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Hard Style Wushu 
Writing and Design: Malcolm Sheppard, based on Wushu Open by Dan Bayn. 

© 2006 Malcolm Sheppard and Mob United Media. No part of this work may be 
reproduced, stored in a retrieval system or transmitted by any form or by any means, 
electronic, mechanical, photocopying, recording of otherwise without the written per-
mission of the copyright holders or under the terms of the Wushu Open License.  

Did you use this game? Email mobunitedmedia@gmail.com with the details!  

Visit http://www.mobunited.com to learn more about Mob United’s products. 

Check out http://www.bayn.org/wushu for Dan Bayn’s Wushu. 

Introduction 
Budo is an adaptation of the Wushu rules by Dan Bayn and its variant, Wushu 

Open Reloaded. Where Wushu is “soft” on character specifics and specialized ac-
tions, Budo is a bit “harder.” It defines things more strictly and has rules that are 
slightly more complex than baseline Wushu. 

Budo uses vaguely Japanese terminology to distinguish itself from standard 
Wushu and to build atmosphere. Think less of the circular, continuous movements of 
kung fu and “bullet ballet” swordplay, and more of the sharp movements of karate, the 
swift, straight stroke of a katana and the slamming, grappling energy of judo. There’s 
grace in these rules, but also a sense of decisive resolve. Budo’s a bit tougher than 
standard Wushu too. Characters don’t leap back to their feat in an instant. An adven-
ture can wear them out over time. On the other hand, Trait categories ensure that 
characters can hang in the fight longer if they’re clever enough to use a variety of tac-
tics. 

You can run a Budo game in almost any setting, but our examples use a fantasy 
version of feudal Japan. 
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How to Run the 
Game 

To run Budo, you need at least three peo-
ple: Two players and the Game Master 
(GM). One player is a Shihan; the other is 
the Iemoto. The GM creates scenes for the 
players’ characters to resolve. The Shihan 
is the “star” of a round; the Iemoto controls 
the order of events and vetoes Details that 
she doesn’t think would fit the tone of the 
scene. The GM also picks the game type 
(Jidaigeki, Chambara or Sentai). The GM 
is always the same person, but the Shihan 
and Iemoto usually change from round to 
round. 

You also need paper, pencils and erases, 
and 10 sided dice (d10). If you’ve played 
Wushu before, please note the different 
dice type. Budo characters are also a bit 
less competent than starting Wushu char-
acters. They need a more time to resolve 
scenes and frequently take big risks to do it. 

Budo scenes have aspects. Characters 
complete scenes by resolving their aspects, 
but there’s a risk. Some aspects either drain 
Ki (life force – Chi in standard Wushu) or 
create Setbacks. Setbacks impair your abil-
ity to act. If you lose all of your Ki in a Trait 
category, you can’t use its associated Kihon 
or Traits to resolve the scene. 

Budo uses the Principle of Narrative 
Truth. Your character automatically does 
whatever you want him to do. You describe 
actions with Details; these give you dice to 
roll. Your successes knock down the as-
pect’s Ki (though some aspects might take 
Setbacks instead). You can’t instantly re-
solve a scene aspect (taking out enemies or 

overcoming a challenge) until you knock down all of its Ki. At that point, you either re-
solve the aspect immediately or you can subsequently do so by declaring Ikken Hi-
satsu! – one strike, one kill. 
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Character Creation 
It’s east to make a character but first, you have to figure out the kind of game 

you’re going to play. Budo supports intense action with a dash of bloody-minded 
strategy and self-sacrifice. Create a character that’s fun to play  in this type of game. 
Naturally, you also need to know what kind of world you’ll be playing in. That’s the 
GM’s responsibility, but she should always design his story based on what the players 
want to do. 

Trait Types 

Characters have three types of Traits:  

•Ten (Heaven, or mental) 

•Chi (Earth, or physical) 

•Jin (Human, or social) 

There are many different kinds of Traits, but they all fall under these three cate-
gories. If you play Wushu, remember that in Budo, life force is Ki, not Chi – Chi 
represents physicality and the Earth element. 

