Playtest v.2 (Big Bad Con 2023)

By Daniel Kwan & Liana Mackenzie



WANDERING BLADES
OUICHSTART GUIDE

Game Design by

DANIEL KWAN &
LIANA MACKENZIE

@danielhkwan & @valorliana

Graphic Design Consultation by
WILL PARKS

@willdparks

Branding by

VERONICA ING

Links:

danielhkwan.com

valorousgames.com
patreon.com/danielhkwan
willparks.ca

helloveroni.ca



DESIGNER’S NOTE

I hope you enjoy this quickstart guide to Wandering Blades! This has been a
passion project of mine for along time and | am so proud to have made it this

far!

This quickstart will be used at Big Bad Con 2023 and will walk you through
character creation, combat, and the youxia starting class.

A couple of things that are still a work in progress:

Item/gear costs. As the game grows, we will add item costs to help GMs
run the game.

Weapon guard values and special features. Some of the weapons

are incomplete. Liana and | are going to be working on those and likely
adding a series of special features that can be added to weapons if you
want to try making your own.

Qi abilities. We will be working on adding at least 4 more qi abilities to
the game ahead of Big Bad Con.

Classes. We are working on finalizing at least 3 more classes so folks
can play as a group. The youxia itself will have multiple schools with
distinct martial arts techniques in future releases.

Character sheets. Unsurprisingly, this has been one of the most
difficult parts of the design process so far. I'm going to likely have to hire
someone to help me out with this.

| hope you enjoy it!

- Daniel



1 CHARACTER CREATION
CHARACTER FUNDAMENTALS

Step 1: Determine Step 2: Create Step 3: Select

* Attributes * Drive * Character Class
* HitPoints * Keepsake e Techniques

* QiPoints * Connection * Equipment

» Dodge

* Carrying Capacity
e Speed

ATTRIBUTES

A player character's (PC) attributes represent the characteristics that define
their abilities and how they will react in different situations. There are four
attributes that each character possesses: Strength, Agility, Focus, and
Intellect.

Strength represents a character’'s physical power. It determines how much
weight they can carry, how hard they can hit, and their ability to perform
physically demanding feats. Strength is used to determine item slots.

Agility represents a character's quickness, coordination, and reflexes. It
determines how fast a character can move, how well they dodge attacks,
and their ability to perform tasks that require dexterity. Agility is used to
determine dodge.

Focus represents a character's mental fortitude, discipline, determination,
perceptiveness, and wisdom. It determines how well a character can
concentrate, resist mental attacks, and the amount of gi they can cultivate.
Focus is used to determine qi points.

Intellect represents a character’'s knowledge of the world and problem-
solving skills. It determines how well a character can assess situations, learn,
and find creative solutions to problems. Intellect is used to determine the
number of techniques a character can know.
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Each attribute has an attribute bonus and an attribute score. These are
determined by rolling 4d6 and assigning each roll to an attribute. The value
of eachrollis the attribute’'s bonus. An attribute’'s score is determined by
adding 10 to the bonus. For example, if you roll 3d6 for your character's
strength and get a 2, 4, and 6, their Strength bonus will be +2 and their
Strength score will be 12.

Rolling for attribute bonuses and defences is a great way of creating
characters with interesting flaws and strengths. However, if you wish to
choose your own flaws and strengths based on a character concept, you
may instead distribute 14 points as you wish between all four attributes. All
attributes must have at least 1 point, and can have no more than 6 points.

HIT POINTS

Hit Points (HP) represent a character’s health and vitality. They are a
measure of a character or non-player character’s (NPC) ability to avoid

or withstand serious injury. A character's hit points are determined by
rolling their class hit die (HD) during character creation. When creating a
character, roll their class HD to determine their starting hit points. Each time
a character gains a new level, they are able to roll their class HD to increase
their hit point maximum.

When a character or NPC takes damage, their hit points are reduced by that
amount. At 0 hit points, they are susceptible to wounds, which are serious
injuries that can result in death.

