FIGHTING STYLES

For those of you who prefer more detailed, 'realistic' styles of combat over the basic skills found in the player's guide, here are several types which can be applied to specific archetypes.  For example, Aamanians would probably be restricted to Knight, Archer and Blademaster styles, whereas Chana Witchmen could only take the Savage style.  Comparing fighting styles in combat could result in sophisticated strategies, and would enhance role-playing.  Try it and see if it's for you!

----------------------------------------------------------------

ASSASSIN 

Weapons: dagger, knife, shuriken, garrote, caltrops, and dart. 

Manoeuvres: parry, dodge, throw, vital area, hit location, knock-out, balancing, falling, and evasion. 

Armour: none, leather, and studded leather.
Attributes: Dexterity + Speed. 

Races: Rajan, Arimite, Ferran, Ur, Darkling, Mangar, and Gao. 

Description: The practitioners of this style use stealth, cunning and surprise to ambush unwary opponents. They prefer to backstab or waylay an opponent, and avoid direct one-on-one matches at all costs. Above all, this style is dirty and unfair, relying on tricks and hidden advantage. Assassin is used by expertly trained murderers, professional thieves (not street scum) and bounty-hunters. 

ARCHER, BOWMAN 

Weapons:  longbow, shortbow, crossbow, and hurlant. 

Manoeuvres: intercept, hit location, and vital area. 

Armour: leather, ring, scale, and light chain. 

Attributes: Dexterity + Perception. 

Races: Jaka, Zandir, Muse, Maruk, and Dracartan. 

Description: This style embraces long-range missile weapons which can be amazingly effective against slow opponents who are charging or in the open. Archery relies on shooting sharp arrows in an arc so that they come down with the force of gravity.  Depending on the locale, the bows used varied from simple short bows (poor range) to longbows (good range but weak) to composite longbows (good range and strong). Various arrows (sheaf, anti-armour, flame) provide versatility. Archer is useless in hand-to-hand combat, and is usually slow to reload (especially heavy crossbows). 

BARBARIAN 

Weapons: war axe, hammer, club, and spear. 

Manoeuvres: parry, frenzy, weapon-breaker, prone fighting, resist shock, and crushing blow. 
Armour: furs/leather, scale, chain, and kite shield. 

Attributes: Strength + Stamina. 

Races: Arimite, Snow Barbarian, Ur, Mondre Khan, and Vajra. 

Description: A primitive but effective style which relies on heavy blows and charges to inflict massive wounds, Barbarian is only somewhat more advanced than Savage. It relies on heavy hacking weapons and medium armour. It is commonly found among tribes living in harsh northern climates. Subtlety is unknown, so sophisticated tactics are not practised. 

BLADEMASTER 

Weapons: long, great, short, broad, bastard, claymore, and serrated. 

Manoeuvres: parry, dodge, feint, disarm, fast draw, weapon-breaker, fortress, advance/retreat, and paired weapons.  

Armour: chain, splint, and plate mail. 

Attributes: Strength + Dexterity. 

Races: Kang, Thrall, Palean, Zandir, Aamanian, and Danuvian. 

Description: The art of slashing weapons is a higher order fighting style practised by only the best mercenaries and soldiers. It is difficult to master, yet very versatile because the sword is a universal and precise weapon. Blademasters often use two swords, prefer open spaces to swing, fight individually and develop a bond with their weapons. 

COMMON  

Weapons: short sword, spear, sling, and dagger. 

Manoeuvres: parry, dodge, and crushing blow. 

Armour: leather and scale.
Attributes: Dexterity. 

Description: The most basic of fighting skills, Common is often taught to simple militias, squires, recruits, thieves and non-warriors who want some simple self-defence options. Complex manoeuvres and tactics are beyond the scope of this training. 

FENCER, DUELLIST 

Weapons: rapier, main gauche, epee, and fencing blade. 

Manoeuvres: parry, riposte, feint, fast draw, bait & switch, speed, circular vision, paired weapons, and blind-fighting. 

Armour: none. 

Attributes: Dexterity + Speed. 

Races: Hajan, Cymrilian, Zandir, Sarista, Sindaran, and Thiasian. 

