EN World’s Fair
The penants unfurl, the flags wave in the light breeze and the sun beams down on the teeming crowds.  Tents, pavilions and stalls make up a patchwork of bright colors as people from all over the World of EN gather to participate in the Grand Fair.

EN World’s Fair is to be held at the online Cybercon convention, which will be held at: http://www.cybercon.rpghost.com/.  Cybercon will be held online on Oct 25th-27th, 2002.
EN World’s Fair is comprised of four main events—a grand joust, an archery contest, a marathon, and a dueling competition.  Contestants earn points during each event, with prizes going to the winner of each event.  However, the main prize goes to the winner of the overall tournament, who is the person who has won the most points throughout the day.  A fifth event, a Baal’meral’ruun game, will take place on Sunday, but it is separate from the grand tournament.

Details of the competitions are listed at the end of this document, and each has a page or two or rules, so please come prepared and read the rules in advance.

Schedule

	Time
	Event
	Maximum Number of Players
	Game Master

	Saturday, 12pm
	Archery
	32
	Morrus

	Saturday, 3pm
	Dueling
	12
	Rangerwickett

	Saturday, 6pm
	Dak’Rothian Marathon
	10
	Morrus

	Saturday, 9pm
	Grand Joust
	10
	Rangerwickett

	Sunday, 3pm
	Baal’meral’ruun
	10
	Rangerwickett


All times are Central Daylight Time (Texas-Wisconsin time).

Prizes

Each event has a gold, silver, and bronze winner.  

· Gold: $30 gift certificate

· Silver: $20 gift certificate

· Bronze: $15 gift certificate

The overall tournament winner also wins a $50 gift certificate: each competition has a point value, listed below.  At the end of the tournament, whoever has the most points wins the grand prize.

Archery:  First place winner gets 3 points.  Second place gets 1 point.

Dueling:  First place winner gets 3 points.  Second place gets 1 point.

Marathon:  First place winner gets 4 points.  Second place gets 2 points. Third place gets 1 point.

Grand Joust:  First place winner gets 6 points.  Second place gets 3 points.  Third and fourth get 1 point each.

Baal’meral’ruun:  n/a.  The Bahly game is not considered part of the grand tournament.

Signing Up for Events

Since interest is expected to be high, not everyone may be able to compete in all the events they want to.  When you post your character on the EN World’s Fair Contestant Forum please state, in order of preference, which events you want to participate in.  No later than Friday, 10pm Central Daylight Time, we will post an announcement stating which tournaments each player will be allowed to participate in.  We will try to accommodate as many people as possible first, and then if there are excess slots available, whoever posted earliest gets preference if they want to play in more than one game.  If you fail to follow the instructions for character creation below, at best you’ll be put on the end of the waiting list, and you may simply not be allowed to compete.


If you want to compete in the Baal’meral’ruun game, preference will be given to groups who post together.  If two to five people post and claim they’ll be each other’s teammates, they’re more likely to get in.  If you do not sign up as part of a team, you be assigned to a team at random.


In the event that there aren’t enough Bahly players to make two teams, the game master will run NPC players.  In all other competitions, however, if there are fewer than the maximum number of people enrolled, then the game will progress normally.  You’ll just have a higher chance of success.

Character Creation

Contestants may create one 6th level character using only the rules from the Player’s Handbook.  Ability scores are generated using the point-buy method, with each character getting 30 points to spend.


No magical or alchemical items are allowed in this competition; to use a magical item is considered cheating.  Thus, all forms of enchanted items are forbidden (even single-use items), and such things as poison, alchemist’s fire, smokesticks, and sunrods are likewise prohibited.  Characters may freely use any of their own magical class abilities, and are assumed to have any necessary material components for spells.  Characters may also have up to two masterwork items, either weapons or armor, or a mixture.  Thus a duelist might have a masterwork rapier and masterwork dagger, while a knight in the joust might have masterwork full plate and a masterwork shield.  Otherwise, almost any mundane item is available, but be reasonable, and don’t try to drag along a siege engine or any such nonsense.  We reserve the right to nix any items we deem inappropriate.


You may create only one character for the EN World’s Fair.  You may choose to create a specialised character for a single event, or you may choose to create a broader character for multiple events.


A special ENWorld’s Fair Contestants Forum will be set up on the ENWorld messageboards, at http://enworld.cyberstreet.com/forumdisplay.php?s=e5f1c407deb304668221df711f21fd17&forumid=61, where you will have to post your character’s stats.  All stats must be posted in advance, no later than Friday, October 25, 2002, by 6pm Central Daylight Time.  Try to conform to the d20 Standard stackblock layout, format, and syntax described at: http://www.d20statblock.org/ and as shown below.  Deriviation is acceptable to a point, but try to save us some hassle.


As far as flavor goes, feel free to create whatever type of character you want, to help contribute to the grand festival atmosphere.  We’re hoping to see a good mix of fantasy staples like roguish duelists and fair knights, as well as a fair share of exotic foreign monks, mysterious shamans, and crazed tribesmen who belief they are incarnations of the divine.  As long as you stick to the rules when creating your character, you will have a fair amount of leeway when it comes to describing him.


Finally, bear in mind that there will be NPCs participating in some of these events as well, and that they may not have to follow the same rules as you for character creation.  If you wish to assist us by playing an NPC like this, feel free to contact Ryan Nock at RangerWickett@hotmail.com.  You will not be entitled to any prizes if you win, since you’ll effectively be cheating, but you might have a unique experience in the game itself.

	Sample Character—male dwarf Ftr2/Rgr5/Dwarven Defender1: CR 8; ECL 8; Medium-size Humanoid (dwarf); HD 7d10+1d12+27; hp 76; Init +1; Spd 15 ft; AC 28 (+11 full plate, +1 ring of protection, +4 large steel shield, +1 Dex, +1 dodge); Melee +2 warhammer +13/+8 (1d8+5/crit x3); SA defensive stance, favored enemies; SQ dwarven traits; AL LN; SV Fort +12, Ref +2, Will +2; Str 17, Dex 13, Con 16, Int 12, Wis 8, Cha 8.

Skills and Feats: Hide +4 (3), Listen +9 (10), Ride +11 (10), Spot +8 (9), Wilderness Lore +7 (8); Cleave, Dodge, Endurance, Power Attack, Toughness, Track.

SA–Defensive Stance (Ex): 1/day, Character can become a stalwart bastion of defense, for up to 8 rounds, gaining +2 Str, +4 Con, a +2 resistance bonus to all saves, and a +4 dodge bonus to AC.

SQ–Dwarven Traits (Ex): 60 foot darkvision, stonecunning, +2 save vs. poison, +2 save vs. spells or spell-like abilities, +1 attack vs. goblinoids or orcs, +4 dodge vs. giants, +2 craft with stone or metal.

Equipment: +2 warhammer, +3 full plate, +2 large steel shield, +1 ring of protection, backpack, trail rations.


How It Works


You must be at the event at Cybercon on time.  If you are late, you will be immediately disqualified from that event, and a general announcement will be placed to see if anyone would like to take your place, with a 5-minute window open for walk-ups.  Thus, even if you don’t get into the event you want to when you post on the boards, you might still have a chance to compete if someone doesn’t show up.  


You will need to visit the Cybercon site in advance in order to purchase your ticket to the convention, which is organised by the RPGHost network.  As an EN World visitor, you are entitled to a $1 discount from the usual entrance fee, which you can claim by purchasing your ticket at: http://www.cybercon.rpghost.com/frame.php?coupon=EnWorld. Any queries regarding entrance tickets should be directed to the Cybercon/RPGHost staff, as EN World has nothing to do with this side of the proceedings.


