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Rrawl

With his wors and crompled clothes and a freshly-swollen
fzoe, he conld not wait o spend soame of the consideras
hie LTy that e anid his men hadd [msk l;a.rncd,'t-l.n.b.i.nﬁ the
hansmred SAACIUARY AT0p l:'|'||s|_;.¢r HElL Dsais a |.'|.|I|!I|_'||:;" ol
mu e, taste the seabood specialties of the renowned inn
wverlooking the lagoan, and finally have a peacefal deep
o a proper bed - these were the thonghts of the Wasdering
Enigrht of the Short Breath Band, the Bret to cross the
sleabby wind-doorns of the Lobiter Inn, Unfortasately,
even before the allusng aroma of grilled fish ever reached
his longing nostrils, 3 Ar-wood siool - mising one ke =
whistled acrass the roam,

Tt hic Bk haed, He wesa’™ et bhack op his fees when his
Ensves stepped over him, deooling, deliverings slaps and
panches, scoeaming and shouting, brandishing mugs as
swgsils and hodsci A CFaYH &5 shiekls

Without a second thoughs, the Kaight leaped onto a rickery
tahle, whispering a prayer throigh clenched teeth po Santa
Flemmena from oo, and longed into the vedd -
With bewildered glances, thosc beneach him realized oo
late that they would not see the end of that scufie

Brncalenia has specific mechanics for the management and
resolution of non-lethal fights called Brawds,

Said Brawls are carchully thoughe our 1w acr 35 bodsterous
and lrmuir‘ intervals ']'I-m}- can be used o sar an advenmure,
animate dower moments, enliven a Job with unusual
challenges, or simply a5 3 fun alvermarive o case the sressful
[n.n:-nf-l‘!le d.l!ﬂl:f i'-till'lﬂ I:I'I.I'tm r.ﬂl.Tﬂ'l.E Bﬂ.l.'ld KO I:hl Lot

The following brawl rubs are considered opuonal in
Brancalonia: if players do nog intend 1o use them, they can
ﬂsll:." :l:ip them In the Fub]iﬂﬂd adhveninres and ampn.is;m.
the brawls’ dedicaied scenes can be played a8 non-lethal
combars, using more or les unarmed srikes. In onder o
maingain the low livel of violence imJ.E'inud for such scenes,
players could decide o "stun” opponents dropping o 0 his
poins instead of killing chem,

Bieawri

How to BrawL

Hn:m!_ non-lethal di.lpuu:s h-].' definigion, Brancelorier browls
are pegulated by simiple rules that replace the eypical cyele of
combar. A brawd basically works like combar, bur introduc-
es significant differences regarding the actions you can take
cach turn, and how hii rOLIES, d:n'nﬁ,r:. and movenseni are
caboulared,

Notes during a braad, yoir cannal ioie elass abilivies swoll @
Clinar Spelli, Exvra Awvacls, ete., b yow are aflored 1o fake
advarntage of pacive Featurer swib ar nermored Defense,
Sense of Durger, erc.

MovisesT. On their o during the brawd, pamicipanes
can mwoe an umspecified dissance: this enables - them o
move as much ar as licle as they like within the brawds
environment, IF the movement of your brawler is 0, chey
GInnod move,

Dasacie. Mo hir poing are bost in a brawl: bearings, moves,
and sepge props all deal whacks (see Whacks Levels and
Conditions). When using a move or dealing out a beating, if

the d20 roll is 2 20, the numbsr of whacks deabr is dowbled,

Wihacks Levers avp Conpimioss

During o brawl, damage from bearings, moves; and props
deal 1 or more whadks, Whacks are measured in 6 bevels {xee
the "Whacks" tablel.

If an already-whacked crearure suffers another whack, s
current Level of Whadks increases by the amount spnl:iﬁn.-d
in the specibe dfect’s description,

Brarel Table
Level  Descripbon &t |
1 Bruised JAC
2 Eoaten -1 A
3 Injured 1AC
4 Damaged 1AC
5 Crushed 1AC
& Uinsomscious Flat Chst
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Brawr OrR COMBAT?

