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INTRODUCTION

“Although he had always been a bully, and even in his youth had come out on top in more 
than one brawl, the shadow stretching from that sinister figure made Schultz‘s, “The Pig and 
Anchor’s” innkeeper, voice tremble even as he was exchanging the last heated words with a 
client regarding the poor quality of his food. As the abyssal being entered into the inn’s main 
room the light from the flickering candles made him appear even more sinister.

- Lesdinn! Bellowed the abyssal creature, with a deep and sinister voice. Shultz crouched behind 
the bar leaving visible only a pair of terrified and curious eyes. – You can hide no longer - exclai-
med the Abyssal. Come out from the shadows and let us finish this finally.

From a remote corner of the tavern a tall and slender figure rose. A halo of darkness enveloped 
him, blanketing him as if of its own free will. With a circular motion of his hand, the darkness 
vanished showing the figure of the Drow in his Jet-black armour.

Lesdinn threw him a contemptuous smile and facing the Abyssal eye-to-eye pointed to the aged 
tavern door.

- After you Deretor, let us end this once and for all.”

From the Chronicles of Mardel by Otto Kurtz

What you have just read could easily be the prelude to one of the duels between combatants in Duel Fighters.

Duel Fighters is a game of cinematic type combats between highly detailed 75mm miniatures. Contrary to 
other war-games, where you might field dozens or even hundreds of figures, in Duel Fighters the manageable 
scale and the reduced number of miniatures allows players to choose from a much greater range of options 
and actions, providing you with a range and depth of combat that you would usually only find in a typical 
classic fantasy medieval RPG.

The key cornerstone of the game is the large scale fully detailed miniatures, as well as the day to day objects 
that surround them. Have you always wanted to be able to kick that rum barrel into your opponent or throw sand 
in his eyes to win a few precious seconds to finish him off? This is the game that allows you to do all of that.
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Duel Fighters is a fast-paced game between two duelists that face-off against one another on a one-to-one 
basis and that lasts for no longer than 45 minutes per combat. We wanted to create and reflect in this game 
all the dynamism of movement, skill and dirty tricks that we have all seen in our favourite movies, right down 
to those epic “This is the end for you” dialogues that all archenemies deliver when the hero is apparently 
facing his doom, and that very often end with yet another defeated villain.

Our intention was to create an easy to play game system, with fast and direct one-on-one game-play, where 
survival depends on the way that you understand and master your fighters. There is no room for average 
warriors here; only heroes fight in Duel Fighters.

We hope that we have achieved our objective.

Introduction
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1. Essential components and concepts 

Throughout this rules booklet you’ll continually see references to Attack Dice, the Character Sheet and its 
various sections and Action cards. We believed it prudent to explain these extremely important components 
in advance, prior to entering into an explanation of the rules of the game, so that right from the beginning you 
can understand all of these concepts and start playing immediately.

1.1 Attack dice

Attack dice are, in essence, normal 6 sided dice which are used throughout the game.

The results of attack dice are never added together and although sometimes they may have modifiers 
applied, determined by different rules and special skills, the amounts to add or subtract are always made 
using separate dies. 

For example, if a roll of 4 attack dice receives a + 1 modifier, all of the dice have the modifier applied sepa-
rately to each one. If, on the other hand, the bonus is only on a given die, only one of the dice of the roll will 
have the modifier applied to it.

In addition to attacking and defending, attack dice are used to carry out various actions that allow characters 
to execute certain feats and extraordinary actions.

In addition to the numerical results, on certain occasions, when an attack dice roll results in a natural 6 (i.e., 
a result of 6 before applying any modifier), this is considered a “critical” result or we simply say that the 
character has obtained a “critical”.

The Rule of 6 and Criticals

As we have just mentioned, provided that you obtain a natural 6 after rolling the dice - i.e., a result of 6 prior 
to applying any modifier, we say that the character has obtained a “critical”.

Criticals can be used in two ways: By directly creating a victory point - you will see that one of the ways to 
win a duel is “by points”, or by using them to undertake special actions in attack or defence.
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Victory Points  Victory Points    

Although the purpose of duels is usually to finish off your opponent, they don’t always end this way. Someti-
mes it’s about settling old debts of honour, or simply teach impertinent bravados some humility.

In these cases, the opponents can fight to the death, but one of them may realise that they have no chance 
and will possibly surrender or flee. It is said, in these situations, that the duel has been won (or lost) by victory 
points.

As we have said, criticals obtained in combat, i.e. having obtained 6s in dice rolls, can be accumulated as 
victory points. Place a victory point marker ( 
As we have said, criticals obtained in combat, i.e. having obtained 6s in dice rolls, can be accumulated as 
victory points. Place a victory point marker (  ) on the character sheet when you get a victory point.

Each character has a number of victory points that indicate when they must move up to a higher experience 
level and also how many victory points they must achieve in order to win.

Level up

When a character moves up a level, simply turn the character sheet around so that “Level 2” is shown next 
to the name and the character archetype. 

When a Level 2 character obtains the number of vic-
tory points required to win the duel, indicated on their 
character sheet, the game ends automatically and 
they are declared the winner “by victory points “.

Deretor - Abyssal Warlord  Level 1

Flip the card to Level 2 when you reach 10 

ATK

5

def

5

INT

3

con

4 10

W

Action Cards: 4 

Race Abilities

Abyssal Being: Although humanoid in appearance, the abyssal creatures are not considered 
human as such or even alive in the sense that we understand. Deretor incurs no penalties if 
badly wounded.  

Archetypal abilities

Lacerating Armour: Deretor inflicts injuries even when only pushing his opponent. 

Armoured Hulk: Deretor does not suffer damage when colliding with objects; not when being 
charged nor when coming into contact with dangerous terrain.

