
The Emperor’s Heart (ver. 9.10.07)

Warriors and blades danced between the hurtling 
ice atop the starship as it plummeted through the 
planet’s frozen rings.
He placed the chess piece with care.  “They 
cannot be fought at this time, but that does not 
mean we cannot win.”
Shocked, both men stood amazed as their swords 
were deflected at the last moment before she 
said, “I made a promise.  To both of you.  And 
myself.”
The thing glided across the floor with a muffled 
whirr and a click emanating somewhere under the 
endless robes.  He shuddered, for though it 
immortal, it was anything but human.
A thousand metal feet stopped in unison, a 
thousand metal hands drew a thousand swords.  
“If there is no hell for machines, I will make one 
tonight!” she laughed.
What is this game?

The Emperor’s Heart is a roleplaying game set in 
a world of wuxia space opera.  You take up the 
roles of outlaws and rebels determined to 
overthrow the corrupt rule of the Immortal 
Eunuchs and restore harmony to the galaxy.
As a game, it’s designed so you can pick it up and 
start playing in 10 minutes without any 
preparation beyond reading the rules, and get a 
full, satisfying game in 2-3 hours, creating a story 
like you’d get in a pulp wuxia novel or a movie.  
You can choose to play multiple games, 
continuing the story into a larger saga, eventually 
overthrowing the Immortals and restoring the 
Imperial Throne under the Mandate of Heaven.
Space Wuxia

What’s space wuxia?  Start with everything you 
know from wuxia- melodrama, love, betrayal, 
wall-running, flying swordsmen, and one lone 
hero standing against hundreds.
Now add robots, spaceships, and cyborgs.
What do you get?
Sword duels atop starships as they hurtle through 
ice rings (yes you can breathe in space), 

specialized cyborg martial arts, robot armies, and 
outlaws hiding on distant planets.
Things you don’t have- land vehicles (people use 
horses), radio/long distance communication 
(people still use messengers or letters), or guns.  
There’s big cannons, but those are slow and 
unwieldy.
Setting

The end began seven generations ago.

The end began with Immortality.  It began when 
the greatest sages of science and arts crafted the 
Immortal Organs which would extend a person’s 
life indefinitely.  An amazing and untested 
science, the palace Eunuchs convinced the 
Emperor to let them test the technology first, “for 
his safety”, of course.  It was soon discovered that 
while the Immortal Organs did extend the life, 
they also twisted the flesh into a mockery of 
humanity, completely unfitting the Son of Heaven.
So, to this day, the Emperors come and go, but the 
Seven Immortal Eunuchs of the Imperial Palace 
remain, pushing each new Emperor and the lives 
of millions as pawns in their schemes and games, 
while the galaxy rots from corruption, dying under 
the weight of tyranny and excess.
The Outlaws

While most simply suffer and hope things will 
change, others have decided to take their fates 
into their own hands.  The Outlaws have chosen 
to fight the Empire directly- through sabotage, 
assassination, and eventually outright rebellion.
The various factions of outlaws have formed for a 
variety of reasons, some more noble than others.  
Some are still seeking to restore the previous 
dynasty, others are looking to take power for 
their own ends, and others still simply can no 
longer sit by while evil acts.
The Immortal Eunuchs

A dark robed thing that weezes and clicks, it’s 
face hooded from sight, another entity shifting on 
a couch under layers of blankets, and another 
still, simply hovers encased in some iron casket.  
The price of Immortality is humanity, and they’ve 
lost any shred of it at this point.
On paper, the Emperor rules above all, served by 
his ministers and generals to govern All Under 



Heaven.  In actuality, the Emperor is so shielded 
from the actual duties of ruling that he is more of 
a figurehead than anything at this point.  The 
Seven Immortal Eunuchs are the ones who 
command the ministers, the generals, and decide 
how the taxes are spent.
Amongst themselves, there is politicking and 
bickering.  Their games use entire families, even 
planets to push back and forth on issues, each 
hoping to eke out a notch of influence and power 
beyond the others.  They’re bitter old men who’ve 
lost touch with humanity long ago, now simply 
cybernetic freaks scheming to slowly edge out the 
rest and be the sole Immortal ruling the Empire.
Immortality, perhaps

