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RIDERS OF THE PHLOGISTON: PLAYER PACK
DUNG6EON CRAWL CLASSICS SECOND ANNUAL

OPEN TOURNAMENT

INTRODUCTION

£ | eturning to Gen Con after a triumphant first year: The
DCC team tournament! For many years our tourna-
ments were the stuff of legends, and now they’re back
under DCC RPG rules! Riders of the Phlogiston is the second of-
ficial Dungeon Crawl Classics RPG Open Tournament for Gen
Con 2018.

Tournament dungeon crawls are different from normal DCC
RPG modules in that they follow the tournament play structure.
Rounds are timed, teams are awarded points based on their
accomplishments in the adventure, and top-scoring teams ad-
vance to the next round. This Player Pack will familiarize you
with the basic concepts of tournament play, and allow you to
choose your pre-generated character.

Like last year, winners of this year’s tournament will have their
names immortalized for all to admire and envy. Are you and
your handpicked team of reavers up to the challenge?
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PLAYER GUIDELINES

Minimum age: Players must be 13 years old to participate in the
tournament.

Scoring system: This is a points-based tournament. Advance-
ment from one round to the next is determined by the team that
has the most points, and they don’t carry over from round to
round. Additionally, a team that quits early will not advance
regardless of points scored (see Don’t Quit Early).

Earning points: In the course of your adventure, your team will
earn points by exploring locations and progressing through the
levels of the tournament. The scoring system awards efficien-
cy in solving the encounters within the adventure. You will
lose points for unleashing traps or dangers that could have
been avoided, and for allowing your PCs to be reduced to 0 hit
points — or worse, bleeding out.

Your experience tells you that links to the deities and patrons
of Aereth grow weakened across the vast distances of the mul-
tiverse. Therefore, you and your allies have discerned that at-
tempts to summon divine aid, or invoke your patrons, will offer
feeble aid at best. Relying on otherworldly powers to solve chal-
lenges scores negative points.

If a team advances between rounds: All their slain PCs are mi-
raculously recovered and all PCs begin the next round at full
hit points. Disapproval resets between rounds; however, any
disapproval effects are retained for the duration of the tourna-
ment. Used equipment, burned stats, and lost spells are not re-
gained between rounds.

Rolling for others: One PC per player. Players are not allowed
to roll dice for other players. If a player is absent and they are
required to make a roll, the party can opt to wait (wasting time)
or skip, but no “team rolling.”

Time is of the essence: The adventure is a dangerous, challeng-
ing place. Each room is a mystery unto itself. It is unlikely that
any tournament group will complete all of Round One before
the four-hour time limit is up. The same goes for Rounds Two
and Three. Therefore, time is of the essence. The more you ex-
plore before the time limit expires, the more points you have
the opportunity to score, and the greater your chances of ad-
vancement. Groups that advance to the next round automati-
cally start at the beginning of the next level.

Games that start late: A game that starts late because of a late or
missing player is allowed a 10-minute grace period after the list-
ed start time. After that 10 minutes, each minute lost is counted
against the four-hour time limit. For example, a game is sched-
uled to start at 9:00 am. A player is late so it starts at 9:05. The
game can go to 1:05 pm with no penalty. If the late player had
instead showed up at 9:25, however, the game’s four-hour time
limit would be considered expired at 1:10 (four hours past the
expiration of the grace period at 9:10), so the players effectively
lose 15 minutes of playing time.
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Starting without a player: After the 10-minute grace period,
teams may opt to continue waiting or to begin their session.
If they wish to continue waiting, this time counts toward the
four-hour limit. Otherwise, the absentee player is declared a

no-show and that player’s character is removed from play for
that and subsequent rounds.

Learn your character: Full stats for all tournament characters
are in this packet. Learn your character before the con! This is
the best way to start the game quickly.

No sleep: The adventure takes place in a location where the
standard rules of time and space are not present. You will not
be able to sleep in the dungeon during rounds to reset disap-
proval or regain spells.

Trading items: Your team can trade items between themselves
as they see fit, but only once the round (and clock) has started.
Armor is fitted to the physique of a specific character, and can-
not be traded.

Dice advisory: All die rolls by the judge will be made in the
open.