Description: The refined gentleman's fighting art, practised by nobles and aristocrats who prefer skill, sophistication and grace to crude hacking. Fencing offers a variety of intricate manoeuvres and advanced tactics, but is unfortunately somewhat limited in damage. Duelling relies on lightning-quick jabs and piercing blows to vital areas such as the heart and throat. It also relies on maintaining proper distance and decorum during a fight, and hence suffers against barbaric charges and hacking. Since the weapons are so light, it is easier to ward off fencing blows with heavy axes and swords. 

GLADIATOR 

Weapons: war chain, net, trident, man catcher, nunchaku, and lasso. 

Manoeuvres: parry, dodge, entangle, disarm, stun blow, and knockout.
Armour: light ring, shoulder plates, and helm. 

Attributes: Dexterity + Stamina. 

Races: Thrall, Danuvian, Kang, Imrian, and Zandir. 

Description: This style offers proficiency in the most exotic weaponry available to the humanoid civilization. Gladiators train in circuses and arenas to provide spectacles, but they also become specialists in combat that disables and captures the opponent rather than kills him quickly. Gladiators also have at the disposal special weapons with unique features not available to others. Many bounty hunters, sportsmen, big-game hunters and slavers practise this style of warfare. 

GUNNER  

Weapons: musket, cannon, catapult, and hurlant. 

Manoeuvres: hit location, vital area, blind-fighting, prone fighting, and fast-draw. 
Armour: leather and scale. 

Attributes: Speed + Perception. 

Races: Dracartan, Arimite, and Yassan. 

Description: Gunner is more of a technical than a fighting style because it covers heavy weapons usually manned by a team. Gunnery relies on distance and ammunition, but can be very effective when combined with stealth - as in the case of the sniper using a musket.  Gunners require ammunition (gunpowder, shells, flint, oil, etc), and have a high mortality rate because of frequent jams and backfires in their weapons (1 in 6 chance). 

KNIGHT 

Weapons:  long sword, mace, lance, axe, and ball & chain. 

Manoeuvres: parry, weapon-breaker, crushing blow, and fortress. 

Armour: splint, plate mail, battle armour, and large shield.
Attributes: Strength + Stamina.
Races: Aamanian, Kang, Thrall, Ur, and Palean. 

Description: A cumbersome but very powerful style whose tactics rely on superior strength, overpowering opponents, and heavy defensive armour. Knight is somewhat slow and prone to high fatigue, but is very difficult to damage, and is very effective against monsters and savages. It suffers enormously against sophisticated anti-armour styles such as Pikeman, and is vulnerable to armour-piercing missiles. Knights prefer to ride into combat on a powerful mount such as a mangonel lizard. 

PIKEMAN 

Weapons: pike, spear, halberd, javelin, scythe, and glaive. 

Manoeuvres: parry, weapon's length, set to charge, advance/ retreat, and fortress. 

Armour: ring, scale, and chain. 

Attributes: Dexterity. 

Races: Aeriad, Aamanian, Kang, and Danuvian. 

Description: An excellent formation style developed as a counter against heavily-armoured knights and cavalry, Pikeman excels at keeping opponents at bay and blocking primitive charges. It is the style employed by many professional soldiers, guards and even rebellious peasants. Pikeman is at a severe disadvantage in close-quarter combat (like swordplay), and so most such warriors usually take another style as back-up.  

SAVAGE 

Weapons: club, blowgun, spear, knife, bola,  and special.
Manoeuvres: frenzy, resist shock, entangle, blind fighting, and crushing blow. 

Armour: none.
Attributes: Strength + Dexterity. 

Races: Chana, Manra, Nagra, Ahazu, Yrman, and Jhangaran.
Description: A primitive form of warfare found among crude stone or bronze age cultures, Savage provides very little in the way of tactics or complex techniques. It relies on ferocity and a huge array of bizarre weaponry. Savages often rely on intimidation through war paint and masks to defeat their enemies. 

SWASHBUCKLER 

Weapons: sabre, cutlass, scimitar, and thrown knife.
Manoeuvres: parry, dodge, swing on ropes, leap attack, balancing, disarm, falling, circular vision, blind-fighting, speed, and paired weapons. 
Armour: usually none, and leather. 

