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Greetings adventures! Do you think you are 
the best adventurer around? Come test your 
mettle in the Festival of the Brightswords 
within the city of Waterdeep! Heroes from all 
across the realms come to compete for re-
nown and prizes! The various events we host 
include arena battles, races, and more! New 
and experienced adventurers are welcome 
to participate in our tournament. The only 
things required are a miniature, dice, a level 
6 D&D 5e character, and payment of the $5 
participation fee. Additionally, if you wish to 
participate, please sign up on Facebook for 
the active tournament or visit us in person to 
sign up; those who sign up early will receive 2 
extra tokens that are used to buy prizes from 
our Treasure Chest. Continue reading for 
more details on character creation and tour-
nament details.

When building your character, we will be 
using the Adventure League rules when it 
comes to character building, but with the 
books listed above. When picking your char-
acter’s race, you may use the rules found in 
any number of the books listed above. When 
it comes to deciding on class(es), we will be 
allowing players to pick what they like from 
the books to fully create the character they 
want to compete! You also have access to 
all books when it comes down to designing 
your character’s background. For example, 
if you want to be an Archeologist from Tomb 
of Annihilation, you are welcome to even if 
you plus one is Sword Coast’s Adventurer’s 
Guide. The other thing we wish to note about 
selecting a race is variants of all races are 
allowed. Additionally, players are allowed to 
play an aarakocra since by level 6 many play-
ers and classes have access to flight. Drag-
onmarks from Eberron: Rising from the Last 
War are not allowed, but the races and class 
artificer is allowed. Similarly in books outside 
the Forgotten Realms setting, like the Magic 
the Gathering book Guildmaster’s Guide to 
Ravnica, only the races and class archetypes 
would be allowed. Any unique features like 
Dragonmarks are not permitted. Our goal with 
implementing these rules is to keep player 
characters relatively balanced. Also note, 
when calculating your hit points, take the 
average plus your Constitution modifier for all 
levels after 1.

For determining your character’s stats, we will 
use the Point Buy System. The way the Point 

On the day of the official tournament, there 
will be a review of all character sheets and 
a copy will be made of those characters for 
the Dungeon Masters to reference during the 
event. Resources for building your character 
include the following: Player’s Handbook, 
Dungeon Master’s Guide, Volo’s Guide to 
Monsters, Sword Coast Adventurer’s Guide, 
Mordenkainen’s Tome of Foes, Elemental 
Evil, Xanathar’s Guide to Everything, Eber-
ron: Rising from the Last War, Guildmaster’s 
Guide to Ravnica, Tasha’s Cauldron of Every-

thing, Mythic Odysseys of Theros,Van Richt-
en’s Guide to Ravenloft, The Wild Beyond the 
Witchlight, Fizban’s Treasury of Dragons and 
D&D Beyond. Homebrew content, Unearthed 
Arcana, and pre-generated characters are not 
allowed, read on for more details about char-
acter creation.



Buy System works is all stats start at 8 and 
can be raised to a maximum of 15, excluding 
racial modifiers. You will have a total of 27 
points to spend to increase your stats. It costs 
1 point per stat increase below 13. It costs 
2 points per stat increase below 15. Once 
you have assigned your all your points, you 
will then add on your racial modifiers. Please 
note that you cannot decrease your charac-
ter’s stats below 8 when assigning points, but 
racial modifiers may decrease this value. A 
good calculator to help you determine your 
stats is the Chicken-Dinner D&D 5e Point Buy 
Calculator.

Increasing Stats or Choosing 
Feat

Starting Equipment

Arena Battles

Improvised Weapons

When you encounter an Ability Score adjust-
ment, we allow you to choose a feat instead 
of selecting a stat(s) boost.

• Starting equipment (if you are multiclass-
ing, you only get your starting class’ equip-
ment)

• Background starting equipment
• 625 gold pieces to spend on items in the 

equipment section (you may buy multiple 
heal potions, however using this item does 
cost an action)

• One uncommon magic item
Items you get from your background and 
class may be sold for half cost if they are 
things you don’t need or want for your char-
acter. Round down for odd monetary values.