Kihon 

Each Trait type has a Kihon (basic) rating that applies to all rolls using that Trait 
category. Set your Kihon ratings by splitting 6 points between Ten, Chi and Jin. You 
must devote a minimum of 1 point to each. If you don’t have a Trait that applies to the 
situation, your Kihon determines your basic ability. 

Traits 

Next, pick your Traits. A Trait can be a profession (Loyal Samurai, Ninja, Impe-
rial Noble, Foreign Barbarian), a personality trait (Furious Violence, Peacefully Right-
eous) a skill (Swordplay, Sorcery) – anything you can think of that would fit the game. 
Take this Trait and assign it to Ten, Chi or Jin. If your Trait would fit multiple catego-
ries you’ll have to spend points on it again to apply it to the second category, or three 
times to apply it to all categories. If you’re only a Ninja when it comes to Chi (Earth) 
tasks, then you don’t have any special understanding of ninja poisons, astrology or 
crafts (Ten tasks) and can’t use ninja disguises (Jin tasks) as well as a fully trained 
member of your clan. 

Split 6 points between your Traits. Once again, you must assign a minimum of 1 
point to each trait. 

Waza 

Finally, choose your Waza (techniques). Every Trait point (don’t count Kihon) 
gives you one Waza. Your Waza show what you can actually do with your Trait. 

For example, if you picked three points of Ninja (Chi), you might know the follow-
ing Waza: 
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1.Shinobi-iri (sneaking around) 

2.Taijutsu (dirty, quick unarmed combat) 

3.Shinobi-kenjutsu (unconventional fighting using a ninja sword) 

Ryuha 

Now, choose a Ryuha (style – actually, this comes from the word for a school or 
guild. Drop the “ha” suffix when you apply it to an actual school). Your Ryuha is a gen-
eral description of your character’s total attitude and abilities: your “character con-
cept.” It’s the thing that ties your character together – and when a task relates to your 
Ryuha, you have special advantages. 

A Ryuha gives you an automatic Detail to use when things get tight or when you 
need an extra boost during your action. 

Sample Ryuha: Samurai on a Quest for Vengeance, Aristocrat Practitioner of 
Secret Blood Magic, Taciturn Martial Arts Master Seeking Redemption. 

Note that if your Ryuha is an actual martial arts or craft ryuha, give it a name and 
describe its characteristics in terms of their relationship with your character. 

Ki 

Finally, list your Ki (Chi to Wushu diehards). Divide 9 Ki between your three 
Trait categories. You must devote at least 2 points of Ki to each category. You can 
describe each type of Ki by its type (using the Japanese “no” adposition): Ten no Ki, 
Chi no Ki and Jin no Ki. (Note: the author makes no guarantees as to the grammar 
here!) 

Sample Character 

 I want to create a ninja named Otomo Daisuke. He’s got to be smart and grace-
ful, so my Kihon are Ten 2, Chi 3, Jin 1. For Traits, I take Ninja (Ten – Poisons 
Waza) 1, Ninja (Chi – Stealth, Unarmed and Sword Waza) 3 and Musician (Jin – 
Shamisen Waza). He’s not much of an undercover agent, but he has some rudimen-
tary ability with a shamisen so that people will welcome him into an inn. His Ryuha is 
going to be an actual (fake) martial arts Ryuha: Otomo-Ryu Ninjutsu, which special-
izes in assassination under the cover of good will. Otomo’s Ki is Ten no Ki: 3, Chi no 
Ki 2 and Jin no Ki 4. He’s not good at social situations without his instrument, but has 
a certain enduring presence, represented by his high Jin no Ki. 

Equipment (Optional) 

Assume that characters have all the weapons and gear they need to perform 
tasks. To simulate losing your sword or other issues, take a Setback. 

Above and beyond that, you can use these optional rules. In them, equipment is 
anything that doesn’t reliably help you. You can lose equipment, leave it behind or just 
use it with less skill than usual. 

If you use this option, starting characters have a base Equipment Pool of 5. 
This pool has a descriptor that tells everyone what it is (samurai battle gear, ninja 
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equipment, etc.). Split this pool 
up into specific pieces of gear 
with dice values of 1 to 3. 

