = death.

Sore Spots
Pain:x2 Pain
Extreme Pain:x3
Killer:x2 Pain, x2 Kill

Behind Earlobe
Bridge Of Nose
Temple

Under Jaw
Upper Lip
Adam’s Apple

Side Of Trachea
Side Of Neck
Above Breastbone

Base Of Neck
Abdomen
Solar Plexus

Inside Elbow
Knee Cap
Genitals

Forearm Muscle
Shin
Skull Base

Under Ribs
Tailbone
Neck Base Vertebrae

Inner Upper Thigh
Spine Between Shoulder Blades


Lower Thigh
Kidneys


Instep



Triceps



Thigh



Behind Knee



Calf



Achilles’s Tendon



Proficiencies

Weapon proficiencies cost 10 points per level for the first weapon in each class.  Subsequent weapons in the same class each cost 5 points.


Non-weapon attacks may only be purchased with a martial art.  Attacks are 2 points each; special moves, 4; power, 10; katas, 5; extra attacks (up to 3), 20.  Weapon katas cost 5 + the proficiency cost.  (Note that Paired Weapons must be bought with this kata if used with the martial art.)


All martial arts styles are at least TL2 and must be consistent with the character background.  If a character mimics a real martial art, the cost is 75%.


Available weapon proficiencies are as follows: axe (small), axe/pick, bludgeon (1 hand), bludgeon (2 hand), bola, chain, cyberweapon, fencing, knife, long sword (1 hand), long sword (2 hand), mancatcher, paired weapons, parrying blade, pole-axe, power saw, short sword, spear (1 hand), spear (2 hand), thrown weapon, & whip.

Martial Arts Powers
Bassai Kata: Designed to penetrate the defenses of an opponent.  Gives +3 to hit, but -3 to all defensive rolls.

Chagi: Kick practice at a variety of heights, allowing +3 to hit and +2 damage to all kicks, with an additional +1 Agy.

Chi Gung: May only be used for (Psy) rounds per day.  Gives skin 6 resist just like armor vs. edged killing damage.

Chi Zoshiki: May only be used for (Psy) actions per day (That only includes actions when not completely motionless.).  To begin, it takes 1 action and requires a Psy check.  Enables the character to be completely invisible to one person.

Chirigi: This is a 1" called shot.  It does 1d8 killing damage by causing major blood vessels to rupture.  May only be done with a fingertip attack or fore-knuckle fist.

Dam Sum Sing: Gives +1 Str, +1 End, & +10 Health.[image: image9.wmf]
Debana-O-Kujiki Kata: This is an intimidation attack granting +6 Psy for the purpose of this move; a single opponent must roll over the character's Psy or be -4 to hit the character.

Duatsu: Removes the effects of Kyosho, Chirigi, Kansetsu Waza, Open Hand Atemi, and Iken Hisatsu.

Hsing Tsia: The character must be behind his opponent to perform this move.  By making a check against [(Int x 2 + Agy)/3] at -3, the character may be invisible to his opponent by remaining behind him.

Iai-Jutsu Kata: The character may draw a weapon in no time.  Also +2 on initiative.

Iken Hisatsu: Reduces current pain threshold by 1/2 (+ normal kill damage).

Inton Jutsu: Character is able to escape holds in 1 action, locks in 1 round by actually dislocating joints.

Kansetsu Waza: After achieving a hold or lock, the 2nd and subsequent rounds cause 2d6 pain by dislocating the opponent's joints.

Kanshu: A hardening of the hands offering the following bonuses: +2 health to hands, +1 Str, +2 damage on all hand attacks.

Kime Kata: When using this kata, the character may only perform offensive or defensive actions in that round.  The first action either divides the roll by 4 or doubles the damage of the attack.

Kobu-Jutsu (Weapon Kata): Allows a weapon to be used within a martial art.

Kyosho: By making a 1" called shot, the character may paralyze a limb of an opponent. The third successful kyosho attack paralyzes the victims entire body.  The paralysis lasts 2d4 minutes.

One Life One Shot One Hit One Kill: For each round spent concentrating (no other actions), the character gets a cumulative +1 to hit.  Note that this move may only be used in combination with a weapon kata.