Magical abilities: Deretor can cast dark-magic spells.

Special combat techniques

Stun  : When Deretor executes a normal 
attack, his opponent loses a step of his current 
sequence for every critical not blocked, star-
ting with the last.

Devastating Mace  : Deretor rotates 90 de-
grees in any direction striking any miniature that 
is within an arc defined by the length of a card 
The opponent incurs two automatic strikes that 
can only be blocked or defended against by ob-
taining a defensive roll result of 5 or 6.

Body Smash  : Deretor executes a devas-
tating attack on his opponent by taking advanta-
ge of his massive physique. When placing a card 
in front of him, the base of any character that 
finds itself within the area of this card, is subject 
to being the target of his attack. The strikes of 
this attack can only be defended against by ro-
lling and obtaining criticals (natural 6’s).

Your character wins the game if you collect 12 

ATK

5

def

5

INT

3

con

4 12

W

Action Cards: 5

Deretor - Abyssal Warlord  Level 2

Race Abilities

Abyssal Being: Although humanoid in appearance, the abyssal creatures are not considered 
human as such or even alive in the sense that we understand. Deretor incurs no penalties if 
badly wounded.  

Archetypal abilities

Lacerating Armour: Deretor inflicts injuries even when only pushing his opponent. 

Armoured Hulk: Deretor does not suffer damage when colliding with objects; not when being 
charged nor when coming into contact with dangerous terrain.

Magical abilities: Deretor can cast dark-magic spells.

Special combat techniques

Stun  : When Deretor executes a normal 
attack, his opponent loses a step of his current 
sequence for every critical not blocked, star-
ting with the last.

Devastating Mace  : Deretor rotates 90 de-
grees in any direction striking any miniature that 
is within an arc defined by the length of a card 
The opponent incurs two automatic strikes that 
can only be blocked or defended against by ob-
taining a defensive roll result of 5 or 6.

Body Smash  : Deretor executes a devas-
tating attack on his opponent by taking advanta-
ge of his massive physique. When placing a card 
in front of him, the base of any character that 
finds itself within the area of this card, is subject 
to being the target of his attack. The strikes of 
this attack can only be defended against by ro-
lling and obtaining criticals (natural 6’s).

Your character wins the game if you collect 12 

ATK

5

def

5

INT

3

con

4 12

W

Action Cards: 5

Deretor - Abyssal Warlord  Level 2

Race Abilities

Abyssal Being: Although humanoid in appearance, the abyssal creatures are not considered 
human as such or even alive in the sense that we understand. Deretor incurs no penalties if 
badly wounded.  

Archetypal abilities

Lacerating Armour: Deretor inflicts injuries even when only pushing his opponent. 

Armoured Hulk: Deretor does not suffer damage when colliding with objects; not when being 
charged nor when coming into contact with dangerous terrain.

Magical abilities: Deretor can cast dark-magic spells.

Special combat techniques

Stun  : When Deretor executes a normal 
attack, his opponent loses a step of his current 
sequence for every critical not blocked, star-
ting with the last.

Devastating Mace  : Deretor rotates 90 de-
grees in any direction striking any miniature that 
is within an arc defined by the length of a card 
The opponent incurs two automatic strikes that 
can only be blocked or defended against by ob-
taining a defensive roll result of 5 or 6.

Body Smash  : Deretor executes a devas-
tating attack on his opponent by taking advanta-
ge of his massive physique. When placing a card 
in front of him, the base of any character that 
finds itself within the area of this card, is subject 
to being the target of his attack. The strikes of 
this attack can only be defended against by ro-
lling and obtaining criticals (natural 6’s).

1. Essential components and concepts 
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Special Combat techniques

The characters in Duel Fighters are not novices in the art of combat and know more than a trick or two to 
claim victory or at least strike blows or trigger elusive evasions that put their opponent off balance when 
trying to land the final blow.

There is a section called special combat techniques on the character sheets. This section explains these 
techniques in detail, when they can be used and the requirements necessary to carry them out, as well as 
their consequences. 

1.2 The Character Sheet

Lesdinn - Drow Swordmaster  Level 1

ATK

4

def

3

INT

3

con

3 8

W

Flip the card to Level 2 when you reach 9 

Action Cards: 5

Race Abilities

Agile: Elves are fast and agile creatures. Elves can expend 1  and make a 50% longer step. They can 
therefore accumulate 3 half-step markers or one of 1 step and another of half a step.  

Archetypal abilities

Flanking movement: Lesdinn can use “turn and displacement” markers in his movement sequence.

Master Swordsman: Lesdinn’s speed and dexterity, as displayed in combat, leaves his opponent breathless 
and makes it impossible for them to follow his movements and much less study his fighting techniques. Whe-
never Lesdinn inflicts at least 2 injuries in a single blow to his opponent they automatically lose 1 .

Wall of Swords: Lesdinn can use an available action card to reinforce his defence, treating it as if it was an 
attack.

Magical abilities: Lesdinn can cast dark magic and water spells.

Special combat techniques

Invisible Thrust  : When Lesdinn uses this move-
ment the opponent is considered to have his back 
undefended (can only defend himself with half of the 
dice and receives a penalty of - 1).

Double Thrust  : After the initial sword thrust the 
Drow confuses his opponent and executes a new 
thrust. You can repeat the attack dice that failed to 
make normal hits in this combat round. 

Parry and attack  : Taking advantage of his 
dynamic defence the Drow manages to execute an 
attack against his opponent. He executes a normal 
attack and if he is attacked before his next step, all 
the strikes that are parried and blocked are treated 
as strikes to the attacker.

Character’s Name and Archetype.

The Characteristics show values that determine your 
combat skills, the number of attack dice to throw, your 
life points, etc. These are also referred to as attributes.

