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Chapter 1

Introduction

P've written this version of the Wushu roleplaying game for two reasons.

1. As a free preview, it’s designed to get Wushu’s core rules into the

hands of as many gleeful gamers as possible.

2. Asan Open License, it allows enterprising game designers to write
and publish their own Wushu settings, adventures, and source-

books. Wushu Open is all about spreadin’ the love!

You'll find the full text of the license at the end of this work. In
short, it grants you permission to copy, modify, and distribute Wushu’s
core rules, or to create your own Wushu games, even for commercial
publication, without paying me a dime. All I ask is that you slap my
name on it somewhere. (See the license for details.)

However, I should point out that the license does not cover material
that appears only in my other Wushu publications (Wire-Fu, Pulp-Fu,
the Wushu Guides, and the original Wushu Core Rules). The stuff thats
in this file is the only stuff that counts. If you have any questions, feel
free to email me (dan@bayn.org).


mailto:dan@bayn.org




Chapter 2

Core Mechanics

Action movies have always been at odds with realism. Fortunately for
us, their conflict is easily resolved with a series of savage kicks to real-
ism’s face! Impossible leaps, insane acrobatics, and victory against over-
whelming odds are all staples of the genre... and the essential elements
of action roleplaying games.

Sadly, traditional roleplaying games have long been in league with
realism. They penalize players who want to, say, kick seven mooks with
one spin kick by piling negative modifiers onto their roll, which makes
them less likely to succeed. The inevitable result is that smart players
stick to simple, boring actions and take a tactical approach to combat.
Wushu breaks up this insidious alliance with a core mechanic that re-
wards players for vivid descriptions and over-the-top stunts by making
them more likely to succeed, each and every time.

Traditional roleplaying games also alienate themselves from action
movies by segmenting time into rounds of only a few seconds. In the
movies, you get to see characters trade a whole series of attacks, defenses,
and counter-attacks before the camera cuts away. In roleplaying games,
players are usually limited to one action per round, and they only get



enough time for one swing, punch, or pull of the trigger before the next
player’s turn. This takes the back-and-forth pacing that’s essential for
exciting fight scenes and stabs it straight through the heart!

In Wushu, players are encouraged to make as many attacks, leaps,
dives, parries, and ripostes as they like before any dice are rolled. Each
“round” is divided into two parts, which everyone completes at the same
time. First, the group Describes the scene; this is the important part
because their narration determines what actually happens in the game

world. Then, they Resolve their dice rolls to see how well it all worked.

2.1  Description

Wushu works its magic via a dice pool mechanic where the size of your
pool depends on how elaborately you describe your actions. Each Detail
you add to your description earns you a D6. These could be separate
stunts, witty one-liners, cinematic flourishes, pretty much anything that
enhances your gaming experience. (You always get at least one D6, just
for doing something.)

For example, someone who says “I dodge to the side” gets 1D6.
Someone who says “I dodge to the side and grab his sword blade with
my chopsticks before punching him in the face” gets 306. Someone
who says “I catch his sword blade with my chopsticks when it’s chisel
edge is less than an inch from my face, then twist it around with one
deft motion, jam it into the bastard’s gut, and whisper ‘Can’t you see
I’'m trying to eat, here?”” gets sp6. Thus, anything that contributes to
the atmosphere and energy of your game becomes a smart tactic.

Of course, not every Detail is appropriate to every game. That’s
why the oM and all the players have the right to veto any Detail that
rubs them the wrong way. To make this work, it's important to agree
on the tone and style you want for your game before you start playing.
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(I usually reference a few of the movies I'm trying to emulate and make

sure all my players have seen at least one or two of them.)

To control the pacing and tone of a game, the GM can put a pool
limit on the number of dice any player can roll at once. 3—4 dice per
turn usually results in faster, more brutal combat; it’s a good limit for
unimportant scenes or warm-ups that happen early in a game. When
things get more dramatic, you'll want 6—8 dice per turn. This is espe-
cially true when fighting major villains; you’ll want a high enough limit
that you can attack and counter-attack many times before stopping to
roll. However, that doesn’t mean you have to earn the max number of
dice every time. Trying to tack on an extra stunt or two at the end can

really take the steam out of your description!