Open Hand Atemi: This is a focussed clap which may be used for one of the following effects: deafen for 2d6 rounds, stun for 2d6 rounds(-3 all actions), knockdown, or a sonic wave doing 1d4 kill and deafening for 1d6 rounds.  Performing this requires a Dex roll.[image: image10.wmf]
Stone Ox: +2 End, +10 Health

Sun Shih K'an Chien Chih: This allows a character to vanish through distraction by making a [(Int + Agy x 2)/3 - 5] check.

Tamashiwara: By rolling at least 10 under the character's Precision, the character may make an unarmed attack doing x2 killing damage, ignoring armor.  This must be the first and only attack that round.  The character may also use this to break inanimate objects as hard as bricks.  By failing, the character takes extensive damage to the hand unless he has kanshu.

Wrist Hardening: +1 to escape arm holds and locks, +1 Str, +2 Health for hands

Yadomejutsu Kata: By foregoing attacks, the character may deflect weapons thrown at him by making an Agy check.  By making an additional Dex check, he may actually catch the items.  However, by trying to catch them and failing the roll, the character is automatically hit in the hand.

Zanshin: This is a sort of Zen fighting, knowing an opponent's attack as soon as he knows it, working in a 20' radius, granting the following bonuses: +6 initiative, +2 parry, +6 dodge, and no surprise attacks from behind.

These are merely sample powers.  Others are available at the discretion of the G.M.

