
SMILING OX

ASPECTS
Master of the Demon Hammer
Boastful Brute
Everything is a Nail

“Eat, Drink, and be Merry!”
Strong as an Ox

SKILLS
Great (+4): Physique

Good (+3): Fight, Provoke

Fair (+2): Athletics, Will, Rapport

Average (+1): Chi, Investigate, 

Notice, Contacts

STRESS
4 Physical

3 Mental

JIANGHU RANK: 1

KUNG FU STYLE: IRON TIGER
Iron Tiger Form
Tiger Rules the Jungle: You may 

use Physique instead of Will 

to defend against Provoke or 

Rapport attacks

Iron Cleaves the Stone: Ignore 2 

points of Armor when making 

an attack to inflict physical 

stress 

Flesh Breaks on Iron: When you 

defend against a close combat 

type attack with style, you 

may inflict 2 shift hit instead of 

taking a boost on your attacker

STUNTS
Demon Hammer (Add +2 

Weapon Rating to Fight attacks 

made with Demon Hammer)

 Mighty (+2 Physique bonus to 

Overcome actions)

Tough (Use Physique instead 

of Chi to for tests to 

determine Chi Armor)

Refresh: 2

Born in southern Shénzhōu, Smiling 

Ox was always bigger and stronger than 

most around him. As he grew older, his 

reputation for physical might grew as 

did his appetites. Studying Kung Fu, he 

soon became known for his powerful 

blows and mastery of the Demon 

Hammer, a twenty-pound brass 

demon head on a thick chain. Ox 

claims the weapon is the head of an 

actual demon he slew with his bare 

hands, which turned to brass after 

its death (it is not). Now working 

as a bounty hunter, bodyguard, and 

enforcer in Jiāngzhōu, Ox spends 

most of his earnings on wine, food, 

and companionship. He is a regular 

at the House of Soft Sighs. 

Note: Smiling Ox’s Demon 

Hammer is covered by his Master 
of the Demon Hammer aspect and 

Demon Hammer Stunt. GMs using 

weapons rules should consider giving it 

a Weapons Rating (possibly increasing 

it to 3 or even 4) and give Smiling Ox a 

different stunt to balance things out.

This chapter provides six characters suitable for use as PCs in 
Tianxia. They can also be used as foils, rivals, or inspirations 

for other PCs. Also provided is a detailed example of play to show how all the rules of 
Fate Core and Tianxia work together to provide exciting wuxia/Kung Fu action-style play.



WOLF-EYED YUE

ASPECTS
Wild Woman of Jiāngzhōu
Shadows of the Past
White Widow Foundling

“I Can Track Anything”
Savage Beauty

SKILLS
Great (+4): Athletics

Good (+3): Fight, Stealth

Fair (+2): Notice, Physique, Will

Average (+1): Lore, Chi, Shoot, 

Provoke

STRESS
3 Physical

3 Mental

JIANGHU RANK: 1

KUNG FU STYLE: FOREST 
SERPENT

Forest Serpent Form
Forest Opens Its Paths: If you 

use Athletics to overcome 

an obstacle with style, you 

may turn the obstacle into 

an advantage with a free 

invocation instead of taking 

a boost.

Serpent Bites the Hand: If you 

gain shifts on a defense, you 

can sacrifice your action next 

turn to immediately inflict an 

attack on your opponent at 

the shift value of your defense.

Serpent Strikes First: Use 

Athletics to determine turn 

order instead of Notice in 

combat. Apply a +2 bonus 

instead if both Skills are the 

same rank.

STUNTS
Leave No Trace (+2 to Stealth in 

wilderness regions)

Mistress of the Wild (+2 to Lore 

rolls involving survival, tracking, 

and woodcraft)

Untamed (+2 to resist Provoke 

or Rapport attacks based on 

hindering her fighting spirit)

Refresh: 2
Left to die in the White Widow Forest, Yue 

remembers little before the time she was 

discovered by a kindly ex-soldier-turned-

huntsman who took her in and raised 

her as his own, teaching her how to 

fight and hunt. Yue was devastated 

when her foster father was killed 

by poachers. Tracking the killers, 

Yue killed them one by one, leaving 

their bodies for the forest. Living 

for years alone, she recently left 

the forest to discover the truth of 

her origins. Dressed in skins and 

furs far from normal Shén fashion 

and possessing a feral beauty, she cuts 

a distinctive figure. Yue favors spears 

and short blades in battle. 

Note: Yue’s connection to the White 

Widow Sect, if any, is left deliberately 

ambiguous.



DETECTIVE DISHI

ASPECTS
One Good Cop in a Bad Town
Problem With Authority
Băo Jiāng’s Greatest Detective
Never Gives Up
Unconventional Methods

SKILLS
Great (+4): Investigate

Good (+3): Notice, Will

Fair (+2): Fight, Lore, Rapport

Average (+1): Chi, Deceive, 

Contacts, Athletics

STRESS
2 Physical

4 Mental

JIANGHU RANK: 1

KUNG FU STYLE: STONE CRANE
Stone Crane Form
Crane Hides in Reeds: Add an 

additional +2 bonus when using 

Full Defense to defend yourself 

in combat. If used to defend 

others, gain 2 Armor Rating 

instead.

Crane Stuns the Carp: If you 

succeed on a Fight attack 

with style, you may create a 

Stunned advantage on a target 

with a free invocation instead 

of taking a boost.

Stone Resists the Blow: You gain 

2 Armor against any physical 

attack you are aware of.