Optional Rule: Instead of rolling class HD when creating a character, the
table can agree to starting at maximum HD (the highest possible roll). As
characters advance, characters gain 2 their hit dice with each new level.

OI POINTS

Every character in Wandering Blades uses qi to aid them in their adventures
by performing martial arts techniques and incredible feats. The amount of
qi that a character can wield is measured by gi points. A character’'s base qi
points are equal to their Focus bonus.



Dodge represents a character’s ability to avoid being hit by an attacker. It
is determined by a character's Agility score. In combat, characters can also
rely on their equipment to guard against blows.

CARRVING CAPACITY

Carrying capacity represents how much weight a character can carry
before becoming encumbered. This is represented by a number equal to a
character's Strength score.

Weightin this game is calculated in the number of item slots an item takes
up. To keep things simple, items like a backpack do not count towards
carrying capacity since a character would use them to store their items.

A character's speed determines how fast they move in combat. This is
measured in feet and is determined by multiplying a character’s Agility bonus
by 10 (ex. +2 agility = 20 ft. move speed). In combat, character speed can be
used abstractly or measured on a grid.

Each character has a drive - a strong inner motivation, passion, or desire
that they pursue as part of the shared story of the table. A character's drive
is a powerful force that shapes their behaviour, personality, and actions.
Once per session, a player can tap into their character's drive to
automatically succeed on a single die roll. They must justify how their drive
helps them succeed.

Each character starts with a keepsake, a small item that is kept as a
treasured memento. It can be anything from a piece of jewellery to a letter
that holds sentimental value. A character's keepsake is very likely tied to
their drive. This item does not take up an item slot and cannot be a weapon.
Keepsakes are used to help craft a character’'s backstory.
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CONNECTION

A connectionis an important relationship that a character has with

another member of the party. This connection can be romantic, platonic,

or even strained. What's important is that the connection one PC has with
another serves as a way to collaboratively create entanglements within the
backstories of every player. This can be related to a character’'s drive and
keepsake, or be something completely independent of those! Connections
are primarily used by the GM to create interesting role play opportunities and
challenges.

CHARACTER CLASS

In Wandering Blades, a character's class defines what they can do and their
worldview. During initial playtesting, there will be five character classes
rolled out over the coming months in later versions of this document:

* Youxia-awandering hero who protects the innocent and seeks to
correctinjustices using their martial skills and diplomacy.

* Vagabond - an adaptable and resourceful traveller without a home

* Bandit - a skilled outlaw who operates outside the laws of the jianghu or
miaotang.

e Apothecary - a master of medicines and poisons.

* Daoshi-ascholar who studies mysteries and the occult.

CLASS FEATURES
Each class has its own set of class features. These outline a class hit dice,
starting equipment, and unique adventuring features.

Bonus Qi: Each class receives bonus qi points at each level. These add to
their base qi point pool.

Techniques: Characters start with a number of known techniques

determined by their class. When a character levels up, they are able to select
1 new technique.
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TECHNIQUES

Techniques are martial powers and special abilities that require qi points
to use. There are four types of Techniques: Combat, Reactive, Support, and
Esoteric.

e Combat techniques are special martial arts attacks. In combat, unless
itis otherwise stated, a character can only use one combat Technique
per turn.

* Reactive techniques are used in response to what is happening during
a scene. In combat, reactive techniques can only be used once per turn.

e Support techniques are used to aid your allies or disrupt adversaries in
combat. In combat, support techniques can only be used once per turn.

* Esoteric techniques are magical actions. They require item slots to use
because of the paraphernalia (such as manuals) required to wield them.
In combat, esoteric techniques can only be used once per turn.

LEARNING TECHNIQUES
Characters start with a number of known techniques determined by their
class. When a character levels up, they are able to select 1 new technique.