Race and Archetype attributes give you unique abili-
ties when combined with your Action Cards and Com-
bat Dice results.

The Special Combat techniques section indicates the 
manoeuvres and combat tricks known by characters 
and are related to their archetype.

Action Cards number.

When the total number of victory points reaches the 
indicated number, level-up your character. Turn your 
character sheet over to find your improved attributes 
and skills. If you have already attained Level 2 you are 
proclaimed the winner.
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In Duel Fighters we refer to the models as characters. All characters have a name and an archetype, as well 
as belonging to a specific race that generates characteristic features. Personal skills, arcane knowledge and  
tricks make unique every character.

To define a character, each has a character card which is divided into four parts: Characteristics, race skills, 
archetype abilities  and Special Combat Techniques.

1.2.1 Characteristics

The basic characteristics - or attributes - are a reflection of the important abilities that all the characters will 
need at one time or another during a duel. The combination of these characteristics define each character 
as to their skills in combat, physical endurance and mental toughness.

All of the characters have five attributes in their profile: Attack (ATK), Defence (DEF), Intelligence (INT), 
Constitution (CON) and Injuries (W).  

ATK (Attack)

The number in the box indicates the number of Attack Dice that the character throws for each Action Card 
used to initiate a Round of Combat, in which they want to attack an enemy.

An ATK value of 1 indicates a character without much combat technique, essentially a character whose 
knife wielding skills don’t go beyond that of slicing bread. With an ATK of 6 or more, a warrior might possibly 
be a master in martial combat. The slightest stumble by his opponent will result in a counterattack with his 
weapons being wielded with incredible dexterity and brute force.

Lesdinn - Drow Swordmaster  Level 1

ATK

4

def

3

INT

3

con

3 8

W

Flip the card to Level 2 when you reach 9 

Action Cards: 5

Race Abilities

Agile: Elves are fast and agile creatures. Elves can expend 1  and make a 50% longer step. They can 
therefore accumulate 3 half-step markers or one of 1 step and another of half a step.  

Archetypal abilities

Flanking movement: Lesdinn can use “turn and displacement” markers in his movement sequence.

Master Swordsman: Lesdinn’s speed and dexterity, as displayed in combat, leaves his opponent breathless 
and makes it impossible for them to follow his movements and much less study his fighting techniques. Whe-
never Lesdinn inflicts at least 2 injuries in a single blow to his opponent they automatically lose 1 .

Wall of Swords: Lesdinn can use an available action card to reinforce his defence, treating it as if it was an 
attack.

Magical abilities: Lesdinn can cast dark magic and water spells.

Special combat techniques

Invisible Thrust  : When Lesdinn uses this move-
ment the opponent is considered to have his back 
undefended (can only defend himself with half of the 
dice and receives a penalty of - 1).

Double Thrust  : After the initial sword thrust the 
Drow confuses his opponent and executes a new 
thrust. You can repeat the attack dice that failed to 
make normal hits in this combat round. 

Parry and attack  : Taking advantage of his 
dynamic defence the Drow manages to execute an 
attack against his opponent. He executes a normal 
attack and if he is attacked before his next step, all 
the strikes that are parried and blocked are treated 
as strikes to the attacker.

1. Essential components and concepts 
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As a general rule, a character that obtains a 4, 5 or a 6 while throwing his attack dice is considered to have 
obtained a strike. 

The ability of your character to attack can be affected by modifiers that can change the number of dice 
thrown or the results needed to inflict a strike. Skills and techniques, the effect of special weapons or the 
relative position between your character and that of your enemy, may affect your fighter’s attacks in either a 
positive or a negative manner.

DEF (Defence)

The number in the box indicates the number of defence dice that the character may roll in order to try to 
cancel-out any strikes received as a result of their opponent’s attack dice roll.

A character with only a DEF 1 is by nature not very alert and not seasoned at all in the use of its weapons 
in defence and possibly without much more than its weak skin as armour. A DEF 6 is a warrior at home in a 
complete suit of armour or is simply a being that possesses superhuman hard steel-like skin, like a golem 
or a dragon!
 
As a general rule, a hit can be cancelled out by obtaining a 4, 5 or 6 when throwing a defence dice roll.  

The ability of your character to defend itself may be subject to various modifiers that can change the num-
ber of dice that can be thrown or the result that you get when throwing the dice. The effect of armour or 
exceptionally powerful weapons may require defence dice rolls that are more difficult or easier to achieve, 
depending on the circumstances.

INT (Inteligence)

Intelligence: (INT) is an ability ranging from 1 to 6 that encompasses cunning, being able to anticipate your 
opponent, and the character’s magical ability. An INT of 1 represents a primitive being, easily manipulated, 
and with limited understanding. On the other hand, an INT of 5 is a farsighted, wise, well-seasoned and 
experienced warrior in both physical and arcane combat techniques.
 
Initiative and anticipation: A shrewd character studies and knows how to read the opponent’s body lan-
guage thereby anticipating the movements they are about to make and get one step ahead of them. In the 
initiative roll each character throws a number of dice equal to their INT attribute. Whoever gets higher scores 
(results of 4, 5 or 6) will decide who starts that turn. In addition, the adversary must show as many steps of 
their movement sequence as the number of results obtained by the winner of the initiative roll.
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CON (Constitution)

A character’s constitution ranges from 1 to 6. The CON not only determines overall physical strength, but 
perhaps more importantly, defines his ability to heal and the resistance his body has against certain strikes.

A character with CON 1 is almost at the end of his life. It is very likely that a tiny gust of wind would blow him 
over and he would probably never look for problems by getting into a duel. A warrior with a CON of 6 or more 
is literally a giant that the most powerful venom won’t affect, more than what a mosquito bite would, and is 
quite capable of sending his opponent flying with a single blow.