STUNTS
Burden of Proof (Use 

Investigate in place of 

Provoke on targets you 

having damning evidence 

against)

Elementary! (+2 on 

Investigate Overcome 

rolls)

Just the Facts (do not 

grant a free invoke to an 

opponent when failing to 

use Investigate to create an 

advantage)

Refresh: 2

Lanky and vaguely awkward looking, 

Detective Dishi nevertheless might be the 

greatest force for justice in Băo Jiāng. A 

junior magistrate whose unwillingness to 

take bribes or look the other way when 

crimes are committed by the wealthy or 

powerful, this young man has already 

made a lot of enemies. He has also got a 

few friends, a mix of soldiers, merchants, 

and local luminaries who help keep Dishi 

from catching a dagger in the back. Dishi 

favors nonlethal methods, but when 

called on to defend himself, he wields 

his iron judge pen and reinforced fan 

with skill and enthusiasm.



HAN “DRAGON DOG” PING

ASPECTS
Working Class Heroine
Leap Before You Look
Master Quan’s Best Student
Master Quan’s Worst Student

“Don’t Call Me Cute!”

SKILLS
Great (+4): Fight

Good (+3): Athletics, Physique

Fair (+2): Rapport, Empathy, 

Crafts

Average (+1): Chi, Notice, Drive, 

Will

STRESS
4 Physical

3 Mental

JIANGHU RANK: 1

KUNG FU STYLE: STORM 
DRAGON

Storm Dragon Form
Dragon Rules the Fields: When 

you succeed with style on an 

attack, gain a boost—with a 

+3 bonus instead of the usual 

+2—without reducing the value 

of your attack.

Storm Flows Around Mountain: 
If a target uses Full Defense 

in combat against you, gain a 

+2 bonus to your next attack 

against them. You gain this 

bonus regardless of whether 

their Full Defense succeeds 

or not.

STUNTS
Interesting Developments 

(give an opponent a free 

invocation on an advantage 

you successfully created to 

gain another free invocation 

yourself)

Such a Nice Girl! (Use Rapport 

instead of Contacts when 

dealing with peasants and 

craftsmen)

Refresh: 3

Desiring a more exciting and adventurous 

life than toiling on her parent’s farm, Ping 

sought to study under the famed Master 

Quan, a Master of Storm Dragon Kung Fu. 

At first Quan resisted, finding the young 

girl too talkative, reckless, and, overall, 

somewhat annoying. However, repeated 

pleas for teaching finally wore 

down the old man’s resistance 

and he accepted the young 

woman as a pupil. Ping proved 

a natural fighter, though her 

impulsive nature and desire 

for adventure often frustrated 

her teacher and fellow students. This 

attitude earned her the name “Dragon 

Dog”, as she was well meaning, loyal, and 

friendly but also annoyingly persistent 

and lacking in culture or manners. Sent 

away by her master on a quest to “learn 

something useful before coming back and 

bothering me again!” after an incident 

involving Quan’s wine supply, she is 

determined to prove her worth. Ping does 

not usually use weapons in combat outside 

of her hands, feet, and a simple staff. Ping 

is sensitive about her youthful appearance, 

often blaming it instead of her behavior for 

people not taking her seriously.



MA WEI SHENG

ASPECTS
Wandering Nobleman

“I Will Prove My Own Worth”
Son of the Great General Ma
My Father’s Enemies
Gift for Battle

SKILLS
Great (+4): Fight

Good (+3): Athletics, Chi

Fair (+2): Lore, Will, Resources

Average (+1): Deceive, Drive, 

Notice, Physique

STRESS
4 Physical

3 Mental

JIANGHU RANK: 1

KUNG FU STYLE: STORM 
PHOENIX, IRON PHOENIX

Storm Phoenix Form
Iron Phoenix Form
Phoenix Beats its Wings: If you 

defend with style, you may 

gain an Off Balance advantage 

on the target, with a free 

invocation instead of a boost.

Phoenix Calls to Heaven: You may 

use Chi instead of Physique to 

determine extra stress boxes 

and consequences. This is in 

addition to the Armor bonus 

from having high Chi.

Storm Flows Around Mountain: 
If a target uses Full Defense 

against you, gain a +2 bonus to 

your next attack against them. 

You gain this bonus regardless 

of whether their Full Defense 

succeeds or not. 

Iron Cleaves the Stone: Ignore 2 

points of Armor when making 

an attack to inflict physical 

stress.

STUNTS
Guarded (+1 defense bonus 

against attempts to create an 

advantage based on detecting 

or exploiting personal 

weaknesses and vulnerabilities)

Prestigious Family (Use 

Resources in place of Contacts 

to locate family friends and 

allies)

Teachings of General Ma (+2 

bonus to use Fight to create 

an advantage based on 

exploiting known weaknesses 

in opponent’s fighting style 

or tactics)

Refresh: 1

Second son of the famed general and 

strategist, Ma Rong, Wei Sheng was 

a dutiful son and up and coming 

officer until it was revealed to him 

how his many opportunities were 

more due to his parentage than skill. 

Determined to prove his own worth, 

he left home and began to wander 

Shénzhōu, testing his skills against 

ever increasing dangers. He has 

sworn not to return home until 

he is “a man of my own making.” 

A handsome youth with a strong 

sense of justice and some naiveté 

when it comes to life outside the 

court or army, he often finds 

himself embroiled in various 

adventures. Also, rivals and 

old foes of his father have 

discovered the young man’s 

quest and seek to hinder or 

even eliminate him. We Sheng 

is proficient in most martial 

weapons, but he favors the 

jian, or double-edged 

straight sword. 



SISTER CHUNTAO

ASPECTS
Youthful Bodhist Nun
Mostly Reformed Thief
Disciple of Master Renshu

“Let’s Not Fight About This”
Sun the Golden Monkey

SKILLS
Great (+4): Chi

Good (+3): Athletics, Will

Fair (+2): Burglary, Fight, Lore

Average (+1): Empathy, Notice, 

Physique, Stealth

STRESS
3 Physical

4 Mental

JIANGHU RANK: 1

KUNG FU STYLE: GHOST 
MONKEY

Ghost Monkey Form
Ghost Haunts the Shadow: You 

may use Chi instead of Stealth 

to create an advantage based 

on moving silently or remaining 

unseen.