Immortal organs are delicate constructions- 
carefully crafted through secret means, they 
usually take about a decade to fashion, and then 
last 30-40 years.  This gives all of the Eunuchs 
plenty of time to devise schemes and means to 
deprive each other of their necessary 
replacement organs, or to blackmail each other 
into concessions in return for the right to live, just 
a little bit longer.
Only one of these constructions has ever lasted 
beyond a generation- that is the first one ever 
built- The Emperor’s Heart.  It will never stop 
functioning, and has the ability to extend the life 
to a few centuries by itself- enhancing body 
functions and overall health.
Alas, it went missing shortly after the Immortals 
took power, and no one knows where it has gone.  
All of the Immortals secretly suspect each other 
of possessing it, but no one knows for sure.
Space

Unlike reality, space is simply a breathable void- 
heroes don’t explode from zero pressure or 
freeze or boil to death.  It’s sort of like air which 
you can swim through, really, really slowly.  
Gravity still exists, though burning re-entry is not 
a problem.
Starships and Space Travel

Starships are generally blocky, with the sort of 
profile you’d expect from a squarish zeppelin.  
Travel between planets in a solar system is 
usually a few hours, neighboring systems a few 
days, and beyond that a few weeks or months, 
depending on distance.  Within a planet’s gravity 

well, starships tend to fly between 30-80 mph 
depending on their type.
Airships

Far cheaper and more common than Starships, 
Airships are of similar build, usually smaller, and 
also fly about 30-80 mph.
Gliders

Often used in conjunction with Airships and 
Starships for messengers, scouts, or soldiers to 
travel quickly from ship to ship, or down to the 
ground.  Gliders which can fly planetside only are 
called Airwings while those which can travel 
space or from orbit to planet are called Starwings.
Other Travel

Most people use horses, carts, and boats.  The 
standard citizen never gets off of their own 
planet, or usually more than 50 miles from where 
they were born.  Airships allow those more 
wealthy the option of travelling around a planet 
as they can.  
Steambody

While Immortal organs are forbidden to the 
general populace, replacement limbs are 
completely legal and quite common amongst 
laborers, slaves, and some armed forces.  
Steambody limbs are classic steam-punk sort of 
things- heavy, clunky, industrial and very, very 
strong.  
Sometimes people kidnap folks as slaves and 
force the cybernetics upon them.  These “Steam-
slaves” are kept in line by a simple mechanism- 
each of their limbs is built with a special pin that 
breaks after a few days usage, rendering them 
helpless unless replaced.  Slave revolts rarely last 
more than a couple of days.  It takes serious re-
engineering of their bodies to remove this safety 
device.
Imperial Wardogs

Imperial “Wardogs” are robot soldiers mass 
produced, not particularly skilled or powerful, but 
cheap and plentiful if nothing else.The robots are 
probably about as smart as you’d get from levying 
poorly trained farmers, but on the other hand they 
obey orders without question, never retreat in 
fear, and can be kept in storage when not in use.  



Wardogs require a human captain to direct them 
to do anything more complicated than the most 
routine of orders.  Usually there is one human 
soldier to direct anywhere from 20 to 100 
Warbots.  
Captains who see a lot of action are experts at 
directing formations, coordinating with other 
captains, or using clever tricks only robots can do, 
such as hiding underwater to ambush enemies.  
Though, most captains are really just bored 
soldiers stuck on backwater planets who do little 
else than bully the local populace and 
occassionally catch a bandit..  These guys usually 
can do little else than shout “Get them!” at robots 
who are probably smarter than them anyway.
Information Storage

You have holograms, video and audio, but all of 
the devices are large, clunky and noisy- you can’t 
secretly bug or videotape people without their 
knowledge.  Most of the time, people simply send 
messengers, or illiterate folks with the message 
tattooed upon their body. 
What you need to play

- One or more friends to play with you
- 10 or more 6 sided dice, like the kind you get 
out of boardgames
- Chips or counters to serve as Award Tokens.   
You’ll need to have 4 tokens + 2 per player and a 
bowl or container for all of them.
- Pennies, glass beads, or small counters to serve 
as Trait Tokens.  You’ll want 25-30 of these.
- Printouts of the cards or at least legible 
handwritten copies on index cards
- Some scratch paper and a pencil or pen- mostly 
to write down names of characters
Setup