Attributes: Dexterity. 

Races: Zandir, Gao, Cymrilian, Mangar, and Mandalan. 

Description: Easily the most colourful and exciting fighting style, Swashbuckling is the epitome of 'style', grace, beauty and deadly skill. Swashbucklers swing on ropes, cry 'Ho-Ho' and leap into combat, do dangerous stunts and tricks, and have some of the best cutting edge weapons. Often they win the day through sheer charisma and confidence. If you want ladies to swoon when they hear of your daring deeds, this is the style for you. 

BRAWLING  

Weapons: none. 

Manoeuvres: block, dodge, punch, kick, pin, and dirty tricks. 

Armour: any except battle armour. 

Attributes: Strength. 

Races: any. 

Description: The crude punch-and-shove method of fighting found everywhere, this style allows some simple unarmed combat manoeuvres, but is very limited and can be easily defeated by the more sophisticated martial arts. Its sole advantage is that you can take a swing at someone even if you're wearing heavy armour. 

WRESTLING  

Weapons: none.
Manoeuvres: arm/leg lock, joint lock, clinch/pin, trip, choke, flip, neck hold, bear hug, and body block. 

Armour: none allowed. 

Attributes: Strength + Speed. 

Races: Thrall, Monad, Stonegald, and Kharakhan.
Description: The fine art of incapacitating an opponent through strength and dexterity at very close range. Wrestling relies on pins, body twisting and hand grappling to make the enemy helpless, causing relatively little damage.  

HARD MARTIAL ARTS:  KANG-RAK (KARATE)  

Weapons: none. 

Manoeuvres: punch, block, kick, trip, leap, power punch, flying kick, iron blows, foot sweep, dodge, body slam, and knockout. 

Armour: none allowed. 

Attributes: Dexterity. 

Races: Thrall, Kang, and Mondre Khan. 

Description: The brutal and deadly art of causing massive damage with one's own body, Kang-ran relies on fast kicks and strong punches to penetrate all defences. It is notoriously weak in defensive tactics itself, with practitioners often refusing to surrender or even retreat. This hard art also forbids armour and tries to ignore wounds as best it can while inflicting maximum damage on the enemy. 

SOFT  MARTIAL ARTS:  MANDAQUAN (AIKIDO) 

Weapons: none. 

Manoeuvres: block, dodge, flip, trip, leap, body throw, block, evasion, break fall, roll with punch, joint lock, arm hold, spin, disarm, bait & switch, and knockout. 

Armour: soft leather or ring at most. 

Attributes: Dexterity. 

Races: Mandalan.  

Description: A delicate and beautiful art of avoidance, dodging and sophisticated evasion, Mandaquan allows the defender to easily avoid being hit, and to redirect the opponent's aggressive energies back at him. This allows the defender to twist and lock 

the joints of opponents, to flip them and put them in painful holds. Mandaquan is also totally useless for offensive attacks, so a fighter cannot initiate combat or perform kicks & punches.  

------------------------------------------------------------------- 

FIGHTING ARTS  

This skill encompasses all the special abilities and manoeuvres practised by experienced warriors, allowing them to perform feats of fighting far beyond the average soldier's skill.  Only true warriors may learn these abilities from a master, who will often be hiding or located in a distant land and will require great recompense.  In game terms, a player takes this as a skill and gains more special abilities (restricted by fighting style) as the skill goes up.  Most of these are automatic in combat, but some may require additional die rolls.

Balance 

Falling:  warrior takes only half damage from falls. 

Instant stand:  when a warrior is dropped to the floor (slips, flips, tripped), he can instantly jump up and be ready for combat. 

Prone fighting:  warrior can fight at no penalty in cramped quarters or strange positions, such as from the floor, on a narrow ledge, beneath a low ceiling, etc. 

Balancing:  warrior may fight normally while balancing on a thin ledge or piece of rope, without fear of falling unless driven back. 

Resist Shock:  warrior may make a Stamina test to stay fighting even after being mortally wounded (negative wounds). The penalty is -1 per round after being 'killed', to a maximum of five rounds. 

