
GURPS 

Magic and Adventure in the Empire of the Dragon 
By Thomas M. Kane 

 

 

STEVE JACKSON GAMES 



EMPIRE OF THE DRAGON 
With 5,000 years of history and a quarter of the world's population, China is the perfect adventure 
setting . . . whether your campaign is magical or purely historical. 

With 
GURPS 
China, 
adventurers 
can: 

• Escape from the 
work gangs building 
the Great Wall, to rebel 
against the tyrant 
Sh ih-Hu ang-Ti. 
• Foil a sorcerous plot 
against the Emperor Wu. 
• Fight beside the legendary 
Three Heroes to restore the 
Empire. 
• Rescue their comrades from the 
savage punishments of the Legalist 
philosophers  —  like sawing in half, boffin: 
alive or the Death of One Thousand and 
One Cuts. 
• Join Marco Polo on his epic journey east. 
• Experience the intrigue and adventure of the Boxer Rebellion and the Opium Wars. 
• Even stand up for democracy at Tiananmen Square. 

No fictional roleplaying setting can equal the scope and grandeur of China! 

GURPS China also includes complete rules for translating the GURPS magic system into a mythically 
accurate Chinese campaign. The Bestiary chapter describes the traditional ghosts, spirits and 
monsters of Chinese legend, including Oriental dragons! 

And there are rules for amazing, real Chinese inventions like the "Mr. Facing Both Ways Gun," the 
"Vast as Heaven Enemy Exterminating Yin Yang Shovel," rockets, flamethrowers and manned kites. 

Finally, GURPS China includes over a dozen detailed maps and tables for your journey through the 
Empire of the Dragon! 

Written by Thomas Kane 
Edited by Chris McCubbin and Steve Jackson 

Cover by Carl Anderson 
Illustrated by Topper Reimers 

TEVE JACKSON GAMES 



GURPS® 

CHINA 
Magic and Adventure in the Empire of the Dragon 

By Thomas M. Kane 

Edited by Chris McCubbin and Steve Jackson 
Cover by Carl Anderson; Illustrated by Topper Helmers 

Additional illustrations by Carl Anderson, Donna Barr, Thomas Baxa, 
Butch Burcham, Tim Bradstreet and Doug Shuler 

GURPS System Design by Steve Jackson 
Loyd Blankenship, Managing Editor 
Carl Anderson, Production Manager 

Page Layout and Typography by Monica Stephens 
Print Buying by Kerry Haas and Randy Abel 

Playtesters: Aaron Allston, Joel Aufrecht, Bill Barton, Chris Elliott, Alex Koponen, Sean Summers, Raven Carleton Wright. 

Copyright © 1991 by Steve Jackson Games Incorporated. GURPS, Illuminati, Roleplayer and the all-seeing pyramid 
are registered trademarks of Steve Jackson Games Incorporated. 

ISBN 1-55634-180-6  1 2 3 4 5 6 7 8 9 10 

STEVE JACKSON GAMES 



CONTENTS 
INTRODUCTION   4 

Spelling   4 
About GURPS   4 
About the Author   4 

1

. LIFE IN CHINA   5 
Everyday Affairs   6 

Food   6 
Dress   6 
Tech Level   6 
Chinese Proverbs   7 
Houses   8 
Map: Home of a Well-to-Do 

Chinese Family   8 
Religion   8 

Animism   8 
Immortal Humans   9 
Taoism   10 
Taoist Monasteries   10 
Map: Typical Taoist Monastery . . .  .  11 
Confucianism   11 
Nei Tan   11 
Moism   12 
Legalism (Fa-chia)   12 
Buddhism   13 
Religious Tolerance   13 

Government and Justice   13 
Censors   13 
Civil Service   14 
The Examination System   14 
Chinese Laws   14 
Sentencing   15 
Chinese Magistrates   15 
Visiting a Ruler   16 

The Family   16 
The Clan   16 
Marriage   16 
Ancestor Worship   17 

The Middle Kingdom   17 
Disease   17 
The Lands Beyond   18 
Map: China's Mineral Resources   . 18 
Guide to the Capitol   19 
Map: Population Centers   19 
Map: Regions of China 