See pages 150 to 214 for uncommon magic 
items from the Dungeon Master Guide. Addi-
tional uncommon magic items can be found 
in the other books and may be selected. Fire-
arms are not allowed since in the Forgotten 
Realms setting they are not common. Also, 
any item that requires a restricted feature, like 
Dragonmarks from Eberron or a Guild from 
Ravnica, are also not permitted. Magic items 
can be purchased for their base listed price 
in Xanathar’s Guide to Everything, excluding 

Compete against combatants in our Arena! 
Battle against monsters and players in this 
test of combative strategy.

Monster Mash:
Prove your metal against monsters of lore in 
the monster mash version of the arena. Com-
pete against other combatants in the race to 
dispatch your opposition first. During each 

A general overview of improvised weapons 
can be found on page 147 towards the 
bottom of the page. Unless you have an 
appropriate ability or feat, you will not be 
allowed to add your proficiency bonus to an 
attack with your selected improvised weapon, 
even if it is similar to a weapon your are pro-
ficient with or is a real weapon being used in 
an unconventional way. The following table 
gives you an idea of what the damage or 
special ability of various improvised weapons 
might be. If you have a question on how to 
handle an improvised weapon, the Dungeon 
Master (DM) running the event gets final say 
on how it works. DMs may have different ru-
lings with the events they are running.
See end of document for sample improvised 
weapons.

Tournament Events

things like heal potions which have a different 
stated price in the equipment section. The 
base prices are 100g for common, 400g for 
uncommon, and 4000g for rare. If you have a 
question about an item(s) please let us know.



round of the arena, players will each face off 
against the same creature in a one on one 
battle. The player who most efficiently and 
quickly dispatches their foe will be the winner 
of that round. If there is a draw, DMs will then 
look at damage dealt and damage taken to 
determine who is the winner.

For any arena contenders who may be con-
cerned, our arena is enchanted such that you 
can’t be killed. If you reach 0 hit points, you 
are rendered unconscious and stabilize at 1 
(unconsciousness can be delayed by a fea-
ture that let’s you drop to 1) and you will be 
taken away by healers who will restore you to 
your initial state before starting the battle.

Here is a break down of how exactly this 
arena battle style will work. Each combatant 
will be placed in their own mini arena whe-
re they will face off against a sequence of 
random creatures. Each combatant will face 
off against the same creatures each round. 
When a combatant finishes a fight, they will 
wait for their rivals to finish their fights befo-
re proceeding to the next round. There are 
five rounds in total. Between each round, 
players will have 1 round to prep for the next 
round and will have 1 round of prep before 
the first round as well. Health, skills, abilities, 
and items do not reset between fights. The-
se items will reset once the player is either 
killed during one of the fights or success-
fully completes the sequence of fights. The 
player with the shortest total time and survi-
ves through the most fights wins. If there is a 
draw, the DMs will evaluate each of the fights 
to determine who is the winner.

The battle space that players will have during 
this fight is 8 squares (40ft) wide by 8 squa-
res (40ft) long and will be 10 squares (50ft) 
high. There will be four pillars in this layout 
that are 6 squares (30ft) high.

Player vs Player:
Battle against other players in one vs one, 
team vs team, or free for all battles. Teams 
will be randomly assigned as will opponents. 
This event takes place in a grand arena who-
se environment is ever changing and poten-
tially containing unseen dangers that could 
lead to a contender’s victory or down fall. The 
arena is contained in a 50ft high dome and 
contains a climbable lattice structure.

For any arena contenders who may be con-
cerned, our arena is enchanted such that 
you can’t be killed. If you reach 0 hp, you are 
rendered unconscious and stabilize at 1 (un-
consciousness can be delayed by a feature 
that let’s you drop to 1) and you will be taken 
away by healers who will restore you to your 
initial state before starting the battle.

