AA Title Page (1 page)
[Just the title, in A-HEAD style: “Martial Arts: 50 Flavors of Karate,” “Martial Arts: Gladiators,” “Martial Arts: Modern MMA,” or what have you.]


CC Table of Contents

[Prepared at SJ Games.]

[Inclusion of all remaining sections is mandatory except where marked ONLY WHERE APPLICABLE. Titles are up to you, except where marked DO NOT RETITLE. Page count per BB heading is highly variable, but total pages must add up to the amount in your contract – usually 16 or 32 pages.]


BB Introduction (1 page)

[DO NOT RETITLE: A brief description of what the book is about. This isn’t the place to get into history – that comes later. This piece serves to give the reader a reason to care about the styles in the book.]



CC GURPS Martial Arts and This Book

[DO NOT RETITLE: Explain how the styles in this book fit in with the ones in GURPS Martial Arts. Indicate relationships such as “predecessor,” “contemporary,” “successor,” “complementary,” “rival,” and “variant.” Give the reader the information needed to combine your book with the material in GURPS Martial Arts.]



CC Publication History

[DO NOT RETITLE; ONLY WHERE APPLICABLE: If updating and reusing content from a Third Edition supplement or a Pyramid article, note this. See the “Publication History” sections in other GURPS products for inspiration.]


BB History and Background
[Choose a more interesting title: “History of the Gladiatorial Games,” “Evolution of the Mixed Martial Arts,” etc. The purpose of this section is to set up the historical and/or present-day context of the book’s styles. If it runs long, break it up by labeling major eras, events, etc., with CC and DD headings. Tidbits that don’t fit into the flow of events can fill a box or two.]



C-BOX Timeline

[ONLY WHERE APPLICABLE: A concise timeline of important events discussed in BB History and Background. On request, this can run to a full-page box containing up to 750 words (the maximum).]



CC Some Famous Stylists

[ONLY WHERE APPLICABLE: Brief biographies of style founders and other important practitioners. Feel free to change the title to something more interesting: “Founders of Northern Kung Fu,” “MMA Notables,” etc. Each bio is its own DD heading.]


BB Styles
[This is the book’s beating heart! Choose a title that fits: “The Twelve Animals of Bando,” “Combination Styles for MMA,” or whatever. Most books will describe several, related styles. Should a book describe just one style, be sure that this BB heading and the CC heading that follows don’t echo. It’s fine to follow “BB Art of the Axe” with “CC Axe Fighting,” but “BB Axe Fighting” followed by “CC Axe Fighting” is boring.]


CC Featured Style 1



CC Featured Style 2



CC Featured Style 3

[And so on. Each style gets its own CC heading, suitably named, and should use the format in GURPS Martial Arts; see end of outline.]


C-BOX Subsidiary Style

[ONLY WHERE APPLICABLE: Minor variants, related sport forms, etc., can go in boxes, just as they do in GURPS Martial Arts.]


BB Style Components
[DO NOT RETITLE: Notes on new Style Perks, techniques, etc., used in the previous style(s). New skill specialties may be required; e.g., for Hobby Skill or Sports. Clear all traits with the GURPS line editor. New advantages, disadvantages, and skills are forbidden. All of the CC headings below are ONLY WHERE APPLICABLE.]



CC Advantages
[DO NOT RETITLE: If the styles’ optional abilities include advantages with user-defined elements, complex abilities built from heavily modified advantages, and so on, then spell them out here. This doesn’t mean that it’s acceptable to invent new advantages! Each advantage gets a DD heading.]



CC Perks

[DO NOT RETITLE: Insert a brief intro on perks here.]




DD Style Familiarity

[DO NOT RETITLE: Identify the Style Familiarity perks for the styles in the book. If these have an unusual relationship (e.g., one counts for multiple styles), mention it. Note any specific benefits the perk grants with respect to co-stylists or instructors, if these differ from the “Cultural Familiarity” and Claim to Hospitality normally assumed.]




DD Style Perks

[DO NOT RETITLE: New Style Perks are acceptable, provided they’re in the same ballpark as those in GURPS Martial Arts in terms of scope and utility. Consult with the GURPS line editor! Each perk gets an EE heading.]