Each event will be run by a game master as indicated above.  A game master’s decision is absolutely final, just like in a tabletop game.  There may be some unexpected events during competitions which may present additional obstacles, challenges, or difficulties, but all such events will be introduced by the game master.  If someone enters the chat room and says that a Dragon is attacking, don’t believe them unless the game master backs them up.


Try to stay in character except when the game master addresses you with a rules concern, and don’t fill the chat room with excess talking, to help speed things along.  Friendly chatter is expected and welcome, and there will be several other chat rooms available to represent the fair’s taverns, where you can hang out and brag or complain, but we want to keep the games fast-paced.


Each game will run for no more than 3 hours, except in rare cases, in which case the game may need to move into a new chat room to finish up.  Please make sure to set aside enough time to attend for the entire time slot.


Below you will find the rules for each event, adapted from Natural 20 Press’s Tournaments, Fairs, & Taverns.  Remember, though, that as with all games, the main rule is to have fun, and to contribute to others having fun as well.

Archery

A staple of tournament events, the archery contest draws bowmen from far and wide to compete in this test of skill and accuracy.  This archery contest is host to 32 skilled competitors, and the winner often receives a valuable prize—gold, jewelry or, more commonly, a fine bow or quiver of arrows.


Contestants fire arrows at a stationary target.  The target has different locations that are worth different point values.


Mechanics:  Each archer gets three shots each round, and half of the competitors with the lowest scores are eliminated after each round.  Keep track of total scores round by round, and after 4 rounds, the last two archers each get one shot at the target.  If their final shots are worth equal numbers of points, they continue shooting until one scores higher than the other.


For each shot, the archer makes an attack roll, and the total AC he hits determines how many points he gets.  The first round of shots is at a range of 150 feet, with targets being moved back 150 feet each round thereafter.  The final two archers will shoot at a range of 750 feet.

	Total Attack Roll
	Location
	Points*

	Less than 5
	Miss
	0

	5
	Outer Ring
	1

	6
	Middle Ring
	3

	7
	Inner Ring
	5

	9+
	Bull’s Eye
	10

	13+
	Split Another Arrow
	Same as original arrow, but also crowd approval


*+1 point per hit for every time the target has been moved back.  Of course, misses are never worth points.

Dueling

Mid-afternoon on the first day of the Grand Fair, warriors have been invited to compete in a series of duels to determine who is the best melee warrior.  Up to twelve warriors may enter, and each will participate in three preliminary duels, with magical healing provided in the interim.  Thereafter, the top two duelists will compete for the highest ranking.


Duels will be fought to unconsciousness, with spellcasters ready on the sidelines to heal fallen warriors.  Though it is understood that sometimes death cannot be avoided in these competitions, but anyone who kills an opponent will forfeit his place in the competition.


Players will be expected to mostly run their own duels, so that several fights will be going on simultaneously, instead of having people sitting around twiddling their thumbs while only two people fight.  Feel free to ask the game master for decisions on rules conflicts, and the game master will definitely participate closely in the final duel.  Once you finish your duel, announce the results to the game master, and wait for the next round to begin.  Even if you lose, you will not be automatically eliminated, since there will be four preliminary rounds.  Then the two top-ranking duelists shall fight for the prize.


Rules:  Any weapon combination is allowed, as is unarmed combat.  Duelists must submit to a mandatory dispel magic one minute before their duel begins, to ensure they do not have outside magical assistance, but duelists are allowed to use any of their magic abilities on themselves after this initial dispelling.  In combat, however, magical attacks are not allowed unless they accompany a melee attack.  Thus, a touch spell is allowable, but direct damage effects such as fireballs, or mind-affecting magic such as charms are forbidden.  The judges are free to rule as they wish.


It is forbidden to attack your opponent’s weapon.  If you are disarmed otherwise, however, you have six seconds to recover your weapon, or else you forfeit, unless you have an a secondary weapon on your person.  If you are knocked to the ground, you likewise have six seconds to stand back up and resume dueling, or else you forfeit.  Attacking an unarmed or fallen opponent is allowed, but all forms of grappling are forbidden.  You may surrender at any time by announcing, “I yield.”


Each duel is limited to a twenty-foot square field.  If you leave this area, you must return within six seconds or forfeit the match.


Mechanics:  Because duels begin at close proximity, and duelists start at exactly the same time, the first round of the duel functions as a surprise round, allowing each duelist to only make a partial action.


If two duelists share a similar style, they may choose to conduct their duel in one of the following manners, if both agree in advance.


Circle duels take place wholly within a 5-foot radius circle, usually painted onto or carved into the floor.  This allows combatants to freely make 5-foot adjustments (stepping around the edge of the circle), but any intentional movement outside the ring is considered a loss.  Knocking an opponent out of the circle is considered bad form, and usually results in a loss for the offender.  Historically, some Spanish fencing schools catered to this type of dueling, referring to it as the Mysterious Circle.


In a circle duel, since movement is limited, most characters will only be able to make attack actions.  However, once each round, a character may attempt to sidestep out of the way of his opponent’s attack, causing the opponent to suffer a –5 penalty to his attack roll.  However, on that character’s next round, he is treated as if he has already made a move-equivalent action, potentially limiting the number of attacks he can make.


Most circle duels are fought with dual-wielded rapier-dagger combinations.


Armbind duels require both fighters to clasp hands or have their left or right arms lashed together.  This has some of the same effects of grappling, but not all.  Combatants are limited to light weapons, are both in the same square, and have no threatened area, but they do not lose their Dexterity bonus to AC.  As a move-equivalent action, a character may make an opposed Strength check to attempt to move the pair.  If successful, he moves them both 5 feet.  As a standard action, a combatant may attempt an opposed Strength check with a –5 penalty.  If successful, he pulls his opponent off balance, making him flat-footed until his next turn.


Line fencing duels are fought along a straight line, 6 feet wide and 40 feet long, with opponents starting 10 feet apart in the middle of the line.  No sideways movement is permitted.  Usually these duels are fought to five or fifteen touches, using a foil, but rapiers or sabers can be used if both fighters agree.  A touch simply represents a successful attack roll that deals damage.


Foil:  Medium-size martial weapon.  1 lb.  1 point of subdual bludgeoning damage.  Critical range 20/x2.  Cost 5 sp. Strength modifiers are not applied to foil damage.  Additionally, with a successful hit, the person wielding the foil may choose to deal no damage.  In polite fencing competitions, it is considered bad form to actually deal damage with your attacks.


Quickdraw duels allow each combatant only one attack, and combatants must begin with swords sheathed.  When the fight begins, the fighters roll initiative, and each gets to take one partial action in the first round.  If a character has Quickdraw, he can draw and attack in the first round, but otherwise he cannot actually attack until the second round.  Typically, whoever strikes first is the winner, though if a single strike is enough to kill or render unconscious one of the competitors, the survivor is automatically the winner even if he struck late.  If character’s have tied initiative, they act at the same time, so it is possible that both characters might fall unconscious or die, in which case neither side wins.  Note that sometimes these matches devolve into a standard fight, but such combat is usually against the rules.


Orcish ritual brawling is a duel in which both competitors must grapple each other for the whole duration.  This is the only duel in which grappling is allowed.  Any fighter breaking the grapple is considered a loser, but submitting once pinned is not considered dishonorable.


Elven Utaken (bladesong) duels require duelists to sing while fighting.  This singing can be done as a free action that lasts each character’s entire turn, but at the beginning of his turn, a duelist must succeed a Concentration check (DC 10 + half the damage taken during the last round) or must stop singing because of distraction or injury.  A duelist that stops singing loses.  Optionally, duels may be fought with padded weapons, and instead of having to make a Concentration check each round, the duelists much make Perform checks once every two rounds (i.e., after both duelists take their actions, each makes a check).  They have a penalty to this check equal to half the amount of damage they took during the previous round, subdual or otherwise, but they gain a +5 bonus for each successful hit they inflict.  Keep track of each duelist’s total Perform score, and after a minute of dueling, the audience usually chooses the duelist with the highest total Perform check as the winner.