The Kingdom may be savage, butit’s
certamnly nol & wild frontier patrolled
by sherifis and overlooking the
unknown wiliderness: infact. it's a sat-
ting witt a coheshe and millennia-old
social iaheic, where civiliration, laws,
and justice are wel organized. Knaves
running around fighting. njuring,
robhing, cheating, stealing, or even
murdering people. even if daaling with
Tifky criminals, won't hane a smoath
nor azsy road ahead Even the system
bshind Bounty and Misdeads itseff i
designed to pravent this from hap-
pening, unbass the players decide
of course - in agreemeant with the
Condotliern - that their charachars
are despicable eriminals, hunted by
evary simgle guard of the Kingdom,
and regarded as Infamous ones by
the whole Knsves' brotherbooed,
The brawd systerm is also designed
o have & non-vickent conflct mesa-
hution, iolerated by the lew, o resolve
small conflicts and pethy skirmashes
of lithle consequence.

The beaw| system and the combat
system of the official rules must be
considered two paraklel but incom-
patible systems that cannot be
combanid. |f acharsctir draws thiir
weapans during a brawl, or uses
natural or improvised weapons to
cause real damage, even non-lethal
omes, the brawl immediataly ends,
and a standard combat begins; in
this case. all participanis start the
combal from their initial conditions,
as if the brawl nevver happened

For similar reasons. [t s mpossible
to use moves and any ather brawl
option during a standard combat,
bacaurse the opponents' actual atti-
tude would then be complataly dif-
ferent, and the brawl moves woukd
not hawe a chance.

In Short: no moves and beatings
during combat: no weapons and
common types of damage during
a brawl, Use both the systems in the
right wivy and situation. and nobady
gl hurt.
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CoNDITIONS

Same moves and hits with epic props inflice additional conditions, Condirions
imposed by moves and props follow the normal rules for Conditions. All condi-
tion effects last until the end of the affacied oreamne’s nexe murm,

Beariwcs
Beatings are the regular amacks thar cach characrer can make as an action
during.q brawl.

Each Fl.l:f‘l:l‘ character is Pmﬁrirml in hulinﬁ: {attack roll: Elﬂ.'l'lﬁl‘h baonies «
proficiency bomus),

Each rime a beating successfully hits, it deals one whack.

Movis
Maves can have various effeces, some of which provide an arack roll based on 2
:|pn|.‘|E|: :hi]il.].' I:ilﬂliu!nd in bﬂ.l:h.d:' # the charicters meﬂh:m:r bonuz. Each

charscrer is proficient in every move they know, In order o be used, all moves
require the expense of a move slor.

Natez iy chavacter wivk the Spellvaring or Pact Magle clais fearure, ean ohooie to
bmam@?mﬂdfdmfmaﬂﬁ ﬁmﬂh}gﬂiﬂn R ML

Mowve SioT

Each character haz a oumber of move lors based on their characrer level, as in-
dicated in the “Brawl Features™ table. The move shos are recovered ae the end af
the brawd,

StTAGE Props

You can also infict bearings by using anything you can get hold of within the cn-
virgnment in which the brawl cakes place. All objecis chat can be wielded during
the brawl are called stage props (or props) and are divided into common props
and epic props, After use, a stage prop s deseroyed, lost, o rendered uscless,

Common Prors
bttler, pots, cnrlery, divhes, candelabras, torches, flacks, sools, pokers,..
Picking up a common prop requires a bonus action. Each charscrer can use a
ommon prop in the following ways:
* To make a beating by adding 1d4 to the amack roll,
# Ta make a I)ﬂl:il'l.si.'l.l bamus acrion.
* To increase the Knave's AC by 2, a5 a reaction to an opponent’s attack.

Epic Props

tables, barrrels, decorative mits of armor, chesty, trunds, chandeliers, other characters ...
Girabbing an epic prop requires an action. Each characrer can use an cpic prop

in the Eﬂlmiin_g Wi

* To make a beating that deals 1 extra whack.

* To mske 3 bearing thar addivionally inflices thie stunned condition o the target.

& To make a hul:inE thai hies e tangets {the arck roll must be made ;gpi.rq.‘t
the highest AC).

* To incresse the Knave's AC by 5, a5 3 reaction 1o an opponent’s anack,
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Breand Featire

I General Move, + 1 Class Braad Feature

Hergic lgroranos (you can use a characteristic of your choioe when you malke a beating)

General Move

Iz S (you can sperd a moe shat and use your reaclion to resmove a condition that affects you)
General Mo

Ace i the Hale
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“Every job starts in a dive”

- T ¥MOAL DIVE SAYING -
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GENERAL MoOVEs

Bouscen. A% & redstion, when youne success] ully hil by an
attack, you can make an attack roll (Strength or Doxterity)
against your opponent. I you hit, the target is stunned

Do Dwee, As an ackion, you can make an attack roll {Stren
gih or Constitution). If you hit the Langet, the rmovwe deals 1
whack and the target i= stunned. You take 1 whack

Fioat. A% an action, you can make ather creatunes beliewe
yOAI Are uncorscious. Lintil you make an attack, you can't be
targeted by olher creabures (you ane Tl suljected I Siray
Dangers effects).