Unarmed Attacks

Attack
Spd
Pain

Axe Kick
1
1D8

Backhand
0
1D3

Backward Sweep
0
Knockdown

Bear Hug
0
1D3

Choke
0
1D4 Kill, Recover 1D6/Rnd F

Claw Hand
0
1D4

Crescent Kick
0
1D8

Double Fist Punch
0
1D6

Double Knuckle Fist
0
1D6

Dropkick
1
2D8

Elbow
0
1D3

Fingertip Attack
0
1

Fist
0
1D3

Flying Jump Kick
1
2D8

Flying Reverse Turn Kick
1
2D10

Fore-Knuckle Fist
0
1D4

Forearm
0
1D3

Head-Butt
0
1D4

Jump Kick
1
2D6

Kick
0
1D6

Knee
0
1D4

Knife Hand
0
1D4

Leg Hook
0
Knockdown

Offensive Dodge
0


Offensive Parry
0


Palm Strike
0
1D4

Power Punch
1
1D8

Power Block
0
1D4

Roundhouse Kick
1
1D10

Snap Kick
0
1D4

Throw
0
1D4

Throw Dodge
0
1D4

Wheel Kick
1
1D8

Weapon List
Weapon
Tech
Type
Pain
Kill
Spd
Reach
Wt

Awl Pike
4
Pierce
1D6
1D6
12
13
12

Axe, Battle
2
Slash
1D8
1D8
6
3
7.5

Axe, Bronze
2
Slash
1D6
1D6
3
1/T
5

Axe, Hand/Throwing
4
Slash
1D6
1D6
3
1/T
5

Axe, Stone
1
Slash
1D8
1D8
6
3
7.5

Bec De Faucon
5
Prce/Blunt
1D10
1D8
8
5
10

Berdysh
5
Slash
2D4
2D4
8
6
12.5

Bill-guisarme
-5
Prce/Slash
2D4
2D4
9
5
15

Blackjack/Sap
2
Blunt
1D2
0
1
0
3

Bokken
5
Blunt
1D8
1D4
3
2
3

Bolas
1
Blunt
1D3
0
7
T
2

Brass Knuckles
2
Blunt
1D3
1D2
0
0
2

Caltrops
3
Pierce
1
0
0
T
.2

Cestus
2
Slash
1D2
1D3
0
0
2

Club
1
Blunt
2D6
1D6
3
2
3

Dagger
2
Slash
1D4
1D4
1
0/T
1

Dagger, Parrying
4
Slash
1D3
1D3
1
0
1

Dagger, Stone
1
Slash
1D3
1D3
1
0
1

Dart
1
Pierce
1D3
1D2
1
T
.5

Fang
5
Prce/Blunt
1D8
1D6
3
2
3

Fauchard
4
Prce/Slash
1D6
1D6
7
5
7

Fauchard-Fork
4
Prce/Slash
1D8
1D8
7
5
9

Fauchard-Hook
4
Prce/Slash
1D4
1D4
8
5
8

Flail, Footman’s
3
Blunt
2D6
1D6+6

3
7

Flail, Goupillon
3
Blunt
3D6
3D4+4

1
4.5

Flail, Horseman’s
3
Blunt
2D4
1D4+5

1
3.5

Gaff
2
Pierce
1D4
1D4
1
0
2

Glaive
4
Slash
1D6
1D6
7
6
7.5

Glaive-Guisarme
-4
Prce/Slash
2D4
2D4
8
6
10

Guisarme
4
Slash
2D4
2D4
7
4
8

Guisarme-Voulge
4
Prce/Slash
2D4
2D4
9
6
15

Gunsen
5
Slash
1D3
1D3
1
1
1

Halberd
4
Prce/Slash
1D10
1D10
8
4
17.5

Harpoon, 1H
1
Pierce
1D4
1D4+ 6
4/T
6


Harpoon, 2H
1
Pierce
1D6
2D4
6
4/T
6

Javelin, 1H
2
Pierce
1D3
1D4
3
3/T
2

Javelin, 2H
2
Pierce
1D4
1D6
3
3/7
2

Javelin, Stone, 1H
1
Pierce
1D3
1D4
3
3/T
2

Javelin, Stone, 2H
1
Pierce
1D4
1D4+
3
3/T
2

Katana
5
Slash
1D10
1D10
3
2
6

Kau Sin Ke
5
Blunt
1D10
1D8
5
4
4

Kawanaga
5
Prce/Blunt
1D3
1D3
6
6
1

Kiseru
5
Blunt
1D6
1D4
2
1
.5

Knife, Butterfly
5
Slash
1D4+
1D4+
1
1
1

Kusari-Fundo
-4
Blunt/Crush
2D6
1D6
4
3
7

Kusari-Gama
-5
Blunt,Crush,Slash
1D6
1D6
5
0/2
3

Lasso
2
Choke
AS CHOKE
9
*
3


Mace, Footman’s
2
Blunt
2D6
1D6+
6
5
10

Mace, Horseman’s
2
Blunt
2D6
1D6
15
1
5

Main-Gauche
-4
Slash/Blunt
1D4
1D4/
1
0
2

Mancatcher
4


2
6
4
8

Manriki-Gusari
-4
Blunt,Crush
1D8
1D4+
3
2
4

Maul
3
Blunt
2D4
1D4
5
3
4

Meat Cleaver
3
Slash
1D4+
1D4+
2
1
1

Morning Star
3
Prce/Blunt
2D6
2D4
6
3
12.5

Net
1


2
9
T
10

Pick, Footman's
3
Pierce
1D6+
1D6+
6
3
6

Pick, Horseman's
3
Prce/Slash
1D4
1D4+
4
1
4

Scourge
2
Tear
1D4
1
4
1
2

Scythe
4
Slash
1D6
1D6
10
5
5

Shuriken
3
Pierce
1D6
1D6
1
T
.5

Sickle
3
Prce/Slash
1D4+
1D4+
3
1
3

Spear, 1H
2
Pierce
1D6
1D6
5
6/T
5

Spear, 2H
2
Pierce
1D8
1D8
5
6
5