(Physical Geography)   20 
Map: Regions of China 

(Political Areas)   22 
Calendar   23 

Chinese Astrology   23 
2. CHARACTERS   25 
Character Types   26 

Chinese Women   29 
Advantages   30 
New Advantages   30 
Disadvantages   30 
New Disadvantages   31 
Skills   32 
New Skills   32 

Map: Dialects of China   32 
Sample Character   34 
Social Status   34 

Effects of Status   35 
Money   35 

Job Table   36 
Names   37 

Equipment  38 
Common Items  38 
Transportation  39 
Wondrous Devices  40 
Arcane Devices  41 

Weapon List  43 
Armor  46 

Weapon Table  47 
3. THE CHINESE CAMPAIGN . . 48 
Campaign Types  49 
"Interesting Times": Historical Settings .  49 

Rewriting History  49 
Military Campaigning  49 
The Yellow Emperor  49 
The Warring States  49 
The First Emperor  50 
The Reign of Wu  50 
The Three Kingdoms  50 
The Rise of T'ang  50 
The Mongols  50 
On the Road With Marco Polo  50 
The 16th Century  50 
The Opium Wars  51 
The Boxer Rebellion  51 
Red China  51 

Campaign Crossovers  51 
Aliens  52 

Inspirational Reading  53 
NPC Archetypes  53 

Characters for Campaigns  53 
Imperial Tombs  54 
The Dragon Court  55 

4. ANNALS AND MYTHS  56 
Prehistoric China  56 

Peking Man Characters   57 
Campaign Seeds   57 

The Time of Ancients   57 
Three Kings and Five Emperors . .   57 
Ch'ih Yu  58 
Map: China in the Time 

of the Yellow Emperor  59 
Hsia, Shang and Chou  60 

War  60 
The Sacred Flame   60 
The Rise of Shang   61 
The Chou Barbarians: 1028-800 BC   61 
Hou l   61 
Immortals   61 
King Mu   62 
Map: A City of the Warring States 62 
Idealist Movements   63 

The Warring States   64 
Days of Spring and Autumn: 

800-400 BC  64 
Stratagems   64 
The Contending Kingdoms: 

481-256 BC  65 
Map: The Warring States, c. 350 BC 65 
The Tiger's Rise   66 
Wu Chi  66 
War in the Warring States   67 
Sun Pin  67 
Wealth in the Warring States   68 

5. IMPERIAL CHINA   69 
The August Emperor; 221-206 BC   69 

The Perils of Tzu Chu   70 
Map: Ch'in Empire  70 
The Last Enemies   71 
Li Ssu   71 
The First Emperor  72 
The Search for Immortality   73 
The Great Wall  73 
The Emperor's Death  74 
The Second and Third Emperors . .   74 



Subversive Tales  74 
Imperial Tokens  75 

Han  76 
The Han Empire: 20613C-184 BC . .  76 
The Scholars  76 
Forced Labor  77 
Emperor Wu  78 
The Hsiung-nu Decline  78 
Capitol Affairs  78 
Sky of Dawn  78 
Elixir of Life  79 
Adventure Seed: Bankruptcy's Price .  79 
China's Imperial Expansion  79 

The Three Kingdoms  80 
Map: The Three Kingdoms  80 
The Yellow Turbans  80 
The Three Kingdoms: 184-580 AD  80 
Tsai Wen-chi  80 
Kuan Yu  81 
Army Organization  82 

Chaos and Sui  82 
The Southern Empire  82 
Buddhism  82 
Sui: 581-618  83 
Map: Three Kingdoms Korea  83 

T' ang  84 
The T'ang Dynasty: 618-906  84 
An Opportunity Missed  84 
The Journey West  85 
Noble Feuds  85 
T'ang Matures  86 

Sung and the Mongol Invasion  86 
Tang Immortals  86 
Ten Kingdoms, Five Dynasties: 

907-960  87 
Lin Tia Guai  87 
The Wax Ball  87 
Adventure Seed: A Hero's Reward . . .87 
Map: Changan  87 
Sung: 961-1279  88 
Military Orga  n iz  ati on  88 