2.2 Resolution

Waushu characters are defined by their Traits, these Traits are rated from
1—5. When it’s time to roll them bones, pick a Trait that’s relevant to
the actions you described. (If you don’t have a relevant Trait, the default
rating is 2.) Every D6 that rolls above that Trait’s rating is a failure; those
that come up equal to or less are successes. If no one’s resisting you, one
success is all you need. If someone is resisting, they’ll have a bunch of
dice to roll, too. Whoever gets the most successes comes out on top.

(Ties go to the players, being the heros and all.)

The key to playing Wushu is to understand that everything happens
exactly as the players describe it, when they describe it. (This is some-
times called the Principle of Narrative Truth.) Rolling the dice just tells
you how much further those actions have advanced the scene. In a way,
the dice are only there to let you know when to stop fighting (or chasing,
or talking, or whatever).



2.3 Scab Rolls

Every once in a while, you might want to roll for something without
making a big production out of it. That's when you use a Scab Roll.
Just grab a number of D6 equal to your relevant Trait and compare the

highest roll to table 2.1:

D6 Result
1 A failure so horrible as to defy comprehension.

A really bad, probably embarrassing failure.

A regular, garden variety failure.
A success, but with negative complications.

A good success. Mission (barely) accomplished.

(< SR N VR V)

A solid, professional success. Good work!

Table 2.1: Scab Roll



Chapter 3

Combat

Because it’s the centerpiece of any action game, and rightfully so, com-
bat gets a few extra wrinkles. First of all, you have to worry about both
offense and defense. That means splitting up your dice pool. Yang dice
are used to injure people, run ’em off the road, kick ass, take names,
and so forth. Yin dice are used to defend yourself from all of the above.
(It might be a good idea to have two different colors of dice on the ta-
ble.) Each successful Yin die negates one successful Yang die. If even
one attack gets through, you're done!

Don’t worry; it’s not as dire as it sounds. Player-characters all get 3
points of Chi to protect them. Each point can be cashed in to negate
one Yang success after the dice are rolled. (I use poker chips to keep
track.) A character is removed from a fight when they take a hit and
don’t have any Chi left to counter it. When you're down to zero Chi, it
just means you're teetering at the brink of exhaustion. The Gm should
give players back their Chi as dramatically appropriate, usually between
scenes.

Since Wushu encourages (nay, expects!) players to carry out multi-
ple actions with a single roll of the dice, you'll eventually have someone



try to use two different Traits at once. During a fight, the last thing you
want is to bog down play while you sort out which dice are going to
be rolled against which Trait. Instead, just decide which Trait is most
relevant to the description as a whole and use that as the target number
for everything.

Take, for instance, someone who likes to use telekinesis with their
kung-fu. If they say “I nail him with a telekinetic blast, which knocks
him through a wall, then I kick him hard in the face for good measure,”
theyd fold that kick into the telekinesis action and roll it all against
their “Psychic” Trait. On the other hand, if they say “I duck under his
kick, then deliver a telekinetically boosted open-hand strike that sends
him plowing through a wall” they'd fold that telekinetic boost into their

combat action and roll it all against their “Kung-Fu” Trait.
g g

3.1 Versus Mooks

Ninjas, zombies, gangers, cops... by any name, mooks are born to die in
droves! In fact, Mooks are little more than set pieces whose only reason
for being is to make the player-characters look good. They don’t have
Traits, they don’t have Chi, and they never roll any dice. They’re just
an abstraction. Players are free to describe however many they want,
wherever they want, in order to describe all the rapid-fire, ass kicking
stunts they want. (Of course, the GM can reserve a few for guarding
escape routes, taking hostages, and so forth.)

When the ninjas start jumping out of the woodwork, assign the
whole lot of them a Threat Rating. (You can also assign them to non-
human challenges like ticking time bombs, collapsing buildings, treach-
erous climbs, and so on.) The exact value depends on how many players
you have, your dice pool limit, and how long you want the scene to last.
Figure out how many Yang successes your players are likely to gener-
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ate per round and multiply by the number of rounds you want to see.
Season to taste.

