"TOURNEY RULES

ave you ever wanted to feature a medieval
tournament in your game with knights and
jousting, but stopped yourself because the it'd
be a pain to come up with new game
mechanics to support it? WELL FRET YE
NOT, FAIR MAIDEN, for I have done the hard
work for you! Read on, and discover simple-
yet-effective rules for running your very own tourney...

THE MELEE

The centrepiece of any tourney is the chaotic brawl known as
the 'melee’. In this massive fight, where dozens or even
hundreds of warriors fight it out with sword, axe and mace,
combat is governed by strict rules of chivalry, and killing your
foes is disallowed. Melee is divided into Free-for-All, in which
the last contestant standing wins, and the Team contests,
where warriors are split into two sides that engage each
other in formation. Team melees, are further divided into
mounted and dismounted battles - mounted fights are
generally preferred by audiences, but may not be feasible if
there is a shortage of knights or warhorses.

RULES OF THE MELEE

In a melee, fighters must wield melee weapons, though
thrown weapons such as javelins may be permitted. It is most
unchivalrous to use lethal force in a melee (though accidents
can happen) and anyone seen striking an opponent who is on
the ground will be disqualified and ejected from the arena.
Magic is usually restricted to magic items only, though some
melees may allow spells with a range of touch or self to be
used.

Fighters may voluntarily retire from a melee at any stage by
taking an action on their turn to lay down their weapons and
declare themselves out of action. Anyone who attacks a
retired fighter will be disqualified.

SPECIAL ACTION: ELIMINATE

You can perform this action on a prone opponent within 5
feet of you, as long as you are not within the reach of any
standing opponents. When you take the Eliminate action, the
target is immediately disqualified from the melee and must
drop their weapons at the next opportunity and leave the
fighting area by the shortest available route. Anyone

who attacks an eliminated combatant will alsobe B
disqualified. <
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RUNNING THE MELEE

Before the fight, determine the number of fighters (including
the PCs) that will be participating. To calculate this quickly,
you can roll 12d10 or 1d12*10 (minimum 40). Melee fighters
will be a mixture of warriors; you may wish to use the knight,
veteran, thug and berserker stat blocks to represent them.

Though the melee is large and filled with combatants, the
players will only attract the attention of a few enemies at a
time while many more fight and are eliminated elsewhere in
the brawl Therefore, the player's battle takes place within a
25 ft. x 25 ft. square area of the arena - one of many such
areas - wherein enemy combatants routinely surge. If a PC
exits this area while there are other combatants in the arena,
they provoke an opportunity attack from a random combatant
for every 10 feet they travel

At the beginning of the melee, and at the beginning of each
turn of combat, roll 1d8. That many enemies enter the
player's section of the arena on that turn (provided there is
space for them to enter at the periphery of the arena). This is
called a Melee Round. The battle has a number of Melee
Rounds based upon the number of fighters in the brawl. To
determine the number of Melee Rounds, divide the total
number of fighters by 2 (rounding down, if necessary), and
continue dividing by 2 until the result is 1 or lower. The
number of times you divided to reach this result is the
number of Melee Rounds.

After the Melee Rounds are complete, the PCs still have to
contend with the remaining combatants in the arena, possibly
including each other, before the melee is complete.

FREE-FOR-ALL vS. TEAM MELEE

In a Free-for-All melee, all enemy combatants that enter
combat on a melee round are hostile to the party, whereas in
Team melee, only half are hostile, whereas the other half are
friendly, and will fight alongside that party. Free-for-All melee
continues until only one combatant is left standing, whereas
Team melee continues until only one team remains.
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JOUSTING

One of the most spectacular sights at a tourney is the
thunderous crash of lance against shield that signifies a pair
of knights tilting at each other in a joust. At a tourney, jousts
are usually held as part of a knockout competition where
winning knights advance through a series of rounds until just
two finalists are left to compete for the prize.

WINNING A JOUST

Jousts are conducted as a set number of charges (usually 3),
ending early if a rider is unhorsed and thus automatically
defeated. If neither rider is unhorsed after 3 rounds, the
winner is decided by points, with 1 point scored for each
accurate hit on the opponent's shield and 2 points for each
lance broken against the opponent. If the result is still a tie,
the audience will vote on a winner. Local heroes, charismatic
fan favourites and well-groomed horses have a clear edge if it
comes down to a vote.

THE TILT

For each charge, initiative is determined by a Wisdom
(Animal Handling) check. Attacks are then made as normal
against the target's AC, and any damage that would be dealt
on a hit is instead dealt to the lance. Tourney lances have 10
HP and are replaced after each charge even if not broken. It
should be noted that if the knight going second is unhorsed,
they cannot attack, and they have disadvantage on their
attack if they were struck but not unhorsed. If the initiative
roll is tied, both characters attack at the same time and either
or both could potentially be unhorsed. Characters with the
Extra Attack feature cannot use it in a joust, but characters
with the Mounted Combatant feat have advantage on the
attack roll

If a knight is hit, they must make a Strength saving throw
against a DC equal to the damage rolled. On a failure, they
are unhorsed. When a rider is unhorsed, they make a DC 15
Dexterity saving throw. On a failure, they fall prone and are

more, the rider also suffers a random lingering injury as per
the table on page 272 of the DMG.

VARIANT: RING JOUSTING

A particularly noble and genteel crowd might
object to the violence and danger inherent in
regular jousting, preferring instead that the knights
demonstrate their grace and finesse by spearing a
series of hanging rings.

