
by Eric Woolcott, editor, The Ashbury Times

When Duchess Mara began the Tournament in 593, the idea was

not only to encourage friendly competition with her nobles, but also to

just have a bit of fun and make some money in the process (as the Tour-

naments always draw in the crowds and help the economy).

Originally there were two Tournaments — one specifically for the

nobles and one specifically for the commoners. However, Duke Aramis

said he prefered having both nobles and commoners compete together

and allowing people to form whatever teams they chose, so soon there

was but one Tournament, held annually, usually in the month of Hawk

(May).

After the Tournament of 606, it was announced that the Tourna-

ment would be held biannually, in even years, and in the odd years there

would be a Tournament for individuals. The 607 Tournament had very

similar competitions than listed here, and was won by a gypsy named

Zymm.

Duke Nevin has halted the Tournaments for now (as of 613), but

there appears to be a number of tournament-like events scheduled dur-

ing the year to make up for that.

In order to keep up with all the latest developments of the Tourna-

ments, be sure to purchase every single edition of the Ashbury Times —

“All the news that fits, we print.”

This article will be focused upon the Team Tournaments, assuming

that they start again after this terrible war is over.

Each team is allowed six participants who will compete in a variety

of tests and challenges. You do not have to be a citizen of Ashbury in

order to be on a team, and in fact, foreign visitors are encouraged to

come and participate and compete against the locals.

The teams are awarded points, and each point is worth a silver

Noble per team member. Thus, a team which completed the Tournament

with a score of 30 would get 180 silver pieces for the team (or, if you

prefer, 30 silver pieces per member).

In addition, the winning team also may receive extra prizes such as

magic items, scrolls, or other rewards.

The Tournament is broken into seven separate events. Each event

is worth 5 points to the winning team, 4 to the team in second place, 3

for the team in third place, 2 for the team in fourth place, and 1 for the

team in fifth place. If there are more than five teams, then the other

teams will receive nothing. It is also possible for a team to receive no

points even if there are less than five teams competing. A team which

puts no effort or only a half-hearted effort into a competition doesn’t

really deserve a point simply because they attended.

This point system was devised as a way to balance out the teams as

much as possible: A team that is excellent in one or two events but ter-

rible in the others will not do as well as a team which  is well-rounded in

all of the events. In fact, some Tournaments in the past have been won

by teams which never won any of the individual competitions yet placed

high in each.

The whole purpose of the Tournament is to stress and teach coop-

eration and teamwork, for a group that works together will accomplish

much more than one which is dominated by a single hero. The most

important thing is a good balance: a team of fighters will not do as well

as one which includes people of many different skills.

You of course need to devise some sort of name for your team, and

you are well advised not to come up with some sort of “joke” name, for

this will tell the judge (who is usually the Duke, of course) that you do

not take this seriously. You do not want to start off on the wrong foot.

Let us now examine the events and discuss the rules for each and

strategies for doing well in each.

ColorsColorsColorsColorsColors
The Tournament usually begins on a Saturday morning with a fes-

tive opening ceremony in which each of the teams present themselves to

the Duke. You will begin at one end of the field and when your team’s

name is called, you will march to His Grace and present yourselves.

Teams are judged on their overall presentation with a specific eye

towards matching finery, banners, shields, and other decorations. Some

sort of symbol that easily identifies your team is also advisible.

Attitude and bearing can play a key role in the decision-making

process. March in sequence if you are marching; make your presenta-

tion, and then remember that the competition isn’t over until the deci-

sion is made. When you turn around and head back to your starting

position, stand proud — don’t lay on the grass waiting for His Grace to

make his decision. As he stands there, looking around at the teams and

trying to make his choices, you want him to see you as smart and sharp

as when you began!

Teams are allowed to hire extra people (such as drummers or danc-

ers) to help with the presentation; however, it is more important to pa-

rade in splendor than to try to overwhelm with numbers. A small group
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with matching tabards carrying a nice banner is more impressive than a

large unmatching unkempt horde.

When you appear before the Duke, the team should kneel (of

course!) and the leader should then rise and introduce the members of

the team. Don’t wait for His Grace to acknowledge your kneel before

rising; he is aware of the procedure for Colors. Upon being introduced,

each member can then rise. If the team is an established one, the leader

may want to explain the team’s purpose or perhaps list its accomplish-

ments. Pomp and circumstance are not only acceptable in this case but is

expected.

Don’t forget to speak up! You want not only His Grace to hear you,

but all onlookers. If your team leader does not have the proper voice for

this, perhaps you should hire a herald specifically for this important

function.

