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Z#E s Pronouncca’ wii dé.
Z - wil Is cas//y translated from Chinese and stands for 5.

#& — dé (/do/) is much more comp/ex. Scholars have discussed its
correct translation into Eng//’sh within the works of Daoist’s like
Laozi or Zhuangz/.

FPeter A. Booa’berg called it the most SIgniiffcant character
besides dao & and Arthur Wa/cy suggest the translation ‘/oowcr’
instead of the common/y used ‘virtue’ to /ngh//g/n‘
the Yin & Yang nature of this character.

De also stands for the /na’/vidua/,ohascs or aspects of
East-Asian Ph/’/osolohy and its manifestations in the elements of-
X wood, X fire, £ earth, & metal and # water.

This very mcan/ng is used as basis for this game.

To use the WuDe - The Five Powers as SRD for your game, simplc attribute us in the
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£ & — WU DE — THE FIVE POWERS

Wu De is a narrative, storg~ciriven Role—Plag—Game, based on
East-Asian Phiiosophg of Yin& Yang and the 5 Powers or
Elements — Wood K, Fire X, Earth £, Metal & and Water K.
Wu De is all about Ciiaos, Balance and Consequences and

cieveio[:)inga common StOI’y cooperativeig.

The game is fit into a narrative frame that iieil:)s to cievelop the
story further and advances the scenes forward to the stories
conclusion. Wu De is set up to be Piaged without a Game Master
(GM), giving the Piagers control over their story. The rules,
iiowever, also work in a set—u[:) with a GM — sometiiing novice
Piagers should consider getting used to the system and the
creative Possibilities. You can find suggestions fora game with a

GM in ciiaPter 1. The Role of the Game Master.

The Game Mechanics are based on the baiancing nature of Yin &
Yang and how tiweg are rcpresenteci within the 5 Powers. These
mechanics Propel the story tiirougiw rolls on Plagers actions and
decisions and show consequences, that the Plagers have to
resolve in their shared narrative — but more on these game

elements later. The best way to understand Wu De is to Piag it



1. Choose Yyour Setting:
First, we need to set the stage: decide togetiier in which setting
your game will take Piace. This could be for examplc ciuring the
Warring States Perioci in China, the time of the Samurai in Japan,
modern ciag Hong Kongor a future Utopia or Dgsto[:)ia.

Aithougii, this guicle will introduce Wu De in East-Asian settings,
you shouldn’t limit 9ourseiiC to thcse, Wu De can be Plageci in the
Roman EmPire, Medieval F:urol:)c, the Wild West or on board of
an intergalactic s[:)acesiiip.

I:urtiiermore, decide on the asPects of your setting. Do you want
to stay true to iiistorg ordo you want to alter the setting tiirougii
asPects like magic, tecimoiogicai advances (Stcampunk) or

monsters, dragons or alien races? The limit is your imagjnation.

You siiouici, iiowever, as a group set some guicielines to these
aspects. Ask gourselF questions on how these aspects influence
your world: If there is magic, s everyone able to use it? Or are
magjc abilities onig available to selected few. if there are Zombies,
are tiieg a slow and iooming cloornJ orare theg fast and vicious
monsters? If there is sPace—exPloration, do youwant to ciig into a
realistic setting, or do youwant to leave the Phgsics to your

imagination.



Give 9oursel1c some Ieewag to alter your setting along the way.
You might stumble into an unforeseen situation that calls for a

slight change in your setting.

To visualize this world buf/d/ng] let’s look at this cxamp/e:
Ryan, Danielle, Kade and Peter decided to stay most/y true
to our world and set tke/'rgamc in modern day Hong-Kong.
szey /n/t/a//y decided that there are neither magic nor
myst/ca/ creatures involved, but within the game t/my ran
into a situation where thcy had to make the decision if the
actions of ‘Hit-Women’ (women that curse /DCO/DIC by fz/tt/ng
a S/IPPCF on a Ioicture of the victim) in modern day Hong
Kong are actua//y able to deliver a curse or not: The group

had to decide if curses are real.

You can also ta|<c a quick look at thc Proposcd Scttings and
Storylincs in the second half of this booklet to givc youan idea.