Than Uthami (Mountain Under a Gale) is a type of Dwarven duel in which the duelists cannot intentionally move their feet.  Fighters act as if their Dexterity scores were 10 points lower for the purposes of AC, to a minimum of 1.  Thus, a Dwarf with a 16 Dexterity normally would act as if his Dexterity were still 6, while an average Dwarf would have the AC modification as if he had a Dexterity score of 1.  Grappling is forbidden, and all strikes must be downward or straight-on, never upward (this has no game implication; it is merely flavor).  


Tripping is forbidden, but each round on their turn, each duelist must make a Balance check (DC 0) to keep from being pushed off balance.  Remember that the Dwarf’s Dexterity is considered to be lower, so most fighters suffer a penalty to this check.  A combatant may choose to stand mostly still, suffering a –2 penalty to AC and attack rolls but gaining a +5 bonus to his Balance check.  Most fights simply last until one Dwarf goes down from injury.

Jousting

The jousting field is one of the central attractions in the Grand Fair.  When not in use for the actual joust, bards perform there, recounting tales of brave knights from older tournaments, and of heroes from legend.  As the sun sets on the evening of the first day, great braziers are light, and magical lights illuminate the jousting field for the grand event.  The royal court watches from a balcony erected beside the jousting field, and the stands for the common folk face the balcony, allowing visitors to not only watch the fights, but to bask in the glory of the noble court.


The jousting field is 800 ft. long, with a 4-ft. high wooden fence dividing the field in half lengthwise for the middle 100 ft.  Though many preliminary events will occur first to determine who gets to compete in the final joust, when those tilts finally occur, two mounted warriors shall charge at each other, striking and trying to knock the other from his saddle.


The goal of a joust is to knock the opposing rider from his saddle without being knocked off oneself.  Occasionally riders must take several passes at each before one of them is dehorsed.  Since the light lances used in these jousts are made to shatter on impact (to reduce the likelihood of killing a knight), a squire who assists the knight is usually present by the side of the field to toss fresh lances to his master after each charge.


If a knight dehorses his opponent, he wins.  If both riders are dehorsed simultaneously, typically the knights recover themselves and continue the fight on foot.  Since riders usually do not carry weapons other than a lance, squires have to hand a melee weapon to his master if the joust progresses to close combat.


Because the jousts are primarily for entertainment and not actually intended to injure, knights typically ride in full plate, with large shields to absorb most of the shock of a lance strike.  Also, all knights will be provided with special lances that have been made to shatter on impact, and they are not allowed to use their own lances for the actual lists.  If the joust devolved to a ground melee, combat continues into one knight passes out, or until he yields.  Killing an opponent is forbidden.  


Regardless of precautions, however, jousts always carry an element of risk.  Magic-users are ready at the edges of the field to heal wounded knights after each jousting event.


Jousting Set-up:  Before the joust begins, all warriors will submit to a detect magic, and if necessary a dispel magic, to make sure no one is using any form of magic items.  Characters are allowed to use their own magical abilities, such as a paladin’s lay hands, or a cleric’s spells, but only after they have gone through this preliminary check.


For the actual lists, warriors will be provided lances.  These lances, either heavy or light, as needed, are set to shatter upon impact, and as such they can each be used for only one attack, though squires can readily provide new lances after each attack.  These lances automatically deal subdual damage, and cannot inflict critical hits.  Aside from this, however, they are identical to normal lances.  Remember that characters not proficient in lances suffer the normal –4 penalty to their attack rolls.


Ten knights are allowed to compete in the preliminary events, and after all the scores have been tallied, the two top-scoring knights will compete in one final joust against each other.  


Preliminary Events:  This jousting tournaments does not simply have lists, but also test knights in other ways.  At the beginning of the tournament, all knights will be required to compete in the following events, and the various tests are worth small amounts of points, with the four highest-ranking knights proceeding to an elimination final competition with actual tilting.


Knights may use their own lances and other weapons for these preliminary events.


Ring and Wreath—In this competition, a rider must charge at full speed down the length of a field, using his lance to pick up three small rings held out by squires.  At the end of the charge, a fourth squire holds a wreath of leaves, which, if the knight succeeds in catching it, he usually gives to a maiden in the audience that catches his eye.  The rings and wreath (tiny objects, with an even smaller target area) each require an attack roll against AC 14 to pick up.  The knight can try for each ring and wreath regardless of the number of attacks he gets, because this is not actually combat.  Each ring is worth one point, and the wreath is worth five points.


Javelin Toss—In the javelin toss, the knight rides at full speed down the field and tosses a javelin at an archery target at the end of the field, from a range of at least twenty feet.  Use the rules presented in the archery section above to determine what area of the target the knight strikes, and how many points he earns.  Each knight is allowed to make two tosses, taking the best score of the two.


Windmill Tilt—At mid-length down the field, a rotating sign is placed, with one side painted red, the other white.  The knight rides at the sign and strikes its edge as hard as possible.  For every 4 points of damage dealt with the attack, the sign rotates once, earning the knight one point per rotation.


Race—All the knights compete in a race at the same time, using the rules presented below for races.  This horse race consists of 10 range increments.  Range increments 4, 6, and 8 have hedges that must be jumped (Hazard—Jump DC 15, 2d6 subdual damage to horse on a failure), and range increment 10 ends in a long, narrow bridge, forcing riders to go through single file, so that all of the horses will sprint past one after the other, making it easy to tell who the winner is.  The only statistical effect is that, when this range increment is reached, if two or more racers have the same DS, they make opposed racing checks.  The racers have to form a line, going single file.  The highest roller keeps his current DS, the second highest roller reduces his DS by 1, the third highest roller reduces his DS by 2, and so on.  See the racing section, below, for more details.


Preliminary Jousts—Each knight will participate in one preliminary joust.  If he dehorses his foe and stays in his saddle, he gets 5 points.  If both of them are dehorsed, the one who wins the ground battle gets 3 points.


Joust Mechanics:  This section includes the rules for actual tilting between two mounted warriors.


The core rules present most of the necessary information for running jousts, with two exceptions. 


First, warriors gain a bonus to their damage equal to +1 for every 10 ft. of base speed of their mount.


Second, according to the rules for the Ride skill, the DC for staying in a saddle when injured is a mere 5, simple for even novice horsemen.  Since practical experience tells us that it is indeed quite possible to dehorse someone in a joust, you are advised to implement the following rule.


Whenever two horsemen charge each other simultaneously, traveling parallel to each other but within striking distance, any impact tends to stop the rider’s momentum without slowing his mount, effectively knocking him off the back of side of his seat.  When such conditions are met (typically only in a joust, or when two mounted opponents decide to charge each other head-on), a rider struck must succeed a Ride check (DC 5 + damage dealt) or fall off his mount.


In a joust, both riders strike simultaneously, each making one attack against his opponent.  If a rider is struck, he must succeed a Ride check (DC 5 + damage dealt) or fall from his saddle.  If one rider falls, the one still on his mount wins.  If both riders are dehorsed, the joust turns into melee combat, with each warrior usually having one round to get up and get a weapon before combat renews.  Melee combat usually lasts only until one side submits, or to unconsciousness, but rarely to death.  If neither rider falls, both knights reach the end of the jousting field, turn, and make another charge at each other, repeating until someone wins.


