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Tournament Events

TOURNAMENT EVENTS:PRIVATE 

Competitors in each event are divided into categories, usually based on experience level, but flexible based on skill in a particular area.  Prizes are usually reflective of the level of competition:


Typical Level
Novice
0-2

Amateur
1-4

Expert
3-7

Master
7-12

Grand Master
11+

Archery, Clout Shooting:  Arched fire at flat (or slightly angled) circular disk target, usually 2' across, with a 1' dia. circle and a central peg.  To hit target is AC 2, inner circle AC -2, and peg AC -10.

Scoring:  target - 1 pt; inner circle - 3 pts; peg - 10 pts.

Archery, Target Shooting:  Direct fire at upright target with painted concentric circles:


AC
Pts
White (outer) circle
10
1

Black circle
8
2

Blue circle
6
3

Red circle
3
4

Gold circle
0
5

Bull's eye
-5
10

Split arrow
-10
25

One shot each at short, medium, and long range per pairing.

Field/Foot List:  This can sometimes be a two-person duel, but it more commonly takes the form of a general melee.  All competitors are required to attack to subdue (inflicting half real and half temporary damage), and the melee is generally supervised by uniformed marshals who will 'touch out' participants that they deem duly vanquished.  In a general melee, the last one standing is declared the victor.  In general, a combatant will need to face 1 to 4 foes before the field is whittled down to 1d6 'finalists.'

If the foot list is arranged by teams (as is commonly done), a vanquished individual is sent to the other team's base, and the list is deemed over when all of one side's combatants are vanquished or retire from the list.

Jousting:  Jousts are done in three passes.  On a successful hit, the lance must save vs. crushing blow with a -2 penalty (as thin wood if a jousting lance, otherwise as if thick wood) or break.  Attack vs. AC 8, counting only shield (which may be used to attempt to parry a lance blow), magical (usually frowned upon in jousting matches), and special AC bonuses, such as a Nomad's AC bonus when mounted.  Dexterity bonuses are not counted unless the Riding Specialization proficiency is possessed and a proficiency check is made.  Also, the target must make a Dexterity check with a base -2 penalty to avoid being dismounted, plus the following modifiers:

-1 per Strength damage bonus of attacker

-1 per level of Specialization (or weapon of choice, for a Cavalier) with lance

-3 if no Riding proficiency

+3 if Riding (Land-based) proficiency

+6 if Riding Specialization

+1 if a Cavalier

+1 if a Gallant

+1 if a Nomad

Unhorsing also inflicts 1d6 points of subdual damage (half real, half temporary, healed after one hour of rest).  If both riders are dismounted, both are considered to lose the match.  If one is dismounted, the other is the winner of that pass.  If both hit or if both miss but remain mounted, pass counted a draw.  If one hits and the other misses, the other is the winner of that pass.  Three passes will be taken, and the winner of two out of three passes is the winner of the match.  If they are tied after three passes, they will continue with more passes until one wins a pass and is declared the winner.

Practice heats may be undertaken among competitors of unknown skill, to determine their placement into an appropriate class.  Often, only nobles or knights are allowed to participate in the joust, though many tournaments allow commoners or unknowns to enter, provided that they have the proper equipment and can pay the entry fee (usually on the order of 50 br for a Novice, 100 br for an Amateur, 200 br for an Expert, 300 br for a Master, and 500 br for a Grand Master.  At the end of the day of jousting, the competitor in each class who has won the most matches is declared the champion of that class.  Ties require a tiebreaking match to determine the champion.

Wrestling:  Each round of wrestling, each wrestler rolls 1d20, modified as follows:

+2 for warriors

+1 for rogues

-1 for wizards

+1 per level

+1 per Strength damage bonus

+1 per Dexterity AC bonus

±2 per size class difference in wrestlers

+2 per slot of Wrestling specialization

+1 for Lightning Reflexes proficiency

Each round, wrestler with higher total Grabs (both Grab if tied); on next round, if same wrestler has high total, Takedown; if other wrestler, Grab is broken; if third consecutive high roll (i.e., high roll on round after Takedown), achieve Pin; if victim of Takedown has high roll, gets up and start from scratch, but victim of Takedown suffers -1 to wrestling rolls for rest of match.

Match lasts until Pin or for 12 rounds maximum.  If no pin after 12 rounds, score 1 point for each Takedown.  In case of draw, 'sudden death' match, where first Takedown wins match.

***DISCLAIMER*** 

As with all postings by me of classes or races, it should be noted that portions of the information contained herein were inspired by or derived from information in published works of TSR, Inc., and may contain references to those works, quotations or passages of text (especially in the area of 'Character Description', where applicable sections from TSR works were often carried over more or less intact into my campaign world), or particular powers or abilities invented by TSR staff writers.  No relationship with TSR, Inc., is to be implied by this use, nor is any attempt being made to solicit profit or remuneration of any kind.  I have read the TSR Online Policy document, and have tried to accommodate the stipulations contained therein. 

In instances where I have lifted an essentially complete class or race without significant alteration, I have not included these in my postings but instead have inserted a reference to the appropriate D&D sourcebook for those curious in including it in their campaign.  Only variations that include a significant component of original work, alteration, or reformulation (including the compositing elements from various TSR sources into new combinations) of have been included in this set of postings. 
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