DUELING HOUSE RULES FOR
SNAKES & SALOONS

Dueling has been a long standing tradition in many regions
across the land. Duels were created in order to settle
disagreements in a more civilized way than simply tearing at
each other’s throats. Duels are often called by individuals
who seek retribution for an act of dishonor conducted against
themselves or someone that they represent. Duels are not
conducted in order to slay the accused, rather they serve as a
means for the accuser to regain their honor. However, if
someone expires as a result of the duel, so be it. Some areas
have outlawed dueling, seeing the practice as uncivilized and
barbaric.

CobE DUELLO

Duels are often conducted with opponents using matching
weapons, however this is not always necessary. Individuals
can chose to use whichever weapon they feel the most
confident with, barring that their opponents agrees. Each
opponent must also agree to the duel’s specific rules, called
‘code duello’. It is in the establishing of the code duello that
opponents can raise any rules that they wish to. These rules
are boundless, but some of the common rules that are
established are: matching (or not matching) weapons, the
allowance of post-duel medical attention, the allowance of
magical weapons, equipment, or effects, the number of paces
that will be taken, and any prizes associated with the winner.
Once the code duello is established and both opponents
agree to it, they shake hands and proceed to the dueling
grounds. Code duello may also be established any amount of
time before a duel is to take place. Any violators of the code
duello are seen as both dishonorable and criminals.
Punishment for a violation of code duello can be as intense
as murder, depending on how much honor is valued in the
prosecutor’s society.

CONDUCTING A DUEL

When opponents meet for a duel, they meet face-to-face and
offer to have their weapons inspected by their opponents and
anyone serving as a witness. If there are no problems in the
weaponry, the opponents stand back-to-back. They take a
number of paces agreed upon, making careful effort to match
their opponent’s pace. When both feet settle on the last pace,
opponents are permitted to turn, draw, and attack.

If both opponents have gotten to this step without
(noticeably) violating the code duello to their opponent or any
witnesses, these special duelling rules take place:

¢ Both opponents make the following rolls (including
modifiers) and total them:

An initiative roll + an attack roll with their dueling weapon
+ a damage roll with their dueling weapon

The opponent with the highest total score wins the duel The
loser is brought to O hit points, knocked unconscious, and
immediately makes a death saving throw. At this point the
duel is over and the loser may receive medical attention if the
code duello allows it, otherwise the loser is left to their fate.

Individuals may duel with melee weapons against
opponents with ranged weapons, however they must be swift
and should take careful consideration when establishing the
number of paces taken in the code duello in order to make
sure they can close the distance. Every pace is 5ft of distance
between opponents. Opponents who are dueling with melee
weapons and take a number of paces which places them
beyond their movement speed must make both their initiative
roll and attack roll with disadvantage. If the number of paces
they take exceeds double their movement speed, they
automatically lose. Opponents who are dueling with ranged
weapons and take a number of paces which places them
beyond their weapons first range must make their attack roll
with disadvantage.

If letting your Players or NPCs fall in one strike feels
inconsistent with traditional combat in which these
characters could normal take a few rounds and keep going,
remember that when dueling opponents are making
themselves purposely vulnerable for the tradition. This is
emphasised by Armor Class not playing a key factor in
duelling.

ExaMPLE DUEL

The gunslinger Winston Jackson calls a duel with the outlaw
Maybee Sinclair to reclaim his sister after Maybee had
kidnapped her. If Maybee agrees to the duel, they then
proceed to establish the code duello, if not they settle things
the old fashioned way.

Winston demands that if he wins the duel, Maybee's
henchmen will release his sister back to him. Maybee accepts
on the condition that if she wins, Winston will become her
servant for the foreseeable future. Winston agrees and it is
added to the code duello. Winston then states that he wants
to take 5 paces which amounts to 25ft. Maybee argues for 6
paces, 30ft, they agree and it is added to the code duello.
Then Winston argues that there will be no post-duel medical
attention. Maybee agrees on the condition that they must also
use matching non-magical revolver. Winston accepts and it is
added to the code duello. Winston and Maybee have nothing
more they wish to add to the code duello, they shake hands
and exit the saloon which Winston had confronted Maybee
in.