Some teams like to give a present to the Duke at this point, but it is

not required, and of course, it is better to have no present than a stupid

one.

This idea that each member rises upon his or her introduction is but

a suggestion — you may think of something more creative — but the

important thing is to constantly show the proper respect for His Grace

and his station. This respect should continue onwards throughout the

entire Tournament and will apply to His Grace and those nobles to whom

he has assisting him in the Tournament. Remember, you want His Grace

to be impressed with you, and as the brownies say, every point counts.

CombatCombatCombatCombatCombat
For this competition, each team sends three representatives to the

field to compete against another team of three. The combats are arranged

so that every team will compete against every other team. Afterwards,

whichever team has won the most competitions will be judged the win-

ner, and so on.

Extra battles are often requred for tie-breakers, but this just adds to

the excitement of this competition.

You are allowed to change your participants between battles if you

so choose.

Although competitors can inflict real damage, no killing blows are

allowed.

Competitors may have no protective spells active and cannot cast

any during the competition. Magic items and weapons are also not al-

lowed, nor are ritual effects, whether spellcrafted or not. Aracane Ar-

mors must be breached before battle, and cannot be repaired during battle.

The key to winning this battle is through teamwork. This is not a

battle of individual heroes; it is a test of how well your fighters can

attack while still protecting each other’s backs.

EEEEEnternternternterntertainmenttainmenttainmenttainmenttainment
The entertainment competition is usually held after the feast on

Saturday night. Each team has approximately five minutes to tell a story,

act out a play, dance, sing, juggle, tell jokes, or otherwise entertain the

crowd.

It is allowable to use outside help such as musicians but if too much

of your entry is based upon the work of non-team members, it will count

against you even if the performance was excellent.

Always remember that His Grace is your ultimate audience here.

Doing a skit that insults the nobility might go over well with the crowd

but not with the one who will decide how many points you receive.

TTTTTrivia / Riddlesrivia / Riddlesrivia / Riddlesrivia / Riddlesrivia / Riddles
Although in the past, a Riddles competition was held after Enter-

tainment, lately there have been various trivia contests, with procedures

that change each year.  Be sure to read the Ashbury Times for all details

before attending.

The RaceThe RaceThe RaceThe RaceThe Race
This is a relay-style race in which four members run a specific route

and hand off their team’s baton to the next person in line. The route is

not very long, so it is definitely a race of speed and not stamina. This is

very exciting for the townsfolk who usually bet heavily on this competi-

tion.

ArArArArArcherchercherchercheryyyyy
The archery competition is for one team member only. Each team’s

archer is allowed three arrows per match. There are three matches, each

from a progressively longer distance.

The archers must aim for a standard archery target, with points

allocated accordingly; usually 10 points for a bullseye, 7 for the next

ring, 5 for the next ring, 3 for the next ring, and 1 for the outer ring.

The bow and arrows are provided by His Grace so that no team has

an advantage. If there is a tie, then the competition will continue until

the tie is broken.

Being trained in the skill of archery is a requirement in this compe-

tition.

The HThe HThe HThe HThe Herererererooooo’’’’’s Bs Bs Bs Bs Battleattleattleattleattle
This battle uses the same rules as the Combat competition, except

in this confrontation, each team sends but one fighter to the field. Every

team’s fighter will meet every other team’s fighter to narrow down the

competition, and tie-breakers may be needed. The same person must

participate in all rounds of this competition unless an injury occurs to

prevent his or her participation.

The SThe SThe SThe SThe Spellcasterpellcasterpellcasterpellcasterpellcaster’’’’’s Bs Bs Bs Bs Battleattleattleattleattle
In this competition, each team will send one spellcaster onto the

field to meet the other spellcasters from each of the other teams. No 9th

level spells are allowed and (obviously) no necromantic spells. The spell-

caster who last remains alive / mobile / awake / conscious at the end of

the competition is the winner.

Once you are incapacitated to the point where you cannot cast any

more spells (by being Prisoned, for instance) you are eliminated, even if

another participant releases you.

If you are bleeding out from damage, you are automatically elimi-

nated, even if one of the other participants heals you up. (Competitiors

who are bleeding out will be healed by a referee as soon as possible and

removed from the field of battle; this is not a competition to the death!

Magic items and scrolls are not allowed to be used, but the spell-

caster may begin the competition with as many defensive spells as pos-

sible, and these defensive spells may be cast by anyone. However, once

the competition begins, no one is allowed to cast any new defensive

spells on the competitors — they must do it themselves. (They can, of

course, cast them on each other if they so desire.)