STUNTS
Cheerful (+2 bonus to Will when 

defending against mental 

attacks based on despair and 

fear)

Child of the Streets (may use 

Burglary in place of Rapport 

when dealing with urchins, 

beggars, and thieves)

Monkey Business (+2 bonus 

to pilfer small objects when 

Sun is in the scene; this can 

be attempted even if Sister 

Chuntao is not present)

Refresh: 3

Born into a life of crime and poverty on 

the streets of Băo Jiāng, Chuntao survived 

as a thief and beggar until she tried to 

pick the pocket of an aging Bodhist monk 

Master Renshu when she was ten. Instead 

of punishing the girl or 

turning her over to the 

authorities, the kindly 

old monk took her in, 

giving her food and 

shelter. At first Chuntao 

was suspect of Renshu’s 

intentions, but the holy 

man’s compassionate 

and simple ways quickly 

won her over. By the 

time the old monk 

finally passed on, 

Chuntao had become 

a nun in the Bodhist 

tradition both to honor 

her teacher and due to 

her true appreciation of the 

teachings of the Bodhisattva. 

She now wanders Shénzhōu 

as her teacher did, seeking 

enlightenment and aiding 

the less fortunate with her 

training and occasional 

judicious applications of her 

street thief skills. Her only 

constant companions are her 

master’s well-worn staff and 

her pet monkey, Sun. 



WINTERY JADE

ASPECTS

SKILLS 
Great (+4): Chi
Good (+3): Lore, Will 
Fair (+2): Fight, Contacts, Empathy
Average (+1): Athletics, Investigate, 

Notice, Rapport

JIANGHU RANK: 1

KUNG FU STYLE:   
 GHOST PHOENIX

Ghost Phoenix Form
Exalted Ghost Body: When using 

Full Defense, the character does 
not use up an invocation for Chi 
Armor if the Attack against her 
still succeeds.

STUNTS
Master Dreamer (The character 

has +2 to divining secrets 
with Lore while dreaming. On 
success with style, along with 
the additional free invocation, 
she gains additional insight into 
the nature of her vision)

Powerful Prophet (Once per 
session, focus to have a vision 
that answers a specific question. 
If the GM grants the vision 

coming true, gain an aspect 
with two free invocations based 
on it. If there is no vision to be 
had, gain a fate point)

Shamanic Training (Use Lore 
instead of Crafts when making 
herbal elixirs and medicines)

Refresh: 3
Note: The “Shaman” component 

of Wintery Jade’s core concept 
is sufficient to justify her 
divination and prophecy abilities. 
In high-powered games, it might 
justify additional powers such as 
sorcery as well.

Wintery Jade was the princess of an 

isolated offshoot of the Bai people from the 

southwestern plateau of Shenzhou. Her 

tribe possesses a strong mystic tradition, 

with the leaders of each generation being 

those who had both a strong bloodline and 

deep connection to the mystic world. As 

the daughter of the chieftess and a skilled 

shaman, Jade was her tribe’s heir apparent. 

Unfortunately, a terrible vision forced her to 

leave her people, seeking a way to prevent or 

reverse its foretold events. She left her people, 

knowledge, and allies in the outside world. 

Until she has ended the threat she has forseen, 

she cannot return home.

Since leaving her tribe, Wintery Jade 

has been having some trouble adjusting to 

the world at large. She is used to a small, 

intimate community of people living in 

strong connection to the spirits and nature. 

She is also used to being in charge and 

having people defer to her desires and views. 

In the world outside her home, she is finding 

things to be very different. Her habit of 

wearing white, a color her people consider 

auspicious and most of Shen associates with 

death, has not helped her fit in, nor have her 

unusual accents and proverbs known only to 

her people. In combat, she favors wind and 

fire wheels—circular weapons with flame-

like bladed projections.

Note: Wintery 

Jade’s vision is left for 

individual players 

to define and 

develop. A vague 

but unmistakably 

dangerous foretelling 

hints at a calamity that 

threatens war, chaos, 

and death.

STRESS
2 Physical 1  2 4 Mental 1  2  3  4
CONSEQUENCES

2 Mild

4 Moderate

6 Severe

2 Mild

The following characters are included to add to the Sample PCs found in 

Tianxia: Blood, Silk, & Jade. They are created using the special rules in this book, to 

better showcase how to add mystic-oriented characters to Tianxia games.
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LIN ZHONG

ASPECTS

SKILLS
Great (+4): Will
Good (+3): Fight, Physique 
Fair (+2): Athletics, Chi, Lore
Average (+1): Empathy, Notice, 

Crafts, Investigate

JIANGHU RANK: 1

KUNG FU STYLE: 
STONE TIGER
Ghost Tiger Form
Tiger Rules the Jungle: Gain 2 

Armor Rating against Provoke-
based Attacks.

Exorcism: Faith-Based
Ghost Hands: The exorcist can 

choose to touch and physically 
Attack incorporeal beings and 
objects. 

Spirit-Fighter: Use Will instead of 
Fight and Shoot when battling 
the supernatural.

STUNTS
Demon Fighter (When invoking 

Sworn Enemy of Demons aspect 
in an Attack or Defend, get 1 
Weapon or Armor Rating in 
addition to the normal invoke 
bonus)

Painful Lessons (Twice per 
session, check any unchecked 
mental stress box to gain a free 
invocation on Haunted by Past 
Failures)

Spiritual Rock (+2 to defend 
against Provoke attacks related 
to supernatural sources). 

Refresh: 2

A skilled exorcist and devout Daoist, Lin 

Zhong’s master was a member of the famed 

society of exorcists, the Devil-Slaying Sword 

Sect. When his master was killed during a 

particularly dangerous exorcism, Lin Zhong 

took his place in the sect. Unfortunately, the 

young exorcist was not ready to replace 

his teacher, and he badly botched his first 

mission. The resulting chaos unleashed 

a demon that took many lives. Though 

he aided in the demon’s eventual 

banishment, Lin Zhong was unable 

to move past his failure. He left the 

Devil-Slayers and sought a simple life. 