This is also beneficial for our next stcP: Character Creation.

The setting, but also the storglinc you chose might influence the
character you create and vice versa, the character you have in
mind might influence the setting and storyline you choose. Allow

9oursc|1c some ﬂcxibilitg. You can alwags make acﬁustments.



2. Character Creation.
Fach Plager creates a character based on one of the 5 elements
that defines the character (X Wood, X Fire, + Earth, # Metal,
& Water) . Check the characteristics of each element on the table
and consider also the Vin & Yang aspects of the element. This
element is the cleﬁning characteristic of your character and sets
the tone for how you would Pl89 your character. (Qr A isnot an

element, but the omniPotent energy that creates evcrything.)

The Five Powers and Qf

* Elements Season Yin Yang/ Virtue Characteristic

N L Late leve”ing, worry, Faith, agreeableness,
b) Eart
Summer | fruition anxiety integrity l'lonesty
harvest, sadness rig]’xteous~ intuition, mind,
4| 4 Metal | Autumn ) S
collect grlcnc ness, bravery ratlonalltg

6 EL Qi This is the omnipotent energy in evergtl'xing that creates Vin & Yang

«If you use regular dice, use the numbers to refer to the element for your rolls.
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After you defined your characters main attribute, you Pick a
Pro{:cssion that fits your setting (and storgline) and ties into your
idea of your character. This Profession will define, which abilities

3OUF character POSSCSSCS.

In a modern setting, an engjneer is Probablg goocl with machines
and Computers and possesses a logical unclerstanc]ing of things,

she rnight on the othcr hancl not necessarilg be very social.

Be as sPcciFic as you want to be and try to give your character
some interesting asPects, some rough edges and a backstorg.
These asPects will hclP you better understand your character
and will also come in handg, when it comes to actua”g Plaging out
encounters. The better you know your character, the better you

can interact in the world you are creating.

You also want to think about, how your characters are related to
each other. Are theg strangers that have been brought to the
same Placc bg fate? Are theg a group of adventurers? Or are

theg even From the same Familg or clan?

Finally, create your characters motivation or goal and tie this to
g, 9 g

your backstorg. it will give your character the final touch and will
help you dcvcloping your story.
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In our examlo/c, Kade decided to be a fugh school student
acccptea’ to go to university to study engineering, even
t/‘)ougn his rea/loass/on was food, or better eating food.
Ryan created his character as a sccur/'ty guara’ and referred
to his background ofbcing bullied in school.

Danielle chose to be a hit-woman (someone curs/ng/oeolp/c
by h//tt/’nga S/IPPCF ona Ioicture of the victim) trained by her
aunt, Working close to the Ferry terminal and Peter created
a rebellious teenager, a Iorob/cm child kicked out of school
for re/ocatcd theft and /nappropr/atc behavior.

3. Framing your story:
Every story should be set up with some hints and cxPectations,
where the story will take you. You should include at least two
aspects: a spccii:ic situation (1), and a threat (2). It can also be
nelptul to include some instruction on how to aPProach the

threat or magbe an intriguing and interesting object: a MacGuffin!

Think about your story as a great book or movie. You could open
your story with somcthing memorable that sets the tone for the
rest of the story and Points youin a certain direction, or you
could slowlg ease into your story gjving you more oPtions for the
story to clevelop on its own. Consider this when you set out to

frame your sctting.



Ourgroup decided to /D/ay one of the tcmp/atc stories:

Dim-Sum (p. 22):

“Yourgrana’ma has worked hard her entire life /Jui/a’inga
rcputat/on for her little Dim-Sum 5/70/0. Locals and well-
informed tourist ery’oy her delicacies, but her 5/70/0 is
threatened by a fast food chain...”

This story setting uses a specific situation and a threat and
hints t/'erUglLl the fam/’/y connection (‘Yourgrandma ) how
you m/g/'lt want to aploroacfl this threat. The setting includes
a relation between the characters — or at least one — and
the situation. In our exarnp/c, the /D/aycrs decided, t/my are
a//loart of the same fam/’/y with :granalma’ as famf/y head.