Optional rule: Seeking Knowledge

Instead of adding a technique every level, new techniques must
either be learned from martial arts manuals, masters, or through
creativity and diligent practice (negotiated with the GM).
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2 CHARACTER CLASSES
THE YOUXIA

You are a youxia [yo she-ah] - a wandering hero who protects the innocent
and seeks to correct injustices using their martial skills and diplomacy. You
are neither a knight or a bandit. You have no allegiances to orders, monarchs,
or noble families. Driven by an unwavering sense of justice, you avenge
wrongs and help the poor - often through acts of violent heroism.

YOUXIA CLASS FEATURES
Class Hit Die - 1d10 per level. Level | Bonus Qi | Signature
Points Weapons
Starting equipment - 1 weapon, 1 piece of 1 2 1
light armour, Traveller's Kit
2 2 1
Martial Arts Sect - You are a disciple of a 3 3 2
martial arts sect.Your time spent as a disciple | 4 3 2
has granted you a distinct martial arts style
5 4 3
and as such, you have mastered secret

techniques.

Hero in Disguise - You have a unique disguise, persona, and identity that
allows you to blend into certain areas (GMs discretion). Any non-combat
checks that leverage your disguise are amplified. This false identity must
be alabourer, peasant, or farmer. It takes less than an hour to become their
alter-ego and they can remain in it indefinitely or until they are discovered
or reveal their martial prowess. Once a youxia removes their disguise or is
discovered, they may not use it again until they have completed a long rest.

Signature Weapon - You have a few signature weapons that you wield, each
with their own unique name. A signature weapon deals damage one category
higher without changing the weight category. The number of signature
weapons a youxia can possess is dependent on their level. When you
attempt to use your signature weapon to influence the outcome of a social
situation, your rolls are amplified until you fail a check.
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YOUXIA TECHNIOQUES

A youxia starts with two general techniques of their choice and one from a
martial arts sect of their choosing. When a youxia gains a new level, they may
add either one general technique or one from their chosen sect.

GENERAL TECHNIQUES

* Focused Strike (1 Qi Point - Combat) - A single attack is amplified and
cannot be modified by a target’s Guard.

* Focused Dodge (1 Qi Point - Reactive) - Add your Focus bonus to your
dodge against a single attack.

e Disarming Strike (1 Qi Point - Reactive) - Disarm an adversary - make a
check against their Agility score to disarm an opponent. If able, you may
take and ready their weapon.

* Heroic Strike (3 Qi Points - Combat) - Deal maximum damage on a single
attack. This technique can be declared after an attack resolves.

MOUNTAIN ORCHIRD SECT TECHNIOQUES

e Twilight Thrust (1 Qi Point - Combat) - You may move in a straight line
and make an Attack as a single action.

e Gale Slash (2 Qi Points - Combat) - A single attack creates a gust of
wind that can knock a single opponent within close to mid-range off
balance. They must make an Agility saving throw with a difficulty equal
to your attack roll. On a failed roll, they must use an action to regain their
footing.

* Moonlit Swordplay (2 Qi Points - Combat) - Using a single attack action,
strike two nearby adversaries with a single attack roll. You may add one
qi point for every additional target.
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3 EQUIPMENT
CURRENCY

Coinage in Wandering Blades is abstracted into a single currency (referred to
as coins) instead of splitting them into different denominations.

EMCUMBRANCE

When a player character is carrying more items than their carrying capacity,
they become encumbered. An encumbered character's rolls are all hindered
(-5 penalty).

