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SIR MARTIN PRESENTS

Wou Wei'®

A classroom game and merit system
based on the principles of Tacism

Currently running

THE ART OF WAR EXPANSION

REVISION: 2.10

Wu Weiis a game based on the prindples of Taoism. Students are rewarded with Chi
points for the tasks they fulfill, and they use these Chi points to level up and cast spells.
The objective of the game is to eliminate all the other teams and to unlock The Dragon

King by obtaining all five Dragon Pieces.

Winning the game guarantees an exemption from the Final Periodic Exam.

NOTE FROM THE CREATOR

Dear reader,

Wu Weil? has been created specifically for my Social Science 2 students for the SY 2007-2008. This is my latest
project in classroom and course management, and this is partly the result of my experiments in the past ( The Bushido
System f or batch ' 0 8tomindd. But @d8tly, d/a m¥ei $s completely new, and expresses my own
understanding of the Tao since I began walking its path over the past year.

Indeed, the most wu wei thing about Wu Weil? is how it is created. This thing follows no fixed rules and the game
changes with every move, constantly making it unpredictable and exciting to play. This game is definitely alive.

“

In using this to supplement classroom instruction, Wu Weili s desi gned t o rai se

Virtually everything they do in class is incentivized, and the rewards at the end are truly stunning. Therefore,
students are in for a nasty surprise if they think they can win the game by doing nothing —t h at i swuldiis
about! As a matter of fact, doing nothing guarantees the worst punishment in the game. Just like how being one with
the tao requires discipline and awareness, so does playing this game. With six groups of five members each, and with
each member possessing different talents, abilities and capabilities, Wu Wei0 is both about mastering the self and
working with others. It is also about strategy, skill, sacrifices, truths and consequences, and everything else we have

to learn to be functional members in society. This too is social science in action.
So to all the players, good luck. Your focus determines your reality. Play nice.

Sir Martin Perez
November 2007
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SECTION |
SPELL OVERVIEW

There are no points required to cast spells once they have been acquired. With every 10 points, players level up and receive the next
spell. Then they can use the spell once throughout the entire year, unless there are special conditions and oritems. Whil e spells are
acquiredindividually, itis recommended that they are cast as a group. The following table details the individual spells and their

effects.
Emblem Spells Description / How to Use
1 YourtS I 'Y OF y Qi 068 I {ifodon® weskRinle®s byja pyedtzof di §
Protect higherlevel than you. This spell can only be used prior to an attack.
WOOoD - - ~ - - - - . . .
Green Dragon 2 hyS USFY YSY0 S NJor@duiytetkd fordws wdeksl unlbsddyaS R
Tha Refisiman Aura playerof a higherlevel than you. This spell can only be used prior to an attack.
3 Disable the Level X spells of an entire opposing team for a week. Simply indicate
Ensnare the level you wish to block when you cast your spell.
Tap into the entire available spell library of an opposing playerinduding spells
4 0Se2yR @2dzNJ f S@PSt & ,2dz Oy I f az
Summon SINGULARITY. Using SUMMON on another Wood player will only restock your
spells, but not duplicate them. Summon cannot be restocked.
Wood spells focus on
protectiqn and i.mitation. - Tap into the highest available level skills ofall your teammates. You will receive
These skills are lrr.wportant e only their highest available spell at the moment you cast this spell. You can also
for a team with a fmatum 6a2ND alLilStfta 260FAyYSR 68 |y
defensive style.
FINAL Eliminate other teams and hold on to this WOOD piece togetherwith the other
Dragon King Piece fourelements to win the game.
1 Shares Chi points received from one requirement with another group mate. (Both
FIRE Empathy getthe Chi.) This spell can only be cast before the Chi points are received.
Red Phoe nix
The Artist 2 Counter orreverse the PROTECT, AURA or ENSNARE cast byan opposing player.
Burn Yourlevel must match your target2 LILI2 Yy Sy (i Q& £ S ¢
3 Bum all the Chi points a team receives for one requirement. This spell can be cast
Inferno after the opposing team receives the Chi points. This spell can cancel TEMPEST.
4 All opposing playersin one team with a Dragon Piece go down two lewels and you
Armageddon successfully steal the piece in their possession.
Flre'spe/ls rely on Send an entire opposing team out of play butat the cost of your ownlife.
destruction, but they come 5 NOTE: Your te @i b Bi . readv h it and
with a high cost. These P ( : Your team retains your Dragon Piece in case you already hawe it and you
skills are essential for a alsosteal all the available Dragon Pieces of the destroyed team.)
team with an offensive
style. FINAL Eliminate other teams and hold on to this FIRE piece togetherwith the otherfour
Dragon King Piece elements to win the game.
NOTE: Fire spells have the unique ability to destroy Wood defenses. Wood defenses can be retained after being penetrated by other
elemental attacks. Butif an offensive spell from a higher Fire player penetrates througha Wood defense, that defense is gone.
EARTH Trade lewels witha target opponent at most one level higher than you. With a
Yellow Dragon 1 Dragon Piece in your possession, target up to two lewels higher. You can also trade
T e Exchange withsomeone lower than you. Levels are instantly switched butif an Earth player
has reached FINALand has a Dragon Piece, that piece is lost.
2 Combine the Chi points of two other members to level up another. The targetcan
Transmute onlyexceed one level above the Earth player. With a Dragon Piece, up to two.
3 Bring all teammates up one level. With a Dragon Piece in your possession, bring
Transform them up two lewels.
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a Access the Level 5spell of anyelement by tappinginto a Dragon Piece stolen from
an opposing team. The piece has to be stolen firstand you can only use the spell

