
http://fictivefantasies.wordpress.com/ 

Rhythm and Distance: Clash of Duelists 
 

This system uses Defense Class instead of Armor Class. Base 8. (In a game with AC, they can use DC for 

duels.) Hand to hand attacks—test Brawn difficulty 7 to ignore one wound from each attack. 

 

This list of restricted and exclusive talents is a collection of abilities that trainers of the Tournament of 

Veils teach. These mysterious trainers take on students, who then participate in duels on their home 

dimensions, until they are powerful enough to also participate in inter-dimensional tournaments.  

 

All kinds of adventurers are chosen by these strange trainers; monks, fighters, cosmic channelers, 

monsters, ninja, and so on. Duelists are not given a new inherent ability; they always did something else 

before they did this. These abilities never count as base template talents. They can be upgraded with the 

improved talent system. 

 

The bolts under “Chi Bolt” can only be developed if the character develops “Chi Bolt” first. 

 

Restricted talents will be added to the restricted talent list in the next upgrade of “Fictive’s Talents and 

Templates” and also to “People vs. Creatures.” 

 

Talents 
 

 Block.* Constant. As a Defend action, give up the ability to counter-attack and reduce all incoming 

damage by 1 wound. If necessary, you can still test Brawn difficulty 7 against a second wound 

inflicted by a hand-to-hand attack. 

 

 Chi Bolt.** Constant. Fling an energy bolt as a shoot action; it inflicts 1 wound unless the target 

passes a Brawn test difficulty 7. It can strike in the current arena, or an adjacent arena. 

 

o Counter Bolt.** Constant. Shoot action. The energy bolt negates an incoming attack if 

rolling equal to or higher “to hit.” 

 

o Freeze Bolt.** Arena. The energy bolt negates all the target’s actions for 1 round per your 

Commitment bonus. The target can reduce the wait by 1 round by spending 1 Awesome 

Point, possibly resisting the whole attack. 

 

o Disruption Cone.** Arena. Fire out a 90 degree cone as a shoot action (that can be held as a 

shoot action can.) Anything coming within half an arena from that direction must test Brawn, 

Daring, Cunning, or Commitment (difficulty 8) to avoid the disruption, or they lose their 

action for the turn. 

 

 Defensive Energy.** Arena. When losing initiative (or giving it up) in the Attack phase, instead of 

attacking, hunch and crackle with energy; all those hitting you do 1 less wound, and take 2 wounds as 

hand-to-hand damage. 

 

 Evasive.* Arena. You can react to an attack of any kind by leaping out of the way. This can happen 

in any phase. You must roll equal to or higher on Daring or Cunning than the attacker did on the 

assault. If you have already gone during the round, you are -2 on the roll. This can only be done once 

per round. This cannot be done by those wearing armor. 
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 Flurry.* Constant. Attack as a focus action—if successful, add +1 wound per Cunning bonus. 

 

 Heavy Strike.* Constant. Attack as a focus action—if successful, add +1 wound per Brawn bonus. 

 

 Invisibility. Rested. As a Defend action, become invisible for 1 round per Cunning bonus, or until hit. 

Invisibility adds +4 to DC. 

 

 Maneuver.* Arena. You tumble to the side, or spring around behind a foe, and attack from an 

unexpected direction. If you win a Cunning vs. Daring test, your target is denied Daring bonus to DC 

against the attack. (Or, the target cannot use a shield, and is -2 AC.) 

 

 Reach.** Constant. Attack a target up to ½ an arena away through most obstacles. 

 

 Rush.* Arena. As a move action, move and attack; gain one of the following benefits, decided after 

rolling to hit. Deny the target a counter-attack, get +2 to hit, get +1 wound damage. 

 

 Stun.* Arena. Strike a foe normally, but if the foe does not pass the Brawn difficulty 7 test to avoid 

damage, the target is stunned and cannot act for the rest of the round, or all the next round. Heavy 

weapons give this maneuver +1 difficulty on the Brawn test, very heavy weapons +2 difficulty on the 

Brawn test. 

 

 Sweep.* Constant. Attack during the move phase as normal. If successful, you do 1 hand-to-hand 

wound to the target, who is knocked down. The target loses the attack action, rising instead. Reach 

weapons give this maneuver +2 to hit. 

 

 Tactician.* Constant. You can change your mind about what you want to do in the round, once per 

Cunning bonus. You can act as appropriate in the combat round, but once a segment has passed, you 

cannot return to it. (If you decide you want to shoot, you must declare so before the shooting phase is 

over.) 

 

 Teleport.** Rested. A Defend action. Move ½ an arena in any direction, including up or down or 

through doors or walls, including moving into adjacent arenas.  

 

 Victory Murder.* Rested. Use a focus action on a defeated foe to utterly kill the foe in a spectacular, 

gruesome way; get 1 wound back. The foe cannot have more than 2 wounds. 


