Unconventional Combat: A Digestive Guide to Close Personal Fighting
Patric L Rogers

Unconventional Combat

A digestive guide to close personal fighting

Way back in 1982 when I was a wee-little tyke first cutting my teeth on AD&D 1st ed., I played
in a regular game with my friends. We had our three PCs and an NPC, as we delved deep into
the caverns and trekked the landscape fighting vile humanoids and ugly monsters. During one
spelunking expedition, we took a wrong turn and found ourselves surrounded by goblins. My
friend Paul Leuttke said “My character spits in the goblin's eye.” He hit and successfully blinded
the goblin, which the NPC promptly killed. Repeat throughout the course of the fight.
Naturally, Paul was quite irritated by this series of events, as the entire point of blinding each
goblin had been so that HE could kill it, not the NPC. Made for a very funny game though.

Fast forward to April 2005, and Frogarth Sten, Spectral Archer ExtraOrdinaire, Certified Demon
Slayer, and all around hater of evil things, was battling an evil cleric and evil wizard alongside
some other defenders of the Good. When the cleric sickened Frogarth with an Unholy Blight, I
announced “Frogarth pukes on the cleric”. I asked the GM, Kevin Cox, if Frogarth could try to
puke in the wizard's eye to blind him and prevent him from casting spells. After several blank
looks and hearty guffaws, Kevin rebounded with “Well, if you had Combat Vomiting or some
other kind of feat, I'd say yes, but since you don't...” Ah, well. A quick addition free action
puking on subsequent rounds, and many Rapid Shot arrows and it all worked out.

Next time I'll be ready. :-)

P. Rogers
http://www.patric.net

Once again, additional derangement and content added through conversation with the inimitable
(thank the gods!) Phil Smith ( www.slacknhash.com ).
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Acid Stomach [Digestive, General]

Prerequisites: Combat Vomit

Benefits: In addition to effects, the puke is laced with hydrochloric acid. 1d4 acid damage to
vomiter and victim.

Side-Effects: The acid tends to damage the teeth of any creature that does not have resistance to
acid, a healing power like fast healing, or is the regular recipient of cure spells. At the GM's
option, the creature might suffer a -1 circumstance penalty to Cha-based checks and bite damage
rolls from the damage.

Cast Iron Stomach [Digestive, General]

Benefits: The creature can consume and derive nourishment from just about any organic matter.
The character gains a +2 bonus on Fortitude saves to resist ingested poisons or diseases, or any

disease that affects or spreads through the digestive system.

Combat Vomiting [Digestive, General]

Prerequisites: A digestive system

Benefits: During any round in which the possessor of this feat is sickened or nauseated, it can
vomit on any one creature within 5' as a standard action. This provokes an attack of opportunity.
The target creature must make a Fortitude save against a DC of 10 + (twice creature's Dex bonus
[if any] because accuracy counts) + (creature's Con modifier because a sturdy digestion counts).
The victim is dazed, blinded and disgusted for 1d4 rounds. The GM may apply a modifier to the
Combat Vomit attack depending on how recently the creature has eaten and what it has eaten. A
light or empty stomach may result in a -1 or -2 circumstance penalty to the DC, while a stomach
full of foul matter might award a +1 or +2 circumstance bonus to the save DC. (Although, for a
creature to eat something so foul as to gain a +2 bonus usually requires that it have a feat like
Great Fortitude, Eat Anything, Cast Iron Stomach, or be undead [imagine a day when a ghoul
doesn't get a +2 bonus].)

Dry-Heave [Digestive, General]

Prerequisites: Combat Vomit, Bluff 5 ranks, Intimidate 5 ranks

Benefits: As a standard action, the character, through a show of violent gesticulation and
retching noises, can make his opponent believe he's going to get showered horribly. By making a
Bluff check (opposed by Sense Motive) the character can inflict a -1 morale penalty to AC,
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attack rolls and skill checks for 1d2 rounds to the designated victim.

Eat Anything [Digestive, General]

Prerequisites: Creature type is Aberration, Dragon, Magical Beast, or Outsider.
Benefits: The creature can derive nourishment from anything and is immune to ingested poison
and disease, or disease that affects the digestive track.

Improved Combat Vomit [Digestive, General]

Prerequisites: Combat Vomit, Great Fortitude
Benefits: The range of the vomit attack is the same as the creature's natural reach. The DC is
increased by % the creature's racial hit dice, if any, or +2, whichever is greater.

Quickened Vomit [Digestive, General]

Prerequisites: Combat Vomit
Benefits: Use of the Combat Vomit attack is a free action, and the attack no longer provokes
attacks of opportunity.

Spew [Digestive, General]

Prerequisites: Combat Vomit.
Benefits: Combat-vomiting now has a conical area of effect. Without the Improved Combat
Vomit feat, the area of effect is one 5-foot square adjacent to the vomiter.