Suoe i Feeven. AS A Borus acton, you can make an aitack
(Dexterity or Wisdom]. i you hif, the target is binded

Coomersume. A an action. you can make an atfack {Sbrength
or Daxterity). I you hit, the move deals 1 whack and the target
i8 krocked prare.

Hiao-Sasnsnen, A5 @n action, you can make an attack (Stren:
gih or Constitution) that hits two differsnt targpets. The attack
rodl must be made against the target with the higher AC. H you
hil. Ehe mowe deals ] whack B0 Both targets

Fou ma Bouste] As an action, every freendly creature in the

Brirad gaing acvantage aon their next attack roll refabed o
moves and beatings.

Uipee i Tame. A5 an action, you can benefit from a thie-
e-guarters cover. You have +5 bomus to AC and Dextenty
saving thaows.

Tuirrind. As 3 bonus action, you can make an attack (Dexteri
ty or infelligence). H you het. the target is knocked prone,

Dear Thrs Pasrs] As a bonus action, you can make an stack
{Daxxcberity or Charisma). If you hit, the target is restrained

Mauure Seau. Az an action, you can make an attack (Strength
or Constibution). 1 you hit, the mowe ceals | whack and the
targel s incapacitated.

HEADBUTT. AS B reaction. when you're successiully hit by an
atiack, you can make an attack rell (Srength or Constituticn)
against your cpponent. if you hit, the move deats 1 whack o
b Larged

Macic Moves

Promecrion recu Kicks asp Buows. A4 &n action, choose a
willing creatune you can see; all beatings and moves made
against that creatuns have disadvantage until the end of its
mext furn.

Femow Seaar. A% &0 action. you can make an alfack {InlelBgen-
ce, Wisdam, Charisma). W you hit. the move deals 1 whack and
the targed |5 poisoned,

Imsarar Scarase A% an action, you can choose a creatune, that
cregure bacceres Traghlened of you,

Eves on M. As an action, you can choose A creature, that
cresfure is chanmed by you.

Coow Dowsd. A% 30 BCl0n. you can choote a creatune, 1hal
creature can't take whacks or suffer conditions untd the end
of its maxt tuen, The target creature can't rmdve and |5 incapa
citated.

Mucec Fiar-Fiasr, As an action, you can rmake thres attacks
[Intelligence. Wisdam, Charisrma) against three different tar-
Eets. The magic move deals | whack to gach target hit,

Dooorvoiasce. When a creature attacks you, you Can Wse your
reaction to mpose disadvantage on the attack roll,

SeimTus STom. A5 A bonus actien, vou can transfarm a com-
TG Prop Mke &0 epic prop.

Crass BrawL FEATURES

Bampaaian « Endsard g Fumous, This turn, all your Beatings
and maves deal 1 extra whack.

Bass = Huso Fudson, A% & resclion, il a cregbuns madkes an
attack that targets you, you can make an atiack (Charisma)
againet that craature, Wy b, the creatune must chodse &
rierw barged within ramge (o sltack. You use this fealure belore the
creafune’s moll.

Copmic - Sacauns, A an action, you can make an attack [Wi-
soom) 1o deal 1 whack and the target is knocked prong.

D = Brasr Saar. As an action, you can make an attack
(Wrscloen) to deal 1 whack and the target becomes frnghtenad
aif you.

Fesimen = Coowrppartace. AL & resction, il 8 cresbure makes
amn attack thal targets you, you can make a sirike against that
creature. 1 youl ik, the creatsne makes the attack against yow
with disadvaniags.

