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Single Combat 水 
When you do single combat with someone, roll with 
Water. (7-9 choose two, 10+ choose three). Your foe 
makes their own choices and then you both reveal si-
multaneously. PC weapon specialists and NPCs may 
add their weapon’s moves to their list. You can’t keep 
your guard up against a weapon move unless you your-
self also have access to that move.

	UKeep your guard up: Designate one option be-
low; if your foe chooses it, ignore its effects

	UShow off your skill: Dismay, impress, or fright-
en your foe or onlookers

	UBreak their structure: They lose their balance, 
mobility, vision, weapon, or similar

	UPress the attack: Wound your enemy; PCs in-
crease their Self Attachment by one

	UDisengage: Retreat to safety (otherwise, they 
can opt to keep you engaged)

Show Them How you Feel 火 
When you display raw, unbridled emotion with an im-
passioned speech, portentious action, or artistic flour-
ish, roll with Fire. On a hit, choose one.

	UYour display moves or convinces someone watch-
ing. They’ll do something you want, though they 
may need an additional bribe, threat, or other 
motive.

	UOnlookers stop what they’re doing and listen 
until your speech or action finishes, or you start 
a fight yourself.

On a 7-9 GM also chooses one.

	UYou drop your guard. Someone watching gets to 
ask a question of you; answer truthfully

	UYour display upsets, insults, or disgusts some-
one—maybe the same one you moved or con-
vinced

	UWhile you’re busy crying/shouting/singing/
whatever, an important detail escapes your notice

Commune with Gods or Spirits 空  
When you invoke or evoke the spirits, name whom you 
wish to contact, how you contact them, and what you 
want to learn. Then roll with Void. On a 10+ choose two. 
On a 7-9 choose one.

	UThe spirits guide your next move and it’ll be ob-
vious when they do it. Take +1 Forward to act as 
they command

	UYou secure a small blessing for your surround-
ings: protection from evil, lush crops, etc.

	UYou gain insight into the situation. The GM re-
veals an important secret

	UYou do not attract malevolent spirits’ attention

Disobey Orders 取  
When you countermand orders from a PC superior of-
ficer, roll with your Bond with them. On a 10+ choose 
two, on a 7-9 choose one.

	UYou get the troops to follow your lead, not theirs

	UYou conceal your insubordination

	UYour Attachment to your superior officer doesn’t 
increase by one

Resist/Indulge your Attachment 取  
When you fight the temptation to defend your attach-
ment or struggle to act on its behalf, work out with 
the GM what it is you’re afraid you’ll do—or want to 
do. Then roll with that attachment. On a miss, you 
hold stead and mark experience as normal; act as you 
please. On a hit, immediately give into temptation. On 
a 7-9, increase that attachment by one.

	UDrive: Secure the aid, admiration, or sympathy 
of a NPC who shares your Drive

	UBond: Grant the object of your Attachment a re-
roll on a move they just attempted (or force one)

	USelf: Draw power from pain to perform one 
physical action normally beyond you. If you ap-
ply this benefit to an act of violence, pick an extra 
option on a hit; but if it targets a PC, they get to 
mark experience as the target of an Attachment 
move

Betray your Attachment  取  
Up to once per game session, when you dramatically 
betray an Attachment—acting in contravention of your 
values (Drive), backstabbing a lover (Bond), or pushing 
yourself to self-destructive action (Self)— you seize 
control of the game’s conversation for a moment. Nar-
rate freely how your sudden, dramatic, course change 
propels you to unexpected success and victory. After-
wards, change your attachment to something else.

Withdraw from the World 
 地  水  火  風  空  
When you absent yourself from the stress of the world 
for a period of rest, study or recovery, name your mode 
of contemplation and roll with its matching ring. On a 
hit, reduce by one an Attachment appropriate to your 
means of withdrawal. On a 10+ also choose one: 

	UYou feel free: reduce a different Attach- ment by 
one

	UYou made something beautiful as part of the pro-
cess: as a 7-9 on create art 

	UYou gained insight: tell us what you learned and 
take +1 forward to act on it

Every time you collect five XP, reset to zero and take an advancement.
You can’t choose any of these options twice.

	Uadd one to Earth (max +2)

	Uadd one to Water (max +2)

	Uadd one to Fire (max +2)

	Uadd one to Wind (max +2)

	Uadd one to Void (max +2)

	Uspecialize in a weapon or piece of gear, chosen from the gear list (page 72)

	Uget a new move from your Allegiance or Role

	Uget a new move from your Allegiance or Role

	Uget a new move from any Allegiance or Role

	Uget a new move from any Allegiance or Role

	Ugive a section you command special training: stealth, seamanship, etiquette, or some other useful skill they 
didn’t have before

	Ufreeze one of your Attachments, other than Self; if a rule would tell you to increase or decrease it, increase or 
decrease a different Attachment instead

	Uraise an additional section to command from one of your playbooks, if one is available

Your fifth and subsequent advancements may come from the following list.
You can’t choose any of these options twice.

	Uadd one to any Ring (max +3)

	Uadd one to any Ring (max +3)

	Uretire your character to safety

	Uchange your Role or Allegiance

A DVA N C E M E N TS

Some moves rely on a particular ring.
地	 Chi	 Earth		  the material world, wealth, crafts, objects
Moves: endure, kit them out, create art, withdraw from the world
水	 Sui	 Water		  physical fitness, martial arts, athletics
Moves: endure, order the troops, single combat, withdraw from the world
火	 Ka	 Fire		  social skills, emotion, leadership
Moves: endure, order the troops, show them how you feel, withdraw from 

the world
風	 Fū	 Wind		  intellect, senses, insight
Moves: endure, reconnoiter, create art (ephemera such as poetry, music, plays, 

and other such compositions), withdraw from the world
空 	 Kū	 Void		  darkness, philosophy, spirit, magic, religion
Moves: endure, implement a stratagem, commune with gods or spirits, 

withdraw from the world

R I N G R E F E R E N C E


