VORE BATTLE MOVESET: CHASE, V2
By NocturneWolf


>> Vore Types

Oral: [Chase holds Opponent] >> [Chase puts Opponent in mouth] >> [Opponent enters Chase's throat, taking 1hp constriction damage] >> [Opponent enters stomach and takes 3HP of damage per turn and must roll a 16 or higher to escape]

Tail: [Chase holds Opponent] >> [Chase inserts Opponent into his tail] >> [Opponent is mostly engulfed by tail] >> [Opponent is fully engulfed and takes 3HP of damage per turn and must roll a 15 or higher to escape]

Cock: [Chase holds Opponent] >> [Chase envelops Opponent in his cock] >> [Opponent enters testicles and 4HP of damage per turn and must roll a 12 or higher to escape]


>> Passive

Squirmy - Chase, with his lithe body and knowledge of escape-artistry, can be quite a slippery person to keep a hold of, and any attempts he makes to escape will definitely keep his opponent's hands full.
· In any roll that is not the starting roll, or not where Chase is grappling/eating his opponent, he gets a +2 to those rolls.

Adaptability – Despite his species, Chase has a hard time predating on stronger-than-normal individuals right off the bat. However, he is also a very fast learner, and the more he battles an opponent the more he figures out how they fight and how to counter them. 
· [bookmark: _GoBack]Chase starts the match with a -4 penalty for all rolls. However, every 3 turns this penalty decreases by 2 until it reaches 0. From there, he gains a +2 bonus every 5 turns until he caps off at a +6.

What a Mouthful! - Although Chase can swallow someone twice his size without much trouble, he does start to have problems getting his prey down if they’re any larger than that. 
· Chase will have a -2 penalty to eat anything over 2 times his size, with an additional -2 for every additional body size. (Thus, he gets a -4 penalty to eating someone 3 times his size, etc.) On the flip side however, he’s quite adept at eating those smaller than him and gains a +2 bonus for every ½ size smaller his prey is than him.

Oral Specialist – As prey and predator, Chase has the most experience in executing and countering oral-based attacks. 
· Thus, his initial penalties due to the Adaptability perk are decreased by 2 if involved in a stage of oral vore.

Once Bitten… - Chase is a fast learner, and if he manages to survive an unexpected trick from his opponent he’ll do his best not to fall for it again!
· If an opponent has executed a special move or attack earlier in the game and attempts it on Chase again, he gains a +3 bonus to defend against it. This does not apply to vore moves.


>> Active

Déjà Vu – At the start of a match, Chase can opt to dig through his previous experiences in an effort to find some information that would help him in his upcoming fight, thus changing the way his Adaptability perk affects him. 
· Chase rolls a d20 at the start of the match without any bonuses or penalties. If he rolls a 1-5, he drew up incorrect information and actually starts the match with a -6 penalty. A roll of 5-15 means he remembers nothing really of worth, meaning Adaptability works as normal. Finally, rolling 16-20 indicates the recall of useful information, starting him at a -2 penalty.

Liquid Control – Chase’s unique bodily composition allows him to resist the conversion of his form into liquids, but it comes at a cost! 
· When subjected to a form of digestion that results in conversion into a liquid (unbirthing, cock vore, etc.), he can reduce the amount of damage he receives by 1, but due to the energy he expended his threshold for escape also increases by 1.

Dexterous Tongue – Being a canine, Chase has a long slick tongue that he often likes to use for… creative purposes. 
· If held in a sexual position or in an intermediate stage of a sexual vore, he can take a chance and roll against his opponent. If he beats his opponent, he licks out his opponent so well he gets a chance to escape and grapple, putting him into a holding position. However, failing this roll means he just works his opponent up further, sending his 2 steps down his current attack chain. If he can’t go 2 steps further, he’ll take the corresponding amount of digestion damage or other effects. He can only do this once per match.


>> Finishers

Tie Breaker! – In the event Chase and his opponent roll a tie, the wolfsune can opt to try to take advantage of the hesitation to gain the upper hand.
· He rolls an additional d20 without any additional penalties and bonuses. If he rolls an 11-20, he will manage to take his opponent off-guard in the brief moment of hesitation, giving him a +5 to his next 5 rolls, as well as upping the threshold to escape his body by 2. If rolls a 1-10, however, he takes a -5 to his next 5 rolls and adds 2 to the threshold he needs to escape a body part.

Last Chance – If Chase has a positive Adaptability bonus and drops to 2 HP or less, he can opt to make one last final rush in an effort to feel his opponent squirm inside of him.
· All other modifiers are dropped, replace with his current Adaptability bonus + 3. If Chase can get his opponent into his stomach in one chain without losing a roll, he will seal them inside his stomach inescapably, leaving his opponent to the whims of his stomach. However, if he does lose a roll somewhere along the line, the last of his strength vanishes, leaving him at the mercy of his opponent.