Example: Daisuke has 
Ninja-Musician gear. This in-
cludes: 

•Shamisen (1 die) 

•Shinobi Katana (3 dice) 

•Shuko climbing claws (1 
dice) 

To use a piece of equip-
ment, declare it along with your 
Details. Your equipment bonus 
can boost you past the scene’s 
dice cap (see Scene Resolu-
tion). Add the equipment dice 
to your action for the scene, 
but subtract them from your 
pool. 

For every additional 
scene in which you use that 
piece of gear, subtract an addi-
tional die. Once you’re out of 
dice, the equipment’s benefit 
ends. It’s needs to be repaired, 
runs out of ammunition or you 
lose it. Your pool regains an 
equipment die in every scene 
where you don’t invoke its 
benefits, until you have enough 
dice to use it again. To invoke 
a different piece of gear, pay 
the full price for the new item and another die each round. 

You can switch equipment whenever the story allows it. By default, you can 
change individual items once per session, but you can only change the equipment 
pool type once per story arc. 

If you capture a piece of equipment, add 1 die to your Equipment pool and list it. 
(This also increases your maximum pool.) Your item doesn’t need to have the same 
dice value as it did when somebody else was using it, but if it was worth more than 1 
die, you’ll probably have to rearrange your list. If you lose a piece of gear, subtract its 
current dice value from your pool’s maximum. 

Don’t interpret the value of your gear too literally. Your ancestral sword could 
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help your reputation around other samurai. An ancient martial arts technique scroll 
could make you a better fighter. 

Advancement 

Budo characters evolve and improve over time.  

Evolution 

Every session, you can change 1 existing Trait, Kihon or Ki point. You can move 
a point of Ki (or 
Kihon) from Ten 
to Jin, or switch 
one Trait point 
from Ninja to 
Miko. You can 
even reinvest a 
point from an old 
Trait in a com-
pletely new one. 
You can also 
change Ryuha 
once per story 
arc. You can’t 
leave yourself with 
0 Ki or Kihon in 
any category. 

Improvement 

Add 1 Trait or Ki 
point once per 
story arc. Increase 
an existing Trait or 
develop a new 
one. You can sub-
stitute a new Trait 
for another point 
in your Equipment 
Pool. You can’t 
increase their Ki-
hon scores or 
raise any Trait 
higher than 5, but 
you can increase 
Ki scores as high 
as they like. 
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Scene Resolution 
Style rules. That’s Budo’s core idea. Players build dice pools with Details. 

These describe what’s happening in the game, right down to the results. Each Detail 
is a bit of narrative flash that builds up the importance of the situation. Once you nar-
rate a critical number of Details, roll the sum total as a pool of 10-sided dice. Every die 
that comes up equal or less than your Kihon + Trait is a success. If you don’t have a 
Trait that really applies to the situation at hand, score your Kihon or less to succeed. 

Successes do not determine whether or not you succeed at whatever you’re try-
ing to do. This is because of the Principle of Narrative Truth (PoTN): 

Everything happens exactly as the players describe it, when they describe 
it. 

Success determines how close you get to resolving one aspect of the scene. De-
feating an enemy is a scene aspect. So is picking a lock or making an inspiring 
speech. 

If you’re used to standard Wushu, there are some subtle differences between 
the standard PoTN and the one used in Budo. First of all, Things happen exactly as 
the players describe it, provided they do not instantly resolve an aspect of the 
scene before being able to call Ikken Hisatsu! (see below). Secondly, things hap-
pen when they describe it, but this partly depends on the judgment of the round’s 
Iemoto (see below). 

Rounds, Scenes, Sessions and Story Arcs 

Events happen in rounds. A round is just enough time for everyone in the story 
to do something significant — hit an enemy, shake off pursuers on horseback or hatch 
some palace intrigue. 

Once you’ve resolved all of a scene’s aspects, it ends. 

A session is self-explanatory. It ends when you’re done playing for the day, 
unless you want to run two or more sessions in a marathon of gaming! 

