Rod & Reel

By Mike Bourke

bttp://www.campaignmastery.com

1 JIntroduction:

Rod and Reel is a card game that simulates a §igburnament within an RPG.

Required for play are three standard decks of playing cards, 3 pdkps or equivalent for each
participant, a d20, a sheet of paper, and a peaddition, poker chips of different colours mayused to
represent a character's skill pool.

Participants are either Players of the game in fvttie fishing tournament takes place or NPCs within
that game. Any Player who is not taking part intitn@nament should represent an NPC participarg. Th
GM should also consider inviting 'guest playersi¢ofor other NPCs but may play as multiple oppmtsie
if necessary.

Required character information is each player's SIRX, INT, and any relevant fishing skKill.

2. Game Play Summary

The game consists of 6-15 rounds of card play (lyst2). A round consists of the following stepac¢h
detailed in sections to follow):

Declare Breaking Strains

Shuffle

Deal 5

First Discard

First Draw

Second Discard

Second Draw

Scoring Attempts
Declare Scoring Attempts
Declare Use Of Pool Points
Attempt Score Conversion
Score

Final Discard

Pass Deck to the left.

Page | Rod & Reel by Mike Bourke



3. Prior to Dlay

. The GM should rough-mix the decks of cards.

. The GM should determine and announce the nuofldfends that will be played.

. The GM should determine and announce the viatonglitions.

. The GM converts each participant's Fishing $kith points (refer below) and hand out chips to
represent these if they are to be used. Denomitgatib5 and 1 are recommended. If chips are not
used to represent this pool, participants shoutd tie size of the pool on scratch paper.

5. Each participant should determine the Bait/LQmlity they are going to use (refer below) andeesd

the pool point cost.

A WN PP

4, Number Of bands

Each hand represents a fixed period of time. Ajl-dantests should have a high number of handst shor
contests should have a low humber of hands. Therfédve hands, the more likely it is that a given
participant will have no score (i.e. will fail tatch a fish). A range of 6-15 hands is recommended.

S. fisbing Skill Dool

Characters roll d20 and add their ranks in the gmjmte fishing skill, their DEX modifier, and tmdNT
modifier (d20). Whichever characteristic is notasated with the relevant fishing skill is optiormalt
recommended except in the case of short games.

If the game system is not a d20 or 3d6-based systemvert scores as necessary.

If the character does not have the appropriaténfisskill, the character should use the appropriate
technigue from the base game system for unskilhegks to determine a total. If there is no suckesys
characters should roll 2d20s and take the lowedtredben add as above (skill ranks would be zerthiis
case).

If the character has a fishing skill that the GMighs inappropriate to the contest, both of the above
technigues should be employed and the results gagr@ound up).

The total result is the value of the Fishing SRitlol, which can be used to obtain advantages wiltg&n
contest.

If the referee wishes to increase the benefitkitied fishing vs. luck-on-the-day and prior preaton,
he may increase the size of the pool 50%, or ewebld or triple it. Converting a good hand into a
powerhouse hand or a poor hand into a good haretysexpensive; the default rules are likely tonpier
this only one to 1% times in the contest. Each 1@@&ease in the skill pool roughly doubles that
frequency (so 2x, 3x, 5-6x correspond to pool iases of x1Y2, x2, and x3).
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6. Bait/LCure Quality

For the price of 10 pool points each, players aaglmse the ability to retain one or two "dead saad
the end of each round. Used strategically, thisicgumove the player's next catch or increase the
likelyhood of getting a catch at all in a futurenda

7. Breaking Strain

Each round, players can choose a 'breaking simaidifier to their score conversion attempts. These
increase the weight of the possible catch, but ntakere difficult to actually successfully catdietfish.
Breaking strain choices may be changed from hamaual, unlike bait/lure quality, which is fixed fibre
entire game once chosen.

At the start of each hand, and prior to the shufflof the cards, players must nominate the breadtiragn
of the fishing line they have chosen. The choicestf, +2, +4, and +6.

