
Hey, I'm going to level with you. This game is still extremely in development and the 
rules herein are subject to change at any time. Additions are on their way. Also, no the 
final product will not be a spreadsheet or a pdf of a spreadsheet. If you play, let me 
know on twitter, @CureWiki.

Principles Of Play

Take care of each other Sharpen her blade

This is a game fundamentally about violence and 
attraction. Make sure that you keep the 
descriptions to everybody's comfort level. Do not 
get too intense. Above all, this is a game of 
consent. Respect what she wants and she should 
respect what you want.

This fight has been a long time coming. You 
desperately want to go at her with all you have and 
she wants to as well. Give her reasons to want to 
fight you. 

Introduction

What Is This?

Blade-Kissed is a game for two players about the 
minutes, hours, days leading up to two rivals 
having their first sword fight with each other. Said 
sword fight may literally use swords. It may be 
magic, fights in giant robots, hand-to-hand, or any 
other sort of up close fighting you can think of. To 
play this game, you need a friend, some idea for 
who your character is, and the resolve to make 
your friend taste your steel.

You're in a world for two Slam your foot on the gas pedal

Both of you are the main characters of these 
stories. She is all you see. She is your world. 
Center yourself and her in every scene. All other 
characters are nameless and minor, if they exist at 
all.

If there is something you think would be cool, do it. 
Your characters shouldn't hold themselves back in 
the fight and neither should you. If in the course of 
battling, you want to destroy something beautiful 
and salt the Earth, do so.

Principles Of Play Make contact
-Take care of each other

This is a game about being close with somebody 
you cannot stop thinking about. Give yourselves 
the opportunity to touch each other, with either 
your bodies or your weapons. Exhilarate 
yourselves with the other's touch. If she needs to 
get in, let her in. She's already in your heart so let 
her get close enough to fill your senses.

-Sharpen her blade
-You're in a world for two
-Slam your foot on the gas pedal
-Make contact



The Flow Of Play Maybe It Will Be A Comic I Don't Know Yet

Panel 1: 
Narration: LET'S LEARN BLADE-KISSED!
Kara Couture: Hello, I'm Kara Couture and I'll be learning alongside you today.
Rival: Hey there! My name is Rival Move and I'm fighting Kara.

Panel 10:

Kara: These questions only get answered once. Ignore them on future runthroughs of 
the Captivation.

Panel 18:

[Rival is struggling under the hit]

Rival: Then the other person will respond using either a Strong, Medium, or Weak 
Response. Each option costs a different amount of Poise.

Panel 26:

Kara: Once you've gone through three rounds, it's time for The Kiss

Panel 3:
Narration:Now you should take turns answering these three questions, starting with 
"Where are you?"
[another floating head panel with tower in background]
Kara, floating head: We've already established the basic setting but this is specifically 
where we are in the scene.

Panel 11:

[Kara and Rival standing in front of a big T]

Kara: Now is the Tease. This is where you will spend most of your play time in Blade-
Kissed

Panel 19:

Kara: So go back and forth until somebody reaches 3 or less Poise!
Rival: Try keeping the ending you picked in mind and maneuver yourselves into the 
dominant or losing position

Panel 27:

Rival: Establish who won or that nobody won.
Kara: Then lose yourselves to the emotions generated through the fight, through the 
memories.

Panel 5:

Narration: Next question. "How do you look to me?"

Kara: This is about in the moment. For instance my clothes are freshly pressed and 
I'm not tired despite the long walk up the stairs

Panel 12:

[Kara and Rival are showing a sample ending]

Kara: First you pick the ending to this round of fighting.

Panel 20:

Kara: Each Ending is written in the second-person and has two characters: You and 
She. One of those characters has the power and the other character does not! Using 
the round of fighting, figure out which of you is You and which of you is She. 

Panel 28:

Kara: Give the characters en emotional ending with each other. Maybe they're in love 
now, maybe they will be in love. Maybe they still hate each other! Just tell the story!

Panel 7:

Narration: Final question. "Describe your blade."
Kara: This is where you get to have fun. My sword has an inlaid gem and an intricate 
pommel!

Panel 13:

[Over the shoulder of Kara, showing Rival and their blades clashing]]

Panel 21:

Rival: When that is figured out, each Ending also tells you who will Inhale during 
Meaningful Contact and who will Exhale.

Panel 29:

Rival: And that's how you play Blade-Kissed.
Kara: And there's just one last thing the two of us need to do before this section ends

Panel 2:
[floating Kara and Rival heads in foreground and a Revolutionary Girl Utena-esque 
tower for background]
Kara: We've already done character and setting creation.
Rival: We're fighting on top of a tower!