A story arc ends when everyone has run through a set of sessions that follow a 
common storyline. There’s no hard and fast guideline, though five to eight sessions is 
a good yardstick. 

Details and Dice  

Every Detail you add to your description earns you a die. These could be sepa-
rate stunts, witty one-liners, cinematic flourishes — pretty much anything that en-
hances your gaming experience. (You always get at least 1 die, just for doing some-
thing.) 

For example, someone who says "I dodge to the side" gets 1 die. Someone who 
says "I dodge to the side / and grab his sword blade with my chopsticks / before 
punching him in the face" gets 3 dice. Someone who says "I catch his sword blade 
with my chopsticks / when its chisel edge is less than an inch from my face, / then 
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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 5 dice. Thus, anything that contributes to the 
atmosphere and energy of your game becomes a smart tactic. 

You have one constant Detail: your Ryuha. Any time you do something consis-
tent with your Ryuha, you gain a die. You don’t need to narrate Ryuha use with too 
much gusto (though it’s encouraged!). Just note that it’s there. 

Once you’ve built up the Details for your action, tell everyone which Trait you’ll 
be using (Samruai use swords; Nobles say wickedly clever things and have a lot of 
money) and roll your accumulated dice. First, you might want to split them into In and 
Yo dice. If you don’t, all of your dice are Yo dice. Every Yo die that comes up equal to 
or less than your Trait + its associated Kihon is a success. Successes knock off the 
aspect’s Ki unless it (or he, or she) can convert these to Setbacks. 

In dice are defensive. Roll them just like Yo dice, except that every success nulli-
fies 1 Yo success that could harm you. Some aspects have In dice too. Their In suc-
cesses strip your Yo successes. 

Invoking Ju 

It’s always a good idea to use an opponent’s strengths against him. In Budo, 
this is called invoking Ju (softness). Invoke Ju by using the aspect’s (or enemy’s) Trait 
in your Details. Each time you do this, increase your effective Trait level by one. You 
may only use one Trait per Detail, but if you know that the aspect has multiple Traits, 
you can effectively weave them together to stack the benefit in a single action. If this 
would bump your effective Kihon + Trait above 9, you get a bonus die equal to the dif-
ference between the rating you should have and 9. Invoking Ju sometimes takes time 
because you need to learn about your target’s Traits. 

Bushi can invoke Ju against you.  

Dice Caps, the Shihan and the Iemoto 

There’s a limit to how many Details you can work into a round,. In most scenes, 
you can invoke three Details a round. In major scenes, like climactic battles, you 
might invoke four, five or six (or maybe even more, for an earth shattering finale!). The 
only exceptions are that you can always add an additional die when you use your 
Ryuha, and you can narrate an additional Detail if you’re the Shihan (master) of the 
round. 

The GM chooses the Shihan for the first round. The Shihan chooses an Iemoto 
(this comes from a word for an old-style martial arts or traditional crafts master). A 
Shihan is the “star” of the round and can narrate an extra Detail. The Shihan also 
goes first in the round unless he chooses to act later. 

The Iemoto performs two tasks. First of all, she chooses the order that everyone 
except for the Shihan (including NPC Bushi and other aspects).  

Secondly, the Iemoto can veto a Detail as inappropriate for the scene – even if 
that detail’s coming from the GM. If you’re Iemoto, you should only do this if it would 
break the game’s tone or make things a bit less fun. 
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Once the round is over the Iemoto becomes the Shihan and chooses a new 
Iemoto. The new Iemoto has to be someone who wasn’t already Iemoto during that 
game session, unless everybody’s had a turn. If everyone has, then the position 
“cycles back” so that everyone eventually gets a turn again. As every Iemoto be-
comes a Shihan, this means everybody gets a chance to be the “star” in turn. 

If you like, you can slow things down a bit by changing Shihan and Iemoto at the 
start of every scene instead of every round. 

In and Yo 

In any conflict where you have to protect yourself, divide your dice into In (Yin) 
and Yo (Yang). Yo dice are “standard” dice. You use them to push a scene aspect 
toward resolution. In dice delay resolution or protect you from attack. Roll Yo dice to 
attack or otherwise affect an aspect (including an enemy). Every successful In die 
strips one Yo success from an action.  