1.  For a Standard game, put 3 Award Tokens in 
the container for each player.  For an Extended 
game, put 4 Award Tokens for each player, and 
for an Epic game put 5 Award Tokens in for each 
player..
2.  A Quick Talk
3.  The group chooses an Outlaw Faction
4.  The group chooses a Scenario
5.  Supporting Cast
6.  Each player chooses a Hero Archetype
7.  Each player chooses 2 Drama cards to go with 
the Hero Archetype
8.  Players can choose to take 1 Artifact if they 

want.
9.  The group chooses 2 Villain Cards
10.  Final Context

Overview

This game is designed to let you set up from 
scratch in 10 minutes or so, and play out a full 
story arc in about 2 hours.  In order to do so, you 
have a little set up to start the game.  You’ll need 
to choose an Outlaw Faction and a Scenario- 
basically the outline of who the Heroes are and 
what they’re trying to do.  Then each player will 
create their own Hero, and finally a couple of 
Villains will be added to the mix.  When it’s all 
said and done, you should have a good idea of 
what this adventure, this story, is going to be 
about- with no idea of how it will turn out.
How long of a game?

The Emperor’s Heart is a designed to play out 
anywhere from 1-2 hours in a game. This is the 
standard setup using 3 Award Tokens per player.  
Some folks want longer games, or find that they 
award tokens very quickly, in which case, you can 
decide from the outset for a longer game.  
Extended games use 4 Tokens per player and 
Epicd games use 5 Tokens per player.  Even still, 
this should not yield more than a 4 hour game.
If you really want more, my recommendation is to 
simply play a second scenario contiueing the 
adventures of your Heroes.
A Quick Talk

Before anything, everyone playing ought to take a 
few minutes to talk about what wuxia movies, tv 
dramas, or books they might have seen and what 
they enjoyed about them.  
This is a little icebreaker to help everyone get in 
the mood, set up some ideas for what your game 
looks like- whether comparatively gritty or 
extremely over the top, and find some common 
ground.  It’s a great way to feel out how familiar 
everyone is with the genre, or not.
The Outlaw Factions

Take some time and look through the Outlaw 
Faction cards.  You’ll find descriptions outlining 
who the factions are and what they’re all about.  
The Outlaw Faction you choose for this game 
determines who the Heroes are, how they know 



each other and what their group goals are.  
Though the Heroes might have all kinds of 
personal drama going on, the assumption is that 
they’re at least allied to some degree through 
this Faction.
Making Awesome Factions

It’s easy enough to just pick a Faction and go, 
right?  But you should also describe something 
that makes your particular part of the faction 
unique.  
Maybe the Red Nebula Society has grown weak 
and complacent, waiting for the end, but your 
Heroes are the firebrands who refuse to simply 
disappear.  Maybe your Phoenix Mountain 
Swordsmen are the last students of the greatest 
master of the age.  Maybe your Dowagers’ Ghosts 
are all the ex-bodyguards of the Dowager, and 
you’ve been exiled from the rest of the Ghosts for 
your failure.
Adding just a little bit not only gives you 
ownership over the Faction, but also starts 
building a backstory everyone can work with to 
set up their characters.  Remember, the cards 
aren’t the story- they’re the skeleton for you to 
build on
The Scenario

Next, look at the Scenario cards.  Each Scenario 
card details a lot of information, but in summary, 
it describes the general locale and situation in 
which the Heroes will be enmeshed.
First, look at Resources- these are things which 
the Heroes and the Outlaw Faction might be 
seeking to acquire- choose one.  Resources are 
the convenient plot device around which the 
adventure revolves.
Second, look at the Turmoil- this is the problem 
going on outside of the Heroes- it shapes the 
general situation and gives you an idea of what 
the local people are going through- it will also 
determine what their priorities and goals are 
when the Heroes come through.
After everyone is happy with the choices of 
Outlaw Faction and Scenario, you have the bare 
bones for the situation- who are the heroes, and 
what are they after.
Making Awesome Scenarios