The arena consists of multiple matches con-
sisting of 15 rounds. The victor(s) of the battle 
will proceed to the next match. Initiative is rol-
led each round and the tournament uses the 
Speed Factor Initiative (see table at the end 
of the document) to determine the turn order.
Each match is broken up into several stages. 
The first stage consists of the first 7 rounds 
and allows full access to the arena. At the 
start of the 8th round, prior to contender ini-
tiatives, the boundaries of the arena will begin 
shrink inward. Within 3 rounds the the remai-
ning contenders will be contained under the 
lattice structure. Any individual that is within 
the new restricted area with must succeed in 
a Constitution save or take 2d6 non-reducible 
damage; this check will occur at the start of 
each contender’s turn while they remain in 
the anti-battle zone. This will remain in place 
until the total 15 rounds had concluded. 

If both sides are still alive at the end of the 
15th round the judge (DM) will determine the 
victor based on how much damage was dealt 
by each person and how well each conten-
der survived the damage. The individual who 



Each obstacle has a predetermined DC that 
the player must overcome. There are typical-
ly multiple ways of overcoming a challenge. 
Players with high passive perceptions have a 
chance of spotting obstacles prior to reaching 
them and therefore may have an easier time 
overcoming the obstacle.

Obstacle Race: 
The obstacle race is one to test your skill at 
moving across complex terrain, dangerous 
traps, and magical glyphs and wards. These 
challenges can include things like walls to 
climb, secret doors to find, and traps to nav-
igate. Players will not be allowed to attack 
each other during this race. 

Players may use spells to fortify themselves 
to move through the race. However, keep 
in mind sections may include Forbiddance 
or other antimagic fields that may hinder or 
remove spells (you have been warned). Play-
ers have access to their movement, standard 
action, and any bonus action(s) for this race. 
A racer finishes when their total distance is 
equal to or exceeds the final distance. In case 
of a tie, the one who travels the furthest wins.

Mount Race: 
The mount race tests your skill as a rider. 
Every player must be mounted, either with 
their own steed (see mount details at the end 
of the document) or the rental horse. If the 
player purchases a mount they must also 
purchase the appropriate equipment for that 
mount. 

This is a race to test how well you handle 
animals, as such you will not have access 
to your action or bonus action. Every round 
each player makes a Wisdom (Animal Han-
dling) check vs the skill check DC for their re-
spective mount. With a successful check the 
mount moves forward their set speed. A fail 
results in the mount making no movement. 
The DM may have a critical fail result occur; 

Races

Race against other players in foot, mounted, 
or chariot races. These races can be on a 
track or through an obstacle course. Points 
will be awarded for completion and fastest 
times. The Champion of the Races will be 
determined at the completion of all of the race 
events, typically two separate races. Players 
who complete all races will have their rounds 
totaled. The player with the fewest total 
rounds becomes the Champion of the Races. 

Our races were inspired by the dinosaur rac-
es from Tomb of Annihilation and are handled 
similarly, especially the mount race. The fol-
lowing include more details about the different 
types of races:

Foot Race:
The foot race is a test of your speed. Every 
round each player can move up to their max-
imum movement. Players make the single 
movement without using dash action (it is 
treated as though everyone is dashing). A 
player can move an additional amount equal 
to their Constitution stat, but have to make 
a Constitution save immediately afterwards. 
Failure of the Constitution save causes you 
to move at half speed for the rest of the race. 
A racer finishes when their total distance is 
equal to or exceeds the final distance. In case 
of a tie, the one who travels the furthest wins.

Throughout the race the player will encounter 
obstacles that they must overcome. These 
obstacles include challenges such different 
types of terrain, hazards, and minor traps. 



for example, the mount walks in the wrong 
direction or bucks the rider. Riders may try 
to urge their mount to go further (move the 
second number instead of their normal move-
ment) but risk exhausting their mount. The 
mount will have to make a Constitution save 
where the DC varies based on mount. If the 
mount fails the rider moves at half speed the 
remainder of the race.