Weapons have the following qualities:

e Weight category - a weapon’'s weight category determines how many
item slots it takes up in a character’s carrying capacity. There are three
weapon weight categories: Light (1 item slot), Medium (2 item slots), and
Heavy (3 item slots).

e Damage category - a weapon's damage category determines what
damage die is rolled upon a successful attack. There are three weapon
categories: Light (1d6 damage), Medium (1d8 damage), and Heavy (1d10
damage). Some situations (such as a technique or injury) may call for
damage to be rolled at a category higher or lower. In this case, damage
dice are adjusted along this scale: 1, 1d4, 1d6, 1d8, 1d10, 1d12, and 1d20.

e Guardvalue - each weapon has a fixed guard value (GV) that represents
a pool of d6s that can be expended in combat to reduce the total of
incoming attack rolls. Once the guard of a weapon is expended, it
cannot be restored until they take a long rest or visit a blacksmith.
Some weapons (such as staves, bows, and crossbows) are destroyed
once they are used to guard against an attack. As such, they cannot be
repaired.

* Special features (optional) - some weapons also have special features,
like a range value.
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WEAPON TABLE

Name Cost Guard | Special Feature(s) Damage & Weight
(coins) | Value
Dagger 1 Mid-range (thrown)
Jian 3 -
Axe 2 Light (1 item slot, 1d6
damage)
Meteor 2 Mid-range, cannot
Hammer block melee attacks
Staff 2* Mid-range, two-
handed
Dao 3 -
Bow 1 Long range
Medium (2 item slots,
Mace 1d8 damage)
Spear 3 Mid-range, two-
handed
Zhanmadao 3 Mid-range, two-
handed
Greataxe Mid-range, two-
handed
Trident Mid-range, two- Heavy (3 item slots
handed 1d10 damage)
Long-range (thrown)
Dagger-Axe 4 Mid-range, two-
handed
Crossbow 1* Long range. Can only
attack once per turn.

*Using this weapon to guard renders it destroyed.

12
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Weight category - an armour's weight category determines how many

Various types of armour have the following qualities:

item slots it takes up in a character’s carrying capacity. There are three

armour weight categories: Light (1 item slot), Medium (2 item slots), and

Heavy (4 item slots).

Guard value - each type of armour has a fixed guard value (GV) that

represents a pool of d6s that can be expended in combat to reduce the

total of incoming attack rolls. Once an armour’s total guard value has

been expended, it cannot be restored until they take a long rest or visit

an armourer.

Special features (optional) - some types fo armour also have special

features.
ARMOUR TABLE
Name Cost Weight | Guard | Special Feature(s)
(coins) Value
Padded Light 2 N/A
Leather Medium | 4 Speed penalty (5 ft)
Lamellar Heavy 6 Speed penalty (10 feet), checks
Iron related to stealth are hindered
Shield Medium | 3 -1 damage taken while equipped,

but unable to wield heavy weapons

Can wield alongside light and
medium weapons

Wandering Blades | Equipment

13



IMPROVISED WEAPONS & ARMOUR

Mundane items/improvised weapons have damage values associated with
their weight, but attacks made with them are hindered (unless otherwise
stated).

Mundane item guard values:

* Small objects (ex. book, vase, bucket, etc.) - 1 guard value
* Medium sized objects (ex. chairs) - 2 guard value

» Large objects (ex. tables) - 4 guard value

If you are ever uncertain about the guard value of an everyday item,
the GM can decide.
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EQUIPMENT KIT TABLE

Name

Cost
(coins)

Contains

Weight

Scholar's
Kit

Backpack, bedroll, flame stick, 2 days rations,
set of books and scrolls, set of writing
materials, regional map, compass, and small
magnifying glass

Apothecary
Kit

Backpack, bedroll, flame stick, 2 days rations,
bandages, salves, gourd water bottle, bag of
dried medicinal plants, grinding and mixing
tools, small set of containers, and reference
books on medicinal plants

Traveller's
Kit

Backpack, bedroll, flame stick, torch, walking
stick, heavy cloak, compass, gourd water
bottle, 5 days rations, rope (30’), regional map,
and dagger

Warrior's
Kit

Backpack, bedroll, flame stick, torch,
compass, gourd water bottle, 3 days rations,
whistle, dagger, whetstone, and regional map