“What is there to add to a Scenario?”, you  might 
wonder.  Plenty.  Aside from just choosing a 
Resource and being done with it, you should think 
about why your Faction needs the Resource or 
how they heard about it.  
There’s a big difference between needing to get 
the Knowledge of the Secret Star Routes because 
it’s useful to fight the Empire and needing it 
because your leader is dying from a disease and 
it’s cure is rumored to be hidden in one of those 
routes.
Likewise, the Turmoil is a barebone set-up.  
What’s the history?  Why is this problem so 
pressing now?  Did someone screw someone else 
over beforehand?  Did circumstances suddenly 
change to produce this?
Maybe the reason 3 different Immortals all need 
new Lungs is because someone stole two sets.  
Was it another Immortal?  Was it a rebel?  Maybe 
there was an accident.
Take the Scenario card and build a story behind it.
Supporting Cast

Everyone should take a minute and think about 
what sort of characters might be involved from 
the Scenario who aren’t allied with either the 
Heroes or the Villains - mostly characters from 
the local community who are probably wrapped up 
in the Turmoil. 
For example, if you chose the Black Desert 
Scenario, then you want to include the Princess, 
and probably a few of the folks from the Black 
Desert as well - maybe a combination of militant 
rebels and those looking to surrender.  Usually a 
name and a sentence or two is good enough to 
give it some context.
Feel free to scrawl down the names of the 
Supporting cast and a sentence or two describing 
them on some note paper.
Heroes

Hero Archetypes

Now, everyone playing should take a look at the 
Hero Archetype cards.  Listed on each card is 
three Traits that outline the basic idea of the 
Archetype.  Traits not only describe the Hero, but 
also serve to give you an edge in Conflicts (more 
on that later).  Everyone should choose an 



Archetype to base their hero on.  
Drama Cards

Drama cards are bits of background, personal 
issues and subplots that complicate a Hero’s life.  
Think of the Drama Cards as ways to tell 
everyone playing what kinds of trouble you think 
would be most fun for your Hero to face.
Each player should choose 2 Drama Cards and 
describe in more detail how they apply to your 
Hero.  You could be very specific, such as, “I have 
a Hidden Crime- I killed the last leader of the Red 
Nebula Society to get my position”, or more 
vague, “I have an Imperial Sword, and I never 
explained how I got it”.  
Try to tie your Hero’s Dramas into that of other 
Heroes- and feel free to shift it around or change 
it until you feel excited about it.  Just make sure 
everyone knows what you’re going for, because 
they’re going to help that Drama happen in play.
Making Awesome Heroes

Great Heroes begin the moment you start looking 
through the Archetype cards.  Odds are pretty 
good one or two will jump out at you as character 
types you want to play.  Whatever it is you found 
really awesome there, you’re gonig to build on it, 
because you have to like your hero first and 
foremost.
Think about how your Hero might fit into the 
Faction, especially after folks have taken some 
time to give a bit of backstory on it.  Think about 
the Scenario, and how your Hero might get caught 
up in it.  Think about the other players and the 
Archtypes they’re picking for their Heroes and 
how your charcters might play off of each other.   
(For example, the Cynical Maverick and the Young 
Leader make perfect foils for each other)
Now look at the Drama Cards.   Again, look at 
ways to tie your Hero to everything else- the 
Faction, the Scenario, the other Heroes and their 
Drama Cards.  Think of things that might make 
great interpersonal conflict for the Heroes (“He’s 
Under Suspicion, maybe I have a Debt of Honor to 
protect the Faction?  So I’m always riding his 
case...”)
If you’re ever stuck for how to make your Hero 
interesting, there’s always 3 things you can add.  
Blood relations.  Family members- siblings, 
children, parents, half-siblings, etc.  These are 

especially interesting if they happen to be Villains 
or you don’t know that you’re related.  Second, 
you can always add sex.  Unrequited love, 
crushes, secret affairs, legit marriages, 
relationships on the rocks, bitter ex’s, etc.    
Finally, you can add promises your Hero has made 
to others.
Villain Cards