« +0 means that the player has to play the card®im 6f them.

* +2 permits a card of the same colour but a diffeseite to be counted amongst the three value
cards.

* +4 permits one card of a different colour to berted amongst the three

* +6 would permit the cards to be of completely dife suites.

It can be assumed that a character who has optedything less than the maximum -6 penalty may wel
have caught a bigger fish in the course of a rafrmay than the one they eventually attempt talJdout
that if they did, the line broke.

Breaking strains are decided by each Player attreof each hand and revealed simultaneously. It
recommended that Poker chips or similar be useah &sdicator of the breaking strain chosen for the
hand.

8. Shuffle Cards

It may be easier to rough-shuffle the deck, shbt¢ontents amongst several players who give shaire
a thorough shuffle, and then merge those sub-dettks: larger deck with another rough-shuffle. Any
card whose face is accidentally revealed shouldd®rted randomly into the deck.

9. Deal S

Starting with the player to the dealer's right,teplayer is dealt a card until each has a tot&l cdrds
(including any held over from previous hands).
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1Q. first Discard

Players may discard up to two cards. These muktdaany face cards with which they will not atteamp
to score this round, unless discarding all the &x¢ace cards would drop their hand size to less tiree
cards. Cards are discarded face down on the battohe deck.

1. first Draw

Starting from the first player to the dealer's tjgtach player is dealt enough cards to bring thesid to a
total of 7 cards.

12. Second Discard & Draw.

Starting from the dealer's right, each player nmast discard one card, face-up, and then draw tw@mo
to give a total hand of 8 cards.

A character who is cheating may take the face-ug et was topmost of the discards before their
discard was placed on the stack as one of theicasds.

13. Scoring Attempts

There are 4 scoring combinations:

* Ace

* King + Queen (suited)
« King + Jack (suited)

* Queen + Jack (suited)

These have different scoring potential accordinguid The ranking of suits (high to low) is:
1. Hearts
2. Diamonds
3. Clubs
4. Spades.

Any other face card in the player's hand is a aead (ie has no value in the hand), though it mraysed
as the basis of a scoring attempt in a later round.

Scoring attempts start with the Player to the d&atight, who places the scoring combination fagén
front of them. Any Player who does not do so whes lhis turn should announce "no score".

12}, Score Values

Score values are determined from the scoring caatibim, the suit of the scoring combination, and the
highest run of up to three non-face cards thatki@eacter can present. These must all be of the sain
(but do not have to be the same suit as that ad¢beng combination), and may not contain dupéicat
cards.
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If a card is missing from the run, cards belowdbasecutive sequence count for just 1 point urless
character uses pool points to 'plug the gap'.

10, 9 is a valid scoring combination, and so is9.@®, or 9, 8, 7, or 5, 4, or even 3, 2, or eveingle
card. A single 10 card is worth more than a 4, &mbination, a single 6 card is worth more th& 2
combination, and so on. 10, 9, # is a valid comtimngprovided that # is not a 10 or 9, but the #yon
counts as a 1 unless the gap is 'plugged'. The satmue of 8, 7, #, or even 8, 6, 5. No more tthaae
cards can contribute to the run.

These non-face cards are referred to as "ValuesCardl those used to score are placed face-uprin fr
of the player, next to the cards making up the iBga€ombination, so that their values are visilblee
other cards in the player's hand are considereati'dards".

A complete list of scoring Value card combinati@appended to these rules.

1S. Use of PDool Doints

Provided that a character has enough pool pointaireéng to do so, they can expend these pointdug
a gap' in a run. The number of points taken froendimaracter's pool is equal to the face value(H)ef
cards being replaced. These missing cards stitlad@core, but neither do they reduce the totalevaf
the scoring hand.

These points should be crossed off the players ¢dlavailable points or the chips representingnth
placed with the Value Cards, as per the methothoking the pool being used.

16. Scoring

If the player succeeds in converting their scdris, iecorded by the dealer. Depending on the myjcto
conditions, previous scores may be added to tlgeta total score, or a lower value score croeséd

Score: As shown below, plus the total of the Valaeds as described previously.