Thief's Kit

Backpack, bedroll, gourd water bottle, 2 days
rations, flame stick, set of dice, grappling
hook, rope (60'), dark cloak, lock picks, vial of
oil, and makeup for disguises

Merchant's
Kit

Backpack, bedroll, gourd water bottle, 3 days
rations, lamp and oil, fire striker, personal seal
and ink, set of writing materials, and a fine
piece of jewellery

Artisan's
Kit

Backpack, bedroll, gourd water bottle, 1 days
rations, lamp and oil, fire striker, and either a
musical instrument or set of brushes, ink, and
paper

Potion
Case

A case for potions. Each case has 3 slots for
potions. A Potion Case has a Guard rating
equal to the number of full potion vials
contained within it, and if used to guard the
case, along with all potions are destroyed and
anybody in close range is hit by all potions and
receives their topical effect.

Wandering Blades | Equipment
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L] 0I
OI IN CHINESE CULTURE

Qiis a fundamental component of Chinese culture with significance in

the realms of spirituality, medicine, martial arts, ethics, and philosophy.
Understandings of gi are incredibly nuanced and fluid, having evolved
throughout the course of China’s long history. Within the context of wuxia,
xianxia, and xuanhuan, gi is portrayed as the vital energy that exists in all
things.

OI POINTS

Each character has a pool of gi points that represent their inner discipline
and ability to use their martial arts and esoteric techniques. A character's qi
poolis determined by their Focus bonus plus any bonus qi points provided
by their class.

Characters use qi points for techniques and qi abilities. Unless otherwise
stated, gi abilities can only be used in combat on your turn. Qi points can be
restored when healing. During a short rest, a number of gi points restored is
equal to a character's Focus bonus. During a long rest, a character's qi pool
is fully restored.

Qi Ability Qi Cost Effect

Deadly 1 Reroll all damage dice for an attack and keep the
Intentions new total.

Intense Focus | 1 Amplify your next d20 roll.

Visualization |1 Automatically succeed on a saving throw.
Essence of 1 In collaboration with the GM, a friendly NPC from
the World your character’s past joins a narrative scene.
Meditative 1 Spend 1 gi point to regain hit points equal to a roll
Healing of your class hit point dice.

Escoteric Variable Spend 1d6 per gi point to guard against an incom-
Guard ing attack. This can be used during an ambush.
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5 CHECHKS & SAVES
ROLLING & DIFFICULTY

When a character attempts to do something where the outcome is risky

or uncertain, they attempt a Check by rolling 1d20 and adding a relevant
Attribute Bonus. To succeed, the roll must be equal to or greater than the
Difficulty Rating (DR) of the roll. If the Check is opposed by a character or
NPC, success is based on whoever has the highest roll. Saves are a type of
Check used to avoid bad outcomes brought on by risky situations. Difficulty
Rating is determined by the GM.

Here are some recommended difficulty scores:

* Moderate-DR 12

* Challenging-DR 15
» Difficult-DR 18

. Futile - DR 20

AMPLIFIED & HINDERED ROLLS

Martial arts techniques, gi abilities, and even narrative situations can provide
favourable or unfavourable die rolls for players and NPCs. When a situation
calls for aroll to be more effective, it is amplified. For example, attacking a
prone character or empowering a strike with gi. When a roll is amplified, the
player receives a +5 bonus. This bonus cannot be applied multiple times to a
single roll.

On the contrary, in a situation that calls for a die roll to be less effective, such
as attacking someone shrouded by smoke, it is hindered. A hindered roll
receives a -5 penalty.

If ever a situation is unclear, the GM is always able to collaborate with
the players to determine if a roll should be amplified or hindered.
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6 COMBAT
COMBAT BREAKDOWN

Resolve ambushes
Determine Initiative
Determine Fast and Slow Turns

b=

Resolve Fast Actions
*  Move
¢ Usetechnique
* Attack
* Guard
e NPCmorale
5. Resolve Slow Actions
*  Move
¢ Usetechnique
* Attack
* Guard
e NPCmorale
6. Repeatsteps4to5

INITIATIVE

If it is narratively unclear who acts first in combat, an initiative roll is used
to determine whether the party acts before the GM, or vice versa. Each
player and the GM roll 1d20 and add their Agility bonus. If there are multiple
adversaries, the GM makes a single Initiative Roll using the highest Agility
bonus available. If any of the players rolls higher than the GM, the entire
party goes first.