Spear, Long, 1H
2
Pierce
1D6
1D8
7
8
8

Spear, Long, 2H
2
Pierce
1D8
2D6
7
8
8

Spear, Stone, 1H
1
Pierce
1D3
1D4
5
6
5

Spear, Stone, 2H
1
Pierce
1D4
1D6
5
6
5

Spetum
4
Prce/Tear
1D6+
1D6+
7
5
7

Spiked Buckler
3
Pierce
1D4
1D4
1
0
3

Staff, Quarter
1
Blunt
2D6
1D6
3
5
4

Stiletto
4
Pierce
1D3
1D3
1
0
.5

Sword, 2-Handed
4
Slash
1D10
1D10
9
4
15

Sword, Bastard, 1H
4
Slash
1D8
1D8
7
3
10

Sword, Bastard, 2H
4
Slash
2D4
2D4
5
3
10

Sword, Broad
4
Slash
2D4
2D4
4
2
7.5

Sword, Cutlass
4
Slash
1D6
1D6
4
2
8

Sword, Falchion
4
Slash
1D6+
1D6+
2
2
8

Sword, Gladius
3
Slash
1D6+
1D6+
4
1
8

Sword, Khopesh
2
Slash
2D4
2D4
8
1
7

Sword, Long
2
Slash
1D8
1D8
4
2
6

Sword, Sabre
4
Slash
1D6+
1D6+
3
2
5

Sword, Scimitar
4
Slash
1D8
1D8
4
2
4

Sword, Short
2
Pierce
1D6
1D6
2
1
3.5

Thrusting Point
AW
Pierce
1D3
1D3
AW
AW
0

Tomahawk
1
Slash
1D6
1D6
3
1/T
4

Trident, 1 Hand
2
Pierce
1D6
1D6+
6
4
5

Trident, 2 Hand
2
Pierce
1D8
1D8+
6
4
5

Voulge
4
Slash
2D4
2D4
9
5
12.5

Warhammer
4
Blunt
2D4
1D4+
3
1
6

Whip
2
Neural
1D2
0
7
14
2

Lajatang
5
Slash
1D10
1D10
5
3
6

Lucern Hammer
5
Prce/Blunt
2D6
2D4
8
6
15

Military Fork
5
Pierce
1D8
1D8
6
5
7.5

Nekode
5
Tear
1D3
1D4
1
0
5

Nunchaku
5
Blunt
2D6
1D6
2
2
3

Parang
5
Slash
1D8
1D8
3
1
5

Partisan
5
Pierce
1D6
1D6
8
5
8

Rancoon
5
Pierce
2D4
2D4
7
5
7

Sa Tjat Koen
5
Blunt
2D6
1D6
6
4
5

Sai
5
Pierce
1D4
1D4
2
1
3

Sang Kauw
5
Slash
1D8
1D8
3
6
10

Siangkam
5
Prce/Tear
1D4+
1D4+
2
1
5

Sode Garami
5
Blunt
1D6
1D4
6
4
5

Sword, Claymore
5
Slash
2D4
2D4
7
3
10

Sword, Rapier
5
Pierce
1D6
1D6+
3
2
4

Tonfa
5
Blunt
1D8
1D6
3
1
1.5

Uchi-Ne
5
Pierce
1D3
1D4
2
1/T
.5

Wakizashi
5
Slash
1D8
1D8
3
2
3

Chainsaw
6
Tear
3D6
3D6
18
2
30

Circular Saw
7
Tear
3D6
3D6
0



Drill, Spade Bit
7
Tear
1D6
1D6
0



Taser
7
Electric
1D4
1
2
0
2.2

Cyberblade
8
Slash
1D6
1D8
1
1
0

Cybernails
8
Slash
1D2
1D4
0
0
0

Electro(Weapon)
8
Electric
+1D8
+1D8
AS
AS
+1

Electrowhip
8
Electric
1D10
1D10
7
14
3

Laser(Weapon)
8
Burn
1D8
1D8
AS
AS
+1

Monosword
8
Slash
1D8
1D10
4
2
6.5

Monowhip
8
Slash
1
3D6
7
7
1

Neurowhip
8
Neural
2D4
1
2
2
1

Shock Glove
8
Electric
1D6
1D2
1
0
1

Thermal(Weapon)
8
Burn
+1D4
+1
AS
AS
+.5

Vibro Blade
8
Tear
1D4
1D6
1
0/T
1

Vibro Sword
8
Tear
1D6
2D8
4
2
6.5

Plasma Blade
9
Burn
1D8
1D8
1
0
1

Plasma Sword
9
Burn
3D6
3D6
1
2
2


Note that these are not all of the possible weapons.  Use the above listings as guidelines for others.  The same applies to armor.

Weapon
Parry
Durability

Awl Pike
2
16

Axe, Battle
2
16

Axe, Bronze
2
14

Axe, Hand/Throwing
2
16

Axe, Stone
2
15

Bec De Faucon
2
17

Berdysh
3
16

Bill-Guisarme
2
17

Blackjack/Sap
0
5

Bokken
2
15

Bola
1
12

Brass Knuckles
0
18

Caltrops
0
18

Cestus
0
16

Chainsaw
2
14

Circular Saw
1
17

Club
2
14

Cyberblade
3
18

Cybernails
0
18

Dagger
1
16

Dagger, Parrying
2
17

Dagger, Stone
0
13

Dart
0
14

Drill, Spade Bit
1
15

Electro(Weapon)
-1


Electrowhip
2
13

Fang
2
18

Fauchard
3
16

Fauchard-Fork
3
16

Fauchard-Hook
3
16

Flail, Footman’S
2
15

Flail, Goupillon
2
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Flail, Horseman’S
2
16