Ace of Hearts: 93 King + Jack of Hearts: 53

Ace of Diamonds: 75 King + Jack of Diamonds: 40
Ace of Clubs: 60 King + Jack of Clubs: 28

Ace of Spades: 40 King + Jack of Spades: 13
King + Queen of Hearts: 75 Queen + Jack of Hearts: 45
King + Queen of Diamonds: 60 Queen + Jack of Diamonds: 30
King + Queen of Clubs: 45 Queen + Jack of Clubs: 19
King + Queen of Spades: 30 Queen + Jack of Spades: 8

After all players have scored for the hand or ameed "no score", the dealer compares the scotég to
victory conditions and announces a winner (if tHerene).
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The weight of the fish may be determined by the &dording to knowledge that he has or available
references, or may be determined by dividing tleesby a fixed amount. 10 is recommended for
freshwater/stream/lake fishing, while deep-sea giisheng may have a division by as little as 0.2.(i
multiply the scores by 5).

It is anticipated that each scoring combinatiorresents a different species of fish, but this mayéried
by the GM; it has no bearing on the game and ielypeoleplaying ‘colour'.

17. Score Conversion Attempts

Before a score can be counted, it must be convédatda possible score into an actual score. Aengit
to score represents a fish ‘biting’; the convergpomcess is the act of actually catching the fidtis
requires the character to roll the d20 as follows:

The GM rolls a d20 and adds 1/tenth of the valuthetfand (i.e. the fish's weight), and adds thdifiep
for the breaking strain of the line. The resulhis total needed by the character.

Then the player (who may also be the GM, in theguoif an NPC) rolls a d20, and adds the character's
strength modifier. If this total is equal to or mmdhan the required target, the character scoesgdimts,
i.e. catches the fish they had on the line; if tu, fish gets away, and the character has tagainan the
next hand.

I8. final Discard

All face-up cards are turned face-down and handéklet dealer, who places them at the bottom of the
deck.

Each player then discards any cards remainingeiin tland except those which have been exempted by
the use of the Bait/Lure Quality ability.

Used chips are discarded.

The dealer then hands the deck to the player dnldfie(so the dealer will be the first to actthre next
round) and a new hand begins.

19. Victory Conditions

There are five possible victory conditions. The Givuld determine which will apply to any given
contest:

1. 'Biggest single fish' (i.e. single best scowfrall rounds, ties decided by countback)

2. 'Total weight of catch' contest (i.e. total peiacored)

3. 'First to catch a fish' (first person to scaies decided by size of catch)

4. “First to catch a fish of minimum weight or teatt(ties decided by size of catch)

5. 'First to catch a defined weight of fish' (fitstreach a specified total score, ties decidetbta}

weight caught).
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20. Otber Rules

Accusations Of Cheating in the second draw:

Characters who are "cheating" in the approved matescribed above may be accused of doing so by
any other player in the game. The time requiredmadiaat the player making the accusation must drop
out of the competition for a round, drawing no cam@hd with no potential to score.

The GM & Players should roleplay any investigataannormal, even while a game of Rod & Reel is
underway. If the accusation is upheld, the accptager will be removed from the fishing competition
False or unproven accusations should impact thexctea making the accusation and their associates i
subsequent roleplay, and will usually be to thetrichent.

Note that it is not enough for a player or the Giimply announce that character X is cheating and
proceed to take advantage of the opportunity giweder these rules; they must provide, in writimg, a
explanation for how the character is cheating, taedsM must adjudicate the success or failure ®f th
technique. Similarly, when accused, it is not efotaggsimply claim that character "X" is cheatingg t
manner of the cheating must be specified in thesatton and compared with the written explanatipn b
the GM.

21. Larger Cournaments

While these rules can (in theory) handle up tofidh&rmen"”, eight is a more practical limit. If teeare
more than that competing, a tournament-style gdmoald be organised - shorter games of up to eight
"fishermen" each to act as qualifying rounds, tigethree or four to progress to the next stagbef t
tournament. The details are left to the GM.