You should also note that using a Dominate spell, although not

against the rules, is not a very good way to endear yourself to certain

mystic wood elf nobles who could sway His Grace’s decisions in other

competitions.

Note as well that you have to use common sense when fighting

against certain races. Throwing a Sleep spell at an elf might not be the

wisest choice, for instance.

If a tie happens to occur — and this has happened before, where

one caster was bound and the other who had done it was completely out

of spells — then either His Grace can declare a tie or allow the teams to

each send in another caster to compete in a tie-breaking competition.

Gryphons (in biata form), though citizens, are not allowed to use

many of their innate skills in this competition, and citizens who have

managed to place themselves within a golem form will not be allowed to

participate in this competition. If you have any unusual skills, magic,



curses, or powers which may give you an unfair advantage, it is wise to

bring this to the attention of His Grace prior to the competition so that a

decision can be made regarding your participation.

The HThe HThe HThe HThe Huntuntuntuntunt
The Hunt is basically a scavenger hunt with a twist — before you

can find some of the objects, you first have to figure out what the objects

are.

Each team is given a list of approximately 30 items to find and

return. The list is usually handed out immediately after the Colors Com-

petition, and teams have 24 hours to locate as many of the items as they

can.

The team that produces the item first gets 5 points, second gets 4

points, and so on. Therefore, it is to a team’s advantage to find as many

items as possible even if someone else has beat them to it.

Sometimes the items will be hidden in a specific place, and there

will be more than one of the item at that place so that every team that

finds it can have one. It is against the rules of the Tournament to take all

of the items that are hidden there in order to prevent other teams from

recovering them. The people who run the Tournament for His Grace

periodically check the hiding places and if the items are missing but not

turned in, the item will be struck from the Hunt list and any points awarded

for that item will be forfeited.

These rules apply to nonparticipants as well. Many times people

not on teams will try to find the items to sell to the teams or to give to the

teams they are supporting. This is allowed and encouraged, but these

people must also abide by the rules. If items are missing, it does not

matter who took them.

Teams are allowed to use others who are not on the team to search

for these items (after all, there is really no way to stop that) but only

team members may produce the items for credit.

Each team member is allowed to submit on each item only once. In

other words, each team is allowed only six “guesses” per item. If you

turn in an item thinking it is the solution to one of the puzzles of the

Hunt and it is not, you are no longer allowed to submit another item for

that particular entry.

Items on the list can be devided into three categories:

Random IRandom IRandom IRandom IRandom Itemstemstemstemstems
These may or may not be out there. Some will be planted but most

are just waiting to be discovered and the trick is for your team to run and

find it first and then return it before another team does. For instance,

past Hunt items in this category include a four leaf clover, an hourglass,

the word “goblin” in The Ashbury Times, an apple, a joker from a deck

of cards, and a silver dagger.

PPPPPuzzled Iuzzled Iuzzled Iuzzled Iuzzled Itemstemstemstemstems
In order to find this object, you must first figure out the puzzle.

Puzzled items are usually planted and are prefaced with the word “The”

indicating that it is a specific item you are looking for (as opposed to a

Random Item which is identified with the word “A”).

Imagination in coming up with an alternative is not part of the puzzle.

For instance, if there is a Hunt item called “The Light Rock” then they

are looking for a specific item that solves the puzzle, and not merely a

rock that you have tried to cast a Light spell onto.

As an example, a common Puzzled Item involves a word search

puzzle, although usually you are not told what words you are looking

for. One year it was all of the estates in Ashbury, and after you circled

them all, you knew which one was missing, thus solving the Hunt item

“The Missing Estate.” The letters that were not circled spelled out an-

other clue telling you where another Hunt item was hidden. If you see

any strange puzzles lying around in the local taverns or posted on the

trees during a Tournament weekend, you can be pretty sure it will lead

you to a Hunt item.

Another item from a past Hunt was listed only as “OTTFFSSENT.”

It took a while, but someone finally figured out that this stood for “One

Two Three Four Five Six Seven Eight Nine Ten” but what was the item?

As it turned out, the item was a Count! Fortunately, the appropriate noble

was in town that day to be submitted as the item.

There is always at least one anagram on the Hunt list. Unscramble

the words “The Adventurer’s Barnacles” and you’ll find the words

“Search under tavern tables.” Unscrambling it will always tell you where

to look, so they almost always start out with words like “look” or “search”

or “seek.” Anagrams don’t always come out that well, so if you see some-

thing that doesn’t read quite right, it’s probably an anagram. The item

you are looking for is obvious once you find it.