You might want to use some In dice even when there isn’t any threat, because 
they are effective against surprise attacks like shuriken flying through the night, hid-
den pit traps and unsavoury secrets that come up in court. 

types of Success 

Each Yo success does one of two things: 

•It strips one point of Ki from a scene aspect. Against a character, it strips a point 
of Ki from one of his Trait categories. 

•It inflicts one Setback. 

Players always choose whether to take successes directed against them in the 
form of Setbacks or Ki loss – but attackers choose what kind of Ki loss occurs (Ten, 
Chi or Jin).  

Ki loss threatens your character’s continued presence (and if you lose too much, 
you might even get killed!) for the session, but doesn’t impair your ability. Setbacks 
strip away your ability to act decisively, to the point where you might only be able to 
call upon your Ryuha to act effectively. You absorb enemy successes as pure Ki dam-
age, Setbacks, or any combination of the two. 

Losing Ki – and Ikken Hisatsu! 

If you lose all the Ki in a Trait category, you’re too exhausted or wounded to use 
that category until you find a way to restore your strength. Additionally, losing Ki can 
threaten your character’s long term existence. This depends on the type of game 
you’re playing, as follows: 

•In a Jidaigeki (period – actually, this refers to the feudal era) game, death is 
common. If you lose all of your Chi (Earth) Ki, an enemy can declare Ikken Hisatsu! 
(one strike one kill) on the next round and kill your character. Worse yet, if the at-
tacker scores additional successes equal to your Chi Kihon in the same attack that 
cost you your Ki, he can declare Ikken Hisatsu! on the same action he used to get rid 
of your Ki! 
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•In a Chambara 
(cinematic swordplay) 
game, you might be in 
danger if you lose all of 
your Ki in two Trait cate-
gories. The enemy can 
declare Ikken Hisatsu! on 
the next round. 

•In a Sentai (fantastic 
hero team) game, you’re 
only in danger if you lose 
all of your Ki from every 
category. After that, an 
opponent can declare Ik-
ken Hisatsu! on the next 
round. 

Ikken Hisatsu! kills an op-
ponent or decisively re-
solves a scene aspect. It 
uses up your action for 
the round but doesn’t re-
quire a dice roll. Some 
scene aspects don’t need 
it; they resolve them-
selves as soon as they 
run out of Ki. 

When it comes to your 
character, Ikken Hisatsu! 
might kill him – but it 
might not. You get to 
modify the narration of 
your character’s untimely 
demise or disappearance. 
If you want, you can use 
this moment to leave 
open the possibility that 
your character might be 

alive. In any event, your character is gone for the remainder of the session and it’s 
time to play in Ancestor, Oni or Kenin Mode. 

Fortunately, you regain a point of Ki each scene. You can assign this Ki to any 
Trait category you like, but you can’t regain more Ki in a category than you started 
with. 
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Setbacks 

Each Setback drops your dice cap for the round by one. Narrate the same num-
ber of Details, but Details that would exceed the number of dice you can invoke be-
come Setback Details. They don’t help you. You’re wounded, nervous or stunned – 
whatever hinders your character. Narrate your character suffering from injury or dis-
tress. 

Fortunately, your Setbacks can never nullify your Ryuha – you always have one 
die on hand. Your Setbacks vanish in two situations: 

•Whenever you regain a point of Ki, you lose a Setback. 

•If you roll successes, you can allocate them to recover Setbacks on a 1 for 1 
basis instead of resolving scene aspects. 

Duty is as Heavy as a Mountain, Death is as Light as a 

Feather 

In addition to gaining Setbacks through conflict, you can voluntarily suffer a Set-
back to increase the Details (dice) cap of another character by one. Up to two charac-
ters can suffer Setbacks to benefit the same individual. In this case, narrate a Setback 
Detail that helps the other character. Maybe you threw yourself in front of a sword or 
played the buffoon as a distraction. 