Note that it will frequently be simpler and easanply to announce that these are the "top eight a
qualifying.

22. Otber Uses for these rules

Because these rules are all about a means of singuthe catching of fish, they may also be used fo
non-competitive purposes, e.g. determining how lbitkes to catch a certain number or weight st fi
in an outdoors setting. The same rules can befoseshy type of hunting or gathering of food or any
similar activity.
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Hppendix TI: Complete list of scoring combinations using pool points, by score
Av A+ A& Aa KQv KQ¢ KQ& KQa KIv KJ¢ Ko Ko QN QF QI Qb
93 75 60 40 75 60 45 30 53 40 28 13 45 30 19 8

27 20 cont, 17 cont. 13
10, 9, 8 10,9, 2 8,7,2+18 pp* 7,6

10, 8, 2 + 34 pp*** 8, 6,3+ 16 pp** 10, 3 + 39 pp***
26 10, 7, 3 + 31 pp*** 8,54+ 13 pp* 9, 4 + 26 pp***
10,9, 7 + 8 pp 10, 6, 4 + 27 pp*** 7,6,4+5pp 8,5+ 13 pp*

9, 8, 2 + 25 pp*** 7,4,2+ 14 pp*
25 9,7,4+19 pp** 16 6,5, 2+7pp

+ *%
10,9, 6 + 15 pp* g g g ' éSpEIO 8,7,5 6,4,3+5pp
10, 8,7 + 9 pp Y 87,4
8,7,3 12

24 19 8,7,2 10, 8, 7 (NB. 8, 7=15)

10,9 10, 6 + 24 pp*** 10, 8, 6
9,8, 7 10, 7, 2 + 33 pp*** 10, 4, 2 + 36 pp*** 10, 8.5
10,9,5+21 pp*** 10,6, 3 + 31 pp*** 9,7+8 pp 10. 8. 4
10, 8, 6+ 16 pp** 10, 5, 4 + 28 pp*** 9, 5’ 2 +28 pp*** 10: 8: 3
9, 8, 6+7 8]9] 9, 7, 3+ 23 pp*** 9, 4’ 3+ 26 pp*** 10’ 8, 2

9, 6,4+ 20 pp** 8,6, 2+ 19 pp* 10, 7, 6 (NB. 7, 6=13)
23 8,7, 4+11 pp* 8,5, 3+ 17 pp** 10,7.5
10, 9, 4 + 26 pp*** 8,6,5+7pp 7,6,3+9pp 10,7, 4
10, 8, 5 + 22 pp*** 7,5 4+6pp 10,7, 3
10, 7,6 + 17 pp** 18 10, 7,2
9,8,5+ 13 pp* 9,8,6 15 10,6, 5

98,5 8,7 10,6, 4
22 9,8, 4 6,5, 4 10, 6, 3
10, 9, 3 + 30 pp*** 9,8,3 10, 5 + 30 pp*** 10, 6, 2
10, 8, 4 + 27 pp*** 9,82 10, 3, 2 + 37 pp*** 10,5, 4
10, 7, 5 + 23 pp*** 7,6,5 9, 6 + 15 pp** 10,5, 3
9, 8,4+ 18 pp** 10,8+ 9 pp 9, 4, 2 + 29 pp*** 10, 5, 2
9,7,6+8pp 10, 6, 2 + 34 pp** 8, 5, 2 + 20 pp*** 10, 4, 3

10, 5, 3 + 32 pp*** 8, 4, 3 + 18 pp** 10,4, 2
21 9, 7, 2 + 26 pp*** 7,6,2+ 12 pp* 10, 3,2
8,7,6 9, 6, 3 + 24 pp*** 7,5, 3 + 10 pp* 6,5, 3
10, 9, 2 + 33 pp*** 9, 5,4 + 21 pp*** 6,5,2
10, 8, 3 + 31 pp*** 8, 7,3+ 15 pp* 14 543
10, 7, 4 + 28 pp*™* 8, 6,4 + 12 pp* 7,6, 4 10, 2 + 42 pp™*
10, 6, 5 + 22 pp*** 7.6,3 9, 3 + 30 pp***
9,8, 3 +22 pp** 17 7,6,2 8,4 + 18 pp*
9,7,5+ 14 pp* 9,5 10, 4 + 35 pp*** 7,5+6pp