A knight who is dehorsed can attempt a Ride check (DC 15) to make a soft fall.  Otherwise, he takes 1d6 points of damage.  Most knights use warhorses, which obey commands readily, but if for some reason a warrior jousts with a non-warhorse, he must succeed a Ride check (DC 20) to convince it to charge into combat.

Races

Races test speed and endurance, and are some of the most fast-paced competitions, making them great crowd-drawers.  The Grand Fair has two main races, one of which—in the joust—will likely draw many spectators.  The second race, the Dak’Rothian Marathon, will be conducted over the course of the entire first day, and since it takes place in the wilderness, no spectators are expected.


Note that, though the race itself takes place all day long, players will be required to arrive Saturday, at 6pm, to actually play through the events of the race.


Race Mechanics:  In each range increment of a race, racers make Racing checks (detailed below).  After each round, the racer adds his Racing check to his Degree of Success, which simply represents how fast he is traveling.  Your Degree of Success (DS) starts off at 0, and increases throughout the course of the race.


You should determine the movement rates of all the competitors.  Each competitor adds 1 point to any Racing check per 10 ft. of running speed above 100 ft, and subtracts 1 for every 10 ft. slower.  Thus an average human has a +2 modifier, a human with the Run feat would have a +5 modifier, and a halfling would have a modifier of –2.  A 20th-level human monk would have a +26 modifier.  Creatures that cannot run, such as golems, would be at a serious disadvantage, since at best they can hustle, making a double move.


Note that the actual distance traveled is not important, only the relative skill check results.


You should be aware of the uses of Jump, Swim, Ride, and Climb checks, especially if you are competing in the Marathon, because you will be required to make several such checks.


Races are divided into Range Increments.  Each ‘round’ of a race consists of a single range increment.  Racers all make Racing checks, and add their results to their DS.  Racers can choose to Take 10 if they want, meaning that they just keep a steady pace.  If you have negative modifiers to your racing check, it is possible to actually reduce your DS with a poor roll, but if your modified roll is less than –10, treat it instead as –10.  Remember that this does not mean that you are somehow traveling backward, since distances and DS in races are abstract.


During some range increments, characters may have to overcome obstacles, though these vary from race to race.  After all the range increments are completed, whoever has the highest DS is the winner.  


Racing Checks:  The type of conveyance you use in a given range increment determines what type of check you make for that increment.

· Self:  For running, climbing, swimming, jumping, and rowing boats, make Strength checks in each range increment.  Use the fatigue rules.

· Mounted:  While on a mount, or in a vehicle drawn by an animal, the animal makes Strength checks in each range increment.  If there are multiple animals pulling the same vehicle, start with the strongest mount of the group and add +1 for every 5 points of Strength from the other mounts.  You may make a Ride check each round, and if you beat DC 10, you add a +2 bonus to your mount’s check.  If you beat DC 20, add +4, and add +6 if you beat DC 30.  You may also make a Ride check to assist your mount in handling obstacles, with the same modifiers as above.  Use the fatigue rules.  

· Tireless Creatures:  Undead, constructs, and other tireless entities make Strength checks like living creatures, but they just Take 10.  Usually these creatures don’t respond the same way to rider commands that living mounts do, so Ride checks are usually only useful to help mounts avoid obstacles, not to improve their Strength checks.  Don’t use the fatigue rules for these creatures.

· Forces of Nature:  Natural phenomena, like flowing lava, avalanches, and oncoming storms of deadly fire rain don’t make Strength checks.  The game master simply needs to choose a speed for them, then treat them as though they Take 10 every round.  For obvious reasons, don’t use the fatigue rules.

Fatigue:  For the jousting horse race, fatigue will not be a factor.  For the Marathon, however, use the following, simplified fatigue rules.

Each round, you must make a Constitution check (DC 10 +1 per round after the first).  If you fail, then for that range increment you suffer a –10 fatigue penalty to your racing check.  If you spend a round resting, you move at a slower pace and subtact 10 to your DS for that range increment instead of making a racing check, but then the DC for the Constitution check resets to DC 10 in the next range increment.

Obstacles:  Each range increment may contain one or more obstacles, as determined by the game master when he designs the race.  Obstacles are divided into three different groups: hindrances, hazards, and checkpoints.  Hindrances give you the option to slow down or suffer some sort of penalty.  Hazards forces you to attempt something difficult, and you suffer a penalty if you fail.  A hazard is usually just a hindrance that you can’t avoid.  Checkpoints are mandatory obstacles that you must overcome or else you forfeit the race.

Usually, a given range increment will only have one obstacle, if any, but some particularly hard races might have multiple obstacles.  The most common types of obstacles are Climbs, Swims, and Jumps.  These force the racer to succeed a skill check of the appropriate type, in addition to making a normal race check.

· Climbing:  Hazard—Climb check (DC varies).  The DC of the check is determined by the game master.  If you fail the check, you must retry, but each time you retry your DS is reduced by 1.  If you fail by 5 or more, you fall, taking 1d6 points of damage for every 10 ft. you fall.  If you survive a fall, you can try to climb again, but your DS is reduced by 10 for each time you fall.  You can keep trying to climb back up regardless of how many times you fall, but each time reduces your DS by 10.  You may choose to take a –5 penalty to your Climb check to climb speedily, and if you succeed, you add +2 to your racing check for this range increment.
· Jumping:  Hindrance/Hazard—Jump check (DC varies).  The DC of the check is determined by the game master.  The penalties for failure depend on what you jump over, but some jumps can be avoided by taking a brief side-track, which slows you down.  If you avoid the hindrance, you suffer a penalty to your racing check for this range increment.  The amount of the penalty varies by how long a detour it is.
· Swimming:  Hazard—Swim check (DC varies).  The DC of the check is determined by the game master.  If you fail the check, you must retry, but each time you retry your DS is reduced by 1.  If you fail multiple times, you begin to drown, with each failure being the equivalent of one round of having to hold your breath.
Some other sample obstacles are included below.  Feel free to adjust the DCs of checks and the penalties of failure to make for harder races.

· Hurdles or Hedges:  Hindrance/Hazard—Jump (DC 15).  If you fail the check, you take damage from collisions (1d4 subdual from tripping over hurdles, or 2d6 real damage for shoving your way through hedges).  Depending on the race, you may choose to bypass the hurdles and hedges, but you suffer a –4 penalty to their racing check for this increment.

· Sharp curves:  Hindrance/Hazard—Dexterity check (DC 10).  If you fail, you take 1d6 points of impact damage from the collision.  Usually you can choose to bypass the obstacle by slowing down, but you suffer a –4 penalty to your racing check.

· Debris in path:  Hazard—Balance check (DC 10).  If you fail, you suffer a –2 penalty to your racing check for this round.

· Narrow path or bridge:  Checkpoint—Opposed racing check.  If, when this range increment is reached, two or more racers have the same DS, they make opposed racing checks.  The racers have to form a line, going single file.  The highest roller keeps his current DS, the second highest roller reduces his DS by 1, the third highest roller reduces his DS by 2, and so on.

The Dak’Rothian Marathon

The Dak’Rothian Marathon is descended from a religious hunting festival that has endured for centuries.  It began as an homage to the wandering hunter who founded a religious mecca hundreds of years ago, after following an eagle through the sky across the Dak’Rothian highlands.  When the eagle finally landed, he declared that he would build a city in the spot which the eagle had blessed.


Originally, in the city’s youth, the six strongest warriors were chosen for the race, but now preliminary races determine who the final competitors are.  The six competitors are brough out into the wilderness the night before the race, and then at dawn the next morning they set out.  The race involves running, swimming, and climbing, tracing the course that the city’s founder took over 20 range increments.


The Dak’Rothian Marathon is a very abstractly-designed race, with range increments having no consistent distance.  Each running range increment is about a mile, and the total distance is slightly over twelve miles.