Panel 14:

[Reverse shot over Rival's shoulder showing Kara]

Kara: So we discussed off panel that this round be ending like this with our blades 
clashing and our faces close together!

Panel 22:

Rival: Meaningful Contact is all about describing a memory that happened between 
the two characters.
Kara: It should help establish and complicate your characters' relationship, putting 
them on the path that will inevitably lead to this clash

Panel 30:

[Rival and Kara kiss passionately]

Panel 4:

[Split panel of Kara walking up some stairs and Rival standing in the center of the ring]
Kara: I'm going to be walking up the stairs and just arriving at the designated place
Rival: And I'm in the center of the battlefield, waiting

Panel 15:

Kara: Each ending has an associated memory as well!
Rival: If you aren't sure which ending to pick, consider choosing based on what 
memory you're most interested in describing

Panel 23:

Kara: Inhaling is all about describing the event. Were we in school? Were we training 
together? Did we both have our eyes on the same girl? This establishes that!

Panel 6:

Rival: And I did my makeup.

Panel 16:

[Kara swinging her sword at Rival]

Kara: Now it's fight time! One of you picks a move from the list or comes up with your 
own!

Panel 24:

Rival: Then after the Inhale, it's time to Exhale. This is your chance to say how these 
events made you feel. Much more intimate than the Inhale.

Panel 8

Rival: Now you answer one of the questions about what you don't like about this 
person. Do you hate them, is there something petty that means you can't get along, or 
are they just so perfect that you can't stand them?

Panel 17

Kara: And then you describe what it looks like so the other person has an idea of how 
to challenge it or take the hit

Panel 25:

Kara: After Meaningful Contact, go back to the Captivation.
Rival: Establish how you feel and then come back to the Flirtation until you've flirted 
with each other and had Meaningful Contact three times in total!



If you've played other games

              
If you have basically only played D&D If you have played a lot of Powered by the Apocalypse If you've played Firebrands

Hi! Cool! Great to have you here! This game's inspirations and 
design paradigms are very far removed from D&D. Because of that, 
this game has very little in common with D&D, both in gameplay and 
in base assumptions that you should have when approaching this 
game. This section will be trying to help tell you the expectations you 
should set going into it

1. D&D tends to run with the expectation that you will be engaged in 
a lot of combat and that you'll win it all. Monsters are Evil so you 
going out and killing them is Good. Here the expectation is that who 
wins the fight really doesn't matter. You'll settle the winner in the last 
couple of minutes of play. The focus is much more on the journey 
here. Who wins is less important than going back and forth with your 
own attacks. And your relationship with each other should be 
complicated. You'll flesh it out over play. There probably isn't a Good 
triumphing over Evil.

2. This game operates based on consent. Your character is only 
ever hurt or touched if you want that to happen. There's no unlucky 
crit meaning you need a new character sheet. This says that the 
players are collaborating, and trusts you to find interest in the story 
of the fight rather than in the unexpected outcomes that rolling the 
dice can offer.

3. You can be anything or anyone. There's no mechanical reason to 
be someone over another. There's no mechanical reason that says 
one type of sword is better than another one actually. You get to be 
who you want and you're fighting whoever your friend wants to be.

4. You don't have to worry at all about Mike Mearls being involved in 
the creative process. 

Hello! If you're here from one of these games, you're probably 
familiar with The Conversation where an MC describes things and 
the players react and do things and if the player does something that 
sounds like a Move, they roll. This game is similar in that it all 
revolves around conversation. Rather than looking to trigger moves, 
this game relies on conversation and interpretation. You start each 
round of fighting by picking how it ends, and then go back and forth 
choosing flowery titles for fighting moves from a list. You describe 
what you think the move looks like. Then your friend has the floor 
and they decide how they respond. This entire game is a back and 
forth conversation. There is no rolling. 

Okay. If you've played Meeting Sword-To-Sword, this is basically 
that. There are some differences in presentation, but the core of 
going back and forth and you can only get hurt by your own consent 
is all here.



Setting and character creation

Setting the stage Tips for Character Creation

Before you begin, talk to each other about the 
setting you want to fight in. Discuss where you are, 
when you are, and who you would like to be. Give 
your character a name and brief description. Also, 
talk to each other about the tone and level of 
violence you would each prefer. Do not start 
playing until you both understand and agree on 
how graphic the game should be. If either of you 
have lines or veils to establish, now is the time.