A character’s CON is principally used in the following three ways:

- Healing ability: When a character is healed by any source (potions, spells, prayers or special abilities) the 
maximum amount of points that it can be healed by is the CON value on its character sheet. A character 
can never be healed in excess of the original number of injuries (W).

- Resolving charges and shoving: When a character’s movement sequence puts him in the space occu-
pied by another player it can only be resolved by throwing a Constitution Roll. The result of this will deter-
mine if the character that is moving manages to charge and/or push his opponent and continues with his 
movement sequence or if on the other hand is stopped in his tracks and body-blocked by his adversary.

- Beating death: When a character reaches the end of their life points, instead of dying, they can throw a 
Constitution Roll, adding any wound to the roll that exceeds the maximum, as indicated by their character 
sheet. If the result is equal to or less than the constitution value of that character it can continue fighting, 
otherwise it is considered defeated.

W (Wounds)  W (Wounds)  

All the characters have a set amount of damage they can receive. The amount of wounds (W) is indicated on 
their character sheet. When a character suffers wounds in combat, they are deducted from the total number of 
injuries that it has. When the number of wounds reaches 0, the character automatically loses the duel – don’t 
forget though that they could throw a constitution roll and come back to life even though they are breathing their 
last breath.

Whenever the character receives a hit and this is not blocked by a defence roll (or any other means that the cha-
racter has to protect against impacts), it is considered to have received an injury and an Injury Card ( 
Whenever the character receives a hit and this is not blocked by a defence roll (or any other means that the cha

(  ) must 
be placed on the character sheet.

1. Essential components and concepts 
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Biting the Dust

When a character receives, in one hit, a number of wounds above his constitution level the character is 
considered as having been knocked down. A knocked-down character must use an action card to be able 
to stand up. If they do not have available action cards they must sacrifice the last step of their movement 
sequence to be able to get up. If they do not have any action cards and have used up all their movements, 
the character must wait until the next round to be able to get up. A knocked-down character lying on the 
ground is considered as having their back towards their opponent when being attacked.

Badly-wounded Characters

When a character has received injuries totalling more than half (rounded up to the highest value) of his cons-
titution level the character is considered badly wounded. A badly wounded character automatically loses an 
action card. If at the time of receiving the injury the character does not have any available action cards they 
lose the last step of their movement sequence as well as the “used” action card. If a character does not have 
any action cards (available or used) they lose an equipped object.

1.2.2 Race Abilities

Each character has certain racial features that provide them with race specific abilities. Humans tend to be 
adaptable and versatile; the Elves are agile and dexterous, although they have a fragile constitution, while 
the Orcs are robust and coarse creatures deadly in combat. The race abilities of each character try to reflect 
these traits. 

1.2.3 Archetypal abilities

The characters in Duel Fighters are professional warriors who are normally dedicated to and excel in certain 
forms of combat. Be they deft swordsmen, brutal blood thirsty mountains of muscle or lethal assassins, each 
character, even if it is of the same race, differs from another due to a set of archetypal skills.

A particular feature of archetype abilities is that as the battle progresses, the warrior can develop new 
skills. This represents the knowledge that the character obtains about his opponent while in confrontation 
with him. 
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1.2.4 Special combat techniques

During their many years of combat the Duel Fighters characters have developed not only mastery of their 
favourite weapons but also special combat techniques, turning them into formidable adversaries.

Special combat techniques are a set of skills that are used jointly with Criticals both in ATK and DEF. As a 
general rule, special combat techniques require the use of Victory Points and should be programmed during 
the movement sequence and using the appropriate card. When programmed, a special fighting technique 
will always use-up at least one victory point, even if the player decides not to execute it.

1.3 Action Cards

Each character in Duel fighters has a number of cards called action cards which are supplied together with the 
miniature. As the name suggests, these cards determine the number of actions that a character can carry out 
during its turn, between movements, rounds of combat and other specific actions.

Additionally, the action cards can be used to enhance attacks and defence during a round of combat.

The cards, identified by the word “ACTION”, are used to perform any of the actions as described below. These 
cards besides the word “Action” include a picture of the character to which they belong.

1. Essential components and concepts 

Example: Shargh plans to use a special technique during the third step of his movement sequen-
ce. As he is not too intelligent a character he is unable to foresee his adversary’s movements and 
when the time comes he is too far away from his opponent to strike him. Shargh therefore decides 
not to use any of his special techniques but must still use-up a victory point ( 
when the time comes he is too far away from his opponent to strike him. Shargh therefore decides 

(  ) for having 
programmed it.
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In addition to these generic cards, some characters may have Action Cards that are at the same time equipment 
items, special skills or even spells and other elements belonging to the character. Please note; in these cases, 
that for all purposes and uses, these are also Action Cards.

Standard Action Cards allow you to execute the different 
actions that you want to take place during your action se-
quence. They can also be used to enhance ATK, DEF and 
even certain dice rolls during combat. A player that has an 
available action card can use it to add dice to the throw 
to maximise an action. This action can only be used once 
per roll. Special combat techniques cannot be maximised 
in this way.

While the Ashorai Swords are 
equipped provide +2d Attack,  

-1 Defence.

Ashorai  Swords

The Equipment Action Cards, in addition to being 
used as standard Action Cards, can be “equipped” or 
“used-up” in order to aid the character according to the 
benefits described on them. Some Equipment Action 
Cards can be used only once, such as Spells, and are 
therefore not equipped but discarded. 

Skills Action Cards, in addition to being used as stan-
dard Action Cards, are used to execute character specific 
skills. These cards are often discarded or used-up when 
used and can require the use of Victory points or even to 
use-up or discard other Action Cards, when they are put 
in play.

You can discard Divine Protection, 
if available, to ignore all the injuries 

of a single attack.