A recent encounter with the 

supernatural has drawn Lin Zhong 

back into the fight. He has rededicated 

himself to the life of an exorcist and the 

fight against evil supernatural creatures. He 

has a special grudge against demons given 

his past. Lin Zhong is a powerfully built 

man of average height who dresses in the 

simple attire of a Daoist monk. He carries 

his master’s sword as a matter of respect, 

but he generally prefers his own monk’s 

spade in battle.

Note: The exact nature of the encounter that 

convinces Lin Zhong to again take up his 

trade is left open for the player and GM to 

define. It should ideally be something 

that matters to the themes, issues, and 

events of the specific 

campaign.

STRESS
4 Physical 1  2  3  4     4 Mental  1  2  3  4  

CONSEQUENCES

2 Mild

4 Moderate

6 Severe

2 Mild

g



SLUMBERING HOUND

ASPECTS
Old Soldier Turned Protector

“I’m Getting Too Old for This…”
Been There, Done That…That Too
Gruff and Laconic
Little Baby Qi

SKILLS
Great (+4): Fight

Good (+3): Physique, Will 
Fair (+2): Athletics, Lore, Provoke

Average (+1): Chi, Drive, 

Notice, Contacts

JIANGHU RANK: 1

KUNG FU STYLE
Iron Crane, Stone Tiger
Iron Crane Form
Stone Tiger Form
Crane Hides in Reeds: Add a +2 

bonus with using Full Defense, 

giving the character +4 when 

Defending himself or +2 when 

Defending others.

Iron Mind, Iron Body: +2 bonus to 

Create an Advantage relating 

to resisting or coping with pain, 

intimidation, or fear.

Stone Weathers the Storm: If 
the character succeeds on 

a Defend with style, he may 

remove his physical 1 stress box 

or convert another physical 

stress box to 1 lower instead 

of taking a boost.

Tiger Rules the Jungle: Gain 

a 2 Armor Rating against 

Provoke Attacks.

STUNTS
Baby On Board (+2 bonus when 

Defending or protecting his 

infant ward, Qi)

Battle-Savvy (+2 bonus to 

Defend against Create an 

Advantage actions based 

upon martial deception 

and misdirection)

Too Stubborn to Die (Use 

Will instead of Chi to 

generate Chi Armor)

REFRESH: 1
A veteran of countless battles, 

Slumbering Hound was well known 

by his fellow soldiers for his iron will 

and pragmatic sensibilities. He served 

in the imperial army for two decades, 

then nearly another as a mercenary. 

While fighting barbarians at the edge 

of the empire he found Qi, an orphaned 

baby girl and was uncharacteristically 

touched by the child’s innocence and 

need for protection. When hired 

killers, mercenaries, and bandits 

came to kidnap the child, he left 

military service and took to the 

open road. He now wanders 

Shenzhou, trying to stay one 

step ahead of the child’s pursuers 

and perhaps discover what makes 

his little ward so important. While 

familiar with a variety of weapons, he 

favors his trusty old saber.

Note: The secret of baby Qi is left 

deliberately open for players and the GM to 

explore. She might be a lost imperial heir, a 

“golden child” prophesized to achieve a great 

destiny, the sole survivor of an ancient clan, 

or another possibility.

STRESS
4 Physical 1  2  3  4  4 Mental 1  2  3  4

CONSEQUENCES

2 Mild

4 Moderate

6 Severe

2 Mild



TIAN FEI

ASPECTS
Daring Pirate Renegade
Wanted for Various Crimes

“This is All a Big 
Misunderstanding…”

Mixed Ancestry
Pirates’ Code of Honor

SKILLS
Great (+4): Athletics

Good (+3): Fight, Drive

Fair (+2): Burglary, 

Rapport, Stealth

Average (+1): Empathy, 

Provoke, Physique, Will

JIANGHU RANK: 1

KUNG FU STYLE
Lightning Leopard
Lightning Leopard Form
Leopard Bites the Throat: 

If the character succeeds 

with style on a Fight Attack, 

she can add a +3 Weapon 

Rating to the current Attack 

instead of taking a boost. 

Leopard Fears No One: Gain 

+1 Defense bonus when 

Defending against Attack, 

Overcome an Obstacle, or 

Create an Advantage actions 

based on fear or intimidation. 

Lightning Crosses the 
Sky: When the character 

succeeds with style on a 

Fight Attack, she may move 

1 zone in addition to gaining 

a boost. If someone or 

something tries to stop this 

movement, gain +2 to rolls 

to Overcome an Obstacle.

STUNTS
A Pirate’s Life for Me 

(Use Burglary instead of 

Contacts when dealing with 

pirates and smugglers)

 Incredible Balance (+1 bonus 

to Athletics Overcome an 

Obstacle and Create an 

Advantage actions based 

on balance and footing)

 Master Mariner (+2 to bonus 

to Drive when sailing ships)

 

Refresh: 2

Born of a Shen fugitive and a Yi prince 

from islands beyond the empire, Tian 

Fei fell in with pirates when assassins 

killed her parents seeking revenge for 

her mother’s part in a failed rebellion. 

She quickly learned the pirate’s trade 

and won her own ship, Red Manta, at 

age nineteen. Tian Fei has already built 

an impressive record of crimes in her 

young career, including multiple counts 

of piracy and theft. Her deeds have 

not won her any friends among the 

authorities, though few in the Jianghu 

are concerned with her past and many 

are outlaws themselves. Her parents 

trained Tian Fei in combat, and 

she is a skilled acrobat, thief, and 

sailor. She is particularly 

effective with her whip and 

paired knives, a weapon 

of her father’s people modeled 

after a cat’s claw. Her Shen name is 

taken from one of the names of a 

sea goddess and means “Heavenly 

Princess.” Her name in her father’s 

language is Kalangitan (“Heavenly”).