+. The MacGutfin
A MacGuffin could be angthing: athumb drive, a small chest, an

ivorg Figurine. MacGuffins are most19 used in movies as a Plot
device and you can use them to create an arc within your storg to
ProPel it forward. Be original when crcatinga MacGuffin and
don’t worry about whethcr it makes sense: MacGugins are

suPPosecl to be mgs’cerious.
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5. Moving the story a/ong.
The setting of the stor9 serves as a short introduction and the
Plagers should think about where the first scene will take Placc. it
you choose to Plag one of the template stories, you couldjust
follow the setting of the storyline for the first scene, but you
could also be creative ancljuml:) in time. If you created your own

setting, think about what would make sense 1Cor your storg.

In the individual scenes, you should alwags consider aspects that
help clevelop the story further. This could be done through some
sort of obstacle or road block to overcome, but your story could
also be Pushecl forward through a Personal motivation of one of

the characters. A scene might evenjump back in time to exPlain

your current situation through a Hashback.

Think about the individual scenes and actions in a way, that is fun
to read or watch: A colorful dcscr/ption of the scene, narrative
details and dia/o‘gucs are kcg to breathe life into scenes; Plaging

them, taking over NPCs in c]ialogucs will engage you even more.

While there is no strict rule on the number of scenes, you should
aim for three biggcr scenes to givc your story some texture. A

new scene could be based on the introduction of a new obstacle,



a change of location or a s|<i|:> forward in time, but it should

alwags develop the storg further to the concluding scene.

The transition between scenes, as evergthing else in this game,
should alwags follow a consensus between the Plagcrs and while
a single Plagcr shouldn’t dominate the Progrcssion of the storg,
each Plager could be in charge for the creation of a crude outline
for an individual scene. To choose the Plager that brings the next

scene into Plag gOU have mang OPtiOﬂS. You COUIC]:

o followthe Personal elements of each character, starting with
Wooa’going down the table and ending with water,

. sPontaneouslg decide who goes next,

o letthe Plager whose character was most effected bg the last
scene set up the next scene, or

e choose the Plager that stored some of the elements in a roll

For a later scene (more on this mechanic later in Chalotcr 10).

Having a different Plager take the wheel and create each new
scene is a great way to get different voices into the story, but it
could also create some imbalance. hcgou decide to let one Plager
set up a new scene, the remaining, Plagers should take over and
be vocal about how this scene Plags out. This way, the creation

PY’OCCSS OF gOUl" StOl'9 is balancec], ancl CVCl’yOﬂC)S voice is hearcl.
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Another way to set up your next scene, somethinggou should
consider if youwant to introduce chance into this process is to
roll for it. The next chaPter will introduce the game mechanics in
detail, so Iet’sjust say for now, you start on an even roll with an
ec]ual amount of black and white dice, 3 for each color. With each
New scene, you remove one white die from the dice Pool. The
elements on each die will gjve you more details about the scene

WhCﬂ gOU FCSOIVC them.

6. Game Mechanics
During the game, on your Path down the rabbit hole of your
story, you will encounter moments where you need to act, make a
decision or where you face an obstacle. In these moments, you
are called to roll the dice. Ro”ing the dice represents your action

interFering with the existing Harmong and creating Chaos.

Since this game is based on the idea of Chaos, Balance and
Consequences, you will alwags roll for both sides, Yin (black dice,
oPPosition) and Yang (white dice, a”g}. Your goal is it to restore
Balance in the Chaos of the roll. You want to balance out or
eliminate the Yin elements of the roll with your Yang elements. To

resolve your ro”, you go through the Fo“owing five steps:
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Find cqual elements in Yin and Yang, These will balance each
other out and are removed from the roll.

Find elements that clcstroy other
elements. You can find them
accorcling to the red arrows ()

in the c]iagram. Look first which

Yang elements clestrog Yin

clements, and then vice versa. Metal Earth

The dcstrogccl clcmcnts are also i ;h
[jin] [tu]

removed from the roll.

. The remaining, dice represent the consequences of the action.
The remaining Yin elements show negative effects, while the
remaining Yang elements show the Positive effects. Yin and
Yang elements should be resolved right away showing the
effects of the action. But you can also choose to store some
elements and resolve these as an aspect of the Fo”owing
scene (Chapter 10). These are long—term consequences.

i you roll a Yang- =, you can choose to either balance out
one Yin element, or you create your characters' element. A
Yin- A, can onlg be balanced out with a Yang- <. or the
attempted action was a complete failure.