Divine Protection
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1.4.1 Action Cards Status: Use-Up, Discard and Equip Action Cards

It is important to be very clear about these three important concepts throughout the game. The status of the 
action cards is crucial in the game system.

The action cards that have not yet been utilised in any of the ways described below, and are in the player’s 
hand, are considered available.  Different statuses exist depending on the way that they are used:

- Use-up a card: Once a card has been utilised, this is considered used-up temporarily until the next turn. 
This card can’t be used at all during the current turn until it becomes available again at the beginning of 
the character’s following turn. 

To show that a card is used-up simply turn it upside down on the character sheet.

- Discard a card: Some Action Cards- whether they are Standard, Equipment or Skills action cards- can only 
be utilised a set number of times. Once they have been utilised that number of times - usually once - these 
are removed from the player’s hand and are not used again in the entire match.

Note: Although this is a general rule, keep in mind that some characters can recover discarded cards in one 
way or another.

- Equip a card: As explained earlier, some action cards can be both equipment and weapons. In order for 
the character to take advantage of the benefits of that piece of equipment, the card must be Equipped. 
A player can choose to start the duel equipped with as many pieces of equipment as cards available to 
him. An entire step of his movement sequence must be used if a player wishes to equip a card during the 
match. The discarded card is now equipped. Once a character is equipped with an Action Card, it cannot 
be used again during the entire match. Place the Equipment Action Card face up next to the character 
sheet to remind both payers that it is in play. You can exchange equipment between various characters 
provided that the rules on its use are complied with and the maximum number of action cards allowed for 
each character are always respected.

1. Essential components and concepts 
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2. GAME SETUP

Follow the next steps in preparing the play area for a game of Duel Fighters. 

1. Demarcating the play area

2. Terrain Design and Scenery placement

3. Deploying the characters

4. Presenting Character Sheets.

1. Demarcating the play area

Before beginning a game of Duel Fighters both players should decide the boundaries of the playing area. 
To start off with, it’s important to define the dimensions of the combat “arena” as well as the scenery and 
elements that it will contain. A good idea is to determine where the duel will take place and even imagine 
how the encounter will unfold. This helps create the cinematic atmosphere of the duel itself (for ideas, and 
clarification on this, go to the section “Notes on the Terrain” at the end of the manual). 

Our recommendation is to have a surface area of approximately 80x80cm (equivalent to 9 x 9 times the size 
of the cards). 

2. Terrain Design and Scenery placement

Whether the combat zone is a tavern, a warehouse, a market street, a barn, an alley, a harbour... or players 
simply want to add elements and objects with which their characters could interact, it is important to only 
place these elements after the game area has been demarcated but before deciding which player will intro-
duce his character first.

As mentioned in the introduction, Duel Fighters is intended to be a cinematic game and therefore it is wor-
thwhile spending some time preparing the scenario according to this “movie scene”, and the characters who 
take part in it. Bear in mind that it is a relatively fast and detailed game lasting no longer than an hour and 
therefore you can always go back and “shoot the scene” again during the next session.
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3. Deploying the characters

One of the players chooses a character and places it on the play area. (You can decide which player first 
places his character via a Combat Dice roll). Thereafter the other player also places his selected character, 
by no more than the length of an Action Card from the edge of the board. 

If there are additional characters, players take turns placing them on the board, never placing the subse-
quent allied character more than the length of 2 Action Cards from the first character that was placed.

4. Presenting Character Sheets

Once the miniatures have been positioned the players “present” their Character Sheets on the table, outside 
of the game area and in front of them.

Character Sheets should be placed centrally, along with their corresponding Action Cards in a pile next to 
them, clearly showing the cards that they are Equipped with face-up on the other side of them. 

Now everything is ready for the DUEL to commence!

2. Game setup
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3. GAME PLAY

3.1 “Initiative” Stage

Game play always starts with an “initiative” dice roll. Each player throws the number of dice equal to the 
value of his intelligence level on his character sheet. The player who obtains more results of 4, 5 or 6 on the 
dice will have won the “initiative” and can choose to act first, becoming Player 1, or yielding the initiative to 
the opponent and therefore becoming Player 2.

The wins obtained in the “initiative” dice roll not only determine which player has the initiative, but also, for 
every win achieved, the adversary must reveal a step of their movement sequence.

When both players get the same results the initiative will be resolved by rolling one dice each, just after both 
have revealed their complete sequences, at the beginning of the movement stage.

3.2 Movement Sequence Stage

Combat in Duel fighters is realized through a sequence of movements consisting of movement markers and 
divided into steps. Each player has as many steps per turn as action cards that their character has. As a 
general rule a step consists of 2 movements or 1 attack.

The Movement Sequence stage is divided into two sub stages.

Anticipation Stage: During this stage, it’s necessary to prepare the movements which, depending on 
the dice roll result, each player is obliged to disclose to his opponent. A player may not programme more 
steps than the number of available action cards they have. If the opponent is not successful in their “ini-
tiative” roll the player skips this stage. Once both have finished, the players show their sequences to their 
adversary.

Action Stage: Once the anticipation stage movements are known the players secretly prepare the rest of 
their sequence with the remaining actions that they wish to execute. When both have finished, the final ac-
tion sequences are displayed.
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A movement sequence has at the most as many steps as the action cards that the character has. Each 
step will use up an action card. However, it is not necessary to exhaust all of the action cards during the 
movement sequence. Action cards can be held in reserve in order to use objects and perform improvised 
attacks.

The allowed movements are indicated on the Movement Markers

The following Movement Markers are available: 

  Advance: Expends half a step. This marker allows the miniature to move the length of one card.

 
 Lateral displacement: Expends half a step. It allows you to move sideways by the width of a card 
in either direction.