· Range Increments 1 to 2: This initial dash is a straight run through a sparse forest, designed to put some space between the competitors.  In the first two range increments, In the third range increment, competitors must leap a small canyon (Obstacle, Jump DC 15 (failing causes 3d6 damage), Retry allowed).

· Range Increment 3:  Finishing the forest leg of the run, competitors must leap a river ravine.  Hazard—Jump check (DC 15).  On a failure, you nearly fall in and lose valuable time trying to pull yourself out, suffering a –2 penalty to your racing check for this range increment.  If you fail by 5 or more, you fall 30 ft. to the bottom, taking 3d6 points of impact damage.  You can try to make Climb checks (DC 15) to climb out.  Each time you try to climb out, reduce your DS by 1 because of the delay.

· Range Increments 4 to 6:  Competitors must now climb a tall rocky cliff unaided.  Hazard—Climb check (DC 18), once for each range increment.  Use the rules presented in the Climbing hazards section above.  Falling damage in the first range increment is 2d6 points, 4d6 in the next range increment, and 6d6 in the third.  If you survive a fall, you can try to climb again, but your DS is reduced by 10 for each Climb check you repeat.

· Range Increments 7:  At the top of the cliff, a second dash commences as runners race across a large meadow.

· Range Increment 8:  The dash through the meadow continues, and at the end, racers must leap from the cliff into a lake below.  Hazard—Jump check (DC 12).  If you fail, you land poorly and take 3d6 points of subdual falling damage.  If you fail by 5 or more, in addition to damage your DS is reduced by 2 as you recover.

· Range Increments 9 to 12:  Competitors must now swim across the rough waters of the lake.  Hazard—Swim check (DC 15).  If you fail, your DS is reduced by 1 and you must retry.  If you fail multiple times, you begin to drown, with each failure being the equivalent of one round of having to hold your breath.

· Range Increments 13:  Swimmers must now either swim around a long, narrow peninsula, or dive underwater through a submerged cave.  Hindrance/Hazard—Take the long route (-8 penalty to your racing check in this range increment), or take the cave.  Either way, you must make Swim checks as above, but you suffer a –5 penalty to your Swim checks if you take the underwater cave.

· Range Increments 12 to 18:  Emerging from the lake, racers begin the third dash, designed to weed out those who will have tired significantly by now.  The ground here is low and marshy, however.  Hazard—Balance check (DC 15) or suffer a –4 penalty to your DS for this range increment.  Must be repeated for each range increment.  Hazard—Animals.  There is a 5% chance in each range increment that the racer will come across some sort of marsh creature, such as an alligator or hunting cat.  Resolve any combat that happens normally, and subtract 1 from the racer’s DS for every 5 rounds spent on combat.

· Range Increment 19:  Horses are waiting for the racers as they emerge from the swamp onto higher, drier ground for the final leg.  This range increment heads up a somewhat steep, rocky slope, but is free of hazards.

· Range Increment 20:  Just as the founder of Dak’Rothe did centuries ago, so too must racers leap a wide canyon to arrive at the plateau of Dak’Rothe.  Once they make it to the other side, they follow the course of the canyon until they reach the gates of Dak’Rothe.  Checkpoint—Jump check (DC 25).  On a failure, the rider is able to leap from his horseback and barely make it to the far edge and continue on to the finish.  However, you use your own racing check modifier for this final range increment, instead of your horse’s.  If you fail by 5 or more, however, you plummet into the ravine, crashing into the jagged rocks of the river below, taking 6d6 points of falling damage.

Horses:  The horses provided are standard light horses, though specially trained ponies are available for smaller racers to ride.  The light horses have a Racing check modifier of +12, and the ponies have a Racing check modifier of +4.

Baal’meral’ruun


Affectionately known as “Bahly” by fans, this game was first developed among the top wizard academies and universities, who adapted a testing exercise into a sport that would allow their students to compete with limited risk of injury, bloodshed, or demonic invasions.  As such, it has a rich and respected history, though few non-spellcasters know much about it other than that it exists.  Originally, it served as a means of training students in the arcane arts, encouraging them to think of inventive uses of spells and to trust their fellow spellcasters, but several hundred years ago it began being used for more athletic purposes than academic.


At the outskirts of the Grand Fair lies the Bahly field, an oval grassy ring 320 ft. long by 100 ft. wide.  For the first day of the Grand Fair, the field is mostly deserted except for people curious to its purpose.  But on the second day of the festival, this field will draw a crowd of hundreds to see one of the few displays of conspicuous magic known to the common man.  Wizards, sorcerers, and other magic-users will make use of brilliant and daring spells in a five-on-five sporting event the likes of which few mundanes will ever see.


On either end of the field, 10 feet from the edge, three metal posts are set, five feet apart.  The goal of the game is for the two opposing teams to throw the ball through the other team’s goal hoops.  Two goals are 10-ft. tall poles, and the third is 15 ft. tall.  All of them have a one-foot diameter hoop on top.  Each ball thrown through the lower hoops earns 2 points, while a goal in the middle, higher hoop is worth 3 points.  The ball is a four-inch diameter steel ball marked with two purple stripes.


Each team has five players, each of whom normally performs only one role, but teammates can choose to switch roles by running next to each other and tapping each other as a symbol they are switching positions.  The positions are:

· Sent’magrex (attack-caster): This is the only position allowed to cast spells on the opposing team or the other team’s goals.

· Ires’magrex (heal-caster): This is the only position allowed to cast spells on members of their own team. They can also cast spells on their own goal.

· Pothac’osiv (mute-runners):  There are two Pothac’osivs, who are allowed to make physical contact with other players, up including non-lethal physical attacks.

· Wath’draces (ball-giver):  This position guards the goal.  He is allowed to cast spells on his own goal, but must stay within twenty feet of the center goal until someone switches position with him.


Any player is allowed to cast spells on himself, to cast spells on unoccupied areas of the field, and to carry, pass, and shoot the ball.


Certain spells and tactics are prohibited, but generally aside from killing another player or destroying the ball or goal, pretty much anything is allowed.  Players are encouraged to find inventive uses of their spells, and games are host to many unique and unusual tactics.  A great deal of freedom is available because of the use of the field of arcane courtesy, a spell presented later in this document, which means that almost all spells that would deal damage deal non-lethal damage.  Thus, players are free to summon monsters, inflict wounds, and even lob fireballs at each other.  The crowds love flashy attack spells.


Play lasts for ten minutes, in two halves of five minutes each.  After the first half, team mates can switch out (often necessary, since most spellcasters don’t have enough spells to last two halves), and have a 2 minute break to heal and recover.  Each team also gets one time-out per half (time-outs last 1 minute), usually reserved for when several team members are overcome by magical afflictions.  During time-outs and half-time, players from both sides (including those on the sidelines) are allowed to cast spells on teammates.  Players can also be switched out during these periods, as long as the team has exactly five players on the field.


Play is open to any magic-user, arcane or divine, but usually only members of a team’s home academy can play for that team.  A team can bring no more than twenty players to a game.


Rules and Regulations:  Like all field sports, Bahly has its share of rules and regulations.  The primary rule is that all games must be played with the defensive wards of a field of arcane courtesy in place.  Non-regulated games are rare, but not unknown, but few would be willing to watch the carnage that would occur without the defenses of the field.  If the field is disrupted, play halts immediately, to be resumed as soon as another field is in place.


Spells and magic effects can be cast in advance of the game.  As a special rule for this competition, however, no magic items are allowed in the game.  Only characters’ own magic abilities can be used, and if anyone is found receiving magic from someone not on their team, both people will be asked to leave the game.


