Kung Fu and Combat
· You can activate a kung fu technique at any time during the round.  Before Initiative, even.  In fact, that’s the only way some of them will work.

· You can use any number of kung fu techniques per round, but each can only be used once per round.  

· E.g., if you’re chasing after someone and you want to catch and attack them in the same round, you can use Run Like A Deer to use Athletics as a free action, thus leaving you time to attack too, but if your Athletics roll isn’t good enough and you don’t catch up to him, you can’t use Run LAD again until next round.

· If a technique grants a bonus to your weapon’s Strike, that bonus gets applied to Blocks as well as Attacks.
· I think it goes without saying that a weapon’s Strike bonus doesn’t get applied to Dodge.  That’s just… I mean, you’d have to be some kind of moron to think it would.

· Kung Fu Marvels can accomplish some pretty useful things, like drawing a weapon as a free action.  At a minimum of 2 Chi per use, they’re probably too costly to use all the time, but when appropriate, they’re handy.  Check the list.  You might want to make note of a few you think you might use on a regular basis.

· Kung Fu Marvel rolls always use a kung fu style skill, and that’s it—no River, no Joss.  The color of Chi spent corresponds to that of the style.

· If you’re smart—and you are—you’ll avoid having two kung fu styles that use the same color of Chi.  It’s inefficient.  You’ll be out of that Chi color before you can say “Gurk.”

· Bonuses and penalties don’t stack; you just take the best bonus and worst penalty and apply each.  If your wounds have already brought you down to -5 for mobility actions and an opponent’s kung fu technique imposes a -10 to mobility, your total penalty is -10, not -15.  If you also have a +5 to mobility actions from another source, however, the total penalty is only -5.
· However, note that many techniques grant bonuses to bonuses, like adding a Chi Modifier to your weapon’s Strike (which is itself a bonus to your Melee or Fight skill).  Any roll (e.g., Melee) can only be affected by one modifier (e.g., your weapon’s Strike), but that modifier can itself be modified (e.g., by a kung fu technique).
· This may seem obvious, but it may as well be said.  When dice are rolled, you’re always looking for sets, never totals, and zeroes are zeroes, not tens.  This applies to both skill rolls and damage rolls.
Healing
· Points of damage can be healed every round by spending Jade Chi, on a one-for-one basis.
· Between fights, Jade Chi can be spent to heal your Health in damage a number of times per session equal to your Hardiness skill.  So if you have a Hardiness of 3 and a Health of 15, you can heal up to 45 points worth of damage per game session, divided up however you like in 15 point increments, at a cost of 1 Jade Chi per expenditure.  Also, remember to do your taxes early.
· This is only between active combats, and only if you have the Jade Chi to spend.
· As a reminder, Health is a statistic equal to the total of your Chi pools.

· Damage can also be healed without using Chi with Medicine or Hardiness, as per the rules on page 77.  Unlike healing with Jade Chi, the amount of damage that can be healed with Medicine is not limited by your Hardiness. 
· F’rinstance, say you are Rank 4 and have taken enough damage to put you at Staggering. You or a doctor would be able to make a roll to heal 15 points of damage to take you down one Wound Level to Wounded on a successful Hard (30) Medicine roll. 
· The downside is that failed Medicine or Hardiness rolls can make it more difficult for future rolls of the same type to succeed.


· Loss of breath in a Chi color means that that particular color doesn’t regenerate at the every round as it normally would.  You can still use the color, but once you’re out, you’re out; Hardiness/Confidence/Awareness rolls (as appropriate to your Archetype) won’t help, either.  Loss of breath occurs most commonly as a side effect of damage.  If that’s the case, it lasts as long as you’re wounded.  For every Health Level you manage to heal, you regain your breath in the Chi color you most recently lost.  And so on.

· Loss of breath can also occur as a consequence of a kung fu technique.  In this case, it only lasts for one round.  If the damage dealt by the technique also causes loss of breath, it’s dealt with as above.