Gaff
1
17

Glaive
3
17

Glaive-Guisarme
3
17

Guisarme
3
16

Guisarme-Voulge
3
16

Gunsen
2
16

Halberd
3
17

Harpoon
2
16

Javelin
2
14

Katana
3
19[image: image5.wmf]

Kau Sin Ke
2
16

Kawanaga
2
15

Kiseru
2
19

Knife, Butterfly
2
18

Kusari-Fundo
3
70

Kusari-Gama
3
80

Lajatang
3
16

Laser(Weapon)
-1


Lasso
2
14

Lucern Hammer
3
16

Mace, Footman’s
2
17

Mace, Horseman’s
3
13

Main-Gauche
2
18

Mancatcher
2
17

Manriki-Gusari
2
16

Maul
2
15

Meat Cleaver
1
16

Military Fork
3
17

Monosword
3
19

Monowhip
0
15

Morning Star
2
16

Nekode
1
16

Net
2
10

Neurowhip
0
14

Nunchaku
2
15

Parang
1
16

Partisan
2
17

Pick, Footman’S
2
14

Pick, Horseman’S
2
13

Plasmablade
1
19

Plasmasword
4
19

Rancoon
3
17

Sa Tjat Koen
2
15

Sai
3
18

Sang Kauw
4
16

Scourge
2
13

Scythe
2
16

Shock Glove
0
10

Shuriken
0
18

Siangkam
2
18

Sickle
1
15

Sode Garami
2
17

Spear
2
16

Spear, Long
2
16

Spear, Stone
2
16

Spetum
3
16

Spiked Buckler
4
20

Staff, Quarter
2
16

Stiletto
1
18

Sword, 2-Handed
3
18

Sword, Bastard
3
19

Sword, Broad
3
19

Sword, Claymore
3
19

Sword, Cutlass
2
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Sword, Falchion
3
18

Sword, Gladius
2
17

Sword, Khopesh
2
17

Sword, Long
3
19

Sword, Rapier
2
18

Sword, Sabre
3
19

Sword, Scimitar
3
18

Sword, Short
2
18

Taser
0
15

Thermal(Weapon)