You can also impose a single Setback on yourself to automatically score a Yo 
success. Players normally do this if they’ve scored 0 successes and need to score 
one to push an aspect into Ikken Hisatsu! territory. In successes cannot nullify Yo suc-
cesses that have been purchased in this fashion. 

You can also spend Ki for the benefit of another character, but it’s pricey; two 
points of your Ki grant another character one point of Ki. This represents a serious in-
jury or loss of face. You decide which Ki you lose, while the recipient decides on the 
type of Ki he gains. You must narrate one Detail that justifies this loss. You can use 
this Detail for other purposes as well, but it can’t be a Setback Detail. 

These systems are called “Duty is as Heavy as a Mountain, Death is as Light as 
a Feather.” 

Resolving Multiple Aspects and Aikijutsu 

You can resolve multiple aspects of a scene in the same round, but to keep one per-
son from hogging all of the glory, there’s a price: You lose a Detail die from the first thing 
you try to resolve, and an additional Detail die for every additional aspect. This applies to 
your pool as a whole – you split the reduced total between In and Yo. 

But don’t think you can just gang up on your enemies! Characters (including Bushi 
enemies) gain a die to oppose each additional opponent (beyond the first) unless they’re 
Ashigaru (mooks). This is the Aikijutsu principle, where one character can fend off multi-
ple enemies. So while it’s possible to combine forces against a nasty enemy, your foe can 
use you against each other or, back against the wall, responds with uncommon ferocity. 
Aikijutsu bonuses stack with Details. 

Aikijutsu doesn’t work in Jidaigeki games, where (sadly) dishonourable tactics work 
just fine. 



12 

Scene Aspects 
Scene aspects are the source of all conflicts in Budo. Anything important to the 

scene has an aspect – and anything that isn’t, doesn’t. The GM (or Oni — a player 
that helps with antagonists) invents scene aspects, “dressing” the scene and provid-
ing its challenges. 

Ashigaru 

Ashigaru (footmen) are born to die in droves! In fact, They’re little more than 
pawns whose only reason for being is to make the player characters look good. 

Each group of Ashigaru has one or two low level Traits and a Ryuha, but have 
no Trait categories and only one Ki score – but that Ki score is prodigious because it 
belongs to a squad of spear carriers. Yo successes reduce this combined Ki score. 
Once that drops to 0 the lot of them are either all dead or running in abject terror. You 
don’t need to waste time calling Ikken Hisatsu! Ashigaru can’t suffer Setbacks. 
They’re treated as a single aspect for the purpose of multiple actions and never bene-
fit from Aikijutsu. 

Ashigaru don’t usually roll dice. Instead, they have a Yo Rating. Take the player 
characters’ average Trait + Kihon score, divide it by 10 and multiply it by the base De-
tails cap for the scene. Round off fractions to the nearest whole number. 

Example: The characters have average Trait + Kihon scores of 4. In a scene 
where the Details cap is 3, the Ashigaru have Yo Ratings of 1 (0.4 x 3 = 1.2, rounded 
off). 

To determine the Ashigaru squad’s Ki, multiply its Yo Rating (before rounding it 
off) by the number of rounds you want them to stick around and the number of char-
acters in your group. 

Example: Continuing from the previous example, the GM wants the Ashigaru to 
last for five rounds against three characters. 1.2 x 3 x 5 = 18, so the Ashigaru have 18 
Ki. 

Ashigaru Traits mostly exist to allow characters to invoke Ju, but there are occa-
sions when they’ll be on the characters’ side. In this case, they use their Traits to help 
characters, performing espionage, storming fortifications and so on. In these situa-
tions, Ashigaru roll dice normally. 

Ashigaru rules also apply to ambient threats like fires, hails of arrows, mob ridi-
cule and so forth. 

Bushi 

Bushi are standard characters, but are controlled by the GM or Oni. They either 
oppose the players or add a complication that needs resolving. Not much more needs 
to be said, except to remember that they do benefit from Aikijutsu. At least one Bushi 
is always a Shihan. He acts after the players; Shihan but before anyone else. Other 
Bushi act whenever the Iemoto decides they do. 
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Minor Challenges 

Minor Challenges are the inverse of Ashigaru. They don’t threaten characters, 
but represent scene aspects that players probably want to resolve anyway, like fixing 
a cart or polishing a sword. Minor Challenges might have one or two Traits (to let 
players invoke Ju) and always have a Ryuha. Like Ashigaru, they have a single Ki 
score and no Trait categories. 