LEGAL APPENDIX
Release 1.0 Section 7 of the OGL, and are not Open graphic design.
Patric L. Rogers ( www.patric.net ) Content:
Phil Smith ( www.slacknhash.com ) 1.The names “Patric L. Rogers”, Permission to copy, modify and distribute
“Paul Leuttke”, “Frogarth Sten”, the files collectively known as the System
Designation of Open Game Content: All “Kevin Cox”, “Phil Smith”; Reference Document (“SRD”) is granted
text in the grey box is designated as Open 2.Patric L. Rogers' product name solely through the use of the Open
Game Content. “Unconventional Combat: A digestive Gaming License, Version 1.0a.
guide to close personal fighting”,
Designation of Product Identity: The except for its use within Section 15 of This material is being released using the
following items are designated Product the Open Game License; Open Gaming License Version 1.0a and
Identity, as defined in Section 1(e) of the 3.All artwork, illustrations, or graphic you should read and understand the terms
Open Game License Version 1.0a, and design including any text contained of that license before using this material.
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The text of the Open Gaming License
itself is not Open Game Content.
Instructions on using the License are
provided within the License itself.

The following items are designated
Product Identity, as defined in Section 1(e)
of the Open Game License Version 1.0a,
and are subject to the conditions set forth
in Section 7 of the OGL, and are not Open
Content: Dungeons & Dragons, D&D,
Player's Handbook, Dungeon Master,
Monster Manual, d20 System, Wizards of
the Coast, d20 (when used as a
trademark), Forgotten Realms, Faerln,
proper names (including those used in the
names of spells or items), places, Red
Wizard of Thay, the City of Union, Heroic
Domains of Ysgard, Ever-Changing
Chaos of Limbo, Windswept Depths of
Pandemonium, Infinite Layers of the
Abyss, Tarterian Depths of Carceri, Gray
Waste of Hades, Bleak Eternity of
Gehenna, Nine Hells of Baator, Infernal
Battlefield of Acheron, Clockwork Nirvana
of Mechanus, Peaceable Kingdoms of
Arcadia, Seven Mounting Heavens of
Celestia, Twin Paradises of Bytopia,
Blessed Fields of Elysium, Wilderness of
the Beastlands, Olympian Glades of
Arborea, Concordant Domain of the
Outlands, Sigil, Lady of Pain, Book of
Exalted Deeds, Book of Vile Darkness,
beholder, gauth, carrion crawler, tanar’ri,
baatezu, displacer beast, githyanki,
githzerai, mind flayer, illithid, umber hulk,
yuan-ti.

All of the rest of the SRD is Open Game
Content as described in Section 1(d) of
the License.

More information on the Open Game
License can be found at

www.wizards.com/d20.

The terms of the Open Gaming License
Version 1.0a are as follows:

OPEN GAME LICENSE Version 1.0a
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The following text is the property of
Wizards of the Coast, Inc. and is
Copyright 2000 Wizards of the Coast, Inc
("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the
copyright and/or trademark owners who
have contributed Open Game Content;
(b)"Derivative Material" means
copyrighted material including derivative
works and translations (including into
other computer languages), potation,
modification, correction, addition,
extension, upgrade, improvement,
compilation, abridgment or other form in
which an existing work may be recast,
transformed or adapted; (c) "Distribute"
means to reproduce, license, rent, lease,
sell, broadcast, publicly display, transmit
or otherwise distribute; (d)"Open Game
Content" means the game mechanic and
includes the methods, procedures,
processes and routines to the extent such
content does not embody the Product
Identity and is an enhancement over the
prior art and any additional content clearly
identified as Open Game Content by the
Contributor, and means any work covered
by this License, including translations and
derivative works under copyright law, but
specifically excludes Product Identity. (e)
"Product Identity" means product and
product line names, logos and identifying

marks including trade dress; artifacts;
creatures characters; stories, storylines,
plots, thematic elements, dialogue,
incidents, language, artwork, symbols,

designs, depictions, likenesses, formats,
poses, concepts, themes and graphic,
photographic and other visual or audio
representations; names and descriptions
of characters, spells, enchantments,
personalities, teams, personas, likenesses
and special abilities; places, locations,
environments,  creatures, equipment,
magical or supernatural abilities or effects,
logos, symbols, or graphic designs; and
any other trademark or registered
trademark clearly identified as Product
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identity by the owner of the Product
Identity, and which specifically excludes
the Open Game Content; (f) "Trademark"
means the logos, names, mark, sign,
motto, designs that are used by a
Contributor to identify itself or its products
or the associated products contributed to

the Open Game License by the
Contributor (g) "Use", "Used" or "Using"
means to use, Distribute, copy, edit,

format, modify, translate and otherwise
create Derivative Material of Open Game
Content. (h) "You" or "Your" means the
licensee in terms of this agreement.