As you may have guessed, each Yang success your players bring to
bear reduces the Threat Rating by one. When it reaches zero, the mooks
are either all dead or running in abject terror. Conversely, you shouldn’t
let players describe taking out the who group before the Threat gets close
to zero. If such a thing does happen, and there’s some Threat remaining
after the dice are rolled, you'll have to bring in some reinforcements or
let previously beaten mooks get up for another round.

Now, since mooks don’t get to roll dice, they won't have any Yang
dice to throw at the heros. Instead, you should assume that the mob
gets in at least one good hit each round. Anyone who doesn’t roll at
least one Yin success has to cash in a point of Chi or get knocked out.

(For more dangerous mooks, you can raise it to 2—3 hits per round.)

3.2 Versus Nemeses

If you think nothing can challenge someone who just tore through a
whole legion of ninja, youre dead wrong. Mooks are just the warm-up.
Nemeses have kung-fu of their own, they get to roll dice, and they even
have Traits! Most harrowing of all, they get their own Chi (usually from
1—s5 points, but feel free to go nuts).

As befits such worthy opponents, Nemeses must always be fought
mano-a-mano. If two or more players absolutely need to gang up on a
Nemesis, they’ll have to do one of the following. First, they can take
turns trading blows with the Nemesis, completing both their Descrip-
tion and Resolution phases before letting their allies have a go. If you've
set a dice pool limit, the second option is to have the players split the
maximum dice between them. If the Nemesis gets to roll 6D6, two

players would get 3D6 each, or three players would get 206 each. The



Nemesis would then split their Yang successes between their opponents.

The other thing that elevates Nemeses above mooks is that they actu-
ally get to defend themselves. (Gasp!) This is where you get that furious
back-and-forth pacing we talked about. The player and the M should
take turns providing 2—3 Details at a time, just enough for a defensive
move and a counter-attack. When both sides have maxed out their dice
pools, let ’em roll. If the kung-fu is really flying, feel free to disregard
the pool limit and roll a whole fight’s worth of dice at once!

Lethal moves (decapitations, kill shots, stakes through the heart,
etc.) should be saved until after your victim has taken that final hit, the
one they don’t have the Chi to pay for. If both combatants run into
negative Chi on the same turn, the loser is the one who goes deepest
into the hole. As usual, ties favor the players. The winner is entitled to
any dramatic killing blow (or other kind of scene resolution) they wish
to inflict upon their helpless victim. No dice required. This is called
the Coup de Grace, and if anyone tries to deliver one before the proper

time, smack ’em with a veto!

3.3 Notes for Veteran Roleplayers

Those of you who have played other roleplaying games may have been
expecting a few more rules. Their absence is no oversight. If you're going
to make the jump to Wushu, take the following lessons to heart...

No Weapon Damage — A character’s weapon of choice should have
more to do with their personality than tactical advantage. That’s why
Wushu has no rules for weapon damage; getting kicked hard in the chest
hurts just as much as getting stabbed through a lung. This frees players
to select weapons that say something about their characters, without
giving better armed enemies an unfair advantage. However, your players
can still benefit from their weapons by using them as inspiration for
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Details: blood dripping off the tip of a spear, the angry muzzle flash of
a Desert Eagle, the way your rope dart whistles as you whip it around
your head, you get the idea.

No Initiative — Just to be explicit, there are no rules for initiative
in Wushu. Who acts before who is irrelevant most of the time (all of
the time, when it comes to Mook fights) and, on the occasion when
someone does want to cut in, they can just ask! As long as it’s for a cool
stunt, nobody will mind.

Dice Don’t Rule — Wushu gives the players complete control over the
action... by taking control away from the dice! You're probably used to
phrasing your actions in terms of “I try to hit him” and then waiting for
the dice to tell you whether or not your succeed. Well, stop trying to
hit him, and hit him! Don’t get hung up on the dice; they’re just there
to set the pace and introduce an element of risk. The goal isn’t to “win”
against the GM, it’s to entertain each other with a few hours of creative,

improvisational violence.