Thrusting Point
Aw


Tomahawk
2
16

Tonfa
3
15

Trident
2
17

Uchi-Ne
1
16

Vibroblade
1
19

Vibrosword
2
19

Voulge
3
16

Wakizashi
2
18

Warhammer
2
16

Whip
2
14

Armor
Type
Tech
Absorb
Resist
Nim Pen
Weight
Area Covered

Cap, Padded
1
5
1
0
1
1

Hide, Raw
1
5
5
-2
25
3-8,11-12

Hide, Tanned
1
6
5
-2
25
3-8,11-12

Padded
1
5
2
-2
10
3-6,11-12

Bracers
2
10
8
0
1
7-8

Bronze Plate Mail
2
9
7
-4
45
3-8,11-14

Gauntlets, Leather
2
3
3
0
0
9-10

Leather
2
6
3
0
15
3-6

Scale Mail, Leather
2
7
4
-2
40
3-6

Spiked Leather
2
7
4
-1
20
3-6

Studded Leather
2
7
4
-1
20
3-6

Brigandine
3
7
5
-2
25
3-6

Cap, Leather
3
6
2
0
1
1

Plate Mail
3
9
8
-4
45
3-8,11-12

Ring Mail
3
7
4
-2
25
3-6

Scale Mail, Iron
3
7
5
-2
35
3-6

Splinted Mail
3
8
7
-4
40
3-6

Banded Mail
4
8
7
-3
35
3-6

Cap, Steel
4
10
6
0
1
1

Chain Mail
4
7
6
-2
30
3-8

Coif, Chain
4
7
6
0
2
1-2

Field Plate
4
10
9
-3
55
3-14

Full Plate
4
10
10
-3
65
3-14

Helm, Closed-Face
4
10
8
0
2
1-2

Helm, Great
4
10
9
0
3
1-2

Helm, Open-Faced
4
10
7
0
2
1-2

Do-Maru
5
8
7
-2
20
3-6,11-12

Haidate
5
8
7
-2
10
5

Hanburi
5
6
4
0
1
1

Hara-Ate
5
8
7
0
10
3-5

Hara-Ate-Gawa
5
6
3
0
10
3-5,11-12

Haramaki
5
8
6
0
15
3-4,6

Haramaki-Do
5
8
6
-1
20
3-4,6

Horo
5
3*
4
0
3
6

Jingasa
5
8
4
0
1
1

Kabuto
5
8
6
0
3
1-2

Kote
5
8
6
0
3
7-10

O-Yori
5
8
8
-4
40
1-14

Sode
5
8
8
0
3
7-8

Sune-Ate
5
8
6
0
5
13-14

Frag Cape & Vest
6
14
7
-1
16
3-8,11-12

Hard Vest
6
13
6
-1
15
3-6

Plate Mail, Plastic
6
12
7
-2
20
3-8,11-12

Riot
6
10
5
-1
12
1-14

Riot Jacket
6
10
5
-1
12
3-6

Class 4
7
17
10
-1
20
1-14

Hard
7
13
6
-1
15
1-14

Kevlar Vest
7
9
5
0
10
3-6

Light Concealed
7
9
4
0
12
3-6

Point Blank Vest
7
11
6
-1
14
3-6

Armor Clothing
8
8
8
0
0
3-8,11-12

Subdermal
8
10
7
0
0
3-6

Reflect
9
15
8
0
5
3-14

Shield
Tech
Parry+
Spd
Wt

Buckler
2
4
1
3

Small Wood
2
5
2
3

Body
3
8
6
10

Medium
3
6
3
8

Small Reinforced
3
5
2
5

Riot
6
6
3
5

Magnet
8
6
2
5

Force
9
6
0
0
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Misc. Notes

Weapons can be thrown ten yards effectively.  Additional distances give a penalty of -1 per additional five yards to a maximum of 30 yards.  Aerodynamic weapons get double distance.


Parrying or dodging take 1/2 action each, and they must come before the attack to be parried or dodged.

Glossary
Axe Kick: A high kick that comes down on the target's neck or shoulder.  Can't be used the same round with other kicks.

Axe, Battle: -2 Armor Resist score vs. this weapon

Axe, Bronze: -1 Armor Resist score vs. this weapon

Backhand: Used on target coming from behind.

Backward Sweep: Sweeps the legs out from an opponent from behind.

Battle Royal: Everyone vs. each other.

Bec De Faucon: -3 Armor Resist score vs. this weapon

Blackjack/Sap: (Total damage)x5% chance to K.O. if make called shot on 2"x2"

Bolas: Entangle with a called shot

Bungie: The dancers are in bungie harnesses enabling them to leap 15' vertically or 30' horizontally.  Cutting one strap requires 4 points of cutting damage to the same spot.  Having only one harness gives a penalty of -4 to all rolls.

Choke: 1d4 killing damage per round, but 1d4 is recovered each round afterward.

Claw Hand: Rakes target's flesh.

Crescent Kick: Swivel the hips and arc the foot.

Dagger, Parrying: Weapon Breaker

Dancer: A gladiator in the Arena Macabre.  A PC.  An NPC.

Dexterity (Dex): Manual ability.  (Skill with the hands.)

Double Knuckle Fist: Like Fore-Knuckle Fist, but add knuckle of the middle finger.

Drill: Ignores armor under TL6.

Dropkick: Run, jump, kick with both feet, fall.

Electro(Weapon): A metal weapon with an AC current running through it.

Electrowhip: The whip is made if thin titanium cable.

Encumbrance (Enc): The weight in lbs. of the character's equipment divided by 10.

Endurance (End): General toughness of the character -- involves ability to hold breath, run for long periods of time, etc.

Entangle: Following a called shot, the target is unable to move the area entangled until getting out with either a Nim or Str check, as applicable.

Equipment Weight (Wt): This is the total weight of all equipment carried on the body.

Fingertip Attack: What does it sound like?

Fist: This is your standard, garden-variety punch.

Flaming: The walls are covered in a flaming fuel similar to napalm.  If thrown into the wall, the victim takes 2d6 of each type of damage each round in contact.

Flying Jump Kick: Run, jump, land with foot in target.  Only attack allowed in round.

Flying Reverse Turn Kick: Cross between Flying Jump Kick and Wheel Kick.

Fore-Knuckle Fist: Clenched fist with the first knuckle of the fore-finger extended.

Health (Hth): The overall physical condition of the character.  Hit Points.

Ignorance: A malady suffered by certain right-wing groups who are determined to stomp out RPG's but have never actually seen one played, going totally by hearsay.