Footbinding   88 
Tea and Horse Offices  88 
The Conquered Lands   88 

6, CHINA AND THE WEST  89 
Mongol Yuan: 1280-1368   89 

Mongol Castes   90 
Piracy and Trade   90 
The Mongol Army   91 

Ming: 1368-1644   91 
Torture   91 
Revolt   92 
Secret Societies   92 
Ming Rule: 1368-1644   93 
Mongols Again   93 

Manchu   93 
The Golden Lotus   93 
Russian Forts   93 
Ch'ing Dynasty: 1644-1911   94 
The West   94 
Chinese View the Foreign Devils . . . . 94 

The Time of Troubles   95 
Opium   95 
Adventure Seed: Sold!   96 
Foreigners in Taiping   96 
Map: Gulf of Canton   96 
The Taiping Uprising   97 
The Second Opium War   97 
The Empress Dowager   97 
Foreign Affairs   98 
Society of Righteous and 

Harmonious Fists   98 
Bounties   98 
Adventure Seed: Disappearing Act . . 98 
Revolution   99 
The Warlords   100 

The East Is Red   100 
Life in Nationalist China   100 
The Republic   101 
The Long March   101 
Manchukuo   101 
The Japanese Army   102 

The War Years   103 
Mao's Guerrillas   103 
Adventure Seed: Unit 731   103 
Kuomintang Organization   104 
Unite Beneath the Glorious 

People's Party   104 
The Great Proletarian Cultural 

Revolution   105 
The Sino-Soviet Split   105 
To Get Rich Is Glorious   106 
The Lin Piao Affair  106 

7. THE SUPERNATURAL  107 
Sorcery   107 

Learning and Using Magic   108 
Available Spells   108 
Associations   108 

New Spells   110 
Elemental Spells   110 
Knowledge Spells   110 
The Cycle of Changes   110 
I Ching   110 
Mystic Journeys   111 
Purification   112 
Movement Spells   113 
Shamans' Dogs   113 

The Spirit Kingdoms   114 
Realms of Nature   114 
Realms of the Dead   114 
What Is a Spirit?   114 
Stars, Gods and New Spirits   114 
Realms of the Heavens   115 

8. BESTIARY  116 
Arctic Mole   117 
Ch'ing Shih ...   117 
Ciao Dog (Chow)   117 
Ear Centipedes   117 
Fong   117 
Ghost   118 
Ghost Constable   118 
Ghost Magistrate   118 
Hanging Ghost   118 
Hun   119 
Jade Woman   119 
  119 

Pi   119 
P 'o   120 
Pang   120 
Raksha  120 
Thunder Sheep   120 
Tiger's Decoy   121 
While Monkey   121 
Yao Nien   121 

Great Spirits   122 
Dragons   122 
Infant Dragons   123 
Lung   123 
Kioh-Lung   123 
Li Ying Lung  123 
Ying Lung Wang  123 
P'an Ying Lung   124 
Shen Ying Lung  124 
Tien Ying Lung   124 
River King   124 

GLOSSARY  125 
Pronunciation   125 
Important Terms   125 
Chinese Measurements   125 
Weapon Glossary   125 

BIBLIOGRAPHY  126 
INDEX  127 



INTRODUCTION 
With one quarter of the world's people and 5,000 years of history, few 

settings contain as many opportunities for adventure as China. Those who want 
uncomplicated excitement will love GURPS China; adventuring for hire was an 
everyday job in China's Warring States (not that that made it any safer). Garners 
who prefer mystery and subtle plotting will also be enthralled, because the 
politics of China's court easily surpassed the Caesars, Byzantines or Borgias in 
intrigue. 

The typical Chinese campaign is an Eastern fantasy game, set in ancient 
times or the Middle Ages. China's magic, monsters, journeys and lavish Impe-
rial courts provide an excellent setting for that. The Middle Kingdom also 
shatters some clichés; a Chinese warrior is more likely to kowtow before a 
dragon than slay it. 