II
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Chapter 4

Creating Characters

All a Wushu character needs to be ready to rumble is a set of Traits.
They can be anything from a profession (Cop, Hacker, Chef) to a sim-
ple adjective (Smart, Charismatic, Stinkin’ Rich). It should go without
saying that every Wushu character should have a combat Trait (Shaolin
Master, Hit Man, Brawlin’, Gun-Fu, etc). If you have any cool powers
(Telekinesis, Voodoo, Raise Undead), they’ll need a Trait all their own.

Each Trait starts at a default rating of 2; your oM will give you 5—8
points to spend on raising them, up to a maximum rating of 5. That

should be enough for 3 Traits, give or take.

Finally, your character needs a Weakness, which has a Trait rating of
1. This could be a love interest who's always getting them into trouble,
some kind of special vulnerability (ie. wooden stakes and sunlight!), or
a tragic flaw (Drunk, Egotist, Can’t Refuse a Challenge). Any time your
character tries to act against their Weakness, any dice that roll higher

than 1 are failures. Ouch!
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4.1 Things You Don’t Need

Wushu characters need a lot of things: skill, courage, wits, a high toler-
ance for pain. Two things they don’t need are Gear and Advancement.

Gear — Generally speaking, you should assume that player-characters
have on their persons any gear they need to use their Traits. Burglars
should have lock picks, swordsmen should have swords, and ninjas should
probably have both. In fact, making up gadgets and weapons on the spot
is a great way to earn dice!

Advancement —Wushu characters start out bad ass and stay that way.
You should let your players shuffle their Trait points around between
sessions, if it helps them get the most out of your game, but characters
should develop via their interactions with the game world, not via the
accumulation of experience points. (After all, no one just gets better
and better at things all the time. Expertise requires practice and there

are only enough hours in the day to be an expert at so many things!)
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Appendix A

Character Sheet

Name:

Gender:

Traits:

Weakness:

Notes:

Photocopy at 120%
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Appendix B

Wushu Open License

(Based on the Creative Commons Attribution 2.0 License)

CREATIVE COMMONS CORPORATION IS NOT A LAW FIRM AND DOES NOT
PROVIDE LEGAL SERVICES. DISTRIBUTION OF THIS LICENSE DOES NOT CRE-
ATE AN ATTORNEY-CLIENT RELATIONSHIP. CREATIVE COMMONS PROVIDES
THIS INFORMATION ON AN “AS-IS BASIS. CREATIVE COMMONS MAKES NO
WARRANTIES REGARDING THE INFORMATION PROVIDED, AND DISCLAIMS
LIABILITY FOR DAMAGES RESULTING FROM ITS USE.

License

THE WORK (AS DEFINED BELOW) IS PROVIDED UNDER THE TERMS OF THIS
CREATIVE COMMONS PUBLIC LICENSE (“cCPL” OR “LICENSE”). THE WORK
IS PROTECTED BY COPYRIGHT AND/OR OTHER APPLICABLE LAW. ANY USE
OF THE WORK OTHER THAN AS AUTHORIZED UNDER THIS LICENSE OR
COPYRIGHT LAW IS PROHIBITED.

BY EXERCISING ANY RIGHTS TO THE WORK PROVIDED HERE, YOU AC-

CEPT AND AGREE TO BE BOUND BY THE TERMS OF THIS LICENSE. THE LI-
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CENSOR GRANTS YOU THE RIGHTS CONTAINED HERE IN CONSIDERATION
OF YOUR ACCEPTANCE OF SUCH TERMS AND CONDITIONS.