Next, everyone at the table should take a look 
through the various Villain Cards, and choose two 
that will feature in this game session that make 
sense given the Outlaw Faction, Scenario and 
Heroes you’ve just created.  
If the card describes a group, you can choose to 
describe one or more specific villains who are 
figureheads of the group- for example, the Elite 
Soldiers probably have a Captain, or maybe the 9 
Devil Swords of West Chamber, or whatever 
sounds cool and fitting.  You can also decide to 
leave that open and define it during the game as 
well.
Making Awesome Villains

Great Villains aren’t just in the way of completing 
the mission- they’re also tied into Heroes by their 
Drama Cards and beliefs.  They’re personal.  
Blood relatives, ex-lovers, best friends, rivals, etc. 
are always a great way to make a dramatically 
loaded Villain.  
But if you find that a little too contrived, it’s easy 
enough- just ask yourself what kind of character 
would cause the most problems for a Hero given 
their Drama Cards.   If a Hero has Crossdressing- 
clearly there’s a Villain who will be smitten and 
looking to marry.  If a Hero has a Debt of Honor, 
there’s a Villain who is trying (deliberately or not) 
to make her break her word.   If a Hero has a 
Hidden Crime, there’s a Villain who is looking to 
unmask it.
Given that every Hero has 2 Drama Cards going 
on, you’ll probably have no problem finding 
something  to play off of.
Final Context

Everyone should look over the cards that have 
been put into play, and feel free to add some 
details, ask questions, or change things before 
play begins.  Basically, this is the chance to fill in 
anything that you might need to or perhaps switch 
to a better idea if one sprung up during all of this.  



(You can also do some of this during play, but it’s 
often easier to do a once over first).
Use your scratch paper to jot down a few notes- 
most importantly names.  Everything else ought to 
be easy to remember- it’s on the cards.
Playing the Game

The Golden Rule of “What if?”

The Golden Rule of “What If?” is this:  
Anytime during play, anyone can make a 
suggestion about anything- something that could 
happen, a bit of backstory about a character, or 
some history, or anything that seems cool by 
asking, “What if-” and whatever they’re thinking 
about.  
This doesn’t change who’s in control of a given 
element, but it allows everyone a chance to get 
heard, and whoever IS in control can choose to 
take it, leave it, or change it to something better.  
When everyone chips in, it’s really easy to make 
awesome stories, and the rule of “What If?” does 
a lot to make it possible.
Making Awesome “What If?” statements

“What if?” is kind of the secret weapon to this 
game.  It’s the Golden Rule for a reason- it lets 
you and everyone playing make suggestions and 
help guide the game in ways that you think are 
fun.  It also makes it easy to create a great story 
when everyone is contributing.
“What if?” statements can be as simple as “What 
if sparks shower off your swords as you fight?” for 
cool effect, or it can be as deep as, “What if you 
turn out to be brothers this whole time?”    Use 
“What If?” liberally, anytime a good idea comes to 
you.
A list of good “What If’s” that work really well:
What if this character shows up?
What if that’s a lie?
What if that’s the truth?
What if she isn’t who she says she is?
What if she mistakes him for someone else?
What if she grabs the wrong one?
What if they already know each other?
What if they’re related?
What if they’re in love?
What if they’ve made a promise?
What if she changes sides?

What if they attack now?
Awards

At any time during the game, whenever someone 
makes a contribution you enjoy, you can reach 
into the bowl of Award Tokens and give one to 
them.
The contribution could have been great dialogue, 
a nice scene set-up, a “What If?” suggestion or 
anything that you thought was completely 
awesome.
A person can only get one Award Token per 
instance- so even if everyone at the table wants 
to all award her, she would only get one Token 
this time.
When the bowl of Award Tokens is empty, that’s 
it- no more Award Tokens can be given out.  It’s 
probably a good idea to consider ending the game 
soon.  (see Endgame below)
Drama Cards