Whenever play begins at each half, and whenever a goal is scored, the ball is turned over to a judge, who will use mage hand to levitate it twenty feet above the middle of the field.  He will drop the ball as signal to start play, and the ball goes to whoever catches it first.  There have been instances of invisible, flying players snatching the ball out of the air before it reaches those on the ground, and this has been deemed a legal tactic.


The starting positions of the players are fairly set.  The team all must be on its own side of field.  One player has to be at the middle of the field, to catch the ball.  Two other players stand fifty feet behind him, each thirty feet out laterally, so the three of them form a rough triangle.  A fourth player can stand anywhere behind them, and the fifth player, the Wath’draces, must stand within twenty feet of the center goal.  Aside from the goalie, any player can take any position, but he must declare what role he is taking before play starts.


If a ball goes out of bounds, or if play is halted for some reason, everyone returns to their starting positions except one of the Pothac’osiv’s from the team that last had possession.  This player stands at the side of the field, in the middle, and tosses the ball to whoever he wants.  Play renews as soon as he throws the ball.  If a ball is turned over because of penalty, the same thing happens.


The restrictions of each role are very strictly enforced.  A single clear violation (such as a Pothac’osiv fireballing the other team) will give the opposing team 1 extra point, and possession of the ball.  Some subtler violations (such as an Ires’magrex casting a silent and still daze on an opponent) are usually not punished, but players suspected of doing so are given a warning.  If they receive three warnings, that player is removed from the game, and the other team gets 1 extra point and possession of the ball.


A player that destroys the ball, alters its physical form in any substantial way, or removes it from the game area is penalized as if he had violated his position, as above.  The punishment is the same if one of the goals is destroyed, altered, or removed.  It is, however, legal to turn the ball or goals invisible, to create fake versions of the same, and so on.


Points can only be scored by throwing the ball into the goal from the ‘front’ direction.  It is perfectly legal to block a goal with a force field, a wall of brambles, or even a summoned earth elemental.  Other players are expected to be able to deal with these troubles, and after all, there are three different goals to choose from.


Summoned monsters are allowed if they are conjured after play begins.  If play halts, they can stay on the field as long as their summoning spell’s duration lasts.  However, only five creatures from any given team are allowed on the field when the game starts.  This is to prevent things like additional players tagging along in polymorphed disguises as familiars or animal companions.  If additional invisible players are found on the field, the other team gets 1 extra point and possession of the ball, and the offending player is removed from the game.


The playable area includes everything within the actual oval of the Bahly field, plus up to ten feet below the ground or forty feet up in the air.  If a player travels outside the playable area of the game, his team is not penalized, but he may not return until half-time or a time-out.


If a player inflicts real damage, even if he is a Pothac’osiv, the opposing team gains 1 extra point and possession of the ball.  Though it is fairly hard for judges to make this call sometimes, any obvious use of a weapon to deal non-subdual damage is a violation.  You may be able to get away with clubbing someone a little harder than is allowed, but slashing them with a longsword is strictly forbidden.


Despite the protections from the field of arcane courtesy, spells such as disintegrate, finger of death, domination, and feeblemind are forbidden, just to be safe.  All spells that can instantly kill a person, send someone to another dimension, or permanently alter someone’s mind are forbidden.  Spells that teleport away other players, entomb them in the earth, and so on, are likewise forbidden.  A player using any such spell is removed from the game, and the other team gets 2 extra points and possession of the ball.  A player who kills another player is usually banned from all future games.  Lesser versions of the above spells, such as charm person or ray of enfeeblement, are allowed.


At half-time and at the end of the game, all spellcasters must dispel any effects that they can.  Players that do not cooperate are fined for the fee of dispelling the offending magic.


If an entire team is rendered unconscious or unable to act before the end of a half, the team still standing gets 1 point for every member of their own team still standing.  The game pauses and each team can switch out players up to their full number of five, and play resumes.  If an entire team is rendered unable to play, the other team gains 10 points, and the game ends.


A regulation Bahly ball weighs four pounds, has a range increment of 20 ft., and is considered an exotic weapon.  If it is used to inflit damage, it deals 1d6 points of bludgeoning damage, with a x2 critical.  The ball is normally just carried in your hands, but if you want to kick it or try to dribble it, that is allowed, as is moving the ball with telekinesis or teleportation.  If the ball hits the ground or possession is lost, play does not stop, and whoever gets to the ball first gains possession.


Crowds are usually civil, but sometimes fouls can offend crowd members.  Since many Bahly spectators are magic-users themselves, this can be quite dangerous if an audience member begins casting spells onto the field.  Offending audience members are quickly targeted with hold or sleep spells, and are removed, with all efforts going toward getting rid of the threat without disrupting the flow of the game.


Though many tactics do seem cheap or unfair, part of the appeal of the game is watching players find ways to overcome these obstacles.


Mechanics:  When the ball is first put into play, the player from each team who is nearest the middle of the field makes an initiative check, and whoever wins gets the ball.  Then everyone else rolls for initiative, and play progresses using normal movement can combat rules.  If the ball is thrown back into the field (such as if the ball goes out of bounds), then everyone rolls initative as normal, but the person throwing the ball back in always goes first.


In general, use the rules for team sports presented below.


Variants and Optional Rules:  Not wanting to get sued, we did not present the rules for the version which involves four balls that fly around, and has contestants zipping about on broomsticks.

Field of Arcane Courtesy
Abjuration

Level:  Sor/Wiz 3

Components: V, S, M, F

Casting Time: Ten minutes

Range: Short (25 ft. + 5 ft./2 levels)

Area: Up to a 200-ft.-radius emanation

Duration: 1 hour

Saving Throw:  None

Spell Resistance: No

One of the few spells specifically created for the purposes of Baal’meral’ruun games, field of arcane courtesy (commonly called Ankh’Sabrés, Draconic for “sheathed blades”) makes all spells cast within it non-lethal.


When cast, all magic-using creatures within the area of effect must be willing to accept the spell; if anyone in the area of effect is unwilling, the spell energies return to the caster, and neither the spell nor the material components are wasted.  If the spell is successful, however, a brief visual cue will verify that the abjuration is in effect.  The specifics vary from caster to caster, but usually include a brief shimmer of blue light around the entire area of effect, which then fades out.  Whenever someone crosses into or out of the emanation, the border shimmers again.  If a new person enters the area who is unwilling to accept the restrictions of the spell, then the spell cancels and returns to its caster with a brief flash of light.  Likewise, if the emanation is dispelled, then the field collapses in a fizzle of light, and does not return to its original caster.


While the spell is in effect, all the creatures in the area of effect are protected with an invisible aura.  Whenever someone who is in the area of effect casts a spell, it is attuned to the auras so that any harm that might come from the spell effect is lessened.  In mechanical terms, this means that all damage dealt by spells that are cast within the area of effect do subdual damage, instead of normal.  The type of damage does not change, so a fireball still does fire damage that can be blocked by resist elements, but the damage is subdual.


Spells that would cause instant death simply render the target unconscious as if he had taken an amount of subdual damage equal to his hit points.  Spells that disintegrate objects, send them to other planes, or have other permanent, detrimental effects are simply negated.  Magic weapons and magic items are similarly affected.  Even summoned creatures are affected slightly, so that their attacks deal subdual damage, whether they are physical or magical.  By the nature of summoning spells, most summoned creatures will obey their summoner’s commands exactly, and thus are not considered ‘unwilling’ for the purposes of this spell.  However, creatures brought in by a gate are not bound to their summoner’s will, and thus can cause the spell to end.