In ring jousting, knights take turns to complete a
course that features a number of set of rings. They
have to choose whether to aim at the larger,
smaller or medium sized ring from each set. The
largest ring has and AC of 12 and is worth 1 point,
the medium ring has an AC of 15 and is worth 2
points and the smallest ring has an AC of 18 and is
worth 3 points. The knight with the most points at
the end of the course wins.

Knights must use their Dexterity instead of
Strength to attack when jousting at rings.

VARIANT: EXTENDED COMBAT JOUSTING
On the other hand, some crowds want to see
blood. Jousting can be made much grittier and
more dangerous by having the knights continue to
fight on foot after one has been unhorsed.

In these extended bouts, a mounted knight must
dismount immediately when their opponent is
unhorsed - it should be assumed that the horse
moves 60 feet before the rider's next turn, though
they can attempt to dismount halfway through this
move as a reaction to seeing their opponent fall
with a successful DC 15 Dexterity (Acrobatics)
check (on a failure, they fall prone and take 2d6
bludgeoning damage). They must then draw a
melee weapon (usually a longsword or a mace) and
continue the fight on foot until one of the knights
yields or is knocked unconscious.

stunned for one round after falling, If the save is failed by 5 or



SIDESHOWS

The melee and the jousting are the main events at a tourney.
However, both of these events are relatively short-lived, and
insufficient to occupy hundreds or even thousands of visitors
for the duration of the show. Thus, an assortment of side-
activities are laid on, such as the following...

ARCHERY CONTESTS

While competition in melee and jousting events is restricted
to knights and nobles only, archery contests are usually open
to all, including commoners and children. This makes them
one of the very few means by which a commoner can come to
the attention of powerful people - and even a modest cash
prize is sure to generate lots of interest.

Archery contests are usually organised as three-round
elimination tournaments where archers are split into lines
and the highest-scoring archer (sometimes the top two) from
each line advances to one of two semi-finals. Then the
winners of each semi-final face off one-on-one for the grand
prize. In each round, the archers fire 6 arrows at a target 60ft
away (though the range can vary - junior contests are usually
shorter and grand finals often longer). Archers must use
either shortbows or longbows; crossbows and other weapons
are not allowed in archery contests.

Points are scored according to the accuracy of the shot,
determined by the archer's attack roll: 1 for white (AC 10), 2
for black (AC 12), 3 for blue (AC 14), 4 for red (AC 16), 5 for
yellow (AC 18). When contests are held outdoors, there is a
risk of sudden gusts of wind. The DM may therefore roll a
d20 each round; all archers have disadvantage on their next
shot if the result is a 20.

BEST DRESSED

Some tourneys have a prize for the best-dressed lord or lady.
This can get just as competitive as the jousting, and the
rewards can be just as big - aside from the winner's pot of
cash, this is also an excellent way to attract high-class suitors.
Commoners, that is, anyone without a Scroll of Pedigree,
will not be considered for this contest but, once one is in
contention, anything goes. The winner should be determined
by combining three numbers into a total score: a) the cost of
their outfit in gp, up to a maximum of 50, b) a Charisma
(Performance) check, to demonstrate how well they carried
off their look and c) an Intelligence (History) check, to
represent how well the contestant is following the current
trendsgand fashions. _
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GAMBLING

No tourney would be complete without a lively betting
market! Jousting, in particular, with its clear winners, quick
results and frequent upsets is perfect for gambling. If a player
wants to bet on a joust between two knights that are not
equally matched, odds should be calculated as follows:

1. Compare the knights' strength modifier. For each point of
difference, give the stronger knight 1 'edge point'".

2. If one knight has the Mounted Combatant feat and the
other doesn't, give the feat-holder 1 edge point.

3. If one knight has proficiency in Strength saves and the
other doesn't, give the proficient knight 1 edge point.

4. Compare the edge point totals and note the difference.
The one with more points is the favourite.

5. The underdog's odds should be X:2, where X is equal to 2
plus 1 for the first edge point of difference plus 2 for each
subsequent edge point.

6. The favourite's odds are the inverse of the underdog's.
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Worked example: Knight A has a Strength score of 20,
proficiency in Strength saves and the Mounted Combatant
feat. Knight B has 16 Strength and neither of those things.
Knight A therefore has 4 edge points over Knight B. Knight B's
odds are therefore set at 9:2 and Knight A's odds are 2:9.

If a player bet 9 gold and Knight A, who then went on to
win, the player would receive 11 gold back from the
bookmaker.

Note that this calculation does not produce precise odds, nor
does it take into account smaller factors like differences in
the knights' proficiency bonuses or Animal Handling scores.
Calculating precise odds is mathematically complex and,
more importantly, beyond the capabilities of the average NPC
bookmaker.

MAgIc SHOWS AND BARDIC
PERFORMANCES

When tourneys are held far away from the big cities, it is
possible that large sections of the audience have never seen a
wizard or bard in their lives. Therefore, it is not unusual for
spellcasters to travel out to big tourneys in order to
supplement their incomes. A PC with the ability to play an
instrument or cast illusion spells can spend their time at the
tourney entertaining crowds - and come home with a fistful of
silver for their troubles. Performers can expect to earn an
amount of gp equal to 1d8 + their Charisma modifier per
hour, but spellcasters must expend one spell slot (of any level)
for each hour of performance.