  Turn 90º: Expends half a step. It allows you to turn the character 90 degrees in any direction.

  
Turn and displacement: Expends half a step. Only accessible to some characters. It allows the 
character to rotate about any of the corners of its base.

  Attack: Expends a full step. Allows an Attack dice rol.

  
Special Combat techniques: Expends a full step. It cannot be programmed unless you have at least 
1 Victory Point. It allows the use of the special combat techniques listed on the character sheet.

  
Retreat: Expends a full step. It allows you to move the miniature the length of a card in the opposite 
direction to its adversary.

  
 Special Skills: Expends a full step. It allows the use of the special skills listed on the character 
sheet.

At the beginning of the turn the players will have to secretly place as many steps of the initiative roll as the 
adversary would have predicted. If the number of steps to reveal exceeds the maximum number of steps that 
the character can place in their sequence, the extra steps are disregarded. Players then reveal their sequen-
ce to their opponent. Once the predicted movements are revealed, the rest of the steps in the sequence that 
the character will execute during this turn are placed, again secretly. 

3. GAME PLAY
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It is necessary to emphasize that if fewer steps are programmed during the anticipation stage than those 
that the opposing player obliges you to reveal, it will not be possible to proggramme more steps during your 
movement sequence.

3.3 Decisive stage

The player who won the “initiative” decides which character will be the initial player. Starting with Player 1, 
the players alternate taking turns placing and executing their movement markers until both have completed 
their sequences. Remember that it is necessary to use-up an action card for every step. Movement sequen-
ces are read from left to right and always in order. Each player must place a card perpendicular to the front of 
the base of his miniature for each  
ces are read from left to right and always in order. Each player must place a card perpendicular to the front of 
the base of his miniature for each    symbol and can move the figure up to the edge of the card. Similarly 
you can turn your character 90 ° for each 

  symbol and can move the figure up to the edge of the card. Similarly 
you can turn your character 90 ° for each   symbol etc...

Example: Lesdinn has 5 action cards which would allow him to execute up to 5 steps of his se-
quence. His enemy obtained 2 wins in his initiative roll which means that he must reveal the first 
two steps of his movement sequence. Lesdinn puts down the following sequence 
quence. His enemy obtained 2 wins in his initiative roll which means that he must reveal the first 
two steps of his movement sequence. Lesdinn puts down the following sequence  
quence. His enemy obtained 2 wins in his initiative roll which means that he must reveal the first quence. His enemy obtained 2 wins in his initiative roll which means that he must reveal the first 

 (first 
step) and 
two steps of his movement sequence. Lesdinn puts down the following sequence
step) and  (second step). To do this you need to exhaust 2 action cards. The first for the two 
movement markers and the second to execute the attack.

Example: The Drow has 4 action cards and selects 8 movement markers. Out of sight, so that his 
rival cannot see it, he places the following movement sequence of   

The Drow has 4 action cards and selects 8 movement markers. Out of sight, so that his 
 

The Drow has 4 action cards and selects 8 movement markers. Out of sight, so that his The Drow has 4 action cards and selects 8 movement markers. Out of sight, so that his 
   

The Drow has 4 action cards and selects 8 movement markers. Out of sight, so that his The Drow has 4 action cards and selects 8 movement markers. Out of sight, so that his 
       

The Drow has 4 action cards and selects 8 movement markers. Out of sight, so that his The Drow has 4 action cards and selects 8 movement markers. Out of sight, so that his 
 . Even though 

he has four action cards and could place two more markers, he prefers to keep the last action card 
in reserve just in case, in order to attack if he finds himself within combat range.

Example: Deretor is obliged to show 3 steps of his sequence to Hallothon. He could schedule 
only 2 during this turn in exchange for not making any further steps.  Even so, he could still use his 
action cards to execute an improvised attack.
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3.2.1 Moving across the terrain

While duels are generally concluded in a fairly short time span and in a relatively small area, it may also be 
the case that opponents move extensively in search of positions best suited to their form of combat. This is 
particularly true during the first few turns when the characters move in search of their enemy.

If, when placing the action card or repositioning the miniature after moving it, it touches a scenery element, 
defined by both players as some kind of special terrain, the character must end its movement adjacent to 
that element but not “beyond” it. You can of course use further action cards to continue moving your cha-
racter once it has stopped, but if the terrain element itself has a special effect on the character, this must be 
resolved before continuing. 

If the scenery element prevents further movement or somehow restricts successive actions, not mentioned 
in the above-mentioned rules, the movement should be stopped and the notes in the section “Notes on the 
Terrain” should be reviewed.

Example: Brock moves resulting in 
him “stepping” on a row of bushes. 
In this case Brock must stop adja-
cent to the bushes, but not beyond 
them.

After the character ends his mo-
vement adjacent to the bushes the 
player must execute a new move-
ment in order for Brock to climb over 
them. 

Even though the card allows Brock 
to move much further he must stop, 
during this second movement, on 
the other side of the bushes and ad-
jacent to them.

STEP 1

STEP 2

3. GAME PLAY
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3.2.2 Collisions

If the movement of a miniature, which is not in contact with the enemy, moves to a space occupied by ano-
ther, a collision occurs. At this point each player must roll the number of dice equal to their constitution (CON) 
and compare the results; If the miniature that is in motion obtains less wins/less score than his opponent, 
the miniature must stop its movement next to the base of the opponent. However, if the miniature obtained 
a higher number of wins/ dice score, the miniature completes its movement and displaces the adversary in 
the direction that it was moving. In either case, the difference between the wins/results will count as strikes 
against the player who loses the dice roll.

If the collision occurs when the miniatures are in contact, the character will be considered to be pushing his 
opponent.  This is determined in the same way; however strikes will not be incurred due to the difference in 
dice roll results.