If any of the subplots or issues around one of your 
Drama Cards resolves, you can remove it from 
your Hero.  Or, if you decide that one changes into 
another, you can trade one Drama Card for 
another.  
The only rule is that you can’t have more than 2 
Drama Cards at one time.  This doesn’t mean that 
all your previous problems magically evaporated, 
it just means that the story isn’t going to focus on 
them right now.
Remember, Drama Cards are your way of 
reminding other players what kinds of scenes, 
stories and trouble you’d like your Hero to be 
involved in.
Types of Characters:

All stories are about people.  In this game, you’ll 
be dealing with a few different types of 
characters and it’s important to know what roles 
they play.  Use a piece of scratch paper to write 
down the names of the characters who show up in 
your story.
Heroes
Heroes are the protagonists of the game, the 
outlaws seeking to overthrow the Imperials.  Each 
player gets to control one Hero throughout the 



game.  Heroes are created during the setup of the 
game, though if you are playing and your Hero 
dies or leaves the story, you can make another, 
even taking a pre-existing character from the 
story and transforming them into a new Hero to 
use.
EXAMPLE
“
Villains
Villains are the antagonists, working for the 
Imperials.  They’re designed as foils to the 
Heroes, though you should feel free to give them 
as much characterization or depth as you feel 
necessary.  Wuxia is full of complex villains, some 
more sympathetic than others, some who switch 
sides, etc.  Villains can be detailed during setup 
or duing the game itself.
Different players can take turns controlling 
Villains.  
EXAMPLE
“Snow brushes back her hair and gives the 
cruelest glance over a bittersweet smile- ‘I 
wouldn’t try that if I were you’, and her hand 
calmly rests upon the hilt of her blade.”
Support Cast
Supporting Cast characters are those who aren’t 
Heroes or Villains, yet key players in the story 
being created.  They’re often the leaders of 
communities, followers, friends, contacts, love 
interests, etc.  Support Cast characters can be 
made at anytime, and probably will spring up a lot 
through Scene Players creating them on the fly or 
other players using “What if?” suggestions.
EXAMPLE
“Tears pour down Uncle Gao’s face as the temple 
burns.  ‘They raised me when my mother died, you 
know’.  His hand clenches tightly around his 
hammer, the drawing his knuckles white.”
Extras
Extras are all the characters who don’t really get 
a name, voice, or agency to make decisions.  
Mostly, they’re followers or background crowds in 
scenes.  Usually they don’t really interact with the 
Heroes or Villains except as scenery or endless 
numbers to be beaten down in the face of real 

power.
EXAMPLE:
“Pouring out of the Emperor’s sanctum come 
hundreds of robot soldiers, marching as one, red 
eyes glowing as their speartips probe for an 
opening with which to end your life”
Scenes

Players will get to take turns going around the 
table setting up scenes focused on the other 
players’ Heroes.  The player whose turn it is, is 
known as the Scene Player.
1. Set the Scene

When it’s your turn to direct a scene, start by 
describing the scene- where is it happening, who 
is there, what’s the general gist of what’s going 
on?  You can describe what the Heroes are 
attempting (“You’re trying to sneak into the 
palace, when...”), just be sure to listen to “What 
if?” input from everyone.  You don’t want to set up 
a scene that totally stomps over someone’s idea 
of their Hero.
You can make up places, people, or objects as you 
feel necessary for the scene.  
2.  Assign Villains & Supporting Characters

Feel free to make decisions for Supporting Cast & 
Villains, and/or give them to other players to 
control and play during the scene.  
You might want to add details beforehand, 
(“Actually, the captain is jealous that he was 
passed up for a promotion...”).  Again, listen to 
“What if?” input as you go.
2. Add Trouble

Then, add trouble.
Describe something that goes wrong, a discovery, 
an accident, a plot twist, sudden opposition, or 
anything that spells trouble for the Hero.  
It doesn’t have to necessarily be trouble for what 
they were trying to do- running into an ex-lover 
while trying to sneak into the palace might not 
stop you from doing that, but it certainly 
increases the tension and the drama of the game.
3.  Conflict?



Whenever two characters come to odds and 
decide to do something about it, you have a 
conflict on your hands.  
Does the Conflict involve at least one Hero?  If 
not, the Scene Player can simply decide the 
outcome.  Otherwise, use the Conflict rules 
outlined below.