Minor Challenges have an In Rating. Take the player characters’ average Trait + 
Kihon score, divide it by 10 and multiply it by the base Details cap for the scene. 
Round off fractions to the nearest whole number. 

Set a Minor Challenge’s Ki by multiplying its In Rating (before rounding it off) by 
the average number of rounds you want the challenge to last and the number of char-
acters in your group. 

The In Rating counters Yo dice one a one for one basis, but characters’ excess 
Yo dice automatically succeed, sapping the Minor Challenge’s Ki. Once the aspect’s 
out of Ki, it’s been completely resolved. 

General Challenges 

General Challenges are scene aspects that don’t pose an active threat to char-
acters but represent some obstacle that takes time and effort to overcome. These are 
the spring-loaded traps, complex locks and confusing forest trails of Budo. Assign a 
General Challenge to one Trait type (Ten, Chi or Jin) and a Ryuha that describes 
what the challenge is (Mountain Pass, Sword Forging). It has least one Trait and, like 
a Minor Challenge, a single Ki rating. Calculate Ki just as you would for a Minor Chal-
lenge. General Challenges don’t invoke other Details. Their Traits represent important 
features (like Tall Bamboo for a forest) and have ratings equal to 1 less than the char-
acters’ average Kihon + Trait scores. The GM narrates the General Challenge’s de-
tails. Many General Challenges only roll In dice, but some of them can harm charac-
ters and use Yo dice as well. Split dice as you would for a character. 

Players usually resolve General Challenges with the type of Trait listed for the 
aspect, but this is a guide, not a hard and fast rule. For example, characters resolve a 
sturdy lock with Ten because it lockpicking is a learned skill – but someone might just 
use a Chi Trait and smash it with a hammer! If a player uses an unusual Trait type, he 
has a greater onus to demonstrate that his solution is clever and fun. Otherwise, it 
merits a veto. 

You completely resolve a General Challenge as soon as you can declare Ikken 
Hisatsu! against it. You can invoke Ju on a General Challenge. 

Complex Challenges 

Complex Challenges are almost as detailed as characters. They have Ten, Chi 
and Jin categories, Traits for each, divided Ki scores – even Ryuha. Examples of 
Complex Challenges include enemy castles, esoteric rituals and warrior quests. To 
qualify as a Complex Challenge, an aspect’s possible solutions must have combine 
mental (Ten), physical (Chi) and social (Jin) components — though some might not 
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require one of these. Unlike General Challenges, Scale and complexity determines a 
Complex Challenge’s Ki scores. These can vary wildly between types. For example, a 
castle has a lot of Chi no Ki but next to no Jin no Ki. Smart characters can exploit 
these weaknesses if they narrate clever Details and invoke Ju. 

Non-Character Players 
Non-Character Players (or NCPs) either don’t feel like playing a main character 

or can’t play their usual character because of events in the story (death, kidnapping, 
etc.). An NCP chooses from one of three Modes. 

Ancestor Mode 

In Ancestor Mode, the NCP automatically and permanently becomes group 
Iemoto. She never becomes Shihan, but does set the order of actions and has veto 
power. The Iemoto also selects the Shihan each round, but isn’t allowed to pick the 
same player again until everyone has a turn at the position (after which it cycles 
around as usual). Finally, in Ancestor Mode, the NCP adds one helpful Detail to an-
other player’s action per round. This represents the subtle influence of the ancestors 
(or fate) on the game. 

Oni Mode 

Oni (demon) Mode gives the NCP control of enemy Bushi and Complex Chal-
lenges. Once an NCP chooses this mode he collaborates with the GM when it comes 
to setting the scene. The player can drop one of his aspects (Bushi or Complex Chal-
lenge) into a scene after consulting with the GM about her plans. The Oni plays the 
Bushi or Complex Challenge to further the intended story arc but freely employs her 
own strategies to delay others players’ victories. If you like, the GM either has veto 
over all Oni scenes or can veto one Oni scene per NCP, per session. It all depends 
on how much power you want the GM to exercise. An Oni’s Bushi is always a Shihan. 