Hit point tracking: You will be asked by your judge to keep
track of your character’s hit point total in a visible area (like the
edge of the battle mat).

Don’t quit early: At any point during the round, a player may
quit, but it doesn’t “take effect’ immediately. If you are in com-
bat, one complete round of combat (from initiative X to initia-
tive X) is fought. If you quit as a trap is sprung, any effects of
that trap are fully resolved. If you quit during a save or check,
you are considered to have failed it. Characters of players that
quite early are treated as having been slain, with the associated
point penalty.

If an entire team quits early, the team is automatically eliminat-
ed and does not advance.

Standardized results: To level the playing field, some rolls (like

damage) have predetermined results.

FREQUENTLY ASKED
QUESTIONS

How many PCs are there in each game?
Six.

Then why are there eleven characters?

Each team chooses six of the eleven characters to make up their
party. The five not picked are not used in the tournament.

How do I advance in the tournament?

Advancement is based on points scored in the round. The high-
est-ranked teams will advance: the top four to round two, and
the top two to round three. Teams that quit early are eliminated
regardless of points.

How do I score points?

Points are scored for exploring the levels, solving puzzles,
defeating monsters, avoiding obstacles, acquiring items, and
learning the secrets of the adventure.

When is an area “explored”?

Your judge determines this, but in general it means you inter-
acted meaningfully with the encounter of that area. Poking in
your nose and leaving does not count as having “explored” the
area.

Can someone take my place on the team?
No substitutions are allowed. Sorry.

What happens to my character, then?

One character per player. If you're absent, your character is
considered lost in the adventure forever. You lose points for his
or her death, and the character is out of the game.

What if I miss Round 2 but I can make Round 3?

When you missed round two, your character was lost, and is
not available for subsequent rounds.

What if I'm late?

There is a ten-minute grace period after the official round start
time. After it passes, the game either starts with whichever
players are present or is forfeited and passed on to the alternate
team if insufficient players are present.

When do results get announced?
Results will be posted on the Goodman Games website.

What if I spot an error on the character sheet?

Any errors are unintentional, but the pre-generated characters
are played as they are in this Player Pack.

What if I disagree with my judge?

Judges have the final say and the full support of the Tourna-
ment Organizer. If you disagree with your judge, accept his or
her ruling. Afterward, feel free to bring it to the attention of the
tournament organizer. Disruptive or dis-respectful behavior
will not be tolerated. The judge reserves the right to disqualify a
team or individual that gets out of hand. That said, we've never
had to disqualify a team, which says much about the caliber of
sportsmanship the tournament teams display.
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THE TOURNAMENT
IN DCC RPG

en Con 2018 is the second time that the DCC open
tournament format is being run using DCC RPG
rules. The judges have discussed the rules and mod-
ule extensively prior to “going live” at Gen Con. In the interests
of consistency and fair play, we are disclosing in advance how
certain game elements will be handled.

Fair warning - these rules will be run as stated here during the
tournament, regardless of official errata, customer service opin-
ion, or what's in the rulebooks.

Dice chain: The tournament uses the official dice chain rules
from the DCC RPG core book as follows. In addition, the maxi-
mum die for dice chain bonuses is a d30:

d3-d4-d5-d6-d7-d8-d10-d12-d14-d16 - d20 - d24 - d30

Mighty deeds: Players can describe the mighty deed however
they like, but the judge will always apply within a specific set of
parameters that best fits the description and the desired result.
Results always last only until the end of the following round.

Divine aid: The forces of gods are weakened over the vast dis-
tances of the multiverse where the PCs now find themselves. A
cleric must succeed on a DC 15 spell check, and his disapproval
range automatically increases by 10 whether the casting was
successful or not.

The gods are unable to answer specific requests - and can only
hope that their aid serves their devotees. So that teams com-
pete fairly, the results of castings is static. Each time the cleric
successfully invokes divine aid he must choose one of the fol-
lowing:

* The caster receives the blessing of their god. The cleric, or
any one PC the caster designates, receives +3d to a single
roll. The bonus may be held until needed, but does not car-
ry over between rounds;

* OR the caster, or a PC he designates, may re-attempt a roll
that failed the previous round (for instance, a failed recover
the body or spell check).