9,4 9, 5 + 21 pp*** 7, 3,2+ 15 pp**
20 9,3 9,3, 2 + 30 pp*+ 6.4,2+8pp
10,9, 7 9,2 8,6+ 7pp
10,9, 6 10, 7 + 17 pp** 8, 4,2+ 21 pp* I
10,9,5 10, 5, 2 + 35 pp*** 7,5,2+ 13 pp* 10, 8
10,9, 4 10, 4, 3 + 33 pp*** 7,4,3+ 11 pp* 10,7
10, 9, 3 9, 6, 2 + 27 pp*** 6,5, 3+4pp 10, 6

9, 5, 3 + 25 pp*** 10, 5
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Hppendix TI: Complete list of scoring combinations using pool points, by score

(cont.)
Av A+ A& Aa KQv KOs KQ# KQa KJv Ko Kle Kla QN Qb Qe Qk
93 75 60 40 75 60 45 30 53 40 28 13 45 30 19 8

1l cont. 10 9 cont. 7 cont.
10, 4 10 7,5, 4 (NB. 5, 4=9) 6, 2
10, 3 9,7 7,5,3 54,2
10, 2 9,6 7,5, 2 4,3
9,7,6 (NB. 7, 6=13) 8, 6,5 (NB. 6, 5=11) 7,4,3 5,2+7pp
9,7,5 86 4 7,4,2
9,7,4 8,6,3 7,3,2 6
9,7,3 8, 6,2 54 6
9,7,2 8’5,4 4,3,2 5,3
9, 6,5 (NB. 6, 5=11) 8,5,3 7,2+ 18 pp** 5,2
9,64 8,5,2 6,3+9pp 4,2+3pp
9,6,3 8,4,3
9,6,2 8,4,2 8 5
9,514 8,32 8 5
9,5,3 8, 2 + 25 pp*** 7,5 4.2
9,5,2 7,3+ 15 pp** 7,4 3 9
9,4,3 6,4 +5pp 7,3 ’
9,42 7,2
932 9 6,4,3 4
6,5 9 6,4,2 4
9, 2 + 33 pp*** 8 6 6,3,2
8, 3+ 22 pp*** 8, 5 6, 2 + 12 pp* 3
7,4+11 pp* 8 4 5,3+4pp 3
6,3,2+9pp 8’ 3 7
5,4,2+3pp 8: > 7 2

6, 4 2

6,3

* Not recommended for first half of tournament
** Not recommended until late in tournament
*** Not recommended until very late in tournament

When assessing these recommendations, the viataditons should be taken into account. Some wctor

conditions (largest individual fish, first to cataHtish, etc) place a premium on good hands wheribeg occur;
players should take advantage of their opportusitiesuch cases.
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Hppendix TIL Complete list of scoring combinations by pool expenditure
Ay A+ As Aa KQv KQe¢ KQ# KQa Klv KJo K& KJa QN QF QF Qb
93 75 60 40 75 60 45 30 53 40 28 13 45 30 19 8

