                                                                      SPELL DUELS

Spell casters of all types sometimes combat each other in one on one combat. The dueling method of spell combat only applies when two (or possibly more) spell casters are fighting each other without the interference of outside forces. If two spell casters are tossing spells at each other while having to avoid volleys of arrows or other outside attacks, the normal combat rules apply. The DM can at any time declare that a particular fight no longer applies as a duel and resume combat normally. Note that a spell caster does not have to be a mage. Bards, priests, druids and even high level paladins or rangers may possibly participate in a spell duel, though by far the most common spell duelists are mages.

Types of duels - There are two types of spell duels which may take place. The two types are controlled and wild. Controlled duels are rarely lethal as the casters agree upon a set time and place (which could be here and now) to duel and take the time to form an arena to house the magical energies. Wild duels are often dangerous to not only the casters, but the landscape around them. With no arena in place, the energies clash and cause severe damage to the casters' bodies and minds as well as the surrounding area. This type of dueling is usually outlawed in most areas due to the tremendous amount of collateral damage that can be inflicted.

Controlled Spell Duels
A controlled duel is always a prearranged agreement. Once the casters agree to have a controlled spell duel, the following steps are taken. 

1) Establish the rules of the duel

2) Create an arena

3) Begin the duel

Establishing the rules of the duel - Every controlled duel has a certain list of rules to which the participants must comply. These rules are written upon a scroll which is consumed during the creation of an arena forming a limited sort of geas. Should either participant break any of these rules, that participant is instantly knocked unconscious and declared the loser.

Some possible rules include restrictions on the level of spells used, time allowed to prepare defense spells (if any), the use of seconds or teams, restrictions on magic items or scrolls or even a time limit. The terms of defeat are usually determined at this point as well. Though there is of course no limit to the number of rules the participants may come up with. In any case, if any of the participants do not agree to the rules presented, the duel ends. No one can be forced into a controlled duel. This also includes any sorts of magical coercion as such spells cause the ritual to fail.

Creating an arena - This consists of a ritual which most casters know in which magical energy is used to house the energy of the duel. Any wall spell may be used and each spell caster typically casts their own. A caster may elect to not cast a wall spell (either to save spells or due to not actually having one memorized or known). If neither caster can cast a wall spell, or in their rule agreement they elected to not cast any wall spells, the energy of the ritual forms an arena that will contain the magic, and should anyone attempt to cross the boundary of the arena, they are subjected to 4d4 points of subdual damage, are flung back 20 ft and must save vs. paralysis or be knocked unconscious. The arena wall formed in this manner conforms to the limitations below.

Lower level casters might use wind walls or perhaps even walls of fog, while higher level ones may use walls of force, prismatic walls, or any other type of wall spell. Regardless of the spell's actual area effect, when used in this manor the spells form a circular arena with a 20 ft radius. If such an area is not available, the walls expand to best fit the area available, moving back bystanders if necessary though they are not harmed by this. The walls stay up until the duel is concluded regardless of the normal spell durations and the duelists within take subdual damage from coming in contact with them. Regardless of the wall used, outsiders are able to observe the events within and should they attempt to interfere (this includes casting into the arena, firing weapons into the arena or any other behavior deemed to be interfering by the rules established by the participants), they suffer the full effects of all of the walls in place. If the walls are breached in some way, they fade and the duel ends. A breach is defined as any method of bypassing the walls, including but not limited to dispel magic, passwall, teleportation or physical attacks against the barriers themselves. For barriers that don't normally hamper physical movement, simply passing through them is considered a breach.

Once the arena is created, all immunities become nullified. This includes magic resistances, as well as immunities to specific spells or elements.

Dueling - Initiative is not rolled as each caster casts simultaneously. All spells with a casting time of a round or less effectively go off at the same time during a round. Spells with a casting time greater than one round just about always fail as they typically get disrupted before the caster has a chance to finish them. The players in question each write down the spell their characters are going to cast and place them face down. Once each is ready, the spells are revealed and the effect is resolved as follows.

Spells are determined to be defensive, offensive or utilitarian. A defensive spell is any spell that protects the caster from harm. This includes the obvious such as armor, protection from evil, or stoneskin. It also includes the various wall spells. An offensive spell is any spell that causes harm or damage. This includes the various monster summoning spells, most evocations, and spells that cause directly harmful effects such as blindness or feeblemind. Utilitarian spells are any spells that do not obviously fall under the other two categories such as mending, dispel magic, or wish.

The spells meet in the center of the arena and interact depending on their type. Note that ranges do not matter for the spell duel. All spells are assumed to be able to cross the length of the arena. Offensive spells destroy utilitarian ones. Defensive spells destroy offensive ones. Finally, utilitarian spells destroy defensive ones. The victorious spell flashes towards the losing spell caster and deals 1d4 points of damage per level of the spell (not the caster's level). This damage is non-lethal and vanishes at the end of the duel. If the two spells are both of the same type, the more powerful of the two destroys the weaker and deals damage equal to 1d4 points of damage per the difference in level between the spells. Therefore if a magic missile (1st level) clashes with a fireball (3rd level), 2d4 points of damage would be dealt to the caster of the magic missile. If both spells are of equal level and type, roll on Table 1 below.
	Table 1:
	

	1d10
	Effect

	1-3
	The energies explode and backlash, both casters take 2d4 points of damage.