Earth skills focus on Evol
volve once per piece you acquire. This spell can only be used thrice.

support and

transformation. These
skills are essential in 5 Destroy the Dragon Piece ofanyopposing player. This instantly kills that playerand

building up any team. Extinction your team is now in possession of that Dragon Piece.

Eliminate other teams and hold on to this EARTH pie ce together with the other

FINAL ,
fourelements to win the game.

Dragon King Piece

NOTE: Earth spells are amplified as |ong as the team has anyDragon Piece in possession.

1 Blockorcancel 2 Y S 3 N2 spalll)6F &t leaStAh&sBme level as you. For
example, to counter ARMAGEDDON, you must be at least Level 4. This spell can be

METAL
White Tiger Defend used in tactical alliances.

The Strategist

Blockorcancel 2 'S 3 N2 dapk &f at fedst th& shidhe level as you. For

2 .
. example, to counter LEVIATHAN, you must be atleast Level 4. This spell can be
Fortify . . .
used in tactical alliances.

3 Cancel any Earth mowe of atleast the same lewel as you. Forexample, to counter

Shatter EVOLVE, you must be atleast Level 4. This spell can be used in tactical alliances.

Metal skills are extremely 4 Disable any element in the game for two weeks. This onlyaffects your opponents

powerful when used Rupture and notyourteammate of thatelement.

correctly. They are used

primarily to counter and 5 Add all of the blocked or countered spells by DEFEND, FORTIFY or SHATTER (both

suppress, but a Singularity in the pastand future) to your own arsenal of spells.

devastating Level 5 spell

awaits. FINAL Eliminate other teams and hold on to this METAL piece together with the other

Dragon King Piece fourelements to win the game.

NOTE: What are Tactical Alliances? Metal players have the unique ability to block a spell thrown atanother teamandin effect,
possibly steal that spell later on for SINGULARITY.