CC Disadvantages
[DO NOT RETITLE: If the included styles’ optional abilities lists name disadvantages with user-defined elements, then spell these out. This doesn’t mean that it’s acceptable to invent new disadvantages! Each disadvantage gets a DD heading.]



CC Skills

[DO NOT RETITLE: Skill specialties mentioned in the style write-ups but not in the GURPS Basic Set need a note. Each skill gets a DD heading.]



CC Techniques

[DO NOT RETITLE: New techniques are acceptable as long as they’re created using the design system in GURPS Martial Arts. Save your work and show the GURPS line editor! Each technique gets a DD heading.]


BB Stylists

[This section aims to describe those who practice the styles in this book. Give it an evocative title: “The Men in the Armor,” “Karateka,” “Strong Gentlemen,” etc. This section is mandatory, but the exact CC headings that follow it are your call and ONLY WHERE APPLICABLE.]



CC Day-to-Day Life

[The typical fighter’s lifestyle, giving some idea of the time commitment involved. For athletes, this might be a series of DD headings on exercise, diet, sparring, etc. For historical troops, this might be about army life, or even what life is like if you’re an ordinary member of your society who’s occasionally called upon to fight.]



CC Conduct

[If the styles in the book have religious or philosophical undertones, or if things like a Code of Honor are common, consider describing the culture of these martial artists. How do they recognize each other? Do they extend any special courtesies in battle? And so on.]


CC Ranking System

[Most styles have a ranking system. If this is simple and unremarkable, it can appear as a short box. If it’s complex, interesting, or has ramifications in terms of advantages, be sure to discuss it in detail here.]



CC Character Templates

[DO NOT RETITLE: Not all books will require this section, but most will. Exactly as with the templates in GURPS Martial Arts, do not attempt to integrate styles into the templates; instead, allocate points to styles on the templates and leave style components up to the player. Be sure to use the standard GURPS format for character templates. Ask if you’re unsure.]




DD Template

[Each DD heading should offer a detailed character template structured just like those on pp. B259-260: title (something better than “Template”!), point cost, brief description, blank line, and then sections for attributes, secondary characteristics, advantages, disadvantages, etc. Do not attempt to specify quirks! Offer a few choices in each category. Be sure to allocate points for purchasing style abilities.]





EE Lenses

[DO NOT RETITLE: If the template needs lenses, list them here. Lenses get hanging indents and italic lead-ins, and must list their point costs in parenthesis.]





EE Customization Notes

[DO NOT RETITLE: Offer input on how to use any points left over after buying the template, lenses, and the choices offered on the template itself to build an interesting, personalized PC using the template. Go back to regular, non-hanging indents for this.]

BB Equipment

[DO NOT RETITLE: If the style uses equipment not described in the GURPS Basic Set or GURPS Martial Arts, here’s where to put it. Not all books need this BB heading, and all of the CC headings that follow it are ONLY WHERE APPLICABLE.]



CC Weapons
[New weapons must be balanced against those in the GURPS Basic Set and GURPS Martial Arts. List them glossary-style, like those in GURPS Martial Arts: in alphabetical order, with hanging indents. Rename and reuse items as much as possible. If you must invent all-new weapons, don’t make them obscenely effective just because they’re exotic.]




DD Melee Weapon Table

[DO NOT RETITLE: A brief weapon table like those in the GURPS Basic Set and GURPS Martial Arts.]




DD Muscle-Powered Ranged Weapon Table

[DO NOT RETITLE: A brief weapon table like those in the GURPS Basic Set and GURPS Martial Arts.]



CC Armor
[Describe any special armor. Again, it’s important to be balanced with the GURPS Basic Set and GURPS Martial Arts. Use glossary format.]




DD Armor Table

[DO NOT RETITLE: A brief armor table like those in the GURPS Basic Set.]



CC Other Equipment

[This is a catchall for all of the style’s other gear. If the list is long, you can break it up into various DD headings for uniforms, training equipment, concoctions (salves, vitamins, etc.), and so on.]