Conflict Outline:

1.  Players declare Goals for involved characters.  
Characters with similar Goals are lumped 
together as a group.
2.  Heroes (or groups of allied Heroes) get 2 base 
dice for their Dice Pool.  Supporting Cast or 
Villains get 3 base dice for their pools.  Immortals 
get 4 base dice for their Dice Pools.  (groups of 
mixed characters use the highest number of base 
dice)
3.  Players can choose to have their Hero Go All 
Out (increasing the dice pool to 6 dice).  Only one 
Hero can Go All Out on a given side.
4.  Each side can choose to spend Traits to add 2 
dice to their respective dice pool.  Put a Trait 
Marker on the Trait to indicate it has been spent.  
Describe how the Trait helps the character in this 
situation.
5.  Each side can choose to spend Award Tokens 
to get extra dice in their dice pool, getting one 
extra die per Award Chip spent.  
6.  All sides roll dice, look at the highest die in 
the group.
  a) If tied, all tied sides remove 1 die.  Either side 
can choose to give up or go back to step 3.  
Describe how the conflict rages but doesn’t yet 
resolve favoring anyone.
  b) If one side has the highest die, they’re 
considered to have the “Upper Hand”.  That player 
or group of players can describe how those 
characters gain the advantage and are in a 
winning position.  
If this is the second time in a row the same side 
has gotten the Upper Hand, then the conflict is 
over and they win.  Describe how the Conflict 
ends in their favor.
If not, then go back to step 3.

Conflict in Detail:

1.  Goals

After a conflict has been declared, players should 
declare if their Heroes are getting involved, any of 
the Villains or Supporting Cast, and what they’re 
all trying to do.  It’s best to lump characters into 
groups based on common Goals rather than have 
an 8-way Conflict.
The Rules of Plot Immunity:
Until Endgame is declared, you cannot call for 
conflicts that resolve acquiring the Resources, end 
the Turmoil of the Scenario, or kill off a Hero or 
named Villain.
(HOW TO SET GOOD GOALS- RAISING THE STAKES, 
etc.)
2.  Dice Pools

Heroes and groups of Heroes get 2 base dice to 
start with in their Dice Pools.  Villains and 
Supporting Cast get 3 base dice.  Immortals get 4 
base dice.
3. Going All Out

During Conflicts you can have your Hero do 
something special, called, Going All Out.  Going 
All Out means your Hero is  pushing herself 
beyond all limits.  
Increase your Dice Pool to 6, regardless of how 
little dice you had before (including 0).  Continue 
with the conflict as normal- win or lose.
At the end of the conflict, win or lose, roll a single 
die.  You can choose to spend Award Tokens to 
get extra dice for this roll- one per extra die.  
Roll your die or dice and if at least one of the dice 
comes up with an odd number,  your Hero 
survives.  Otherwise, she dies (or otherwise leaves 
the story in a permanent fashion).
Dead Heroes?
If you find that your Hero has died before 
Endgame, make a new Hero- grab a new 
Archetype and two Drama Cards, and an Artifact 
if it makes sense.  
Your new Hero might be an existing character 
(such as a Villain switching sides!  or a Supporting 
Cast character), or maybe someone connected to 



another Hero, like a friend, mentor, or family 
member.
4.  Spending Traits

Players can choose to have their characters spend 
Traits to get extra 2 dice added to the Dice Pool 
for each Trait spent.  
- Heroes can spend Traits from their Archetype 
cards or from their Outlaw Factions, or spend 
their Artifact like a Trait.  
- Villains spend Traits from their Archetype Cards 
and possibly from the Scenario.  
- Supporting Cast can spend Traits from the 
Scenario Card.
Use a marker to indicate that the Trait has been 
spent.  You can’t use it again for this game 
session.  Be sure to describe how the Trait helps 
out!
5. Spending Award Tokens

Players can spend their Award Tokens for extra 
dice at a one to one ratio.  Remove spent Chips 
from play. 
6.  Rolling Dice

All sides roll their Dice Pools, looking at the 
highest die rolled.  
Tied:
If tied, they remove one die from their pool.    Go 
back to Step 3.
If one side has 0 dice left and no one goes all out, 
that side loses.  If both sides have 0 dice left and 
no one goes all out, both sides fail horribly or the 
conflict otherwise doesn’t resolve.  Often it is 
easy enough to narrate an accident of the 
environment or a third party interrupting the 
conflict.
Winner:
The side that has the higher die is said to have 
the Upper Hand.  That side should describe how 
those characters take the advantage.  
If this side has taken the Upper Hand twice in a 
row the conflict ends and they win.  Otherwise, go 
back to Step 3.