Chi Conditions

This is a whole other ball of wax, and a lot more arbitrary than damage you might suffer in combat.  Chi Conditions come in two varieties, Weaknesses (penalties to rolls or a reduction in one or more Chi colors) and Hyperactivities (the reverse: bonuses to rolls or bonus points of Chi).  As far as you’re concerned, Weaknesses are bad and Hyperactivities are good, although a Scholar would tell you that since each means an imbalance in your natural Chi, they’re both unhealthy.  A Weakness can result from a particularly traumatic wound, but they’re more likely to be the work of a practitioner of the Secret Arts (see below).  Also, don’t be surprised if a critically failed skill roll carries with it a Weakness once in a while.  Chi Conditions can be cured or manipulated through Medicine or the Secret Arts (see below).
More on Chi Conditions
Chi Conditions work by granting bonuses for behaving a certain way or incurring penalties for not behaving a certain way.  Almost anything can be expressed as a Condition, from drunkenness to horniness to illness.  For example, drunkenness could be a Weakness or a Hyperactivity.  If a Weakness, then you’re fine as long as you act drunk (staggering around, making an ass of yourself, etc.), but if you try to “sober up,” you’d suffer penalties to some skills and maybe even Flow Loss (i.e., no access!) in your Crimson Chi.  If a Hyperactivity, as long as you act drunk you’d enjoy some skill bonuses and probably increased breath (i.e., another point regained each round) in your Crimson Chi.  This could even be used to simulate the loss of a limb: as long as you limit acknowledge your one-armedness and roleplay it appropriately, you act normally, but if you pick try to use a bow, you suffer a penalty.  Why not disallow the bow altogether?  Because this is a crazy-ass wuxia game full of larger-than-life characters who pull this kind of crap on a daily basis.
Either type of Chi Condition falls into one of three categories of severity: Trivial, Minor, or Major.  Note that the severity of a Condition might have nothing to do with what the Condition actually is.  You might catch a cold but suffer nothing more than a sore throat and a runny nose (Trivial), but the guy who catches it off you might barely make it into work (Minor) or be laid up for a week (Major).

· Trivial Conditions have no mechanical effect; you know the Condition exists, but you don’t benefit or suffer from it.  

· Minor Conditions have a measurable effect on your performance, but not a huge one.
· Major Conditions, however, can mean crippling disability or superhuman power—in other words, defeat or victory.
What good is a Trivial Condition, then?  Why even mention it if it doesn’t have a mechanical effect?  Do I think you have all day to fritter away on irrelevant crap like this?  Don’t I know that some of you work for a living, jackass?
Alright.  A practitioner of the Secret Arts (see below) could inflame a Trivial Condition into a Minor (or even a Major) one, then use any one of a number of techniques to manipulate it in order to help or hinder the patient/target/victim.  Maybe that Crimson Chi Weakness is rendering your Dragon Sabre kung fu useless, but a Gold Chi Weakness would be manageable.  If you knew the Secret Arts (seriously, see below), you might be able to use an Elemental Progression Technique to progress that Weakness from your Fire Element to your Earth Element, freeing up that Crimson Chi that powers your kung fu.
The Secret Arts and Chi Conditions

The most basic Secret Art is that of Medicine.  It’s the one upon which all the others are based, in one way or another.  Whatever Secret Art you learn, it would behoove you to familiarize yourself with this one first, even if you don’t take it, beginning with Introduction to Medical Conditions (p. 274), Health and Sickness (p. 276), and especially Changing Chi Conditions (p. 279), as they are used in one form or another in all of the Secret Arts.

Familiarize yourself with the Wheel of Dharma (on p. 281).  It shows the relationships between the Five Elements (Wood, Fire, Earth, Water, and Metal), as well as concepts associated with each.  
Now that you know what Conditions are, here’s how the Secret Arts let you mess with ‘em:
· Medicine allows you to do detect, create, soothe, inflame, and manipulate Conditions, but only if they’re overtly physical.  You can also discover actual pre-existing Conditions and soothe or inflame them with skill alone (but it’s a lot easier with a Secret Art).  The Secrets of Diagnosis allow you to discover the entire "Condition System" that underlies any given Condition or observed symptom, and the Secrets of Treatment give you the power to manipulate physical Conditions.

· Predictionism allows you to detect and create Conditions by observation and skill alone (your “prediction” that the Condition exists essentially creates the Condition), but it doesn’t let you manipulate or soothe them.  You could say that Predictionism Conditions are fate-based programs.  Secret divination techniques like the I-Ching or Five-Element Cycle Theory allow you to create predictions from something other than pure observation; the Secret Arts of Genius allow you to make strong advisory predictions. 

· The Secret Arts of Intrigue specialize in manipulating human drives (Inspirations) and emotions (Passions).  Instead of using science or Daoist sorcery, the Secret Arts of Intrigue utilize only the practitioner’s powers of perception, persuasion, and guile.  This is primarily the domain of the Courtier.

· Daoist Secret Arts allow you to manipulate any Condition that has to do with bad fortune (Curses) or good fortune (Influences); in this regard, it’s a little like Predictionism.  It also deals with the supernatural and spirit world (Manifesting Spirits).
This is just a brief overview of the Secret Arts, but it should give you a good idea of what they are and how they work (conceptually, at any rate).  There are specific techniques (Elemental Progression Transformation, Internal-External, Yin-Yang, and Paired Condition) for creating or manipulating Conditions, but each is modified slightly according to the Secret Art with which the technique is used, so… check the book.[image: image1.png]
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