One of the tricks that the organizers of the Hunt will do is to hire

actors from the Bardic College to portray common citizens with the an-

swers to the Hunt. As an example of this tactic, an item one year was a

“Red Sunset.” An actor came in and told people he was a bartender and

knew almost every drink that existed and could mix any drink that any-

one would want. It took a while, but finally someone asked him if he

knew of a drink called a “Red Sunset.” The actor said he did but said

that he would not share this secret with anyone unless they gave him a

drink he had never heard of. Needless to say, this led to another “hunt”

of sorts as the team who found this actor ran around trying to find some

new drink for him.

Another time an actor walked to town dressed as a prospector, speak-

ing to everyone: “How ya doin’, by gum? By gum, it’s hot out here

today! I don’t think I like it, by gum!” Finally, someone got the idea to

ask the old man if he had any gum. “Of course I do!” he said. “I keep

trying to get people to buy gum!”  The smart team bought the “Goblin

Gum” required by the Hunt list and came in first place.

Note that unlike other “planted” items, if your team misses these

actors with their clues, you’re out of luck. Their instructions are always

to talk to as many people as possible and to make sure that they talk to at

least one person on each team before heading out of town.

The opportunity is there, but you have to grab it and realize that the

person talking to you might have some connection to the Hunt.

SSSSSuperlativuperlativuperlativuperlativuperlative Ie Ie Ie Ie Itemstemstemstemstems
These are judged at the very end of the Hunt Competition at the

very end of the Tournament. Each team produces something for each

item and their submissions are compared. The team with the best (or

most, or worst) gets first place for that item.

In the past, teams have had to produce the ugliest ring, the  funniest

limerick about Fangthorn, the best dessert, and the most Nerntwippys.

(What’s a nerntwippy? Ah, that item was a Puzzled Item too, wasn’t it?)

There is almost always a “Best Top Ten List” on the list, so you can

actually start writing your submission now.

Part of the fun of the superlatives is seeing who can come up with

the most creative answers. The team that produced a large boot as their

entry for “The Longest Tongue” did very well, as did the group that

spelled out the word “one” with their bodies for “The Biggest One.”

You never know what may happen or what will be submitted. One

time there was an item called “The Biggest Lie” and when it was his

turn, one team leader rose and indigantly said “I think this is an outrage

to have an item like this on the Hunt list! I have never lied and I do not

intend to do so now!” He sat back down and there was silence for a few

seconds and then a round of applause. Needless to say, he placed first

that particular item.

The bottom line for the Superlatives then is to use your imagina-

tion and be creative — especially if you have no idea what it is you are

supposed to be turning in!

In conclusion, the Tournament is terrific fun for both participants

and observers. It’s also a great way to make a name for yourself and

better still earn some money without putting yourself in any danger.

Don’t wait until the last minute to organize your team — start early

and practice and you’re sure to be the winning team one year!



PPPPPast ast ast ast ast WWWWWinnersinnersinnersinnersinners

594 Commoners

1. The Company of the Midnight Sun

2. Five Wenches and an Aspiring Baron

3. The Royal Army

594 Nobles

1. Nordenn

2. Trellheim

3. Blythedale

595 Commoners

1. The Shield of Vandemor

2. The Servenka Gypsies

3. Checkmate

595 Nobles

1. Ash Forest

2. Trellheim

3. Nordenn

596 Commoners

1. The White Eagles

2. Team Eclectic

3. The Dale’s Folk

596 Nobles

1. The Ducal Household

2. Blythedale

3. Ash Forest

597

1. Forestwatch

2. The Sand Tigers

3. The Misfits

598

1. Nordenn

2. The Black Unicorns

3. The Ducal Rangers

599

1. The Sylvan Guard

2. Law Abiding Citizens

3. The Black Unicorns

600

1. Shokan Ryujima

2. The Black Unicorns

3. Ash Forest

601

1. Shokan Ryujima

2. Black Forest

3. Team Harrington

602

1. Nordenn

2. The Uncommon Commoners

3. Ash Forest

602  (alternate future)

1. Jade Thorns

2. Dark Unicorns

3. Swords of Lore

603

1. Ash Forest / Nordenn (tie)

2. Black Forest / The Biata Assembly (tie)

3. Valentine’s Performing Company

604

1. Ash Forest

2. Black Forest

3. Lawgiver

605

1. Nordenn

2. Team Mistwalkers

3. Ash Forest

606

1. Black Forest

2. Ash Forest

3. The Untiring Phalanx

608

1. Ragnar’s Legacy

2. Blythedale

3. Nordenn

610

1. Blythedale

2. Ash Forest

3. Evorran Dragoons

612

1. Blythedale

2. Vanguard

3. Nordenn