However, this book does not limit readers to any one milieu. It covers 
Chinese history from the Ice Age to the present. Victorian daredevils, modern 
spies and researchers of Things Man Was Not Meant To Know are also chief 
candidates for Chinese scenarios. The White Lotus Lodge certainly has connec-
tions with the Illuminati, and Chinese supers are sure to model their powers on 
Oriental legends. Perhaps there will never be an Oriental Car Wars, but the 
years after the disintegration of the Three Kingdoms (400-580 AD) certainly 
resemble a prehistoric Autoduel America. Like GURPS itself, China can accom-
modate any sort of campaign. 

A project of this scope always generates coincidences. I finished the rough 
draft of this manuscript in the middle of Gorbachev's Summer 1989 visit to 
China. That visit paled, of course, next to the protest in Tianamen Square. As 
this book shows, the demonstrations and massacres there are neither new nor 
particularly vast by Chinese standards. They have direct roots in the Cultural 
Revolution. They have spiritual roots in the student protests against eunuch 
corruption under the Han Dynasty, 2,000 years ago. Campaigns are born from 
this sort of excitement. However, these events remind one that real adventures 
usually involve real blood and real tragedy. The Chinese sometimes say, "May 
you live in interesting times." They mean that as a curse. 

— Thomas N. Kane 

Spelling 
Arguments swirl eternally around the correct spellings of Chinese words in 

the Latin alphabet. GURPS China uses a simplified version of the Wade-Giles 
system. This should aid readers who wish to do their own research, since most 
reference books on ancient China use this method. Wade-Giles also provides an 
Oriental ambience. However, since China has officially switched to the Pinyin 
system, the Glossary provides a guide to conversions. 

About GURPS 
Steve Jackson Games is committed to 

full support of the GURPS system. Our 
address is SJ Games, Box 18957, Austin, 
TX 78760. Please include a self-ad-
dressed, stamped envelope (SASE) any 
time you write us! Resources now avail-
able include: 

Roleplayer. This bimonthly newsletter 
includes new rules, new races, beasts, in-
formation on upcoming releases, scenario 
ideas and more. Ask your game retailer, or 
write for subscription information. 

New supplements and adventures. 
We're always working on new material, 
and we'll be happy to let you know what's 
available. A current catalog is available for 
an SASE. 

Errata. Everyone makes mistakes, in-
cluding us — but we do our best to fix our 
errors. Up-to-date errata sheets for all 
GURPS releases, including this book, are 
always available from SE Games; be sure 
to include an SASE with your request. 

Q&A. We do our best to answer any 
game question accompanied by an SASE. 

Gamer input. We value your com-
ments. We will consider them, not only for 
new products, but also when we update 
this book on later printings! 

BBS. For those of you who have com-
puters, SE Gaines operates a BBS with dis-
cussion areas for several games, including 
GURPS. Much of the playtest feedback for 
new products comes from the BIBS. It's up 
24 hours a day at 512-447-4449, at 300, 
1200 or 2400 baud. Give us a call! 

Page References 
Rules and statistics in this book are spe-

cifically for the GURPS Basic Set, Third 
Edition. Any page reference that begins 
with a B refers to a page in the Bask Set -
e.g., p. B102 means p. 102 of the Bask 
Set, Third Edition. Any reference that be-
gins with an M refers to GURPS Magic. 

About the Author 
Tom Kane lives in the Maine woods, 

and at least one visitor who carried on a 
shouted conversation with him turned out 
to be talking with the bear. Needless to 
say, this environment provides plenty of 
inspiration for roleplaying adventures. 
Tom is also an active strategy gamer. He 
has published numerous magazine articles 
and gaming products in both genres, nota-
bly Tales of the Loremasters (volumes I 
and II), two complete adventure collections 
from I.C.E. As President of the University 
of Maine at Farmington Table Gaming 
Club, Tom invites all readers to its bi-an-
nual UMF-CON convention. 