42 pool points*** 28 pool points*** 19 pool points** Il pool points (cont).
10, 2 + 42 pp =12 10,7, 4 + 28 pp =21 9,7,4+19 pp =20 7,4,3+11pp=14
10, 5, 4 + 28 pp =19 8,6,2+ 19 pp =16 7,4+11pp=11
39 pool points*** 9,5,2+28pp=16 )
10, 3 + 39 pp =13 I8 pool points** 10 pool points*
27 pool points*** 9,8,4+18pp=22 7,5,3+10pp =15
37 pool points*** 10, 8, 4 + 27 pp =22 8,7,2+18 pp =17 .
10, 3, 2=12 + 37 pp 10, 6, 4 + 27 pp =20 8,4,3+18pp=15 9 pool points
=15 9,6,2+27 pp =17 8,4+ 18 pp =12 10,8 + 9 pp =18
7,2+ 18 pp =9 10,8, 7+9 pp =25
intg*** 26 pool points*** 7,6,3+9pp=16
?c? f,o 20 L 2?313;,5:16 10,9, 4 + 26 pp =23 17 pool points** 6,3+ 9 pp =9
9,7,2+26pp=18 10,7, 6 + 17 pp =23 6,3,2=8+9pp=11
——— 9, 4,3+ 26 pp =16 10, 7 + 17 pp =17
?5’5 5‘?°2°l gg‘g;iﬂ 9,4 + 26 pp =13 8,5,3+ 17 pp =16 8 pool points
10, 4 + 35 pp =14 10,9,7+8 pp =26
25 pool points*** 16 pool points** 9, 7+8pp=16
344 pool points*** 9,8,2+25pp =20 10, 8, 6 + 16 pp =24 9,7,6+8pp=22
10, 8, 2 + 34 pp =20 9,5,3+25pp=17 8,6,3+16 pp=17 6,4,2+8pp=12
10,6, 2 + 34 pp =18 8,2+25pp =10 :
2 ot pimsn | SRS | R
PSR pool points 10,9, 6 + 15 pp =25 ,8,6+7pp=
f’g’ 9p°2°1 gg'g;iﬂ 9,6, 3 + 24 pp =18 9,6, 5+ 15 pp =20 8,6+7 pp =14
10’7’2+33pp=19 10, 6 + 24 pp =16 8,7,3+15pp=18 8,6,5+7pp:19
10, 4. 3 + 33 pp =17 9,6+15pp=15 6.5 2+ 7pp=13
9,2 +33pp =11 23 pool points*** 7,3,2=9+15pp=12 | 5. 2+7pp=7
' 10,7, 5 + 23 pp =22 7,3+ 15pp =10 e
Z FrRvEs 9,7,3+23 8]¢] =19 poot ponts
?OB 5p0301 gg‘:;g’:m 14 pool points* 8,7,5+6pp fzo
T 22 pool points*** 9,7,5+14pp=21 7,5,4+6 p_p =16
31 pool points®** | 10.8,5+22pp=23 | 7.4 2+14pp=13 | 75TOPPIZ
10,8, 3 + 31 pp =21 10,6, 5+ 22 pp =21 — S pool point
10 7.3 + 31 pp =20 9,8,3+22pp=21 13 pool points [petl LHULS
10,6 3 + 31 pp =19 8,3+22pp=11 9,8,5+13 pp =23 7,6,4+5pp=17
, 6, pp 8,5,4+13 pp =17 2, j, 35+ S pplglii
f L R 21 pool points*** 7,5,2+13pp=14 yA+opp=
?oo sy?i gglg;izz 10,9,5+21 pp=24 85+ 13pp=13 .
105+ 30 pp 215 9,5,4+21 pp =18 _ 4 pool points
9.3 2=11+30pp=14 | %5+21pp=14 12 pool points* 6.5 3+4pp=14
9’3’+30pp=12 8,4,2+21pp=14 8,6,4+ 12 pp =18 5,3+4pp=8
' 7,6,2+12pp =15
s 20 pool points*** 6,2+ 12 pp =8 3 pool points
29 pool points™** | 56,4+ 20 pp =19 5,4, 27 +3 pp =11
P PP 8,5,2+ 20 pp =15 Il pool points* 4,2=5+3pp =6
8,7,4+11pp=19
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* Not recommended for first half of tournament
** Not recommended until late in tournament
*** Not recommended until very late in tournament

When assessing these recommendations, the viataditons should be taken into account. Some wjctor

conditions (largest individual fish, first to catatfish, etc) place a premium on good hands wheribeg occur;
players should take advantage of their opportusitiesuch cases.
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