Circular Vision:  allows warrior to feel the presence of attackers around him during combat, negating any bonuses they might receive for attacking from the back or flanks. 

Movement  

Feint:  can deceive a stupid opponent with a fake attack, thus receiving the advantage on the next attack. 

Advance/Retreat:  by strength and skill, a warrior can push an opponent backwards by about [combat skill] feet. If pushed back more than 5 feet, opponent must make a test to remain standing. Hitting a wall/object inflicts 1 point of damage.  The reverse allows the warrior to retreat slowly without being subject to an automatic attack from all foes. 

Speed:  the warrior may exert himself and attack with a flurry of blows, but will tire very quickly and collapse of exhaustion in a few rounds.  

Blind-Fighting:  warrior can use sound to fight effectively in near-total darkness, incurring no penalties. Silence renders this useless. 

Defense 

Weapon's Length:  a character employing a long thrusting weapon (spear, lance, pole-arm, etc.) may hold an opponent at bay, not allowing them to close in and make a melee attack.  Warrior must have initiative and have made a successful attack.  If set for a charge and an opponent charges, the weapon does double damage.  Both functions require sufficient room and work against only one foe. 

Riposte:  this manoeuvre entails waiting for the foe to make a reckless attack, then parrying it and quickly striking back. Allow opponent to attack first, then parry normally, then roll  to hit +2 if parry was successful.  

Disarm:  using an appropriate weapon, the warrior may attempt to catch the opponent's weapon and immobilize/fling it away. Then he can attack more successfully with his own. 

Fortress:  warrior may put up a wall of total defence, making no attacks but adding +5 to all defensive actions (dodge, parry) and keeping the enemy at bay.  

Striking 

Iron Blows:  hand attacks do d6 instead of d4 and foot attacks do d8 instead of d6 due to your incredible training. 

Crushing Blow:  one special blow per fight can do extra damage, through willpower, faith or concentration. 

Vital Area:  this attack will hit and incapacitate/paralyze a vital area such as hand, knee, and groin (not head) instead of doing damage to hit points. 

Knock-Out:  if successful, this special attack can instantly knock an opponent unconscious if he fails his Stamina test. 

Flying Kick - a flying jump kick can be used once per round to inflict d10 points on one opponent. 

Hit Location:  allows the warrior to choose a hit location if the combat roll was exceptionally high. 

Frenzy:  allows the warrior to make a reckless attack on the opponent, doubling damage but negating any protection from your armour, and allowing no defensive moves. Hurting your friends is an unfortunate possibility. 

Grappling 

Evasion:  allows the warrior to evade missile and long-range attacks (even magical bolts) by making a Warfare roll. 

Body Slam:  warrior can brutally slam the foe, rendering him off balance with a penalty to his next attack. 

Clinch/Pin:  if the opponent's attack fails, warrior may automatically pin him in some way. Opponent must use next attacks to break free, or attack normally at a penalty. Note that only small size weapons are effective in wrestling. 

Joint Lock:  if opponent's attack fails, warrior may attempt to twist and lock a joint, putting the foe in a painful position. The joint lock does d4 points of damage per round automatically, and works similarly to the above clinch. 

Bait & Switch:  allows the warrior to close in and switch combat range (missile, normal, grappling) without being automatically attacked by the opponent. 

Weapon Mastery 

Entangle:  using an appropriate weapon (such as a net or bola), the warrior may entangle or snare the opponent on a successful combat roll, rendering the foe harmless unless he makes a Dexterity test. 

Fast-Draw:  increases combat initiative (reflex) by +2 for one specific favourite weapon. 

Weapon Breaker:  using a stronger weapon, the warrior may attempt to break the weapon or armour of an opponent with a successful combat roll. Armour degrades by 1 point, weapons go down to the next size category (ex: d8 to d6). 

Stun Blow:  allows the warrior to use a lethal weapon to inflict only stun damage.  

Paired Weapons - allows the warrior to wield one set of weapons (like rapier & main gauche or long & shortsword) without any penalties, increasing potential damage.
Drohem (10/25/2010): this article by Mateusz Krepicz was posted to the archived Talislanta Central website.