Tom speaks a little Putonghua (Com-
mon Speech, or Mandarin) and recently 
discovered that the Chinese pronounce his 
name "Tangmu Kaien." 

http://www.sjgames.com


LIFE IN CHINA 1 

Barbarians may come to the Mid-
dle Kingdom, the Chinese say, but 
they never leave. China's superior 
culture absorbs whomever it encoun-
ters, transforming invaders into Chi-
nese. The homelands of the invaders 
become provinces of China. A pam-
pered gentry populates cities anc 
noble courts. The overwhelming ma. 
jority of the Chinese come from the 
nungmin, or "Countless Old Fami. 
lies," who have tilled the land since 
the dawn of time. China may not have 
the rigid warrior code of Japan, but 
sense of propriety and "face," or 
honor, permeates the culture. These 
are the lands of GURPS China. 



Tech Level 
Chinese history does not follow the 

standard sequence of Tech Levels. There-
fore, most items include a date of invention 
instead of a TL rating. From antiquity to 
about 2,000 BC, all cultures, including 
China, were at about Tech Level 1. By 300 
BC, China qualified for Tech Level 2, but 
in social organization it was closer to Tech 
Level 5 (assembly-line production, year-
round mass armies, central government, 
etc.). Even the peasants used more effi-
cient plows and animal harnesses than Eu-
ropean farmers. As always, some fields of 
progress, notably weapons, surged far 
ahead of others. In the 1500s, China lost 
some of its superiority. Meanwhile, the 
West advanced. By the 19th century, one 
could consider China TL3, with TL5 and 
TL6 imports. Modern China possesses a 
space program and nuclear navy, but most 
of its people are at TL6. Of course, the 
peasants always lived primitively. 

Everyday Affairs 
China's culture is what makes the Middle Kingdom unique, and the Chinese 

worship tradition. Society depends on youths' devotion to elders, siblings' mu-
tual love and subjects' obedience to the State. One indicates respect with a bow. 
The most extreme bow, or kowtow, involves kneeling and touching one's head 
to the ground. After one bows, one's superior returns the gesture, but does not 
bend as low. Whether with lessens or greasers, one must behave courteously, 
keep one's temper and avoid drawing attention to anyone else's flaws. One loses 
great "face" if humiliated in public, and a courteous person strives never to 
embarrass anyone . . . unintentionally. 

Art is as important to the Chinese as manners. The Chinese consider music 
and dance as essential as air. Clapperless bronze bells and jade chimes are holy, 
while the music of flutes and drums inspire noble deeds. However, foreign 
stringed instruments lead to decadence. 

Food 
China's diet changed as the Middle Kingdom absorbed new peoples. The 

ancient Chinese based their diet on millet, usually pressed into cakes. Wheat and 
barley were popular too, and everyone garnished meals with beans, turnips, 
melons, onions, dumplings, ginger and basil. Meat was expensive, and most 
people could only afford dried beef. Rich men could afford pork and chicken. 
When China amalgamated the southern lands, the Chinese discovered seafood and 
rice. By Han times, the latter engulfed all Chinese cooking and thought. Instead 
of saying "hello," a Chinese person inquires, "Have you eaten rice today?" 

In the Tang dynasty (618-906 AD), bizarre foods became fashionable. These 
included spinach and pistachio nuts from the West, dill from Indonesia, almonds 
from Turkestan and an ice cream made of milk, rice and camphor. Eating wild 
mushrooms became a mark of status. Tea also appeared in the Tang dynasty. Its 
preparation became almost a religion, and fashionable Chinese practiced a tea 
ceremony like the one still performed in Japan. 

The Chinese have been drinking alcohol throughout their history. They 
make beers and wines out of millet and rice. The elite enjoy grape wine. North-
ern exiles and colonists in the southern jungles drink heavily because of the heat 
and constant worry over malaria. Sojourners in the South like coconut milk and 
palm toddies. 

Dress 
China's civilized dress sets it apart from the barbarians. Everyone, from 

scholars to street urchins, wears the same basic two-piece outfit — a sashed tunic 
and jacket. Women add dresses and aprons. Everyone wears round straw hats 
outdoors to ward off sun and rain. The length of the skirt and sleeves depends on 
how much physical work the wearer expects to do. A peasant or soldier wears 
loose, unencumbering garments. The necessities of warfare forced the Chinese to 
adopt the nomads' custom of wearing leather trousers and hard boots. These make 
both horseback riding and farming much easier. An Imperial Minister's formal 
robes might trail several feet behind him. Garments like this provide enough loose 
cloth to conceal almost anything, but cause a -2 penalty to DX rolls. Of course, a 
nobleman does not hesitate to wear more practical clothes if he needs to. 