-lol not written yet



The Captivation is a period of tension. You 
have not yet begun to fight, but you will. You're 
there and she's there. You're hyper aware of 
her and she you. You've noticed if there's a hair 
out of place on her head and she can see any 
sweat formed on your brow.

At the start of each Captivation, choose an 
adjective from the list below to describe how your 
character feels going into The Flirtation. 
Excited Awkward

Before you begin the fight, answer the following 
prompts out loud

Nervous Sheepish
Distracted Grinning

Where are you? Confident Clever
How do you look to them? Desperate Cool
Describe your blade. Laughing Flustered

Joyous Oblivious
Then answer one of the following questions Tense Cold
What do you hate in her? Bold Determined

What do you feel righteously petty about 
with her?

What about her is infuriatingly perfect?



The Flirtation

Both players start with 8 points in Poise.
Then begin The Flirtation by choosing an ending to the Tease:

During the Tease, go back and forth presenting 
challenges and responses to each other. The player 

who most recently walked up stairs presents a 
challenge first during the first Tease. They will select 
a fencing maneuver from the list and describe what 

that maneuver looks like when their character does it. 
Then alternate who goes first in subsequent rounds.

Then the second player responds to the challenge in one of the following ways. They 
deduct the points shown from their Poise.

When one character has 3 or less Poise, the Tease is over.
It's time to negotiate who is where during the ending and who initiates 

Meaningful Contact
Meaningful Contact

1. Your swords are locked together. She strains underneath your 
pressure. Her knees buckle. You stand above her, assured in 
your superiority. As she gives, your lips are near her ear. You 
can say whatever you want her to hear. You start the Meaningful 
Contact by sharing a time where you made sure everyone knew 
your superiority.

Heart's Gambit Strong Response: You easily rebuff the advance. Spend 1 point of Poise and describe 
how this maneuver was easily turned away. You may only use a Strong Response at 
most twice during a single round of Tease.

The endings all have two characters, You and She. Which player character is 
You and which is She is undetermined when the ending is picked. Now it is time 
to figure out which character is You and which is She. The number of points held 
by both players does not determine position, although you may use it to help you 
decide who is where. However, consider what would be interesting. Is your story 
better off for your character driving the other to the edge and then finally pinning 
her for you to gloat? Is it more interesting for your character to drive her to the 
edge and then she does something surprising and it ends with you in the pin 
despite your dominance throughout the round? Does one of you have an idea for 
a memory that you really want to do? When in doubt, defer to narrative and what 
makes you excited. Points are not intended to help determine the winner of the 
round. They are intended to make the combat be finite, not to determine the 
winner.

During the meaningful contact phase, it's time to 
share a memory. Take turns. To Inhale, tell us 
about the moment the two of you shared. She in 
turn will Exhale by sharing how this moment 
changed her.

The Flourish Of The Center Queen

The Lover's Dance
Medium Response: As much as you hate to admit it, she is skilled with the blade. 
However, she cannot get past your guard so easily. Spend 2 points and describe how 
you barely turned evaded or turned away her blow

The Modern Defence
The Crystalline Feint Weak Response: Okay, she caught you by surprise. That's the only explanation. 

Spend 3 points and describe how her attack was effective. In the Inhale phase, the person inhaling will 
describe a memory using the prompt from the 
ending of the Tease. Describe where you are and 
what is happening. Then answer the following two 
questions:

-What made this stick with you?
-How did this make your feelings stronger?

The Accepted Kiss Gambit
The Declined Kiss Gambit
The Flying Lunge

2. She resists your every blow. She turns away every thrust. Try 
as you might, you cannot get close to her. Your eyes are locked 
throughout the melee. Try as you might, she will not receive you. 
You make one misplaced lunge and she ripostes. You barely 
avoid it, but she has slashed your clothing somewhere and your 
bare flesh is exposed. She eyes your skin, drinking in the sight. 
Do you attempt to cover yourself? She starts the Meaningful 
Contact by sharing a time when you were publicly embarrassed 
by her.

The Alternate Flying Lunge
The Sailor's Parry
The Riposte Of The Jilted Lover
The Rose Thorn Defense
A Sudden Strike

Then, the other fighter will Exhale. To exhale, tell 
her how this memory changed your feelings 
towards her, then answer these two questions:

-How was this moment infuriating?
-Why has it found you here in this breath?