Ro”ing your charactcr’s element wi” enhance it'’s egect.

~-12 -



7. Dcﬁntthucccss
A rollis successful, when cqual or more Yang, elements than Yin
elements remain: Yang, dominates Yin (Yang> Yin). i VYin & Yang
arein com[:)lcte balance and no dice remain, the action succeeds
with no further effect. f Yin dominates Yang, the action fails, but
Positive effects can come from the Yang, elements remaining, You

can store Yin elements For later scenes to succeed your ro”.

8. Creating the dice Poo/.-
Based on the situation, Personal ProFession and circumstances,
the Yin and Yang, dice Pool consist of 1 (basic), 2 (advanced) or 3
(Proﬁcient) dice. To determine the number of dice, the Plagers
examine the situation and agree on the cligicultg of the roll.

Let’s say Feter wants to P/Ck/oockct a young COU/D/C with
on/y eyes for themselves. His mischievous character is a
sk///ea’lo/ckloocket, and the coup/c is not Ioay/ng attention:
Peter rolls 1 Yin die for the distracted lovebirds vs. 3 Yang
dice for his skills as thief (ivs3).

/fRyan’s character would attemlot the same check, he would
roll 1 Yin die against on/y I Yang die (ivs1), because, even
t/‘)oug/Ll the lovebirds are still inattentive, his character is not
a skilled thief.

An attentive target or a situation with many pcop/e that
ml"g/ﬂL watch the thief would increase the a’/ff/cu/ty and add
Yin dice into the roll.

13-



9. Additional Dice Rolls
During the game, you might encounter situations that call for a
roll of dice other than Plagcrs actions. You might want to exPancl
on your scene, your scenario, want certain elements in your storg
being decided by luck or fate or 3oujust ran into a dead-end. In
these situations, the Plager that wants to exPancl the scene or

asks for more details within the scene can roll the dice.

Usua”g, the Plager asking for more details has some motive when
asking. This motive can be used to determine the outcome where
Yang elements would mark a favorable outcome, whereas Yin
elements represent an unfavorable outcome like an obstacle or

magbe even a threat.

Go/ng back to the Ioickloocket cxamp/e, Peter would have
checked for more details in their current situation to see it
there is an easy target for his vice. The scene established,
that tkeg arein a /oca/alump//ng SILIOID, a sma//, cozy ID/ace,
famous among locals and adventurous forelgncrs‘ It’s not a
busy time which means Peter won’tget an advantagc for
be/ng better concealed or /73v/ng more possf[)/e targets
available. On the other hand, he also wouldn’t sutfer a
disadvantage for more eyes on the situation. Peterlooints
out, that this is not his first time /ocking for an easy target
and that he is quite skilled, which earns him two extra dice.
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He rolls 1 Yin die against 3 Yang dice (lvs3). After ba/anc/ng

and c//m/natfng dice from the roll he is left with a Yang Qi 2
and the Yang Element Fire X. The Yang- 4 defines a clear
success and the Yang Fire stands for honor, awe anc/joy‘
The characteristics of the Fire element also mention Passion
and intensity. Comb/n/'ng these aspects with the situation,
the group decided that there is a COUID/C o[young tourists
at the dumlo//ngp/ace which has on/y eyes for each other.

10. Using unresolved elements to set up the next scene
To help moving the story along, the Pool of unresolved effects
(usua”9 Yin elements) from Previous rolls comes into Plag. When
your Pool of unresolved elements reaches a certain thrcsholcl, a
new scene in your story starts. You should agreeona number of
dice before you start your game. A reasonable number would be

2, but don’t wait to reach this number to move your stor9 along.

Try for natural transitions that make sense in your story and
don’t force a new scene. Reaching the threshold should be seen
asa signal to wrap up the current scene or to introduce a new
as[:)ect into the scene that gives the scene a new dgnamic, after
a”, these unresolved elements have created a situation that is

chaotic ancl unbalancccl ancl IOO‘(S {:Ol" a I'CSOlUtiOI"L
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Il. The Role of the Game Master
As mentioned b@core, Wu De is clesignecl for ro|e~Plaging without
a clesignatecl Game Master (GM), but it acknowleclges novice
Plagers and the wish for additional guidance.