Ordinary Chinese make their clothes from hemp or softer nettle-fibers. Peo-
ple in cold regions imitate the nomads and wear wool. Not even the lowest 
peasants go barefoot, although the poor must make shoes of straw. Most people 
wear clogs or leather boots, while the idle rich have brocade slippers. Rich people 
can afford clothes of silk and damask, with geometric embroidery. People don 
consecrated smocks for magical and religious rites. Magistrates wear ritual capes. 
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Chih-Chiang Fyu-Ya, 9. 
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Chou En-lai, 103, 106. 
Chou, 29, 62-64. 
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Ciao dog, 117. 
Civil servants, 14. 
Civil service examinations, 14, 28, 35. 
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Code of Honor disadvantage, 30. 
Communication and Empathy spells, 109. 
Communism, 100-101, 104. 
Confucians, 8-9, 11-12, 15, 27, 30, 34, 36, 

58. 
Confucius, 9, 11-13, 50, 63-64, 74, 76. 
Conscripts, 26. 
Counselors, 27. 
Crossbows, 32, 43-44, 47, 82. 
Cultural Revolution, 105-106. 
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Death of One Thousand and One Cuts, 15, 
91, 97. 

Devils, 114. 
Devout Buddhist disadvantage, 31, 113. 
Divination, 110-111. 
Dowager empresses, 82. 
Dowagers, 16. 
Dragon Boats, 24, 39, 74. 
Dragon Swords, 42. 
Dragons, 9, 13, 42-43, 108-109, 111, 114, 

120, 122-124. 
Dress, 6. 
Dschu Yung, 9. 
Ear Centipedes, 1I7. 
Earth Ancient, 13, 23-24, 108; see also 

Huangti, Yellow Emperor. 
Elemental spells, 108, 110. 
Elements, 57, 63, 108-111. 
Elephant hide armor, 47. 
Elixir of Life, 18, 29, 42, 73-74, 79, 108- 

109, 115, 117.  

Emperor, 7, 12-13. 
Empress Dowager, 97-98. 
Enchantment spells, 109. 
England, 93, 95-97. 
Entertainers, 27. 
Eruptors, 44. 
Eunuchs, 37, 78, 80; disadvantage, 31. 
Europeans, 26. 
Fan Kuei, 26; see also Foreigners. 
Fang Chang, 10. 
Feng Shui, 10, 36, 111. 
Feng-tu, 114, 115. 
Fire Lances, 46. 
Fireships, 44. 
First Emperor, 54; see also Shih-Huang-Ti. 
Fish Scale Divination, 112. 
Five Ancients, 9. 
Flamethrower, 44, 47. 
Fong, 117. 
Food, 6; spells, 109. 
Footbinding, 88. 
Forbidden City, 99. 
Foreigner, 54; see also Fan Kuei. 
French, 98. 
Fukien, 18. 
Gambling skill, 32.  
Gang of Four, 106. 
Gardening skill, 33. 
Genghis Khan, 32, 50, 89-91. 
Geomancy, 8, 111; see also Feng Shui. 
Germany, 98. 
Ghost Constable, 114, 118, 120, 

Ghost Magistrate, 114, 118. 
Ghosts, 110, 111, 114-115, 118, 121. 
God Worshipers, 96, 97. 
Golden Lotus, 93. 
Great Leap Forward, 105. 
Great Wall, 15, 50, 73-74, 84, 94. 
Guatama, 13, 50; see also Buddha. 
Gunpowder, 10. 
Guns, 44, 47. 
Gynoeciums, 17. 
Han dynasty, 54, 76. 
Hang-chou, 19. 
Hanging Ghost, 118. 
Harmony with the Tao advantage, 30. 
Healing spells, 109. 
Hermaphroditism, 31. 
Himalayas, 21. 
Hitler, Adolf, 100. 
Hou I, 61. 
Hsia dynasty, 60. 
Hsiung-Nu, 64, 77-78, 80-81. 
Huan Ti, 43. 
Huangti, 57-58; see also Earth Ancient, Yel- 