2. The License: This License applies to
any Open Game Content that contains a
notice indicating that the Open Game
Content may only be Used under and in
terms of this License. You must affix such
a notice to any Open Game Content that
you Use. No terms may be added to or
subtracted from this License except as
described by the License itself. No other
terms or conditions may be applied to any
Open Game Content distributed using this
License.

3.0ffer and Acceptance: By Using the
Open Game Content You indicate Your
acceptance of the terms of this License.

4. Grant and Consideration: In
consideration for agreeing to use this
License, the Contributors grant You a
perpetual, worldwide, royalty-free, non-
exclusive license with the exact terms of
this License to Use, the Open Game
Content.

5.Representation of  Authority to
Contribute: If You are contributing original
material as Open Game Content, You
represent that Your Contributions are Your
original creation and/or You have
sufficient rights to grant the rights
conveyed by this License.

6.Notice of License Copyright: You must
update the COPYRIGHT NOTICE portion
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of this License to include the exact text of
the COPYRIGHT NOTICE of any Open
Game Content You are copying, modifying
or distributing, and You must add the title,
the copyright date, and the copyright
holder's name to the COPYRIGHT
NOTICE of any original Open Game
Content you Distribute.

7. Use of Product Identity: You agree not
to Use any Product Identity, including as
an indication as to compatibility, except as
expressly licensed in another,
independent Agreement with the owner of
each element of that Product Identity. You
agree not to indicate compatibility or co-
adaptability with any Trademark or
Registered Trademark in conjunction with
a work containing Open Game Content
except as expressly licensed in another,
independent Agreement with the owner of
such Trademark or Registered
Trademark. The use of any Product
Identity in Open Game Content does not
constitute a challenge to the ownership of
that Product Identity. The owner of any
Product Identity used in Open Game
Content shall retain all rights, title and
interest in and to that Product Identity.

8. Identification: If you distribute Open
Game Content You must clearly indicate
which portions of the work that you are
distributing are Open Game Content.

9. Updating the License: Wizards or its
designated Agents may publish updated
versions of this License. You may use any
authorized version of this License to copy,
modify and distribute any Open Game
Content originally distributed under any
version of this License.

10. Copy of this License: You MUST
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include a copy of this License with every
copy of the Open Game Content You
Distribute.

11. Use of Contributor Credits: You may
not market or advertise the Open Game
Content using the name of any Contributor
unless You have written permission from
the Contributor to do so.

12. Inability to Comply: If it is impossible
for You to comply with any of the terms of
this License with respect to some or all of
the Open Game Content due to statute,
judicial order, or governmental regulation
then You may not Use any Open Game
Material so affected.

13. Termination: This License will
terminate automatically if You fail to
comply with all terms herein and fail to
cure such breach within 30 days of
becoming aware of the breach. All
sublicenses shall survive the termination
of this License.

14. Reformation: If any provision of this
License is held to be unenforceable, such
provision shall be reformed only to the
extent necessary to make it enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright
2000, Wizards of the Coast, Inc.

System Reference Document Copyright
2000-2003, Wizards of the Coast, Inc.;
Authors Jonathan Tweet, Monte Cook,
Skip Williams, Rich Baker, Andy Collins,
David Noonan, Rich Redman, Bruce R.
Cordell, John D. Rateliff, Thomas Reid,
James Wyatt, based on original material
by E. Gary Gygax and Dave Arneson.
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Modern System Reference Document
Copyright 2002, Wizards of the Coast,
Inc.; Authors Bill Slavicsek, Jeff Grubb,
Rich Redman, Charles Ryan, based on
material by Jonathan Tweet, Monte Cook,
Skip  Williams, Richard Baker,Peter
Adkison, Bruce R. Cordell, John Tynes,
Andy Collins, and JD Wiker

Creature Collection Volume 1 Copyright
©2000 by Clark Peterson.
Monster Manual Il Copyright 2002,
Wizards of the Coast, Inc.

Swords of Our Fathers Copyright 2003,
The Game Mechanics.

Mutants & Masterminds Copyright 2002,
Green Ronin Publishing.

Unearthed Arcana Copyright 2004,
Wizards of the Coast, Inc.; Andy Collins,
Jesse Decker, David Noonan, Rich
Redman.

The Hypertext d20 SRD Copyright 2004,
Jans W Carton.

Unconventional Combat: A digestive
guide to close personal fighting
Copyright © 2006-2007 by Patric L.
Rogers.  All rights reserved. Authors
Patric L. Rogers and Phil Smith.
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If you have enjoyed this product, please
consider supporting the author's continued
development of d20 material by making a
PayPal donation of any size to
patricr@aol.com.
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