Intuition (Int): How observant the character is.

Judge: The people who run the Arena Macabre.

Jump Kick: Jump, land with foot in target.

Kick: Typical kick by bringing knee to chest and extending the leg completely.

Kill: Damage inflicted directly to health which, in great quantity, will cause death and other potentially fatal mortalities.

Knife Hand: Open-handed strike with the blade of the hand.

Knockdown: The target must make a Dex roll or fall down, needing an action to rise.

Kusari-Fundo: Entangle

Laser(Weapon): A weapon with a laser arc over the blade

Lasso: Called shot

Leg Hook: Like a Backward Sweep, but from the front.

Low-friction: The floor is covered by a coating similar in friction to glare ice which is just beginning to melt.  Each round, the characters must all make a Nim roll to stay erect.  Movement is 1/3, and all rolls are at -2.

Mancatcher: May break grip by making Str roll at -5, but take 1D2 each damage

Metal matrix: This is a grid of 3'x3' squares made from an unbreakable metal which fill up the arena wall to wall 30' high.

Metal web: This is a 2-dimensional version of the metal matrix.

Nimble (Nim): Agility, acrobatic skill, etc.)

Nimble Penalty (Nim-): This is the penalty to the Nim on rolls due to bulky armor.

Notes (!'s): General info like parry value, etc.

Nunchaku: Entangle a limb

Offensive Dodge: A dodge which involves sidestepping an attack and putting an attack in place of the target.  A dodge roll is required, followed by an attack roll.

Offensive Parry: A parry which follows through with an attack, all in one motion.  Requires a parry roll followed by an attack roll.

Pain: Stun damage.  When total pain damage = Pain Threshold, the character is unconscious.

Pain Threshold: Total amount of pain a character can withstand before going unconscious.

Palm Strike: Strike with heel of palm.

Pick: -2 Armor Resist score vs. this weapon

Plasmablade: A dagger with a blade made of coherent energy

Plasmasword: A sword with a coherent energy blade

Platform, multiple: The floor is made up of two or more round platforms of at least 5' radius, with varying distances between them.  The area between them is 150' down and riddled with poisoned spikes, so don't fall.

Platform: As above, but only one 15' radius platform.

Power Points: The points used to buy abilities and proficiencies.

Power Punch: Punch twisting from waist.

Powerblock: An offensive block, combining a block and an attack.

Precision (Prec): A measurement of general weapon use ability.

Proficiency: A skill.

Pseudo-terrain: Holograms and props are used to simulate some sort of terrain.  The dancers must interact with the terrain.

Psyche (Psy): Ability to concentrate.

Reach (Rch): How long a weapon is and the bonus due to the ability to attack opponents further away.  Equal to the length/1.5'.

Ropes: Similar to Metal matrix or web, but with ropes instead.  The ropes may be cut with 3 points of damage to the same spot.

Roundhouse Kick: Made by turning the body and hips.  Only kick in round.

Sa Tjat Koen: Entangle

Sai: Weapon breaker

Shock Glove: Basically a blunt Electrocestus.

Snap Kick: A quick, low kick.

Spiked: The spikes will inflict 2d20 damage to anyone thrown into them.

Stamina (Stm): The number of rounds a dancer can fight before feeling fatigued.  Each subsequent round gives a cumulative -1 to all rolls.

Stiletto: -2 Armor Resist score vs. this weapon

Strength (Str): Self-explanatory.

Tech Level (TL): How technically advanced the society from whence the dancer came is.[image: image12.wmf]
Tesseract: The walls are dimensional portals to the opposite side of the arena, so running into the west wall will bring the dancer out of the east wall

Thermal(Weapon): A bi-metallic weapon with white-hot plating on the blade

Throw: A dancer may throw his opponent by first making a Dex roll to grab, then a Str roll to throw.  Being thrown inflicts 1d6 damage.

Throw Dodge: A combination between a dodge and a throw, involving sidestepping an attack (dodge roll), grabbing the opponent (Dex roll), and throwing the opponent (no roll required since the opponent's own inertia is used with just a boost by the thrower).

Thrusting Point: General info for weapons with thrusting points

Trampoline: Like Bungie, but no strings.

Vibroblade: A dagger with a high-frequency vibrating blade

Vibrosword: A sword with a high frequency vibrating blade

Water: How long can you tread water?  The Arena is filled with water to 30' deep, with a raft or three floating for entertainment.  All swinging attacks do 1/2 damage in water, and blunt does 1/4.