Recently, pirate hunters sank Red 

Manta, and Tian Fei narrowly escaped 

with her life. She now stands at a 

crossroads—she must find a way to 

acquire a new ship and crew and return 

to piracy or seek her destiny elsewhere.

Note: Tian Fei’s Pirates Code 
of Honor is for individual players 

to define. It should limit her to fair 

dealings and good conduct in certain 

situations, but still allow for a life of 

piracy, thievery, and law-breaking. 

Likewise, the role her mother and any 

surviving relatives played in rebellion 

against the government is left to explore 

or ignore as players and the GM see fit.

STRESS
3 Physical 1  2  3    3 Mental 1  2  3  

CONSEQUENCES

2 Mild

4 Moderate

6 Severe

2 Mild
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Example of Play
The following example brings all the elements discussed in the previous chapters 

together, using some of the sample characters to show how these rules work in play.

In this example, James is playing Smiling Ox, Jason is playing Detective 
Dishi, Lauren is playing Han “Dragon Dog” Ping, and Priscilla is playing 
Wolf-Eyed Yue; Jack is the GM. The four heroes are on the trail of a heretic 
cult—led by the fiendish Storming Snake—who kidnapped the child 
of a local merchant and seek to sacrifice him to their demonic masters. 
Tracking the cultists to their lair in an abandoned jade mining camp, our 
heroic quartet prepares to liberate the captives and destroy the evil sect!

The Fate Point totals at start of this scene are: GM 4, Ping 3, and 
everyone else 2.

Jack the GM (GM): Okay, you managed to reach the 
cultist’s hideout without too much trouble…

Lauren as Han “Dragon Dog” Ping (DDP): If we 
don’t count all those times Ox stopped for lunch.

James as Smiling Ox (SO): Hey! 

Jason as Detective Dishi (DD): To be fair, you are a 
man who loves his lunch.

SO: Well, a warrior needs his sustenance.

Priscilla as Wolf-Eyed Yue (WEY): Hey, not to 
distract from conversations about Ox’s crazy 
appetite, but shouldn’t we be looking out for 
cultists and kidnapped kids? Course now they 
probably know we’re here.

DD: They probably knew that anyway, we are not 
that lucky. In fact, since I am The One Good 
Cop in a Bad Town, I am sure some guardsman 
or fellow upstanding magistrate tipped them 
off and they know we are coming.

GM: I can’t argue with that. So I won’t. (Tosses DD 
a Fate Point)

WEY: Wait a minute—he got the Fate Point, so they 
know he’s coming, right?

GM: Correct. He’s compelling that aspect to make 
things harder on him, but yeah, technically it 
really only affects him.

WEY: Cool. I’m gonna quietly fade into the shadows 
before things get bad. 

GM: Okay, you’ll be able to try and hide. You other 
two?

DDP: Nope. In fact, since I Leap Before You Look, 
I’m gonna run ahead and separate myself from 
everyone else! 

GM: Of course you are. (tosses her a Fate Point)

DD: And thus goes every plan we ever have…

SO: Fear not, brave Detective, I will stand by you 
even as our fair companions indulge their fickle 
whims!

DDP: Hey! I heard that! 

SO: Of course, I said it very clearly!

WEY: Shouldn’t have made fun of him eating so much. 
(to the GM) I whisper that…

GM: No problem. Ox, take a Fate Point as well for 
Boastful Brute, provided you’re going to 
keep being this loud, cocky, and unsubtle, as 
I’ll compel that.

SO: Always! (takes a Fate Point)
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GM: Okay, so Ox and Dishi are at the entrance to the 
old abandoned camp, Ping has run ahead, and 
Yue has vanished into the nearby underbrush. 
And Ping and Ox are shouting to each other 
across the camp.

DD: And thus goes every plan we ever have…

GM: As you take in the scene, you see the camp is 
filled with Discarded Mining Equipment 
that lay among the tattered tents and long 
abandoned remnants of cooking fires. Rocky 
Walls and Cliffs surround the camp on two 
sides. The main entrance to the mine is nearby, 
and all seems quiet at first. Ping is 1 zone away 
from the rest of you. 

WEY: Before we go on, can I try and create an 
advantage to see how well hidden I am?

GM: Sure, it’ll help if anyone tries to spot you. Hrm, 
plenty of places to hide but these guys are 
expecting trouble and you did come in with 
the shouty twins…Roll your stealth against a 
Good difficulty (+3).

WEY: Gotcha. This counts as a wilderness region 
for my Leaves No Trace stunt, right? It’s a +2 
bonus if it does.

GM: Yeah, I’d say so. Especially since you said you 
were hiding even before you guys entered the 
camp itself.

WEY: Here goes (rolls). Wow! +4! That’s my Good 
Stealth (+3), my stunt bonus (+2), and that 
awesome roll (+4), so, +9! That succeeds with 
style, right?

GM: Easily. Yue has basically become one with the 
shadows. That’s an advantage with two free 
invocations. What are you going to call it?

WEY: I like Become One With the Shadows; that 
work?

GM: Of course. You can invoke those when hiding, 
striking from ambush, and that sort of thing. Yue 
is nowhere to be seen when a slow murmuring 
sound begins to echo off the rock walls. It rises 
and grows, pitching up and transforming into 
the familiar sound of laughter. 

DDP: Happy, fun laughter?

GM: More like evil, “you heroic fools have walked 
into my trap” laughter.

DDP: Ah, so what happens next?

GM: As you look on and try to locate the source 
of the laughter, figures begin to appear from 
behind half-ruined tents, from the shadows 
of the cliffs above, and from the entrance to 
the mine. Soon, you’re facing a small army of 
armed men and women, all bearing the same 
brand as that assassin who tried to poison you 
at the inn a few days ago.

