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 die. These could be
separate stunts, witty one-liners, cinematic flourishes, pretty much
anything that enhances your Wire-Fu experience. (You always get at
least 1 die, just for doing something.)

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 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 5 dice. Thus, anything that contributes to
the atmosphere and energy of your game become a smart tactic.

Of course, not every Detail is appropriate to every game. That's why
GMs and 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. (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, GMs 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 especially 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 /ave 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!
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Resolution

Wushu characters are defined by their Traits, which 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 die 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
sometimes 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).

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 dice equal to your relevant Trait and compare the
highest roll to this scale:

1 = A failure so horrible as to defy comprehension.
2 = A really bad, probably embarrassing failure.

3 = A regular, garden variety failure.

4 = A success, but with negative complications.

5= A good success. Mission (barely) accomplished.
6 = A solid, professional success. Good work!
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Combat

Because it's the centerpiece of any action game, and rightfully so,
combat 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 table.) 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. GMs should give
players back their Chi as dramatically appropriate, usually between
scenes.

Since Wushu encourages (nay, expects!) players to carry out multiple
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 (tm), which
knocks him through a wall, then I kick him hard in the face for good
measure,” they'd 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 TK boost into
their combat action and roll it all against their "Kung-Fu" Trait.
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vs 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, GMs 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, treacherous
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
generate 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 1. 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 1 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.)
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