Throughout the race the rider will encounter 
obstacles that they must overcome. These 
obstacles include challenges such different 
types of terrain, hazards, and minor traps. 
Each obstacle has a predetermined DC that 
the rider must overcome. There are typical-
ly multiple ways of overcoming a challenge. 
Riders with high passive perceptions have a 
chance of spotting obstacles prior to reaching 
them and therefore may have an easier time 
overcoming the obstacle.

 A racer finishes when their total distance is 
equal to or exceeds the final distance. In case 
of a tie, the one who travels the furthest wins.

Chariot Race: 
The chariot race tests your skill as both rid-
er and combatant. Every player must be in 
a chariot, either with their own chariot or the 
rental chariot (can come with a rental mount if 
you do not own one). If the player purchases 
a mount they must also purchase the appro-
priate equipment for that mount. This equip-
ment is what the chariot connects to  for the 
chariot race. For anyone who purchases an 
elephant mount, the size of the elephant will 
be reduce so it can pull the chariot but this 
size reduction will not impact it’s movement 
or damage output. Additionally, there will be 
different material options for the chariot each 
with their own pros and cons. All chariots will 
give a bonus to player’s AC and a penalty to 
mount’s speed (overall base speed will be a 
minimum of 10ft) varying on the chosen ma-
terial. The base cost of a chariot in the Play-

er’s Handbook is 250gp (Iron) and depending 
on what material you choose, the price will 
either increase or decrease. These bonuses, 
penalties, and costs are listed in the table 
below. Base stats for the mounts and chariots 
are at the end of the document.

This is a race to test how well you handle 
animals as well as your precision and speed 
with an attack, as such you will only have 
access to 1 attack (your own or your mount) 
or a cantrip. You will not have access to any 
bonus actions, reactions, or abilities that 
let you make an extra attack (like the fight-
er’s Second Wind or death cleric’s Reaper). 
Every round each player makes a Wisdom 
(Animal Handling) check vs the skill check 
DC for their respective mount. With a suc-
cessful check the mount moves forward their 
set speed minus chariot penalty. A fail results 
in the mount making no movement and dis-
advantage on attack or advantage for your 
target vs a save. The DM may have a critical 
fail result occur; for example, the mount walks 
in the wrong direction or you fall out of the 
chariot. Riders may try to urge their mount to 
go further (move the second number instead 
of their normal movement) but risk exhausting 
their mount. The mount will have to make a 
Constitution save where the DC varies based 
on mount. If the mount fails the rider moves 
at half speed the remainder of the race.

After a successful or failed Wisdom (Animal 
Handling) check, the player can proceed to 
make an attack or urge the mount to attack 
(no check required to make mount attack), 
with the appropriate penalties from a failed 
Wisdom (Animal Handling) check. Given the 
difficult nature of managing a chariot and 
attacking, a player must be within 10 feet of 
their target (2 squares) even if the weapon 
or spell you’re using has a greater range. As 
such, you may move across lanes as you 
drive your chariot to get closer to a desired 
target. Additionally, like normal combat, you 



Riddles and Puzzles

As players are waiting for their opportunity 
to participate in the races and arena battles, 
they can try to solve an assortment of puz-
zles and riddles. Each successful solving of 
a puzzle or riddle earns them a point within 
this category. Clues can be earned for each 
puzzle based on a single intelligence check. 
Extra points will be rewarded to those who 
turn in all puzzles and riddles the fastest.

Tournament prizes are rewarded for 2 cate-
gories: Event Champions and Tournament 
Champion.

Event Champions are those that placed first 
in the arena, race, or riddle event. They are 
determined individually using the details pro-
vided in the respective event sections.
The Tournament Champion is the individual 
determined by the judges (DMs) as being the 
most successful across all three events. They 
must be an Event Champion in at least one 
event and have been noted by the DMs as 
doing particularly well in the other events.