A Cheap Shot
The Ship Passing In The Night Riposte
The Gourmand Cut
The Bitter Lover's Advance
The Overhead Swing of Ruling From On High

3. You have forced her into an early defeat. Her sword has been 
wrenched from her hands and she is on the ground, at your 
mercy. Your blade is under her chin and you force her head up 
to look her in the eyes. Seeing her in your power is addicting. 
You want this to last longer, so you walk away, allowing her to 
stand and collect herself. As she picks up her sword, you begin 
to speak.. You start Meaningful Contact by sharing the time 
when you challenged her to this duel.

The Feint Of Petting The Dog
After one Inhale and one Exhale, Meaningful 
Contact is over.If this was the third Meaningful 
Contact, the duel is over. Go to The Kiss. 
Otherwise, go back to The Captivation.

The Waltzing Lunge
The Ice Dancer Flourish
Gambit of Stolen Hearts
Double Cut
Beautiful Queen's Pressure
Heartseeker Thrust
Flourish Under The Moonlight
Thunder Feint
The Gambit Of Dragon Supremacy

4. You slip past her guard and she slips past yours. The two of 
you grab onto each other's clothing and pull yourselves closer. 
But as you hold each other, what she didn't count on is you're 
stronger. You lift her up as if she was nothing and pin her against 
a wall. She is completely in your power. This pin has drawn your 
faces close. Your lips are nearly touching. All sounds but her 
heavy breathing have faded from your hearing. You take this 
moment to really look at her face. And it's so perfect. The color of 
her eyes captivates you. You start Meaningful Contact by 
sharing the first time the two of you laid eyes on each other.

Dancing Flame Advance
Blooming Riposte
Traitor's First Lunge
Traitor's Final Lunge
The We Die Together Gambit
The Signed, Sealed, And Delivered Flying Lunge
__________

5. Your style is so vigorous and powerful that as the two of you 
fought, her hair became undone. Her beautiful hair frames her 
face. You smirk. Only you have ever seen her face making an 
expression like this. She is truly and utterly pathetic, worn out 
like this. And only you can appreciate how alluring her face is, 
her face flushed with exhaustion. You start Meaningful Contact 
by sharing a time you made her lose her composure and her true 
self slipped out.

6. You and she start going blow for blow. Both of you are running 
on fumes, no longer having the energy to block. Eventually, she 
lands the final blow. You have no energy and take it square. You 
are knocked down and she is barely standing, but she is 
standing. You can only look up at her, helpless. She swipes 
sweat from her brow and looks back down at you. She starts 
Meaningful Contact by sharing a memory about when she knew 
it was her dream to fight you, even if just once.

7. Her strikes come at you from every direction. She hopes to 
overwhelm you. No matter. To you, her mind is an open book. 
The smallest of gestures is all you need to read where she will 
strike next. You aren't there and are ready to counter. But to her, 
your mind is an open book. Your counters are deflected with 
ease and precision. To an outside observer, the two of you are 
dance partners performing an intensely rehearsed performance. 
The two of you are perfect for each other, whether you would 
admit it or not. You start Meaningful Contact by sharing the time 
when the two of you danced with each other at a party.

You _____________. She ___________. You start Meaningful 
Contact by sharing a time you ___________.



You _____________. She ___________. You start Meaningful 
Contact by sharing a time you ___________.



The Kiss
Then answer the following 
questions. Do not speak the 
answers out loud, lest your rival 
realizes your true feelings.

During The Kiss, decide who has won the duel. One of 
you has your sword under her chin. You've lifted her 
head up and the two of you are staring each other in the 
eyes. Savor the absolute power you have over her in this 
moment.

Was it worth the wait?

Would you do it again?

If you cannot agree, the truth that neither of you wish to 
acknowledge comes forth: you're equals. She is as good 
as you and you are as good as her. This is the most 
infuriating result. You will have to settle your duel 
another day.

In this moment, if your mutual animosity might turn to 
respect, admiration, or love, do you act on these 
feelings? If you would like to kiss, ask her "May I?"



Alternate rule: Use of an oracle deck Alternate Rules: Series of engagements

If you wish to use tarot cards, some cool stones in your pocket, 
Spindlewheel cards, or any other tool to come up with cool moves for 
fighting, do so. When you would name a maneuver in the Tease, 
simply consult the oracle and use the result as inspiration.

Rather than one fight, turn this into three separate fights. After the 
first and second Meaningful Contacts, take turns and narrate a short 
downtime scene of your character at their home and their interaction 
with one person who has power over them (a superior, a parent, a 
sibling, a friend, etc). During the next Captivations, describe what 
new place you are fighting in. 

Turn this game into Heaven Will Be Mine.

Spindlewheel can be found here https://www.teacabbage.
com/spindlewheel
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