1 Double Chi points of one member for one requirement. This can be used after the
Vitalize Chi points are received.
2 Undoeither the TRANSMUTE or TRANSFORM cast byan opposing Earth player
WATER Break regardless of playerlewels. This .spellt;('m c,tjmcel Le:;e/—Upthen—Cast combinations
Blue Turtle as if nothing happened.
The Thinker Multiply the Chi points received by yourteam ina group requirement by 1.5. If
3 2 2 dzQNB HAQQ)/AMJJIK'}A\VI-é I GSI-YZAAG A
Tempest lose x0.5ofwhaté 2 dz NE OSA OSR® LT €2dzZQNB 3IA ¢
This spell can cancel INFERNO.
a Extinguish any FIREspell by reversing it on the team who targeted you. For
Leviathan example,ifa team uses DAMNATION on you, the effects of DAMNATION will be
V! GdzNY SR G261 NRa GKSY® 1 26SPSNE @2
Water skills focus on
nourishing teammates and Resurrectanykilled or defeated playerback to theirlevel at the time of death.
wearing down opponents. - | 26 SOSNE e2dz gAff y2¢ 0S Ay L2aasSa
These spells are essential it will be unable to use oream itanymore. This spell can be used up to three times.
in a war of attrition. V (NOTE: If you resurrecta Metal playerwith SINGULARITY, youalsoearnall the
spells the playerabsorbed.)
FINAL Eliminate other teams and hold on to this WATER piece togetherwith the other
Dragon King Piece fourelements to win the game.
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CASTING RULES

Spells are castin rounds. During one round, a team can only cast a maximum of one spell per element player. (If a Metal player casts
a Fire spell, he still casts it as a Metal player.) The round officially begins after the moves are finalized and announced in class. A
round officially ends after the 24-hour reaction time expires. Acquiring a Dragon Piece also officially ends one round. Your round
ends with the last spell used to grab the piece. Counters, blocks and buffs are considered part of one round. Therefore, after you
attack using one element, you cannot block using that same element. As an example, you cannot cast BURN after ARMAGEDDON.
Nor can you cast SHATTER after RUPTURE. Neither can you cast EVOLVE on a Fire Piece, then DAMNATION in one round.

SECTION 11
CHI REWARDS

Earning Chi is the essence of Wu Wei. There is really no fixed way on how to earn Chi, but rest assured that every move you make is
watched.. dzli K SNISQA& --¥doimggolrNdstyyau $i8 be able to use all those awesome spells above! Here are some

general tips on how to earn Chi.

e Reciteas much as you canin class!

e Come to class early or beat Sir Martin to the second bell! (Only complete teams by the second bell receive bonuses.)

e  Submitrequirements on time.

e Participatein discussions, both online and offline.

e Do your ordinary duty extraordinarily well.

e Pay attention to instructions. There may be some hidden ways to earn Chi!

e Do well in exams and projects. This is the most straightforward way to earn large amounts of Chi!

e 1020S tfft3x 0SS 3I22Rd 2KI G 3I2Sa I NRdzyRZ 02YSa I NRdzy R
surprise you with Chi points. Promise.

SECTION 111
RULES AND REGULATIONS

While having fun is fun, there are some guidelines to remember. After all, this gameis played ina school setting. Please ta ke note of

the following.

1. Wuwei”isa privilege and not a right. | can take this away anytime | feel this nolonger works for us.

2. Committing a minor offense in my class can suspend you from Wu Wei. Committing a major offense in my class can expel

you fromiit.

3. Youarefree to not play the game atall. You arein no way required to earn Chi. However, for the purposes of classroom
management, you will have to stay with your pre-assigned team and work with them on class requirements.

4, Chi points are not and will never be converted to actual class standing, recitation or exam points. If you noticed, you are
always scored twice ¢ once for the actual grade and another for Chi. One will never substitute for the other.

5. Following from the previous point, there are other ways to be exempted from the Fourth Quarter Periodic Exam if you
choose not to play. Oneis through the journal, and another is through the Fourth Quarter Major Project.

6. Nonetheless, there are special rewards and treats that can only be won by playing the game. Thisis my reward for those
who take the extra time and brainjuiceto havefunwith i KA & f A GGf S 3 YS LQBS YI RSO

(p))
(s}
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7. Inthespirit of transparency and fair play, you are encouraged to correct records in the Wu Wei Master List. However, you
must course this through me. And in the end, | will still hold the final call as to whether a correction has to be made or not.

8. You are free to make derivative works of Wu Wei ™ (personal badges, parodies, etc.) although abuse of this right may cause

suspension or expulsion from the game.

9. Ifyou wish to use any part of Wu Wei  orits mecha nics, art work and principles, please contact me first via e-mail at

sir[dot]martz[at]gmail[dot]com. Thank you!