3.3 Attacking

This is undoubtedly the most significant action in Duel Fighters. At the end of the day the characters entire 
reason for existing is to finish off their opponent in single combat.

Action Cards and Protective Sleeves

As you can see from this section, the Action Cards are utilised over and over again to execute 
numerous sequences and therefore could be considered as the “measuring stick” or as the “me-
chanism” of Duel Fighters. As they are continuously moved from the players hand to the table and 
back, most players want to protect them with the appropriate protective sleeves, which can be 
purchased at any specialist store.  

We have therefore designed our cards according to the standard size to enable the use of these 
industry wide protective sleeves. As these “sleeves” make the cards slightly larger than the origi-
nals they might provide a slight strategic advantage to the player using them. 

Due to this and in order to create a “level playing ground” and fair play we recommend that oppo-
nents agree, or not, to the use of these Protective Sleeves. Of course, at the end of the day, the 
decision is up to you.
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A character’s attacks may be subject to various modifiers that can affect the amount of dice that must be 
thrown or the result that should be obtained to in order to strike an opponent

These modifiers may be determined by the armament with which the character is equipped, certain skills or 
the relative position of the characters when attacking.

To execute an attack the player must have placed a combat marker in their sequence and both characters must 
be within striking distance. Combat distance is determined by the size of a card placed in any way, i.e. if when 
positioned, the card touches both character’s bases, they are considered to be within combat distance. It is 
not necessary that the characters are physically touching in order to be considered within combat distance.

Once the characters are within combat distance the attacking player can throw a number of attack dice 
equal to their attack attribute. The results obtained will equal the number of strikes that their rival will receive. 
The opponent can now defend itself by throwing as many dice as indicated by their defence attribute. For 
every result obtained one of the attacker’s strikes will be cancelled out. The resulting strikes, not cancelled 
out or defended against, are considered to be injuries and are deducted from the defenders available life. 
Those strikes obtained as a result of a “critical” (a natural 6 on a die) can only be cancelled out or defended 
against by also throwing a critical during the defence dice roll.

3.3.1 Maximising an Attack

When a player is about to throw an attack dice roll they can maximise their attack by utilising and using-up 
an available action card. A maximised attack, receives half as many additional dice as their attack dice, 
rounded down. 

Example: Hallothon has an attack programmed after having moved to within combat distance 
of Brock. The player controlling him decides to maximise his attack by utilising and using-up an 
available action card. 

The Elf has a 4 ATK attribute and as a result obtains 2 extra dice. Brock’s DEF is also 4. Hallothon 
obtains a result of 2, 3, 3, 3, 5 and a 6. Brock, attempting to fend off the attack, then obtains a 
DEF roll of 2, 4, 4 and 5. 

The “critical” obtained by the Elf provides him with a Victory Point and in addition, as Brock didn’t 
manage to obtain a critical (natural 6) in defence, the Elf inflicts an automatic injury to him. The 
remaining strikes are cancelled out by Brock’s defence.

3. GAME PLAY
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3.3.2 Special Combat Techniques

Special combat techniques are special strikes that are executed in a similar manner to normal attacks, fo-
llowing the specific indications shown on the card. All SCT’s require that a victory point be expended. Prior 
to any dice roll its necessary to “pay-up” first, otherwise the action cannot be executed. If, at the moment of 
executing the action the player does not have enough points, it will be lost and it will become the opponent’s 
turn. Even if the attacker decides not to execute the planned action the player must still expend one victory 
point. In this case the SCT can be executed as a normal attack.

3.3.3 Special Skills and abilities

Some characters have archetypal abilities and skills that require a special marker to activate them. This 
requirement will be indicated on the character sheet. These skills tend to be very powerful, but contrary to 
the special combat techniques, the special ability or skill cannot be used as an attack and are therefore less 
versatile. 

Magic

The main special skill that we find in Duel Fighters is magic. Magic is a type of attack that requires a spell 
card to be used. Only characters with the skill of a school of magic can equip themselves with spells of this 
type. Most of the spells are discarded after being used resulting in the wizard becoming increasingly weaker 
after each use. Once programmed you only have to follow the instructions indicated in the spell to execute it. 
Spells can generally be used as action cards before being used, however they must be available to use them.

Elemental damage: Some weapons cause “Elemental” damage such as fire or water. During a dice roll, 
when there are dice that cause different types of injuries, it is important to differentiate between the two, as 
elemental damage, if it’s not blocked, causes twice as many injuries. 

Elemental resistance: When a character has some kind of resistance or protection against elemental magic 
the injuries inflicted will be considered as normal injuries only

Example: Shargh has planned to use his “Brutal Smash SCT in his sequence. However, when it 
comes to his turn, he realizes that his adversary is outside the range of this technique. Given that 
the rest of the SCT isn’t suitable for his strategy, he decides to expend a victory point and execute 
a normal attack.
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Area of effect Some spells have an area of   effect and can affect all the models in it. There are two types:

 Conical shape: Rectangular shape:

3.3.4 Getting the Measure of the Adversary

A Duelist gains the “Measure of his adversary” when an advantageous combat position has been achieved. 
When a player finalises his movement and is on the flank of or at the rear of his rival, he has his opponents 
“Measure”.

If the opponent is being attacked when this occurs, on either one of these sides, a -1 penalty will be incurred 
in all attack or defence rolls.

3. GAME PLAY

Example: Deretor gains the measure to Hallothon when he reaches the flank of his base.
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If the defender finds itself with its back unprotected when being attacked, in addition to receiving the -1pe-
nalty it will only be allowed to defend itself with half the number of its defence dice. A miniature finding itself 
in this situation cannot attack unless it has a special skill or technique.