SO: Foul cultists! I owe them for ruining my meal! 

DD: And thus goes every plan we ever have. 

GM: The cultists move in unison as they fill the area. 
A group of them moves between Ping and the 
others, cutting her off. We’ll treat where Ping 
is and where everyone else is as two different 
zones. The cliffs and rock walls are a third zone. 
None of these can currently be moved through 
without needing to overcome an obstacle. 
Above you all, on the cliff, is the source of the 
laughter. You see a tall man in a bronze mask 
depicting some demon or dark god. He holds 
the missing child in his hands. 

DD: I will handle this. Storming Snake, I presume?

GM: The cult leader stops laughing, the echoes of 
it still ringing as he speaks. “Ah, the esteemed 
Detective Dishi. I was told you would be 
coming.”

DD shoots everyone a “see, told you!” glance
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DD: We cannot have you kidnapping a child, Snake. 
It sets a bad precedent. Now, if you want to 
surrender and tell your people to lower their 
weapons, I promise you a fair trial. 

GM: (evil laugh as Storming Snake) You walk into 
our lair with only two companions against my 
loyal legion and demand my surrender? Such 
pride! You will make a glorious sacrifice to our 
dark lord!

DD: Yes, I am going to have to pass on that. I am 
kicking a stone up into the air with my foot 
and launching it at him with a spin kick.

DDP: But...won’t he drop the kid?

DD: …

GM: Well, too late now. We’re into the scene! 
Everyone make Notice rolls to determine turn 
order unless you have some stunt or technique 
that lets you do otherwise. And if you’re going 
to make a roll to create a Chi Armor advantage, 
now’s the time—at Fair (+2) difficulty because 
of Storming Snake’s Jianghu Rank. I’ll be rolling 
turn order for Storming Snake and his minions. 
I’ve got… a 3 for him and a 2 for the cultists. 
Not bad for the cultists, but pretty terrible for 
Snake; apparently you caught him monologuing. 

DDP: Beats my 1. Got Chi Armor with 1 invocation.

SO: I’ve got a 1, too. And Chi Armor with 1 
invocation as well.

DD: 5, looks like I am going first. No Chi Armor 
for me, though…. Ouch.

WEY: Not so fast, copper. 6. And Chi Armor up with 
1 invocation. Let’s do this.

GM: Okay, Yue’s first.

WEY: I’m going to try and move unseen to get close 
to this guy. I’m rolling Stealth and does my 
stunt still work?

GM: How are you moving?

WEY: Figure I’ll scale the rock walls and go around 
and above. In fact, I’ll invoke that Rock Walls 
and Cliffs aspect with a Fate Point and use 
one of Become One With the Shadows’s 
invokes. That will give me a +2 bonus for each.

GM: Yeah, I’ll allow the stunt bonus, so that’s Stealth 
with a +6 bonus for an overcome action with a 
difficulty based on having to cover the rough 
ground, the cult leader’s Notice, and some other 
factors for a +4 total. If you succeed you can 
move across the 2 zones intervening and get 
within striking distance of him. Normally you’d 
only be moving one zone, but having Great 
Athletics and being Jianghu Rank 1 means you 
can move additional zones, so the distance is 
no problem. Roll ‘em.

WEY: Cool. (rolls) So…+1, for +10 total.

GM: Yeah...you’re a ghost. You also get a boost to 
your next action since you succeeded with 
style. But first…Dishi.

DD: I’m going to try and create an Analyze Style 
advantage on my attack, using Investigate. I do 
not think I am gonna hurt this guy by kicking 
a stone at him, but I want to get the measure 
of his style and skill.

GM: Fair enough, you’ll be rolling against his Deceive. 

DD: (rolls) Got a +1, so…+5 total.

GM: (rolls) +2, and his Deceive is Great, so +6. 
You create the advantage, but he’ll get a free 
invocation unless you want to succeed with a 
cost.

DD: No, that is fine. But he will not gain the 
invocation since my Just the Facts stunt 
prevents me from granting those on lost 
Investigation attempts to create an advantage.
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GM: Well played! Storming Snake laughs as he 
catches the stone sailing towards him. You can 
determine nothing of note from his reaction. 
Then the cult leader clenches his fist and the 
stone crumbles to dust. He opens his hand and 
lets the dust scatter, then makes a motion that 
clearly signals his men to attack. And…bad 
guys’ turn! We’ve got three mobs of ten cultists 
each, since they knew you were coming, each 
one attacking everyone but Yue. Snake will use 
his action to create an advantage for his mobs 
by inspiring them to tear you guys to pieces. 
Hrm…I figure whoever has the highest Provoke 
will defend against that, as you’ll be giving the 
bad guys pause.

DD: Normally that would be Ox, but I have the 
Burden of Proof stunt that lets me use 
Investigation in place of Provoke against those 
I have damning evidence on.

GM: Yeah, I think having him dangle his kidnap 
victim and brag to you about how his minions 
are going to murder you will be pretty damning 
if this ever gets to court. (rolls) He has a +2 but 
he’s got a stunt that applies, so +4 total.

DD: (rolls) +1 for +5 total. He can create his 
Overwhelming Odds advantage or whatever, 
but I get the free invocation.

GM: Sure do, and we’ll keep that name since you won. 
Okay, the mobs of cultists move in, trying to 
do their master’s bidding. Let’s start with Ping. 
The cultists close in and stab at you with their 
knives, cleaving blades, and spears. These guys 
only have Fair (+2) Fight and they can’t use 
Teamwork because your Jianghu Rank is greater. 
However, since you compelled Leap Before 
You Look and got yourself surrounded, I’m 
giving them a +2 bonus for this attack as well. 
(rolls) +2 on the roll, so you’re looking at a +6 
total on their attack roll.