Weapon Breaker: May break weapons by rolling vs. durability

Weapon Speed (Spd): How slow a weapon is to use.

Wheel Kick: Kick by bringing the leg all the way around the body.

Whip: Minimum 10' distance; entangle

Q.E.D.
R.I.P.
Speaking of Eternity….
Wyrmworks is devoted to one proposition: that nobody’s perfect. Of course, we all know that, but there’s a bit more to it than that. You see, God demands perfection (If you were a perfect God, would you really want scuzzballs like me messing up your heaven?), which causes a bit of a problem for us.

Good news is that God has provided a solution. He knew that we could never be good enough to earn our way into heaven by ourselves, so He sent Someone who could. Jesus Christ, true God and true man at the same time, lived the perfect life, earning God’s favor. Then, God turned His back on the one man who’d earned His favor. Jesus got what we deserve, rejection by God, and we get what He deserves: eternal life, a cure for death.

This is given to you freely. You don’t have to do anything to earn it. It’s a gift with no strings attached. Believe & live forever.

Questions? Eternalwarrior@wyrmworks.com
Eternal Warrior: The Character Sheet
Name: _____________________ Gender: _ Birth year: ______ Birthplace: ___________

Stat
#
Mult
Max
Composite Stats
#
Mult
Strength:
___
x2
20
Health:(Endx3+Str)
___
x1

Endurance:
___
x2
20
Pain Threshold:(Endx2+Psyx2)
___
x1

Nimble:
___
x2
20
Stamina:(Endx4+Psy)
___
x.5

Dexterity:
___
x3
20
Precision:[(3xDex+Int)/4]
___
x20

Intuition:
___
x1
20
Actions per Round:[(Nimx3+Dex)/20]
___
x10

Psyche:
___
x1
20
Encumbrance: ________lbs/10=Stm Penalty: ____

Tech Level:___
x10
9
Power Points(300, +20 if historical, +5/kill):
_____

Area
H%
Hth
Pain
Absorb
Resist
Weapon
Parry
Stun
Kill
Spd
Rch
!'s
Head
6
___
x5
_____
______
_________
____
_d__
_d__
___
+__
______

Neck
6
___
x8
_____
______
_________
____
_d__
_d__
___
+__
______

Back
15
___
x3
_____
______
_________
____
_d__
_d__
___
+__
______

Chest
24
___
x_*
_____
______
_________
____
_d__
_d__
___
+__
______

Abdmn
24
___
x3
_____
______

Hips
3
___
x1
_____
______
Armor
RArm
4
___
x1
_____
______
Type
Absorb
Resist
Nim-
Wt
Areas
LArm
4
___
x1
_____
______
_________
______
______
-__
___
_______

RHand
2
___
x2
_____
______
_________
______
______
-__
___
_______

LHand
6
___
x2
_____
______
_________
______
______
-__
___
_______

RLeg
4
___
x1
_____
______
_________
______
______
-__
___
_______

LLeg
4
___
x1
_____
______
_________
______
______
-__
___
_______

RFoot
2
___
x2
_____
______
Shield
Spd
Parry
Wt
Notes
LFoot
2
___
x2
_____
______
_________
___
+____
_____
_____________

*Note: Chest pain is x1 for males and x5 for women

Skills
Unarmed Attacks
Pain
Powers
__________________
_________________
_d__
______________________________

__________________
_________________
_d__
______________________________

__________________
_________________
_d__
______________________________

__________________
_________________
_d__
______________________________

__________________
_________________
_d__
______________________________

__________________
_________________
_d__
______________________________

__________________
_________________
_d__
______________________________

__________________
_________________
_d__
______________________________

__________________
_________________
_d__
______________________________

__________________
_________________
_d__
______________________________

__________________
_________________
_d__
______________________________

__________________
_________________
_d__
______________________________

__________________
_________________
_d__
______________________________

__________________
_________________
_d__
______________________________

__________________
_________________
_d__
______________________________

__________________
_________________
_d__
______________________________

__________________
_________________
_d__
______________________________

(Misc. Notes and Equipment on Back)
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�We know that Adam and family had iron and bronze technology (Genesis 4:22), so “Stone Age” technology refers to those isolated from that technology either by natural disasters or the dispersion of Babel.