They step face-to-face onto the dirt road outside the saloon.
They both produce revolvers and they inspect each other’s. A
sage who's been spectating the whole ordeal offers to ensure
that both revolvers are non-magical. Both agree and the sage
casts the Detect Magic spell and sees that neither are
magical The sage returns them, Winston and Maybee holster
the weapons and stand back-to-back. They each take 6 paces,
making a distance of 30ft between them. When the last step
of the 6th pace is taken, both of them turn, draw, and fire.

Winston’s dexterity modifier is +5 and his proficiency
bonus is +3. Maybee’s dexterity modifier is also +5 but her
proficiency bonus is +4. Both make initiative rolls, attack
rolls, and damage rolls simultaneously.

Winston will roll: (1d20 + 5) + (1d20 + 8) + (1d10 + 5)
Maybee will roll: (1d20 + 5) + (1d20 + 9) + (1d10 + 5)

While these opponents are at about the same dueling level,
not all duelists will be and that plays an important factor into
whether or not someone will accept a duel

Winston rolled: (21) + (27) + (8) = 56
Maybee rolled: (13) + (26) + (12) =51



With a bit of luck, Winston'’s rolls totaled higher and thus he
was able to draw and fire faster and more accurately than
Maybee. He won the duel. Maybee suffered a terminal shot
and is knocked unconscious and immediately makes a death
saving throw. Per the code duello, Maybee is not permitted
any medical attention. Only the dice will tell her fate (unless
someone violates the code duello and heals her, of course).
Winston walks away knowing that, if all goes to plan, his
sister will soon be returned to him. Optionally, Game Masters
may allow the winner to Kill the loser outright if it is
dramatically or narratively appropriate (though we do not
recommend you do this with Player Characters for obvious
reasons).



LEGAL TEXT - HOMEBREWRY

MIT License

Copyright (c) 2016 Scott Tolksdorf

Permission is hereby granted, free of charge, to any person
obtaining a copy of this software and associated
documentation files (the "Software"), to deal in the Software
without restriction, including without limitation the rights to
use, copy, modify, merge, publish, distribute, sublicense,
and/or sell copies of the Software, and to permit persons to
whom the Software is furnished to do so, subject to the
following conditions:

The above copyright notice and this permission notice shall
be included in all copies or substantial portions of the
Software.

THE SOFTWARE IS PROVIDED "AS IS", WITHOUT
WARRANTY OF ANY KIND, EXPRESS OR IMPLIED,
INCLUDING BUT NOT LIMITED TO THE WARRANTIES
OF MERCHANTABILITY, FITNESS FOR A PARTICULAR
PURPOSE AND NONINFRINGEMENT. IN NO EVENT
SHALL THE AUTHORS OR COPYRIGHT HOLDERS BE
LIABLE FOR ANY CLAIM, DAMAGES OR OTHER
LIABILITY, WHETHER IN AN ACTION OF CONTRACT,
TORT OR OTHERWISE, ARISING FROM, OUT OF OR IN
CONNECTION WITH THE SOFTWARE OR THE USE OR
OTHER DEALINGS IN THE SOFTWARE.



LEcAL TEXT - 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, title 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 to 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.



1. 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.

2. COPYRIGHT NOTICE Open Game License v 1.0a
Copyright 2000, Wizards of the Coast, Inc. System
Reference Document 5.0 Copyright 2016, Wizards of the
Coast, Inc.; Authors Mike Mearls, Jeremy Crawford, Chris
Perkins, Rodney Thompson, Peter Lee, James Wyatt,
Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and
Steve Townshend, based on original material by E. Gary
Gygax and Dave Arneson.

END OF LICENSE