Since it is easy to tell if this spell has been cancelled or negated, judges are quick to call a halt to the game if a problem arises.  Though problems still sometimes arise, this spell has saved the lives of many wizards.  It is not infallible, however, so cunning and evil wizards can find ways to circumvent the spell’s restrictions.  For example, telekinetically manipulated objects are themselves not magical, so they deal normal damage.


Material Component:  A bag of salt or chalk, which is sprinkled in a line, marking the area of effect.  This line persists with a dim blue flicker for the duration of the spell, and then disappears.


Arcane Focus:  Four pairs of interwoven branches, placed in the ground at the extreme ends of the area of effect.

Team Games


The rules for combat in the D20 system handle simultaneous movement and fighting effectively, and usually simultaneous actions can be portrayed perfectly well with the simple usage of the readied actions.  However, in many team sports, the actions of players on the field are far more reactive than the active roles combatants play in normal battles.  Instead of moving to attack your target while your comrades pursue other foes, a half dozen or more people will move at once to follow or head off a single player.


Overall, the rules for running team games—like football, basketball, or Bahly—are the same as the rules for combat; both help run encounters in which two groups compete and move around a field.  However, this section will introduce a few new rules peculiar to team games.  Any of these rules could be used in a normal combat encounter, but generally they’ll only show up in actual games.

Marks


Once per round, as a free action, a character can declare another creature as a ‘mark,’ meaning that the character is devoting almost all his attention toward the chosen target.  This lets the character react more quickly to his mark’s actions, but puts him at a disadvantage against other creatures around him.  In most sports, this is not much of a problem, but in a large melee it can be a risky tactic.  A character can choose to stop marking any character as a free action, returning to normal combat rules.  However, you can only choose to mark or stop marking a creature on your own turn.


Creatures with no Intelligence score, or with an Intelligence score of less than 3, cannot mark their opponents.


Penalties of Marking:  While marking a target, you are considered flat-footed to all characters other than the marked target, and thus lose your Dexterity bonus to AC (if any) and cannot make attacks of opportunity except against your mark.  Additionally, you cannot target any actions against anyone other than yourself or your mark.  You can still shout to others out of your line of sight, and if by attacking your mark you are able to Cleave against other foes, you can do so, but you suffer a –8 penalty to your attack rolls against creatures other than your mark.  And of course your area of effect spells might catch others, but unless you succeed a Spellcraft check (DC 15 + spell level), you must target your spell so that your mark is as close to the center of the area of effect as possible.  Finally, you suffer a –4 penalty to Spot checks not in the same 90-degree line of sight arc as your mark.


If you have Uncanny Dodge, you may retain your Dexterity bonus to AC, but you still suffer the above penalties and restrictions to your actions.  If you have the Combat Reflexes feat, you can make attacks of opportunity against anyone who would normally incur them, and the penalty to your attack rolls is only –4 instead of –8, but you are still considered flat-footed.  If you have Whirlwind Attack, you can choose to make a whirlwind attack even if your mark isn’t in range, but you still suffer the –8 penalty to your attack roll.  As an example of this, imagine a hero trying to pursue the main villain.  The villain sends a swarm of his henchmen to try to tackle the hero, but the hero shoves them off or cuts them down, and then continues to chase the villain, paying little heed to the cannon fodder.


Benefits of Marking:  In exchange for these penalties, you can react very quickly to your mark’s actions.  Once per round, you may do one of the following things as a reaction to something your mark does:

· Move:  Take a move-equivalent action, such as moving your base speed or drawing a weapon.  On your next turn, you are treated as if you have already taken a move-equivalent action, thus reducing how much you will be able to do.

· Counter: Take a partial action, such as attacking, tripping, making a partial charge, or casting a spell.  On your next turn, you are treated as if you have already taken a move-equivalent action, thus reducing how much you will be able to do.

· Lunge:  Move 5 ft. toward your mark and make an attack.  By the core rules, you normally must move at least 10 ft. to charge, even a partial charge, but sometimes your opponent is only 5 ft. away.  This reaction lets you close the distance and make an attack.  You suffer a –2 penalty to your AC for 1 round, but you do not gain any bonuses to your attack, since you have not moved far enough to build up momentum.  If you have already charged once this round, this AC penalty stacks.  On your next turn, you are treated as if you have already taken a move-equivalent action, thus reducing how much you will be able to do.

· Dodge:  Move 5-ft. in any direction.  This reaction actually takes place before your mark’s action.  If your mark tries to attack, you can back out of reach or sidestep, and if he casts a lightning bolt at you, you might manage to jump out of the path of the bolt.  You incur no Attack of Opportunity from your mark for this movement, but other foes can still make Attacks of Opportunity against you if you move through their threatened areas.  On your next turn, you are treated as if you have already taken a move-equivalent action, thus reducing how much you will be able to do.  You must declare that you intend to dodge before any attack rolls, damage rolls, or saving throws have been made for the attack you are dodging.


Timing of Reactions:  A reaction takes effectively ‘no time,’ as far as initiative is concerned.  You always resolve a reaction before anyone else can make another action (the exception to this is when multiple people have marked each other or the same target, but this is detailed below).  As an example out of Baal’meral’ruun, if the person with the ball runs to the goal, you get to make a reaction before he gets to throw the ball.  Then, if he does shoot, you may be in a position to block or intercept.  In actuality, you and your mark are acting pretty much at the same time, the same way one player might pursue another across a football field.  This is as close to simultaneity as is easily possible with the D20 combat rules.


For Move, Counter, or Lunge reactions, the reaction takes place just slightly after your mark’s action.  Thus, if your mark attacks you, you cannot use a these reactions to avoid being hit.  However, you can use a Dodge reaction.  The drawback of dodging is that you basically give up half your action next round to move only 5 feet now, but it does fairly accurately reflect how a nimble person can keep out of harm’s way by staying on the move.


Repeated Dodge reactions can be somewhat abusive, but this tactic is easily defeated.  First, by repeatedly dodging, the character is giving up his move actions each round, so he probably will not be able to harm his opponent.  Second, two creatures working in tandem can surround or outmaneuver the dodging character, since he can only dodge one of them.  Finally, the easiest way to defeat this tactic is to choose the dodging character as your own mark.  Whenever he dodges, you can lunge after him.  Once you get within melee reach once, it should be easy to keep up with him however he dodges.


Also, certain attacks will hit regardless of where your foe tries to dodge.  He might be able to leap out of the way of a lightning bolt, but a fireball will probably hit him, and if you have a spiked chain or a missile weapon and have multiple attacks, you shouldn’t have a hard time hitting him.  Lastly, with the appropriate terrain, you can eventually back him into a corner so he’ll not be able to dodge anymore.


Multiple Marks:  These rules may become somewhat confusing if more than one person has marked the same target.  In these instances, if multiple people want to react to the same action, just go in the normal initiative order when determining who gets to act when.  Since only characters who have Combat Reflexes can make Attacks of Opportunity while marking a target, this usually prevents the battlefield from devolving into a hideous mish-mash of Attacks of Opportunity.


Cross-Marking:  As a clarification to the above rules, if two characters have marked each other, you can indeed make a reaction to a reaction.  Thus,  Allar might start a full attack, so Babb backs off 30 ft. as a reaction, and Allar pursues the same 30 ft.  From an initiative perspective, Allar attacks Babb several times, then Babb backs off and Allar pursues.  From a storytelling perspective, however, Allar takes his full attacks at a run as Babb backs off, so that their blades connect continually as they move across the battlefield.  As an example, imagine the classic Hollywood swordfight, as two duelists push each other back and forth in the vicious to-and-fro tide of battle.  Normal D20 combat rules do not handle such duels very well.