AMBUSHES
During an ambush, before initiative is rolled, targets are unable to use Guard
from items and equipment to reduce incoming Attack rolls. Qi abilities can be
used to react to an ambush. Once the attacks from the ambush are resolved,
initiative is rolled to determine the turn order.
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ROUNDS & TURNS

In combat, a round consists of many turns - one for every combatant. After
initiative is determined, each combatantinvolved in the encounter decides if
they want to take a Fast Turn or Slow Turn. This is decided in secret and then
revealed at the same time.

In around of combat, Fast Turns happen first. Combatants on the winning
side of the initiative roll go first in any order they'd like. They may take 1
action (Move, Attack, or Technique).

Slow Turns happen last. Combatants on the winning side of the initiative
roll go first in any order they'd like, but may take 2 actions (Move, Attack, or
Technique).

ACTIONS

When a character tries to do something in combat, they take action. Moving,
attacking, or using a technique count as actions.

RANGE & MOVEMENT IN COMBAT

In combat, a character can use a move action to move a distance up to their
speed.

ENGAGEMENT ZONES
Engagement zones help organize every character’s relative positioning
within an encounter. There are three engagement zones:

* Close range: close proximity between combatants - within arm’s reach
or the range of close combat weapons like swords.

* Mid-range: moderate proximity between combatants - within the range
of reach weapons such as spears and staves, or thrown weapons like
knives. Between 10 to 15 feet.

* Longrange:long distance between combatants - beyond the reach of
melee and most thrown weapons. Examples of weapons used in long
range combat include bows and crossbows. Refers to ranges greater
than 30 feet.
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TECHNIQUES IN COMBAT

Unless otherwise stated, a character can only use one Combat, Support, or
Esoteric Technique per turn in addition to one Reactive Technique.

ATTACKING

When a character attempts to inflict harm upon another, they make an attack
action. This commonly involves striking with a melee weapon, using a ranged
weapon, making an unarmed attack®*, or even using improvised weapons**.

*Anyone can make an unarmed attack. Unless otherwise stated, unarmed
attacks deal 1d2 damage.

**Anyone can attack with improvised and makeshift weapons. Unless
otherwise stated, the damage of an improvised weapon reflects its weight
category, but one step lower.

ATTACHK ORDER OF OPERATIONS
When either the GM or a PC makes an attack action, follow these steps:

1. Roll 1d20 + applicable attribute bonus (Strength or Agility)

2. Compare to the target's dodge (hits only succeed when they are greater
than the target's dodge)

3. Targetapplies Guard (optional)
Apply damage to the target's hit points

5. Apply wounds

Optional Rule: Lethal Damage

If you want combat to feel more lethal, damage dice can “explode”.
This means that when a damage die is rolled and lands on its maximum
value, itis rolled again, adding the new value to the maximum value. If
the die again lands on its maximum value, it explodes a second time.

This happens until the die rolls a value other than its maximum.
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Each character then has a guard pool of d6s granted by their equipment and
objects in their inventory.

When an attack roll is equal to or higher than a character’'s dodge, they have
the option to spend dice from their guard pool to lower the total attack roll
(i.e. to parry the blow). To do this, the player rolls as many d6s as they'd like
from one source of guard per attack (qi, technique, weapon, armour, or misc
item) and subtracks the total from the incoming attack roll.