low Emperor. 
Huu, 117-120. 
I Ching, 110-111. 
Illusion and Creation spells, 109. 
Immortal humans, 9, 61, 86-87. 
Imperial Court, 35. 
Imperial Ministers, 6, 14. 
Imperial tokens, 75. 
Imperial tombs, 54. 
India, 13, 18, 28, 51, 81-83, 86, 95. 
Inheritance, 16. 
Jade Woman, 30, 119. 
Japan, 28, 31, 51, 52, 74, 83, 90, 98-103. 
Judge the Balance spell, 109, 113. 
Junks, 39-40. 
K'ung, Fu Tat, see Confucius. 
Kao Chien-li, 72-73. 
Kao-tsu, 50, 76-77; see also Liu Pang. 
Karma, 113. 
Kilin, 74, 108, 119. 
Kites, 39; Kite Flying skill, 33-34, 41. 
Knowledge spells, 109-110. 
Korea, 23, 31, 50, 78, 83, 86, 90-91, 98. 
Kowtow, 6, 16. 
Krushchev, Nikita, 105. 
Kuan Yin, 10, 
Kuan Yu, 80-81. 
Kublai Khan, 19, 50-51. 
Kung Fu, 52. 
Kuomiutang, 100-101, 103-104 .  



Kweichow, 18-19. 
Language skills, 32. 
Lao Tzu, 7, 9-10, 13, 50, 63-64, 115. 
Legalism, 12, 37, 71, 
Lei Kung, 10. 
Li Shihmin, 50, 84-85; see also Tai Tsung. 
Li Ssu, 71-74. 
Li Tsing, 50, 84-85. 
Light and Darkness spells, 109. 
Lin Piao, 106. 
Lin Tse-hsu, 94-95. 
Literacy advantage, 30. 
Little Red Book, 106. 
Liu An, 78. 
Liu Pang, 75-76. 
Liu Pei, 80-81. 
Loess, 17, 57-58. 
Long March, 101-102. 
Longevity advantage, 30. 
Lorchas, 39. 
Lu  69-71. 
Lu Yuch, 10. 
Madame Mao, 106, 
Magic, 107-108. 
Magistrates, 6, 14-15, 27-28, 32, 37. 
Making and Breaking spells, 109. 
Manchu dynasty, 7, 50, 53, 94-96, 98-99. 
Manchuria, 21, 101. 
Mandarin, 32. 
Mandate of Heaven, 13. 
Manned kites, 33-34, 41. 
Mao Tse-tung, 51, 100-106. 
Marriage, 16. 
Martial artists, 27, 51. 
Martial arts films, 49, 52. 
Medical techniques, 33. 
Meditation skill, 33. 
Mercenaries, 27. 
Merchants, 27. 
Meta-Spells, 109. 
Military Rank advantage, 30. 
Mind Control spells. 
Ming dynasty, 53, 55, 92-93. 
Ming porcelain, 39. 
Ming Sun, 111. 
Ministers, 27. 
Missionaries, 28; Buddhist, 36. 
Mo Tau, 12, 28, 63. 
Moism, 12-13, 28, 37. 
Mongols, 24, 26, 28, 31, 35, 37, 39, 50, 78, 

81, 89-91, 93. 
Monks, 10-11, 28, 37. 
Movement spells, 109-113. 
Mu, 62. 
Music, 6. 

Mussolini, Benito, 100. 
Necromautic spells, 110. 
Nei Tan, 11; skill, 33. 
Opium, 28, 51, 53, 94-95, 97-98. 
P'o, 117-120. 
Patron advantage, 30. 
Peking Man, 56-57. 
Peking, 90. 
Peng Lai, 18. 
People's Republic of China, 51, 103; see 

also Red China. 
Physiognomy, 111. 
Pi, 119, 
Pigtails, 7, 94. 
Piloting (Kite) skill, 34, 41. 
Pious advantage, 30. 
Pirates, see Wako, 
Poison, 45; gas, 45. 
Polo, Maffeo and Niccolo, 50, 51, 91. 
Polo, Marco, 41, 50-51. 
Pong, 18, 120. 
Portuguese, 93. 
Primitive disadvantage, 31. 
Princes, 28. 
Protection and Warning spells, 110. 
Pu Yi, 99, 101, 104. 
Queen of the West, 9. 
Raksha, 120. 
Red Army, 101-103. 
Red China, 15; see also People's Republic of 