Mlone = FLumey oF Scars, A5 & bonus SEH0A you can make 2
beatings.
Paispn = Tiar Wi Surre. A5 & Bonus action, wou can make

one attack (Sirength). If you hit the target, you deal 1 whack
and the target is blindad

Hanomm = Tew Cacd or tve Wan, A% an action, youi can throw @
bait on a target creature and that creaturs gets hampenad by
an animal in the area. The creatune is restrained wntil it deals 1
whack to tha amimal

Rocur = Ssran 4 Weacw. As a bonus action. you gain advanta-
B8 O ol naxt attack, and your nect meve o beating deals 1
enlra whach

Soecinin, Wakitcs, she Wakh = Acisd Biow, W vl
mdke 4 Magic move, you can 1pend an additional mose slot. |
yomi oo 50, Ehee miove dieals 1 eadra whack
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AcE IN THE HoLE
The: ace in the hols is 2 high-bevel super secrer move, usable only once per brawd,

Barnamian — Froar Lice & Buorrerer. Until the start of your next furn, you can't take whacks or suffer conditions

Bars — Hearrnorakws Note A5 an action, you hit the mast heartbreaking note. Each brawl partispant must succesd on a Corsti-
tution saving throw or take 1 whack and become incapacitated, All friendly creatures hawve adwvaniage on the saving throw

Cupes: = Ir Vou'sw Lesyosisa, Hine! A5 an action, you summaon your Saints and a Stray Danger hts all your enemies.

Dwinn = Poucew Dust. As an action, you spraad a cloud of irmitating pofien anousnd you. Each beared participant maist sucoeed on a
Constitution saving throw, oF sufer 1 whack and beoome porsonsd. All rendly creabures. have achvantape cn B saving 1hrow.

FisHmen = Woaral Pusci, You can make a beating that deals 3 additional whacks,

Mong = K asn Prard You can make a beating that deats 1 additional whack, If youw hit, the target must succeed on a Constifu-
tian sadng thiow or Bl to B ground as i it resched the whasks' maximim b,

Pagape = Srociue Myt YOU CAA SUMSTSON yousr raunt in the middha of the branyd, ¥our mount can mass tao Deatings (using your
attack bonus), ther it leaves.

Raxces = Ir's a Trar! When a creature moves in combat, you can use your reaction to activate a trap and deal 2 whacks and the
cardition restrained to that creature

Rocim — Smwe Lier 4 Bre! As a reaction, if a creature makes an attack that targets you, you can dodge the attack and make a
Boating that deals 1 additspnal whaok against the attacker

Specirms = Surana Misroerun, As an action, you can deliberately activate a negative suparstition of immanse power {breaking a
mmiror, walking under @ kadder, throwing a black cat irbe the air). Each brawl participant must succeed on 8 Wisdom saving thro,
ar drop whatever abgect they hold and become frightened. All friendly creatures have advantage on the saving throw.

Wasock — Rrworse Touce: Lintil the starf of your neat furm, whensver an apponent deals | whack bo you of 1008 frendly creature,
that cppenent takes | whack

Wirano = Fiar Bowe. fs an action, you throw a bowl of boiling broth and each brared participant must succeed an a Dexterity
sanving throw, or suther 2 whacks, Al friendly creatures have advantage on the saving theow,

Ace in the Hole save DC = 8 + your proficiency bonus + the ability madifier of your choice.

STrAY DANGERS

Stray Dangers are an additional threas thar the Condactiero may decide v inmraduce during the brawl. All braw] pamicipanes
arc affected by Stay Dangers effeces. The Condotticro cin decide o include up to 3 Saray Dangers for any single brawl; the
Condotrien can activace its effects ar the start of the round.

Raim of Sroous. Every beaed participant must sutoeed an a DG 11 Constifution saving throw, or be stunned

Houst cr TeE Funmes Puscres. Every brawl participant must succeed on 8 DG 12 Strength saving throw. or take 1 whack
Resim o B, Every beawd participant rmust sucoeed on a DE 13 Dexterity saving theow, o be knocked prone.

Fuows Suow, Every braw| participant must succeed on a DG 10 Dexterity saving throw, of be blinded,

Gor or Mi! Every brassd participant must sucosed on a DC 10 Strength sawving throw, or be restrained

Bunerl s Pres. Every brawd participant must roll 1dS. On a result of 1, the participant takes. | whack and ks knocked prona,

Bgmany, House. & small group of farm ammals breaks free into the scene and creates havoc, This round, whenever a
7 creaturs makes an attack or maove, It must moll 106, On a result of 1, that creatune hits an animal irstead of the selected
target. causing it bo run away in Tright

1% Raiwing Hadal All sorts of cured snd cold meats siddenly tall down Tram the ciling. Evedy b participant must
rofl 1dE. On a result of 1. ihe participant takes 1 whack and &5 stunned

| b RS e
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OrroNENTS AND How TO
CREATE THEM

Drvunk yokels looking for trouble; vicious bands urwr.l.rug}:r.-..
bandics waiting for the right fool on which w woughen their
knuckles, tipsy guards on leave looking for a fist- fighr. The
Kingdom's taverns always overBlow with the worst thugs and
brawlers, and whike some of them will drop like Aies under
storms of Knaves' :l.'lps, athers will hald their own and Eive
them a hand time.