BB Campaigns

[This section’s job is to give the GM reasons to introduce the book’s styles into his campaign. This section is required, but the CC headings are ONLY WHERE APPLICABLE.]



CC Existing Campaign

[Choose a more inspiring title: “Monks in the Campaign,” “Gladiatorial Adventures,” etc. The point is to give the GM with a campaign in progress a way to use this material right away.]



CC Dedicated Campaign
[This, too, needs a better title: “The All-Monk Campaign,” “Gladiatorial Games,” etc. It should offer ideas on how to base an entire campaign on the book’s material, set in the styles’ native time and place.]




DD Campaign Dynamics

[Ways to set up the campaign so that there’s a built-in tension or conflict, be that a war, a rival instructor, or something else.]




DD Starting PCs

[Recommendations on power level, allowed abilities, etc.]




DD Adventure Seeds

[Several scenario ideas to keep the campaign moving.]



CC Transplanting the Style

[Advice on using the book’s material outside of its native environment – again, with a better title. This might be general advice or a series of DD heads. Specifics depend on the style, but for instance a Mixed Martial Arts supplement might suggest “DD Banestorm,” “DD 19th-Century England,” “DD Post-Apocalypse,” etc.]



CC Tournaments and Competitions
[Guidelines on running a campaign based on fighters who use the styles in the book. This can be anything from a few brief suggestions to a complex system for resolving bouts, assessing prize money, etc. If it runs long, break it up with DD and EE headings as needed, and insert boxes describing such things as “Titles and Reputation.”
BB Sample NPC (1 page)

[A single, 150-point NPC with his/her name as the section title, given full stats in the standard GURPS style (ask if you’re unsure). The dual goals are: (1) to show players how to create an effective stylist, and (2) to offer the buyer a gladiator to take up against other NPCs from other books. With permission, we might be willing to allow you to substitute a horde of more generic fighters, where that better suits the book.]

***

Style Name

N points

The style description should provide the reader with certain information and answer a number of questions, as explained below. These elements need not correspond to paragraphs. Combine short items and keep simple styles brief. Conversely, split the information on an item into several paragraphs for complex styles. Just be sure all the information is there!

1. Reiterate the style’s origins. Be brief, because you have a section for history earlier in the book. However, this is a good place to describe events found only in the past of this one style, as well as myths and legends.

2. In plain English, describe the way stylists fight. What’s the balance of offense and defense like? Striking and grappling? Melee and ranged? Does it favor some weapons or strikes over others? Is it unusual in any way?

3. In gamespeak, explain the maneuvers, options, and techniques that somebody playing a PC who knows this style should choose if he wants his PC to fight like a stylist. Does he circle and Wait? Favor All-Out Attack? Use Deceptive Attack a lot? Hold his weapon in a Defensive Grip? Never target the skull? Prefer options that give multiple attacks?
4. Discuss the details of the style’s realistic components. Why are those items there? What do the optional abilities represent? Would certain stylists choose some techniques over others? Would a simple substitution adapt this style to serve as another, similar style?

5. Repeat #4 for cinematic abilities. If there are none, why is this?

6. Close with the present-day status of the style. How common is it? Is it easy to find a teacher? Where is it popular? Are there any books, comics, or movies where the reader can learn about it or see it?
Skills: Alphabetical list of required skills, separated by semicolons.

Techniques: Alphabetical list of realistic techniques, separated by semicolons.
Cinematic Skills: Alphabetical list of cinematic skills, separated by semicolons.
Cinematic Techniques: Alphabetical list of cinematic techniques, separated by semicolons.
Perks: Alphabetical list of Style Perks, separated by semicolons.
Optional Traits

Attributes: Notes on unusually high/low attribute scores among stylists.

Secondary Characteristics: Notes on unusually high/low secondary characteristic scores among stylists.

Advantages: Alphabetical list of common advantages, separated by semicolons.

Disadvantages: Alphabetical list of common disadvantages, separated by semicolons.

Skills: Alphabetical list of optional skills, separated by semicolons.

Techniques: Alphabetical list of rarely taught techniques, separated by semicolons.

Perks: Alphabetical list of non-Style Perks or rare Style Perks, separated by semicolons.