China. 
Red Eyebrows, 50, 80, 
Red Guards, 106. 
Red Turbans, 28, 91-93. 
River King, 114, 118, 122, 124. 
Rockets, 39, 46-47. 
Rocs, 120. 
Roman Empire, 78. 
Russia, 93, 99; see also Soviet Union. 
Sages, 29. 
Sampans, 39. 
Scholars, 28, 55. 
Secret societies, 28. 
Szechuan, 18. 
Shaman's dog, 111, 113-114. 
Shamanic consecration, 111, 115. 
Shamans, 9, 13. 
Shan Hai Ching, 10. 
Shang dynasty, 29, 54, 60-61. 
Shensi, 17. 
Shih, 35, 37, 60-62, 64, 68, 71-72, 78, 92. 
Shih-Huang-Ti, 13, 15-18, 33, 35, 37, 50, 

66, 71, 72-74; see also Cheng, First Em- 
peror. 

Silk Road, 78. 

Sky of Dawn, 78. 
Smugglers, 28. 
Social Stigma disadvantage, 31. 
Society of Righteous and Harmonious Fists, 

51, 98; see also Boxers. 
Sorcerers, 29. 
Soul Wandering, 111-112. 
Sound spells, 110. 
Soviet Union, 100-101, 104-105; see also 

Russia. 
Spies, 29. 
Spirit Kingdoms, 8, 29, 78, 112, 114. 
Spirits, 114. 
Sui dynasty, 83, 84. 
Sun Pin, 67-68. 
Sun Tzu's Art of War, 67. 
Sun Yat-sen, 99-101. 
Sung dynasty, 87-88, 90. 
Sword saints, 29. 
Sympathetic Magic spells, 110. 
T'ang, 50, 84, 86. 
Tad, 35. 
Tai Tsung, 85-86; see also Li Shihmin, 
Taiping, 97. 
Tao, 7, 10, 43. 
Taoism, 7-11, 13, 28-29, 39, 66. 
Tea and Horse Offices, 88. 
Tea ceremony, 6; skill, 34. 
Tech Levels, 6. 
Three Heroes, 50, 8I. 
Three Ruling Gods, 9. 
Throwing stars, 46-47. 
Thunder Sheep, 120. 
Ti, 9, 13, 60, 85, 115. 
Tian Fe Niang Niang, 10. 
Tiananmen Square, 37, 51, 106. 
Tibet, 17, 21, 28, 31. 
Tiger's Decoy, 118, 121. 
Tiny People, 114, 
Tongs, 92. 
Tortoise Divination, 112. 
Torture, I5, 71, 73, 91. 
Treaty of Versailles, 100. 
Trebuchets, 46-47. 
Turkey, 50, 83-85, 87. 
Tau Chu, 70. 
Unit 731, 103, 
United States, 105. 
Vietnam, 18, 50, 78, 98. 
Wako, 28, 90. 
Warlords, 100. 
Warring States, 27, 49. 
Water spells, 108. 
Watercraft, 39. 
Wcn Chung, 10. 
White Lotus Lodge, 92-94. 
White Monkey, 121. 
World War II, 103. 
Writing skill, 33. 
Wu (emperor), 50, 76. 
Wu, 8, 29, 33, 36-37, 60, 64, 111, 118. 
Yangtze, 18. 
Yao Nien, 118, 121-122. 
Yellow Emperor, 49, 58; see also Huangli, 

Earth Ancient. 
Yellow River, 17, 57, 60, 90. 
Yellow Turbans, 50, 80, 83. 
Yen-Wang-Yeh, 10. 
Yin and Yang, 31, 57. 
Yin-Yang Imbalanee disadvantage, 31. 
Yuan dynasty, 91. 
Yunnan, 19. 
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