DDP: Yowsa. Need to take these guys down. Okay, I’m 
going to block and parry their blows, moving 
to get one weapon in the way of the other, as 
I stand in the middle of their furious attack 
and still manage to dominate the area with 
my superior skill. These guys are below me in 
rank, right?

GM: Jianghu Rank? Oh yeah, they’re all 0 and you’re 
a 1; you’re better.

DDP: So that gives me a free invocation to use against 
them, right? 

GM:: Well, you get one free invocation per scene 
when using your Kung Fu against someone of 
a lower Jianghu rank. You can use it now if you 
like, but that’s your only freebie for the scene. 
You can wait until after you roll, though.

DDP: Sure, though it sounds like a good time since 
I’m betting this Snake guy is at least my rank or 
higher. That’s my Great Fight (+4) and (rolls) 

−2; +2 total. Well, poo…Okay yeah, time to use 
that invocation; that will bring it to +4. So they 
beat me by 2.

GM:: And they have a Weapon Rating of +1 if they 
hit, so that’s actually 3 shifts to you.

DDP: Yeah, gonna use that Chi Armor I got, too. So, 2 
Armor and bring it down to 1 stress box, right?

GM: Yep. What happens?

DDP: Ugh, I get shoved around a bit and take a small 
cut right under my eye from some maniac’s 
weapon, but I’m mostly okay (checks off 1 
physical stress box and notes she’s spent her 
free Chi Armor invocation).

GM: Okay, the mob attacking Ox is next. Same stats, 
and I’m giving them another +2 because you 
just barreled in there, too. (rolls) They get a +4 
result total.
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SO: I’ll defend with Fight, swinging my Demon 
Hammer. (laughs) Pathetic villains, you cannot 
hope to stand against the might of the great 
Smiling Ox! I’ve got Good Fight (+3), and 
rolled a +2! So, +5 and (tosses in a Fate Point) 
I’ll invoke Everything is a Nail since I’m using 
my hammer and brute force to keep them back. 
That’s success with style which, because of my 
Flesh Breaks on Iron Technique, lets me do a 2 
shift hit instead of a boost when I defend with 
Style, as the whirling hammer catches some of 
these fools! That works, right?

GM: Yes; though it kinda sounds like an attack, 
it’s actually just a cool way to describe the 
Technique working with your defense. The 
cultists charge in, but your swinging hammer 
catches the first group of attackers, dropping 
them and driving the rest back (applies 2 stress 
to the mob). They have an Armor Rating of 1 
due to their fanatic furor, but that still takes one 
out. The last mob tries to attack Dishi. (rolls) 
They’ve got a +2 with their Fight and… (rolls 
and sees -1 come up) that’s a whopping +1 on 
their attack. 

DD: Clearly, they are distracted by my kicking a rock 
at their illustrious leader’s head. I have Stone 
Resists the Blow, a Technique that gives me 2 
Armor against attacks I see coming, just in case. 
(rolls and sighs) -4 plus my Fair Fight (+2) is 

-2. Apparently I was distracted, as well, and no 
Chi Armor for me.

GM: Ouch. They hit for 3 shifts plus their Weapon 
Rating of 1. That’s 4 shifts against your Armor 
Rating of 2, or 2, ultimately. It’s also a success 
with style, so they’ll get a boost next time. They 
close in on you, pressing the attack and, through 
sheer numbers, manage to push you back and 
score a hit. You’re out of position, surrounded, 
and have seen better days.

DD: I stumble backwards and catch my breath, 
looking for a moment at the bloody gash in 
my robe (checks off his 2 physical stress box).

GM: On the plus side, Ox and Ping get to go.

SO: Excellent. I’m pressing my attack. (laughs) If 
you fools cannot stand up to the great Smiling 
Ox when he is evading your pathetic blows, 
how can you hope to stand against his glorious 
attacks?

GM: Please tell me you’re invoking Boastful Brute 
on that.

SO: We’ll see how it goes, but that’s the plan. So, a 
Fight attack on the mob.

GM: Yep. And they’ll defend with their Fight for a 
+2 as they try to outmaneuver you and block 
your attack with their weapons.

SO: Ah, makes sense. Okay, so Good Fight for +3, 
plus (rolls) +3. Let’s throw in my free invocation 
for being a greater Jianghu Rank, and I’ll invoke 
both my Boastful Brute and Master of 
the Demon Hammer aspects (throws in 2 
Fate Points). That’s +10 total. Oh, and my Iron 
Cleaves the Stone Technique ignores up to 2 
Armor Rating, and I get a Weapon Rating of 
+2 when attacking with my Demon Hammer.

GM: Ouch. They’ll get a (rolls) +3 total. That’s 7 shifts 
plus another 2 for the hammer and…okay, yeah, 
you’ll take down the whole mob and succeed 
with style for a boost later. Tell us how you do 
it.

SO: Easy—I advance menacingly, swinging my 
hammer overhead, and laugh as I bring it 
around in a wide arc that catches half of them 
in one blow. Then on the backswing I take most 
of the rest, who foolishly thought they’d escape 
my might! I actually miss one lone cultist with 
the hammer, but his relief is short-lived as I 
kick him squarely in the gut and he drops!

GM: Cool. Ping?

DDP: Yeah, forget this. Ox and Dishi can handle these 
guys. I’m going after the boss. 
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GM: So you’re trying to move past the mob and 
close on the cult leader? That’ll be an overcome 
against the mob and (spending a Fate point) the 
Rock Walls and Cliffs scene aspect. You’re 
looking at an Epic (+4) Difficulty there.

DDP: No problem. I have Good Athletics and (rolls) 
and a 0, so +3. But hey! I’m also Master Quan’s 
Best Student! I’ll invoke that. And clearly I’m 
doing that whole Leap Before You Look thing 
again (spends 2 Fate points to invoke these 
aspects). That’s +7. Let’s say I do this with style, 
leaping over the cultists, then spring-boarding 
off the head of one and running straight up the 
rock wall to where the big bad guy is!