Disapproval: Disapproval results are standardized to reduce
the variation between teams.

Sacrifices: Due to the limited divine influence within the pris-
on, a cleric may not make sacrifices to his deity in order to re-
gain favor.
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Invoke patron: Like the gods, infinities of time and space dis-
tance patrons, limiting what aid they readily can provide. And
like divine aid, the results are static. On successful casting;:

* The caster receives +2d to a single roll of their choice. This
cannot be given to another PC;

* OR the caster regains one lost spell.

Manifestations: Spell manifestations are not used for clerics,
wizards, or elves.

Mercurial magic: Mercurial magic effects are not used for wiz-
ards or elves.

Spell checks: Wizards, clerics, and elves may choose lesser
results of a spell by burning a point of Luck if not normally
allowed.

Corruptions: Corruptions are used but have no mechanical
benefits or penalties.

ADVENTURE BACKGROUND

s reavers and cuthroats you've strode across the
wilds of Aereth, and no corner in all the world has es-
caped your notice. But when waves of phlogiston cast
you and your companions across the multiverse, can you rise
to answer the challenge? Or will you leave your bones to bleach
beneath an alien sun on some forgotten world? Many may try,
but in the end only one band of marauders can lay claim to the
title: Riders on the Phlogiston!

PRE-GENERATED
CHARACTERS

N\ n the following pages, you will find character sheets
for the eleven pre-generated characters. Remember
Z<s that a tournament-standard adventuring party is
only six characters, so the players must pick six of the eleven
pre-gens to include on their journey. Gear may be traded by
PCs once the round begins. Armor is the sole exception, being
fitted to the physique of each character. Parties do not have ac-
cess to gear from unused characters.

The grimoires for the five spellcaster pre-gens will be made
available on the Goodman Games website, which can be ac-
cessed prior to the tournament. A copy will also be made avail-
able at each table at the time of the tournament, or players can
reference spells in their copy of the DCC RPG core book.
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Can your home group
beat the Gen Con pros?

At Gen Con 2018, Riders on the Phlogiston claimed 83 character lives!
And at Origins 2019, another 50 characters were felled! Now for the
first time, this deathtrap dungeon is presented in its entirety!

Run the adventure for your home group, use the tournament rules,
and score it just like we did at Gen Con and Origins. Compare your score
to the 2018 Gen Con results (starting on page 4 of enclosed Judge’s Pack)
to see how talented your players are!

Submit your team’s final score to Goodman Games
so we can publish the nationwide results!
You can submit your scores at: bit.ly/phlegiston2019
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Goodman Games 2019 Yearbook is
copyright © 2012 Goodman Games.
Open game content may only be used
under and in the terms of the Open
Game License.

OPEN GAME LICENSE Version 1.0a
The following text is the property

of Wizards of the Coast, Inc. and

is Copyright 2000 Wizards of the
Coast, Inc (“Wizards”). All Rights
Reserved.

1. Definitions: (a)”Contributors” means
the copyright and/or trademark
owners who have contributed Open
Game Content; (b)"Derivative
Material” means copyrighted
material including derivative works
and translations (including into other
computer languages), potation,
modification, correction, addition,
extension, upgrade, improvement,
compilation, abridgment or other
form in which an existing work

may be recast, transformed or
adapted; (c) “Distribute” means to
reproduce, license, rent, lease, sell,
broadcast, publicly display, transmit
or otherwise distribute; (d)”Open
Game Content” means the game
mechanic and includes the methods,
procedures, processes and routines
to the extent such content does not
embody the Product Identity and is
an enhancement over the prior art
and any additional content clearly
identified as Open Game Content
by the Contributor, and means

any work covered by this License,
including translations and derivative
works under copyright law, but
specifically excludes Product Identity.
(e) “Product Identity” means product
and product line names, logos and
identifying marks including trade
dress; artifacts; creatures characters;
stories, storylines, plots, thematic
elements, dialogue, incidents,
language, artwork, symbols, designs,
depictions, likenesses, formats,
poses, concepts, themes and graphic,
photographic and other visual