Additionally, to be considered for any of these 
prizes and titles, you must remain present for 
the completion of the event. If you leave and 
don’t return to participate in the remainder of 
the event, you will be allowed to keep any to-
kens you earned during the event for prizes in 
the reward chest, but you will not be eligible 
for any of the top prizes.

Tournament
Prizes

Throughout the tournament, players will be 
collecting tokens based on how well they 
participate within an event. These tokens do 
not determine the winners of the events or 
tournament champion. The tokens are for 
obtaining additional prizes from a Treasure 
Chest for various token amounts. Tokens can 
be held onto until you earn enough tokens 
for desired prizes within the Treasure Chest. 
The following table gives a general idea how 
tokens are rewarded for each event.

The Treasure Chest

may move before and/or after you attack. 
On a successful hit, you will roll for damage 
like normal, but when the damage is applied, 
half the damage will go to the player and half 
will be added to the player’s mount’s DC for 
Wisdom (Animal Handling) check for the next 
round. If a player is successfully dropped to 0 
hit points or less, that player is removed from 
the race, their distance traveled is noted, and 
they are healed by the tournament’s healers.

Throughout the race the player might encoun-
ter obstacles that they must overcome. These 
obstacles include challenges such different 
types of terrain, hazards, and minor traps. 
Each obstacle has a predetermined DC that 
the player must overcome. There are typical-
ly multiple ways of overcoming a challenge. 
Players with high passive perceptions have a 
chance of spotting obstacles prior to reaching 
them and therefore may have an easier time 
overcoming the obstacle.

 A racer finishes when their total distance is 
equal to or exceeds the final distance. In case 
of a tie, the one who travels the furthest wins.

Event Token Allocation
Arena
Battle

For each completed arena bat-
tle, a player receives a single 
token. Top player will receive an 
additional 2 tokens.



Event Token Allocation
Races For each completed race, a 

player receives a single token. 
Top player will receive an addi-
tional 2 tokens.

Riddles & 
Puzzles

For every 3 puzzles completed, 
player will earn 1 token. Players 
who successfully complete all 
puzzles will receive an addi-
tional 2 tokens. The top 3 play-
ers will receive an additional 2 
tokens.

Dressing 
Up

You can receive an additional 
2 tokens if you come dressed 
up to the event. We do ask that 
you keep the costumes PG.

This tournament follows similar rules as the 
Dungeons and Dragons Adventure League, 
but is not an official Adventure League event. 
It is inspired by the Brightswords festival de-
scribed within the Waterdeep: Dragon Heist 
Adventure. If you choose to participate in this 
event, you are agreeing to have read these 
pages prior to the tournament and will follow 
these rules.

Dungeon Master: 
For our D&D tournaments there will be at 
least 1 dungeon master (DM) appointed by 
the Explorers’ Emporium to run and manage 
the tournament’s events. The DMs will have 
the final say on how to handle a ruling or 
interpretation of a player’s requested course 
of action. If a player causes a disturbance 
that disrupts game play or the enjoyment of 
the other players due to disagreeing with a 
DM’s ruling, they will receive a warning. Addi-
tional disagreements will result in that player 
receiving a loss for the current event. A DM 

Player Code of Conduct

Additional Tournament 
Rules and Regulations

is allowed to decide if that loss applies to 
the last round played, but before the start of 
the next match, even if that player originally 
won the last match played. Additionally, a DM 
may have a non-player character (NPC) that 
is serving as a moderator for an event. This 
NPC’s level is not necessarily the same level 
as the players’ characters and more often is 
significantly higher in level.

Player: 
We aim for our D&D tournaments to be a fun, 
safe, and friendly environment for our players 
to compete. We want this tournament to be a 
place where players can earn tabletop relat-
ed/themed accessories, meet people, and 
overall have a good time. While these tour-
naments are not official Adventure League 
events they use the Adventure League Rules 
of Play; we would appreciate it if players 
follow the player code of conduct and be re-
spectful to one another. Additionally, you may 
be competing against friends or family during 
this tournament. Unless you end up on a 
team together, you can’t give the other play-
ers advice during an event as this could be 
interpreted as cheating and lead to you and 
that player being disqualified from that specif-
ic event. The exception to this rule is if there 
is a child participating in this event, as such 
their guardian(s) are permitted to assist them 
with the game. Furthermore, players are not 
allowed to tell another player whether or not 
they are allowed to do something. It is up to 
the DM of the event to have the final say on 
whether a player’s course of action is valid.