GM: Nicely done, you’ll also get a +2 boost to your 
next action.

DDP: Yeah I will! Gonna kick this evil cult dude in the 
face…wait, let me say that in character. Okay, 
Evil masked guy, I’m gonna kick your evil in 
the face!

GM: Right. But first, we’re on to the next turn. Yue?

WEY: All ready to go! I’m going to attack the leader 
from the shadows!

GM: What about the kid?

WEY: Oh, yeah…well, I’m sure Ping can catch him if 
he gets dropped. If not…it’ll toughen him up.

DD: That is our Yue…

WEY: Let’s start with my Good Fight and (rolls) a +3 
on the dice. So, +6. Yeah, I’m dropping my other 
Become One with the Shadows invocation 
on this. And I’m invoking my Wild Woman 
of Jiāngzhōu aspect (spending a Fate Point) 
and using that bonus from my last roll for +6 
more. So, +12 total. I come out of the shadows 
off the rocks with my two blades out, launching 
myself at this masked joker with everything I’ve 
got. And screaming, I’m sure I’m screaming…

GM: Yeah, damn. He’s one Jianghu Rank above you, 
so he can use a free invocation on you if he 
wants but you’ve still got the drop on him.

WEY: Can he even defend, really? I mean, I was all 
sneaky.

GM: That’s what your Become One with the 
Shadows invocation represents, but he still 
might see it coming, being a Kung Fu master 
and all. Roll the dice and let’s see how it comes 
out.

WEY: Okay; still, +12 is pretty great.

GM: Indeed. He’s defending with his Superb (+5) 
Fighting as he seeks to use his mastery of 
Lightning Serpent Kung Fu to move with 
amazing speed and deliver a counterblow that 
will push your attack off target. (rolls) Well, 
that’s a −2, so he’s at +3. But I’m using that free 
invocation and (spends a Fate Point) I’m also 
invoking his Victory at All Costs aspect, so 
he’s got +7. He spends an invoke he’s got from 
his Chi Armor, so he’s got 2 Armor Rating 
against this attack as well. You do 3 shifts.

WEY: I still succeed with style though, right?

GM: Totally, though you would need to reduce this 
hit by 1 shift to get that, so he’d take two instead 
of three. You want to?

WEY: Yeah, let’s do that. Man, I was hoping for more!

GM: Hey, you just went toe-to-toe with a ruthless 
killer Kung Fu master and hurt him (checks 
off Storming Snake’s 2 Physical Stress box). 
Now it’s his turn. Oh, and he drops the kid, so 
the merchant’s child is cast off into the air and 
will soon fall to his death on the rocks below. 
(throws in a Fate Point) That’s a new obstacle 
to overcome in the scene. Anyway, his attack…

WEY: Wait, what? Doesn’t Dishi go next? 

GM: Normally yeah, but (spends another Fate 
Point), Snake has the Secret Technique for 
Lightning Serpent, which lets him make an 
attack immediately if he spends a Fate Point.

WEY: Well…crap.
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GM: He’s got Superb (+5) Fighting. His Secret 
Technique gives him an additional +1 bonus 
and lets him ignore 2 Armor Rating, as well. 
(rolls) +2 and (throws in a Fate Point) I’ll invoke 
his Lightning Serpent Form as he moves 
with amazing fluidity and speed to deliver a 
flurry of blindingly fast three-fingered strikes 
aimed at your heart. So, +8 on the roll and +2 
from the Form for +10 total. 

WEY: Ouch, I’ll defend with Athletics and use that 
boost. So, +6. This is gonna hurt. (rolls) And 
0 for me. That blows. He beats me by 4 shifts, 
and you said he can ignore 2 Armor, so no 
point using Chi Armor now. Ouch. I need 
consequences and stress boxes to total that?

GM: Yep, and you can only tick off one stress box 
per attack.

WEY: Ugh. I’ll hit my 2 Physical Stress box and then 
take a 2 point consequence—that’s a mild one?

GM: Yeah. Bruised Ribs sound good?

WEY: No! But yeah, that makes sense (marks her 
mild consequence). I twist out of the way of 
him trying to Kung Fu me in the heart, but he 
catches me in the side. Wait, didn’t he succeed 
with style and get one of those boost things?

GM: He could, but he would have had to do 1 less 
shift and he decided not to. So no boost for 
him next time. But right now, it’s Dishi’s turn.

DD: All right, I have these crazies to deal with and…
wait, Ping, are you going to catch that kid?

DDP: What? Oh, well I was gonna kick this guy in 
the face but I guess I could do that. 

GM: Wait, aren’t you also Master Quan’s Worst 
Student (slides a Fate Point into the middle 
of table)?

DDP: …Damn, I really kinda am. (takes the Fate 
Point) Sorry, guys.

WEY: Wait, what just happened?

DD: Our beloved Ping was so intent on rushing 
to “kick the bad guy in the face,” as she puts it, 
that she has forgotten about the child for the 
moment, who is still going to go splat. Or in 
other words, Jack just compelled her aspect 
and now someone else is going to have to deal 
with saving the kid—because he’s a bastard.

GM: (smiles) Basically, yes.

DDP: At least I got a Fate Point to use for righteous 
face-kicking!

DD: (sighs) How long until the kid hits the ground?

GM: The turn after this one, when the bad guys go.

DD: Therefore I have 1 turn to deal with these cultists, 
then another to grab the kid right before he hits 
the ground. Ah well, if Ox can clean up like he 
did last time…

SO: Actually, I’m currently out of Fate Points.

DD: And so goes every plan we ever have…

Play continues from here. Can Ping and Yue 
together defeat a deadly Master of Kung Fu? Can Dishi 
save the child? Will Ox get revenge for his spoiled 
dinner? Only time will tell…
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