Opponents in 3 Brawl are divided Inve reso carcpories,
Hem-r-Hitl:ﬂ'; and Mob.

The Heavy-Hirrer is a single powerful individual, usually as
the head of 3 kurge bunch of brawlers.

The Mah, on the other hand, is a group of individuals who ace
separately and that can ke only 2 liniited fumber of whacks,

Erawd opponents aré NPCs chat use the following stars

Mr_:m

AC: BEqual to that of the chosen NPC.

Moves and Beating Attacks: +4

Whacks: Each member of the Mob has 2 to 4 levels
ef whacks instead of the normal &

Mosse: 2 General Moves of choice

Move Slot: 2

Heavy-HiTTER

Al.'.- Equal ll:rthat of the chosen NPC,

Moves and Beating Attacks: +7

Whacks: &

Moves: 3 Moves and 1 Ace in the Hole chosen from
any list. it also has the Human Shiald Special Move
Move Siot: §

Special: Thae Heavy-Hitter has the lron Jaw brawd
feature (he can spend a move slot and use his
real::trun tu ramnw a mm:llhun I.hat affects him).

Human Shield. Whon & Hedvy-Hitter i attacked by
a creature, it can use its reaction to grab a member
of the mob that takes the hit in its place,

L — e ——— e ——————————

“1 spent a lot of quarrins on booze, birds, and
tast horses, The rest [ just squandered™

= Sui Crromaios i Mot = Exparm=ErnpasT =

- To THE BrawL, wiTH HonoR -
A Hanpeook on How 1o B A BrRawiLer

The culture, the rules of honor beoween scoundrels and

rogues, and cven the legislation in foree in the various do-

mains of the Kingdom establish scrupulous pracrices for
NI l.'l.l.l'l'lhlﬂ'l_ Hnm Arec II'IE 'd'lr“ |:r|.a.'i|:| Tl.llﬂ JT}I.E hr.l'l"'l'

MNermmuer For Correr ok HUNGER,

LET THE BLADES HIT 1% ANGER

A Brawl is 3 non-lechal fight, and muss remain so, IF blood
wWeng :pciﬂul ar death !'h.I'\IDIIE_I'l
e, the bloady fight would immediately escalate from mere
“breach of the peace” (which nobody really cares abour), and
hranded az mureder ar :::nmptrd. murder, and Bounties an
thie heads of Knaves held scoountable would rise dramarical-
Iy, A brawl is 3 brawl, and there must never be any killing,
For this reason, [RACTICHpRnts MASE NEver use thar WEIPOIS
af, more gemerally, sieike w kill,

L T I:I'.|I'.' SEreel OF Imi 4 fave

As TavcuT oy Goon oLe Massers,

Losirs Pay Damaces 7o SHasny TavERNs

As also provided by the law, brawl rules sanction dhe con-
vention by which, ar the end of a brawl, anyone found un-
conscioas inside the inn {or similar eszablishment) or within
ren steps-of i, may be siripped of their possesions by the
landlord, entitled o compensation for damages caused dur-
ing the brawd,

Sivce THE Time oF THE Coviseusm’s Bic Gasme,

Winners Taxe Troraies, Wise, Lovenrs, asn Fase,

According o Dracontan Laws regarding the old fights be-

pween giants in amphichesters and arenas, the brawl's win-

ner abways has the right oo ke a "Trophy” of their choice

from the defeared (3 single rrophy per brawl only, whagever

the number of losers), Alchough sch an action might be

LEeT A% sl:-m.'li.n; in different crcumstances, the Iq;ilim.ﬂ':

taking of Trophics Is never considered & exime, bur a Fale

reward for the vicrary, A brawl's rypical Trophy could be:

# | Memorabilia {see Paﬁ;:'ﬁ';l].

* | single codn, of the winner's cholce,

= 1 object of symbaolic value cquivalens 1o 3 Memorabilia,
oven if unique and precious o ks owner (for cxample: a
map, 4 dixry page. 2 pororain, o souvenis, 2 Family seal),

W ] ﬂzH’nﬂlnl}' ﬁ-l.lp in the Face: a s, hard Jl:.p given (o
the bosers’ Heavy-Hirrer with all the hubris possible, You
don’t take any marerial Trophy, but... whar a satisfaction!
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