Ending the Scene

Shortly after a conflict ends, you should end the 
scene and let the next player take their turn.  
If no conflict looks like it’s going to occur, you 
should probably also end the scene after a few 
minutes- consider it a segway, foreshadowing or 
exposition and cut it quickly.
Endgame

When the bowl or container for Award Tokens is 
empty, anyone, at any point, can declare 
Endgame.  After Endgame is called, each Player 
gets one more turn to set up scenes.  Unlike the 
rest of the game, you can and should set the 
scenes spotlighting your own Hero.  Any other 
player can take control of Villains and Supporting 
Cast if your Hero happens to be in conflict with 
them.
During these last scenes each of you can use 
Conflict rules to have your Hero:
- Acquire the Resource for the Outlaw Faction
- Resolve the Turmoil described in the Scenario 
Card
- Or resolve any other major goal/conflict the you 
find interesting
Campaign Play

Each game session sets up a single adventure, a 
chapter of play.  What if you want more than that?  
It’s easy enough- the rules aren’t much different.
Heroes

If you’re playing a new chapter with the same 
Heroes, you’ll probably want to use the same 
Archetypes and Drama Cards from last time for a 
sense of continuity.
But what if the Heroes have changed during the 
course of the game, or between chapters?  Feel 
free to give them new Drama Cards or even a 
whole new Archetype if it makes sense.  Just be 
sure to let everyone know so they’re not confused 
during play.
Maybe 7 Star Wei isn’t Under Suspicion anymore, 
but now carries a Debt of Honor?  Or has Tiger Lu 
given up being a Wild One and instead now is an 
Old Master?  Feel free to let your Heroes grow and 
change.



New Heroes

The other thing to consider is using new Heroes 
entirely- Outlaw Factions might number in the 
hundreds or thousands.  You might want to follow 
and entirely different branch of the faction in a 
new adventure and tell a story that happens 
before, simultaneous, or after the last game 
you’ve played.
Or maybe it’s a mix of Heroes.  What if the 
Apprentice from the last game is now the Old 
Master and most of the Heroes are the new 
generation of Outlaws?
Resources

Outlaw Factions retain Resources gained from 
previous games in Campaign Play.  Resources 
become additional Traits for an Outlaw Faction in 
future games, if you choose to continue the story 
of their struggles.
This is the only way you get “more powerful”- the 
Faction gets more Traits to spend- the individual 
Heroes do not grow mechanically.
Turmoils

So what happens if you want to use the same 
Scenario again, perhaps going for a new Resource 
or trying again for one failed before?   The group 
should come up with an entirely new Turmoil to 
describe the situation.  
You might even want to modify the Traits as well- 
the Outlaws’ last adventure might have left the 
community in shambles, or well on it’s way to 
success.
Overthrowing the Empire

Campaign play lets you actually play to the end of 
the saga- the final showdown between the 
Outlaws and the Immortals.   It’s actually pretty 
simple.
Defeat the 7 Immortals.  Since only one Immortal 
can show up per game, you have to play a 
minimum of 7 games, defeating one of the 
Immortals each time.
Odds are, though, that you probably want to 
spend a few games getting some extra Resources 
first, but if you’re willing to sacrifice a lot Heroes, 
it’s not impossible.

Important Playtest-y Information!

My email:
yeloson@earthlink.net
Things I’d love to hear about:
1) How long of a game did you play?
2) How was setup- easy/hard?
3) How was the game itself?  How easy/hard was 
it to make a fun story?  Did the conflict rules give 
you tense back and forth? 
4) Did anyone Go All Out?
5) Things you wish you could do?/Didn’t have to 
do?
6) Anything else?
Please let me know!
Chris