Abstract Marking:  You may choose to mark an object rather than a person, so that you can react to whoever has that object, even if it exchanges ownership.  Thus, you might mark a Bahly ball, so that if the ball is passed to a different player, the person you’re marking shifts to the new person.  For simplicity’s sake, for the few brief moments that a marked object is in transit, you are considered to still be marking the original target.  This is rarely, if ever, an issue however.

Passing, Shooting, and Catching


Most team sports require players to either carry, pass, or kick balls downfield toward the goal, and once they get close enough, the team can try to score.  The rules for these processes are slight variations of rules for throwing.


Moving a Ball Downfield:  In games like international football, there is some slight skill required to successfully move the ball downfield.  Whenever you take a move action while in possession of a football like this, make a Dexterity check (DC 5).  If you succeed, you move the ball easily.  If you fail, the ball moves as you intended, but anyone within 5 ft. of you may make an opposed Dexterity check with you, and the winner gains possession of the ball.


Simple Passing:  You can pass a ball as a normal attack action, or you can throw it at the end of a charge.  If you do throw a ball at the end of a charge, you suffer the normal –2 penalty to AC for 1 round, but you gain no bonus to your attack roll because the momentum of the charge doesn’t help you throw accurately.  


To successfully pass a ball, you must beat DC 10, with a –2 penalty per range increment of distance.  The range increment varies from ball to ball, but the average range increment is 20 ft.  Increase the DC by 1 for every 5-ft. square the ball passes through that is occupied by a creature, because the people in those squares can obstruct the ball’s path.  If the ball travels close to the ground, like in international football, double these penalties, since the ball is more likely to hit someone’s legs.  Remember that the maximum distance a hurled object can be passed is 5 range increments (though the Far Shot feat doubles the size of the range increment).


Make a ranged attack roll, and if it beats the DC, the ball reaches the target square.  If you miss, the ball’s landing position is determined with the rules for grenade-like weapons.


Simple Shooting:  Each game will state the effective AC of the goal (AC 4 for an international football goal, AC 1 for an American football field goal, AC 6 for a Baal’meral’ruun goal, AC 9 for a basketball goal).  To score, make a ranged attack roll against the goal’s AC.  In many games, a goalie will be present to try to intercept the ball before it goes into the goal, however, and other opponents in the ball’s path may try to block the shot.


If your shot misses entirely, determine its landing position with the rules for grenade-like weapons.


Catching or Intercepting:  In a pass, if the ball is on course, and you are in the target square, you can automatically try to catch it without having to ready an action.  To catch the ball, you must succeed a Reflex save (DC 10).


In a shot for the goal, if the ball is on course, and you have chosen the ball-carrier as your mark, you may make a Reflex save (DC 15) to intercept the ball, as long as you are within 5 ft. of the ball’s target.  Alternately, you may also make a Reflex save (same DC) if you have readied an action to try to catch the ball.


Things become slightly more complex if people are in the path of the ball.  When the ball is thrown, anyone who has marked the ball carrier (or who has readied an action to try to intercept the ball) can try to intercept the ball if he is within 5 ft. of the straight-line path of the ball.  Characters who are further away cannot move fast enough to try to catch the ball.  If you have marked the ball carrier, then the attempt to intercept the ball counts as your reaction for the round.  If you have readied an action, use the normal readied action rules.


To intercept the ball, you must succeed a Reflex save (DC 15).  If two or more people within 5 ft. of each all attempt to catch the ball, they all roll Reflex saves, and whoever rolls highest catches the ball, as long as they beat DC 15.  Characters suffer a –1 penalty to their Reflex saves for each person beyond the first trying to catch the ball at once.  You can only try to intercept the ball once per pass.


In instances where the ball is on target, but people near the intended target try to intercept the ball, make opposed Reflex saves as usual.  Those trying to intercept the ball must beat DC 15 as usual, but the intended target has a slightly easier time, only having to beat DC 10.  However, they all still suffer the –1 penalty for each person beyond the first.


If you have Deflect Arrows, you gain a +2 bonus to the Reflex save to catch a ball.  Also, you may try to just block the ball, not catch it.  If you do so, you gain a +2 bonus to your Reflex save, but if you succeed, then no one catches the ball.  If, for whatever reason, no one catches the ball, it just falls in a random square within 5 ft.  Roll 1d10: 1-forward, 2-forward-right, 3-right, 4-back-right, 5-back, 6-back-left, 7-left, 8-forward-left, 9 or 10-lands on the ground in the original square.


Note that in this context, ‘catching’ does not necessarily mean using your hands; you can catch an international football (soccer) ball with your feet, or a lacrosse ball in the head of the lacrosse stick, and other games might have more unorthodox rules.


Complex Passing and Shooting:  Various ranged combat feats can be quite useful when moving the ball across the field.  Far Shot doubles the ball’s range increment, and Shot on the Run makes it easier for you to throw before someone can get in your way.  Rapid Shot is fairly useless, unfortunately.


Point-Blank Shot gives you a +1 bonus to your attack roll to throw the ball if your target is within 30 ft.  Likewise, characters suffer a –1 penalty to their Reflex saves to try to intercept the ball.  Precise Shot grants no bonus to your roll, but characters trying to intercept the ball suffers a –4 penalty to their Reflex saves.


You can kick or throw in a high arc, which makes the ball harder to intercept, but makes completing the pass more difficult.  You suffer double the normal penalties for range when you make your attack roll.  However, the only people who can try to intercept the ball are those who are within 5 ft. of either you or the target square.  For the rest of the distance, the ball is too high for most people to intercept.  Characters that can fly or jump over 10 ft. in the air, and those that are very tall, may attempt a Reflex save (DC 25) to intercept the ball, at the game master’s option.  The game master is encouraged to use his best judgement in situations not wholly covered by the rules.


You can attempt a harder pass or shot, taking a penalty of as much as –5 to your attack roll.  Characters who tries to catch, block, or intercept the ball suffers the same penalty on their Reflex saves.  This represents a variety of trick shots, oblique passes, and other tactics that can misdirect your opponents but that are slightly harder to pull off.

Tackling and Stealing


Though not tactics available in every game, many team sports let players attempt to knock down their opponents or steal the ball from the current ball carrier.


Tackling:  Tackling is resolved with a mixture of the rules for Grapples and Trip attempts.  First, you enter your opponent’s square, incurring an attack of opportunity unless you have Improved Bull Rush.  Then, you make a melee touch attack.  You and your opponent make opposed Grapple checks (base attack bonus + Strength modifier + size modifier).  Each character gets modifiers of +4 for each size category larger than Medium-size he is, or –4 for each size category smaller.  If the target fails, he falls down, and you fall on top of him.  If the target succeeds, neither one of you falls.  If the target succeeds by 5 or more, you must succeed a Balance check (DC 10) or fall down.


If the person you tackle is in possession of the ball, and he rolls a natural 1 on his Reflex save, he must succeed a Reflex save (DC 10) or else fumble the ball.  It falls in a random square within 5 ft.  Roll 1d10: 1-forward, 2-forward-right, 3-right, 4-back-right, 5-back, 6-back-left, 7-left, 8-forward-left, 9 or 10-lands on the ground in the original square.


Stealing a Ball:  Stealing a ball is resolved somewhat like a disarm attempt.  As a melee attack, you may attempt to steal the ball, and unless you have Improved Disarm you incur an attack of opportunity.  You and your opponent either make opposed Strength or Dexterity checks (each character uses whichever ability is better), and if you are successful, you steal the ball, assuming you have hands or feet free to gain possession of the ball.  Otherwise, it just falls on the ground at your opponent’s feet.  If either of you roll a natural 1 on your check, make a Reflex save (DC 10).  If you fail, then you made physical contact with your opponent, which may be considered a foul.


If your opponent is carrying the ball close to his chest, such as in American football, he gains a +10 bonus to his opposed check.