or audio representations; names
and descriptions of characters,
spells, enchantments, personalities,
teams, personas, likenesses and
special abilities; places, locations,
environments, creatures, equipment,

magical or supernatural abilities or
effects, logos, symbols, or graphic
designs; and any other trademark or
registered trademark clearly identified
as Product identity by the owner

of the Product Identity, and which
specifically excludes the Open Game
Content; (f) “Trademark” means the
logos, names, mark, sign, motto,
designs that are used by a Contributor
to identify itself or its products or

the associated products contributed

to the Open Game License by the
Contributor (g) “Use”, “Used” or
“Using” means to use, Distribute,
copy, edit, format, modify, translate
and otherwise create Derivative
Material of Open Game Content. (h)
“You" or “Your” means the licensee in
terms of this agreement.

2. The License: This License applies
to any Open Game Content that
contains a notice indicating that

the Open Game Content may only
be Used under and in terms of this
License. You must affix such a notice
to any Open Game Content that you
Use. No terms may be added to or
subtracted from this License except
as described by the License itself.
No other terms or conditions may be
applied to any Open Game Content
distributed using this License.

3.Offer and Acceptance: By Using
the Open Game Content You indicate
Your acceptance of the terms of this
License.

4. Grant and Consideration: In
consideration for agreeing to use this
License, the Contributors grant You

a perpetual, worldwide, royalty-free,
non-exclusive license with the exact
terms of this License to Use, the Open
Game Content.

5.Representation of Authority to
Contribute: If You are contributing
original material as Open Game
Content, You represent that Your

Contributions are Your original
creation and/or You have sufficient
rights to grant the rights conveyed by
this License.

6.Notice of License Copyright: You
must update the COPYRIGHT NOTICE
portion of this License to include the
exact text of the COPYRIGHT NOTICE
of any Open Game Content You are
copying, modifying or distributing,
and You must add the title, the
copyright date, and the copyright
holder’s name to the COPYRIGHT
NOTICE of any original Open Game
Content you Distribute.

7. Use of Product Identity: You agree
not to Use any Product Identity,
including as an indication as to
compatibility, except as expressly
licensed in another, independent
Agreement with the owner of each
element of that Product Identity. You
agree not to indicate compatibility or
co-adaptability with any Trademark or
Registered Trademark in conjunction
with a work containing Open Game
Content except as expressly licensed
in another, independent Agreement
with the owner of such Trademark

or Registered Trademark. The use

of any Product Identity in Open
Game Content does not constitute a
challenge to the ownership of that
Product Identity. The owner of any
Product Identity used in Open Game
Content shall retain all rights, tile and
interest in and to that Product Identity.

8. Identification: If you distribute
Open Game Content You must clearly
indicate which portions of the work
that you are distributing are Open
Game Content.

9. Updating the License: Wizards or
its designated Agents may publish
updated versions of this License. You
may use any authorized version of this
License to copy, modify and distribute
any Open Game Content originally

distributed under any version of this
License.

10 Copy of this License: You MUST
include a copy of this License with
every copy of the Open Game
Content You Distribute.

11. Use of Contributor Credits: You
may not market or advertise the Open
Game Content using the name of any
Contributor unless You have written
permission from the Contributor to

do so.

12 Inability to Comply: If it is
impossible for You to comply with
any of the terms of this License with
respect to some or all of the Open
Game Content due fo statute, judicial
order, or governmental regulation then
You may not Use any Open Game
Material so affected.

13 Termination: This License will
terminate automatically if You fail to
comply with all terms herein and fail
to cure such breach within 30 days
of becoming aware of the breach.

All sublicenses shall survive the
termination of this License.

14 Reformation: If any provision

of this License is held to be
unenforceable, such provision shall be
reformed only to the extent necessary
to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright
2000, Wizards of the Coast, Inc.

System Rules Document Copyright
2000 Wizards of the Coast, Inc.;
Authors Jonathan Tweet, Monte Cook,
Skip Williams, based on original
material by E. Gary Gygax and Dave
Arneson.

Goodman Games 2019 Yearbook,
copyright © 2012 Goodman Games,
all rights reserved, visit www.
goodman-games.com or contact info@
goodman-games.com
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