1. Definitions

a. “Collective Work” means a work, such as a periodical is-
sue, anthology or encyclopedia, in which the Work in its
entirety in unmodified form, along with a number of other
contributions, constituting separate and independent works
in themselves, are assembled into a collective whole. A work
that constitutes a Collective Work will not be considered a
Derivative Work (as defined below) for the purposes of this

License.

b. “Derivative Work” means a work based upon the Work
or upon the Work and other pre-existing works, such as
a translation, musical arrangement, dramatization, fiction-
alization, motion picture version, sound recording, art re-
production, abridgment, condensation, or any other form
in which the Work may be recast, transformed, or adapted,
except that a work that constitutes a Collective Work will
not be considered a Derivative Work for the purpose of this
License.

c. “Licensor” means the individual or entity that offers the
Work under the terms of this License.

d. “Original Author” means the individual or entity who cre-
ated the Work.

e. “Work” means the copyrightable work of authorship of-
fered under the terms of this License.

f. “You” means an individual or entity exercising rights under
this License who has not previously violated the terms of
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this License with respect to the Work, or who has received
express permission from the Licensor to exercise rights un-

der this License despite a previous violation.

2. Fair Use Rights. Nothing in this license is intended to reduce,
limit, or restrict any rights arising from fair use, first sale or other
limitations on the exclusive rights of the copyright owner under

copyright law or other applicable laws.

3. License Grant. Subject to the terms and conditions of this Li-
cense, Licensor hereby grants You a worldwide, royalty-free, non-
exclusive, perpetual (for the duration of the applicable copyright)

license to exercise the rights in the Work as stated below:

a. to reproduce the Work, to incorporate the Work into one
or more Collective Works, and to reproduce the Work as

incorporated in the Collective Works;
b. to create and reproduce Derivative Works;

c. to distribute copies of the Work including as incorporated
in Collective Works;

d. to distribute copies of Derivative Works.

The above rights may be exercised in all media and formats whether
now known or hereafter devised. The above rights include the
right to make such modifications as are technically necessary to
exercise the rights in other media and formats. All rights not ex-

pressly granted by Licensor are hereby reserved.

4. Restrictions. The license granted in Section 3 above is expressly

made subject to and limited by the following restrictions:

a. You may distribute the Work only under the terms of this
License, and You must include a copy of this License with

19



every copy of the Work You distribute. You may not offer
or impose any terms on the Work that alter or restrict the
terms of this License or the recipients” exercise of the rights
granted hereunder. You may not sublicense the Work. You
must keep intact all notices that refer to this License and
to the disclaimer of warranties. You may not distribute the
Work with any technological measures that control access
or use of the Work in a manner inconsistent with the terms
of this License Agreement. The above applies to the Work
as incorporated in a Collective Work, but this does not re-
quire the Collective Work apart from the Work itself to be
made subject to the terms of this License. If You create a
Collective Work, upon notice from any Licensor You must,
to the extent practicable, remove from the Collective Work
any reference to such Licensor or the Original Author, as re-
quested. If You create a Derivative Work, upon notice from
any Licensor You must, to the extent practicable, remove
from the Derivative Work any reference to such Licensor
or the Original Author, as requested.

. Ifyou distribute the Work or any Derivative Works or Col-
lective Works, You must keep intact all copyright notices
for the Work and give the Original Author credit reason-
able to the medium or means You are utilizing by conveying
the name of the Original Author (Dan Bayn); the title of
the Work (Wushu); and in the case of a Derivative Work,
a credit identifying the use of the Work in the Derivative
Work (e.g., “French translation of the Work by Original
Author,” or “Screenplay based on original Work by Origi-
nal Author”). Such credit may be implemented in any rea-
sonable manner; provided, however, that in the case of a
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Derivative Work or Collective Work, at a minimum such
credit will appear where any other comparable authorship
credit appears and in a manner at least as prominent as such
other comparable authorship credit.

5. Representations, Warranties and Disclaimer

UNLESS OTHERWISE MUTUALLY AGREED TO BY THE PARTIES IN WRIT-
ING, LICENSOR OFFERS THE WORK AS-IS AND MAKES NO REPRESEN-
TATIONS OR WARRANTIES OF ANY KIND CONCERNING THE WORK,
EXPRESS, IMPLIED, STATUTORY OR OTHERWISE, INCLUDING, WITH-
OUT LIMITATION, WARRANTIES OF TITLE, MERCHANTIBILITY, FIT-
NESS FOR A PARTICULAR PURPOSE, NONINFRINGEMENT, OR THE
ABSENCE OF LATENT OR OTHER DEFECTS, ACCURACY, OR THE PRES-
ENCE OF ABSENCE OF ERRORS, WHETHER OR NOT DISCOVERABLE.
SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF IMPLIED
WARRANTIES, SO SUCH EXCLUSION MAY NOT APPLY TO YOU.