Once a d6 is used from equipment (weapons or armour), it is considered
broken and out of the guard pool until a character takes a long rest. During
alongrest, a player can attempt to restore their guard pool by rolling the
appropriate amount of broken d6s for each weapon and armour piece. If a
player rolls above the GV for a piece of equipment, they succeed in restoring
the d6 to their guard pool. If the roll fails, the d6 is permanently broken until
itis properly restored by a craftsperson. If all of the d6s associated with a
piece of equipment are permanently broken, the item is destroyed.

When an inanimate object is used to guard against an attack, it is
immediately destroyed.

MORALE

The state of a combat encounter dictates whether NPCs will surrender or run
away. Allied and adversarial NPCs or creatures have a listed morale score
between 2 and 12.

In combat, a morale rollis triggered when more than half of the NPCs have
been killed, if the leader is defeated, or at the GMs discretion (such as
when an NPC leader receives a horrible wound). When this happens, the GM
rolls 2d6 and compares the result to an NPC’'s morale score. If the result is
higher than their morale score, the NPC will attempt to retreat, surrender, or
negotiate on their next turn.



[4 DEATH, WOUNDS,
& HEALING

If the hit points of a player character (PC) or non-player character (NPC)
"Leader” are reduced to O (or beyond), they are compromised and can
receive wounds. Any damage beyond 0 hit points results in a wound. The
severity of a wound is based on the amount of damage taken. If a character
has more than 0 hit points, but they take damage from a single attack

that would reduce their HP below 0, the excess damage is counted when
determining a wound.

* If acombatantreceives a wound that they already have or one that does
not make narrative sense, they receive the next wound option.

* Foreverywound a character or NPC has, they take that much extra
damage from successive attacks made against them.

* Some wounds will also temporarily or permanently reduce a character's
carrying capacity, potentially causing a character to drop equipment. An
NPC “follower” is instantly killed when they are reduced to 0 Hit Points
and does not receive wounds.

* Ifacharacteris on death’s door, they will die in a number of rounds
equal to their Focus bonus unless they receive medical aid.

HEALING

Hit points are replenished during short and long rests. If you are interrupted
during either type of rest, no healing is received.

A shortrest consists of a quick break that allows you to roll a single hit die to
recover hit points. You also recover qi points equal to your Focus bonus.

During a long rest, you are restored to your maximum hit points and qi points.

You may reduce the amount of healing you would receive from a long rest by
half to cure a non-permanent wound.
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PHYSICAL WOUND TABLE

Physical Wound Effect
Damage Past

O HP

1 Flesh wound -

2 Damaged item | A random item in your inventory is damaged
or destroyed.
3 Deep wound Maximum Hit Points reduced by 2.
(heavy
bleeding)
4 Damaged arm | Unable to use Strength bonus for Checks or
or hand Saves. Carrying capacity -1.
5 Damaged leg Unable to use Agility bonus for Checks or
or foot Saves. Speed reduced by half in combat.
Unable to run outside of combat. Carrying
capacity -1.
6 Damaged eye Loss of eye. PERMANENT.
7 Destroyed Unable to use Medium or Heavy weapons
hand or foot (hand). Speed reduced to O (foot).
PERMANENT. Carrying capacity -2.
8 Destroyed arm | Unable to use weapons. Difficult Strength
saving throw required to stay conscious.
PERMANENT. Carrying capacity -3.
9 Destroyedleg | Speed reduced to 0. Difficult Strength saving
throw required to stay conscious. PERMA-
NENT. Carrying capacity -3.
10 Cracked skull Immediately fall unconscious. On death's
door.
11 Disembowelled | Immediately fall unconscious. Maximum
or horrible Hit Points reduced to 1. On death’s door.
internal Carrying capacity -4.
damage
12 Killing blow Instant death

Wandering Blades | Death, Wounds, & Healing
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THAT"S IT (FOR NOW)!

More Wandering Blades playtest material
will be released on Patreon over the next few
months. The Chronicles of Spring & Autumn:

Land of Blades campaign setting will be
integrated into this gamel!

- Daniel