Inagame with a GM, the role of the GM could be described as a
mediator rather than the creator of the storg. The GM should
onlg Providc a rough construct of a storg and not a Fu”g Heshed

out narrative to a”ow the Plagers to create a sharecl exPerience.

This means, the GM:

o asks open questions about the characters cluring the process
of creation to help the Plagers to understand their
character’s role in the story better.

e Presents or suggests the crude outline of each scene without
setting it in stone.

. Provicles more details or calls for additional dice rolls.

o asksthe Plagers c]uestions about the Possible outcome of
their rolls.

* gves suggestions about Possible outcomes of rolls.

e suggests transitions into new scenes.
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In other words, the GM Plags the Devil’s Advocate. Questions
the GM asks should Push the development of the story rather
than oppose the Plagers. The GM is on the side of the Plagers
but should call out vague descriptions that leave too much to the
imagjnation. Scenes, Plager actions and their outcome need to be

described in detail to enrich the story told.

When it comes to NPCs (Non—Plager—Characters) or oPPonents,
the GM should ask the Plagers how theg envision them. To gain
more details, the Plagers can alwags roll the dice. After all, it is

their story, the GMjust helPs to find their way through it.

To Plag out these characters, the GM could either have one of
the Plagers whose character is not front and center in this scene
take over an NPC or role—P|89 them herself. The actions of NPCs
are set on the narrative described bg the Plagers or are based on

Ul’H"CSOIVCCl elements.

Since the GM in Wu De is not Plaging the oPPosing side, the GM
could also take activelg Part in the game as one of the Plagers.
This situation would applg if an ex[:)eriencecl Plager introduces
the game to novice Plagers and gives the GM the oPPortunitg to

active moclel gOOCl roleplaging to new Plagers.
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12. Conflicts
Even though, the rules of Wu De are not built for conflicts or
even combat these might be story elements in your narrative. To
resolve these comqicts, create one dice Pool that rePresents both
sides and resolve each individual element in your narrative of the
conflict. Balancing out or eliminating elements will be part of the
narrative and will shape your story first. Z-elements will show
definite outcomes of the conflict. Elements from a conflict roll

cannot be stored icor |atcr scenes.

To make an exam/o/e from a sctt/ng more prone to com[//ct,
let’s assume you are in ancient China and received orders to
rescue the kia’naloloed queen. You are elite soldiers and face
a group Ozfequa//y skilled soldiers in a stand-off. You would
ro//j dice for each side (3vs3) and resolve each element in

your storg.

it you feel one roll would not sugicicntlg cover the conflict you
are in, you could break the conflict into multiple Phases in which

the outcome OF each Phase irnquenccs the dice Pool OF the next

Pl’TaSC.

You can also roll the initial round of conflict incliviclua”9 and base

your dice Pool for the rest of the conflict on the initial outcome.
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RULE OVERVIEW

Elements Yin Yang/ Virtues Characteristic

kindness, idealism, sPontaneity,

1 ;}'\ Wood anger

benevolence curiosity; growth & vitalitg

5| 3 Eorth worry, foth — agreeablcness, honesty 5
anxiety ’ leve”ing, fruition, moderation

4 Metal sadness braverg, intuition, rationalitg, mind;

]2 C a . . - -,

é grleF rlghteousness harvestmg & collecti ng
5|k | wat ‘ Passion, erudition, resourcefulness,

ater ear
ProPrictH wit; retreat & stillness

6 A Qi The omnipotent energy in evergthing.

e Balance Vin & Yang
e Eliminate first Yin then Yang elements = @

° Yang- A balance out a Yin element or create

your Yang element

e Yin- 4, left: automatic failure.

. Ro”ing own element enhances effect Metal Earth
AN\
e resolve consequences (refer to the table) or % {]‘

store for set’cing the next scene

® Success: equal elements of Yin & Yang are left, or Yang dominates Yin
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