Food and Drink: 
This is commonly a long event, so having 
a snack and drink is highly recommended. 
Explorers’ Emporium does sell an assortment 
of snacks and water, but we don’t discourage 
outside food and drink. We do ask if you bring 
food to the tournament to not eat at the tables 
where races or arena fights are occurring. 
We will have tables off to the side where the 



End of the Document

Improvised 
Weapon

Similar 
Weapon

Damage or Ability

Crowbar Mace 1d6 bludgeoning
Longbow (melee) Club 1d4 bludgeoning

Greatsword (ranged) none 1d4 slashing

Book none 1d4 bludgeoning

Bag of Flour (1lb) none Ranged attack; On hit, target makes DC 10 Dexterity 
check. On success, target has disadvantage on next 
attack. On fail, target is blinded until they use an action 
to remove flour from eyes.

Broken Oil Flash none 1d4 piercing

Spyglass Club 1d4 bludgeoning; Make DC 14 plus damage dealt Dex-
terity check to see if you break your spyglass.

Perfume none Ranged attack; On hit, target makes DC 10 Constitu-
tion check. On success, target has disadvantage on 
next attack. On fail, target is nauseated until they use 
an action to remove perfume from the face.

Instructions Speed Factor Initiative
Mark on the sheet what you are planning to do your next 
turn. If in arena battle, do this secretly (show DM). You 
may end up bubbling in multiple things depending on what 
you’re planning/using. These modifiers will affect your 
initiative roll and will change between turns. If you end up 
having a slower initiative, you may change your action(s) 
in response to what your opponent or ally does.

Initiative = D20 + Dex Mod + Speed Factor

Action Initiative
Spell Casting, Level of 
Spell ____

-____

Melee, Heavy -2
Melee, Light or Finesse +2
Melee, 2-Handed -2
Ranged, Loading -5
Other Weapons +0
Other Action +/-____

Sample Improvised Weapons

Initiative for Arena

riddle challenges are occurring that can be 
used if you’re looking to sit and eat. Addition-
ally, if you wish to grab food and come back 
between rounds you’re not participating in 
presently, please let one of the dungeon mas-
ters know in case we look for you for the next 
stage of the tournament.



Mounts

Special Mount

Chariots

*AC for your mounts may adjust if it has barding

Mount Speed 
(ft)

Skill 
Check 

DC

AC* Hit 
Points

Attack Damage Con.

Camel 50/70 12 9 15 +5 1d4 14 (+2)

Donkey/Mule 40/50 10 10 11 +2 1d4+2 13 (+1)

Elephant 40/65 16 12 76 +8 3d10+6 17 (+3)

Horse, Draft 40/50 10 10 19 +6 2d4+4 12 (+1)

Horse, Riding 60/80 12 10 13 +4 1d6+2 12 (+1)

Mastiff 40/70 12 12 5 +3 1d6+1 12 (+1)

Pony 40/60 12 10 11 +4 2d4+2 13 (+1)

Warhorse 60/75 14 11 19 +4 2d6+4 13 (+1)

Phantom Steed 60/80 14 10 13 +3 1d6+2 12 (+1)

Horse, Rented 40/50 14 10 13 +3 1d6+2 12 (+1)

Mount Speed 
(ft)

Skill 
Check 

DC

AC* Hit 
Points

Attack Damage Con.

Griffon 30/50
80/110, fly

16 12 9 +6 2d6+4 16 (+3)

Chariot Speed (ft) AC Cost

Wood -5 +2 150gp
Iron -10 +4 250gp
Steel -15 +6 350gp
Rental -15 +2 0gp