Kenin Mode 

If an NCP chooses Kenin (vassal) Mode, she plays a gang of allied Ashigaru. 
The players and GM contrive a scene that makes this possible. She normally gives 
one of her Ashigaru a name and personality – and this minor, plucky hero speaks for 
the entire squad. If he dies, a new member of the squad immediately replaces him. As 
allied Ashigaru, the Kenin makes dice rolls for Traits, but just uses a Yo Rating for 
combat. Kenin Ashigaru have these game statistics: 

Ryuha: Player’s choice. 

Traits: Two traits equal to the group average. 

Yo Rating: Calculate this normally, but use the highest rating in the group in-
stead of the average. 

Ki: Yo Rating x (number of players) x 5. Additionally, Kenin Ashigaru recover Ki 
equal to the number of player characters in the group every scene.
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Wushu Open License 
(Based on Creative Commons License, Attribution 2.0) 

CREATIVE COMMONS CORPORATION IS NOT A LAW FIRM AND DOES NOT PROVIDE LEGAL SERVICES. DIS-
TRIBUTION OF THIS LICENSE DOES NOT CREATE 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 PROHIB-
ITED. 

BY EXERCISING ANY RIGHTS TO THE WORK PROVIDED HERE, YOU ACCEPT AND AGREE TO BE BOUND BY 
THE TERMS OF THIS LICENSE. THE LICENSOR 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 issue, 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 them-
selves, 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, fictionalization, motion picture version, sound recording, art reproduction, 
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 created the Work.  

e. "Work" means the copyrightable work of authorship offered 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 
this License with respect to the Work, or who has received express permission from the Licensor to exercise rights under 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 limita-
tions 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 License, 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 



16 

rights include the right to make such modifications as are technically necessary to exercise the rights in other media and for-
mats. All rights not expressly 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 
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 tech-
nological 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 require 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 requested. 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. 

b. If you distribute the Work or any Derivative Works or Collective Works, You must keep intact all copyright notices 
for the Work and give the Original Author credit reasonable 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 Original Author"). Such credit may be implemented in any reasonable manner; provided, however, that in the 
case of a 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 WRITING, LICENSOR OFFERS THE WORK 
AS-IS AND MAKES NO REPRESENTATIONS OR WARRANTIES OF ANY KIND CONCERNING THE WORK, EXPRESS, 
IMPLIED, STATUTORY OR OTHERWISE, INCLUDING, WITHOUT LIMITATION, WARRANTIES OF TITLE, MERCHANTI-
BILITY, FITNESS FOR A PARTICULAR PURPOSE, NONINFRINGEMENT, OR THE ABSENCE OF LATENT OR OTHER 
DEFECTS, ACCURACY, OR THE PRESENCE OF ABSENCE OF ERRORS, WHETHER OR NOT DISCOVERABLE. SOME 
JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF IMPLIED WARRANTIES, SO SUCH EXCLUSION MAY NOT AP-
PLY 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 EXEMPLARY DAM-
AGES ARISING OUT OF THIS LICENSE OR THE USE OF THE WORK, EVEN IF LICENSOR HAS BEEN ADVISED OF 
THE POSSIBILITY OF SUCH DAMAGES. 

7. Termination  

a. This License and the rights granted hereunder will terminate 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 provided such individuals or entities remain in full compliance with those li-
censes. 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 
copyright in the Work). Notwithstanding the above, Licensor reserves the right to release the Work under different license 
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. 
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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. 

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 communication from You. This License may not be modified with-
out 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 whatsoever, including without 
limitation any general, special, incidental or consequential damages arising in connection to this license. Notwithstanding the 
foregoing two (2) sentences, if Creative Commons has expressly 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 CCPL, neither party will 
use the trademark "Creative Commons" or any related trademark or logo of Creative Commons without the prior written con-
sent 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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