6. Limitation on Liability.

EXCEPT TO THE EXTENT REQUIRED BY APPLICABLE LAW, IN NO
EVENT WILL LICENSOR BE LIABLE TO YOU ON ANY LEGAL THEORY
FOR ANY SPECIAL, INCIDENTAL, CONSEQUENTIAL, PUNITIVE OR EX-
EMPLARY DAMAGES ARISING OUT OF THIS LICENSE OR THE USE OF
THE WORK, EVEN IF LICENSOR HAS BEEN ADVISED OF THE POSSI-

BILITY OF SUCH DAMAGES.
7. Termination

a. This License and the rights granted hereunder will termi-
nate automatically upon any breach by You of the terms
of this License. Individuals or entities who have received
Derivative Works or Collective Works from You under this

License, however, will not have their licenses terminated
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provided such individuals or entities remain in full compli-
ance with those licenses. Sections 1, 2, 5, 6, 7, and 8§ will

survive any termination of this License.

b. Subject to the above terms and conditions, the license granted
here is perpetual (for the duration of the applicable copy-
right in the Work). Notwithstanding the above, Licensor
reserves the right to release the Work under different li-
cense terms or to stop distributing the Work at any time;
provided, however that any such election will not serve to
withdraw this License (or any other license that has been, or
is required to be, granted under the terms of this License),
and this License will continue in full force and effect unless

terminated as stated above.
8. Miscellaneous

a. Each time You distribute the Work or a Collective Work,
the Licensor offers to the recipient a license to the Work on
the same terms and conditions as the license granted to You

under this License.

b. Each time You distribute a Derivative Work, Licensor offers
to the recipient a license to the original Work on the same
terms and conditions as the license granted to You under

this License.

c. If any provision of this License is invalid or unenforceable
under applicable law, it shall not affect the validity or en-
forceability of the remainder of the terms of this License,
and without further action by the parties to this agreement,
such provision shall be reformed to the minimum extent
necessary to make such provision valid and enforceable.
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d. No term or provision of this License shall be deemed waived
and no breach consented to unless such waiver or consent
shall be in writing and signed by the party to be charged

with such waiver or consent.

e. This License constitutes the entire agreement between the
parties with respect to the Work licensed here. There are no
understandings, agreements or representations with respect
to the Work not specified here. Licensor shall not be bound
by any additional provisions that may appear in any com-
munication from You. This License may not be modified
without the mutual written agreement of the Licensor and
You.

Creative Commons is not a party to this License, and makes no warranty
whatsoever in connection with the Work. Creative Commons will not
be liable to You or any party on any legal theory for any damages what-
soever, including without limitation any general, special, incidental or
consequential damages arising in connection to this license. Notwith-
standing the foregoing two (2) sentences, if Creative Commons has ex-
pressly identified itself as the Licensor hereunder, it shall have all rights
and obligations of Licensor.

Except for the limited purpose of indicating to the public that the
Work is licensed under the ccpi, neither party will use the trademark
“Creative Commons” or any related trademark or logo of Creative Com-
mons without the prior written consent of Creative Commons. Any
permitted use will be in compliance with Creative Commons’ then-
current trademark usage guidelines, as may be published on its website
or otherwise made available upon request from time to time.

Creative Commons may be contacted at:

http://creativecommons.org/
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Colophon

The font used for Wushu Open was Adobe Garamond Pro, which is
Adobe’s digital reproduction of the roman fonts originally designed by
Claude Garamond (1499 —1561) and the italic fonts designed by Robert
Granjon (1530-1589).

Wushu Open was typeset and copyfitted by Pascal de Bruijn us-
ing the IXTEX typesetting system written by Dr. Donald Knuth and
Dr. Leslie Lamport.

The book was printed and bound by Lulu. All of Lulu’s hardcover
books are constructed with high quality .088" binder’s board. They have
plain white so# interior text stock and 8o# stock endsheets.
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