	4-6
	The energies explode and backlash in one direction. Random caster takes 1d4 damage.

	7-9
	The spells completely nullify each other, no damage to either caster.

	10
	The colliding energies throw both casters back 20 ft. Save vs. paralysis to avoid slamming into the wall of the arena and suffering the normal effects of doing so (though damage taken from the wall is all subdual) plus 1d6 points of actual damage. If the walls do not hinder movement, a caster who fails his save is thrown out of the arena and loses.


Dueling continues until either a predetermined condition occurs, one caster takes enough damage to be rendered unconscious (at which point he stay unconscious for 1d6 turns) or one caster surrenders. Surrender is typically done once a caster runs out of spells as they would otherwise be defenseless to further spell castings.

Wild Spell Duels
Wild spell duels are ruthless and typically fought to the death or until one member surrenders. There are no restrictions on what spells may be cast or what items may be used and no arena is formed. Such duels typically take place on the battlefield and can be devastating to the surrounding area. Underground wild spell duel tournaments do exist, but are very rare due to the potential for death, collateral destruction and the lack of any real way to moderate the spells to be used.

Dueling - When two or more casters begin a wild spell duel, no arena is formed. Due to this, the energies generated are in no way contained. The duel goes forth in much the same way as a controlled one would go with each caster throwing forth spells in attempts to cancel out the others. However, without the arena, all damage is lethal damage. Also, whenever two spells of the same type clash, there is a backlash of energy. Duelists focused on the duel typically avoid damage. However, anyone else within range takes damage. Low level spells can easily kill bystanders. High level ones can destroy landscapes.

When two spells of the same type clash, first resolve it as normal for the duelists involved, though if they are of the same level use Table 2 below. Then a radius area equal to 10 ft times the combined levels of the spells involved suffers 1d6 points of damage per the combined levels of the spells. If there are more than 2 spells involved (perhaps due to multiple duelists or some underhandedness on the part of one of the duelists) only take into account the highest two spells. Living creatures take damage normally. Compare the damage to Table 3 below to see its effects on the landscape. The clashes of energies can easily cause the duelists to be thrown about. For the duel to continue, the combatants must stay within 60 ft of each other.
	Table 2
	

	1d10
	Effect

	1-3
	The energies explode and backlash, both casters take 2d4 points of damage and are thrown back 10 ft.

	4-6
	The energies explode and backlash in one direction. Random caster takes 1d4 damage and is thrown back 10 ft.

	7-9
	The spells completely nullify each other, no damage to either caster.

	10
	The colliding energies throw both casters back 20 ft. Save vs. paralysis to catch your footing. A failed save indicates 1d6 points of damage, possibly more depending on the surroundings.


	Table 3
	

	Damage Dealt
	Effects

	2-10
	Minor scorching on the ground. Vegetation dies in the area.

	11-20
	The ground shakes slightly. Glass shatters. Sand or dust is knocked about.

	21-30
	The ground shakes noticeably. Weak structures crack or collapse.

	31-40
	The ground shakes greatly. Most wooden structures collapse (perhaps on the duelists), stronger structures suffer some cracking.

	41-50
	The ground shakes terribly. Wooden structures are blown to splinters, stronger structures begin to collapse (perhaps on the duelists).

	51-70
	An earthquake forms. Stone structures are blown apart, rifts form in the earth up to 20 ft deep. Any random person in the area (including the duelists) may fall into one though is allowed a save vs. paralysis to avoid it.

	71-90
	The magical energy blasts a crater into the area with a hemispherical radius equal to the area affected. Magical fallout in the area causes chunks of earth to float. Anyone caught in the area falls (1d6-1)x10 ft before landing upon one of these floating chunks of earth. The energies dissipate once the duel is concluded causing all chunks to fall.

	91+
	The area erupts in magical energy causing permanent scarring to the landscape. A crater forms and the earth becomes unable to support plant life for at least 20 years. The area has a 50% chance of becoming a magical dead zone or a magical hyperzone. A magical deadzone cannot support magic and all magical effects automatically fail. Magical items of less than artifact power permanently lose their magical abilities. A magical hyperzone doubles the effectiveness of all magical effects.


Team Duels:

It is possible for more than 2 spell casters to participate in a duel. In such an event, both wild and controlled duels go about the same with the following changes. Each duelist not only chooses which spell they wish to cast, but which duelist they wish to cast upon. When two duelists cast upon each other, resolve the spells normally. If a duelist is cast upon by a duelist he is not casting at, he just takes damage as there is no spell to intercept it.