3.3.5 Long Distance Combat 

Some characters have weapons or skills that allow them to perform long range attacks. When a character 
attacks in this manner, the weapon or skill will specify the number of combat dice to be thrown and the number 
of cards representing the maximum effective distance of the weapon or skill.

This information is indicated in the description of the weapon in this way: ATK X (Y) where X is the number 
of combat dice to roll in the combat round and Y is the distance, as defined on the Action Cards. When the 
number of combat dice to roll is expressed as X in the weapon’s description this means that the number is the 
same as the characters ATK attribute at that time.

3.3.6 Short and long range weapons 

Some weapon descriptions include the words “ long range or short range weapon”. That means the bonus is 
only applied to the weapon only under this circumstances.

- Short range: The bonus is applied when target miniature is in contact base to base with the attacker. 

- Long range:  The bonus is applied only when target miniature is NOT in contact base to base with the attacker

Example: Brock has employed an action to move to the side in such 
a way, that by throwing the hammer he can avoid the barrels that 
cover the Drow. He then states that he wants to throw the hammer 
and measures the distance that separates both of them by placing 
his first card touching the miniature’s base and the rest of them 
adjacent to each other – up until 4 - as shown in the example. Take 
note that to make the attack effective at least one card should 
clearly be in contact with its target.

Example:
a way, that by throwing the hammer he can avoid the barrels that 

While the Vulcan Hammer is equipped 

2 of the wielder’s dice are treated as fire. 

Short range: You only receive this 

bonus if the miniatures’ bases are in  

direct contact.

Vulcan  Hammer
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3. GAME PLAY

Brock then discards his daemon hammer card (as indicated by its special rule) to execute the 
combat round by throwing 5 attack dice. 
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3.3.7 Having the Advantage

- Attacking a “downed” character: A character is considered as having been flanked if he is attacked when 
he has been knocked down, and remains on the ground. Additionally, all the strikes against the knocked 
down character are considered critical and therefore can only be blocked by obtaining 6’s in DEF rolls. 
Please note that they are only “considered” critical and that therefore do not generate victory points.

- Attacking a “downed” and “badly wounded” character: When attacking a character that has been 
knocked down in a previous action and which furthermore is badly wounded (has lost more than half of 
its life points, as indicated on its character sheet), the attack is considered as being from behind. All the 
strikes against the knocked down character are considered critical and therefore can only be blocked by 
obtaining 6’s in DEF rolls. Please note that they are only “considered” critical and that therefore do not 
generate victory points.

3.3.8 Improvised Attacks

A player, whose turn it is to execute his next non-obligatory step, can decide to abandon his next move, and 
if he has available action cards, in order to execute an improvised attack. Improvised attacks are executed in 
the normal way but a penalty of - 1 for each die is applied. Improvised attacks do not generate Criticals. 6’s 
obtained in this fashion can be cancelled out by an opponent’s winning dice roll result and do not generate 
experience points.
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4. NOTES ABOUT THE TERRAIN

A match of Duel Fighters generally tends to take place in a very straightforward manner, i.e.  Both players 
face off and then attack and defend themselves until one of them is eliminated. In this type of game, the 
scenery tends to be scant and rarely decisive in the characters actions. At the end of the day, their objective 
is to take each other on face to face and finish their opponent off.

There will however be players who want to enact their duels in specific localities such as taverns surrounded 
by tables, chairs and stacks of barrels and boxes; a dense forest where the action takes place between trees, 
bushes or rocky outcrops, or even the scenario of a formal challenge between two champions fighting for the 
glory and honour of their respective armies.

These environments are ideal scenarios for a duel and therefore we wanted to include special rules for inte-
racting with objects that may have an effect on the characters during the heat of combat.

Some examples of common objects that can be found in the play area are:

- Hedges, shrubs or low walls:: 

A character behind a hedge or wall receives an additional DEF die in order to block any strikes. They can 
only be overcome by means of a forward movement when the miniature is in contact with the object. Any 
other action including if the forward movement starts from a position far from the object, will end with the 
character right next to it.

- Barrels and movable objects: 

Piles of boxes, stacks of barrels, etc. are treated the same way and follow the same rules as Hedges, 
shrubs or low walls as explained previously, when they are arranged in a linear fashion, and it has been 
mutually agreed that they are immovable. I.e. they create a wall (of barrels for example).

Barrels can break when colliding with them and injure the characters. The large barrels have a Constitution 
of 4 and the small ones a 3. When a player collides with a barrel they have to throw a CON roll. The adver-
sary throws the number of dice equivalent to the barrels CON and measures them against the results that 
the player that was moving achieved. If the character wins the element is destroyed and it can complete 
its move as if there was no obstacle. If the barrel wins the player receives the difference in results as hits 
and must stop moving. Thereafter the player can proceed to cross the barrel following the rules for hedges, 

4. Notes about the terrain
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shrubs or low walls. When the movement of the player starts from directly next to a barrel they must pro-
ceed as in the first example of hedges, shrubs or low walls.

 - Trees, columns and other vertical Objects:

If when being attacked from a distance a character is behind a tree or a rock of a similar size to them (or 
any object that can be included in this category such as a column, a statue, etc.) add one extra die to the 
defender’s defence value. 

When a character collides with one of these items they receive as many hits as their own CON attribute, 
which can be defended against with their defence attribute.

- Difficult or rough terrain: 

When a character finds itself or is about to enter this type of terrain, you can only move the width rather than 
the length of a card. In the maps created for duel fighters this type of terrain is represented by a dotted line. 
Any miniature whose base comes into contact with such a line shall be considered to be in rough terrain.

Some examples of rough or difficult terrain could be, but are not limited to streams, swamps, marshes, 
hedges and low walls, piles of boxes. If the players are in agreement some types of rugged or difficult 
terrain, can be also be considered dangerous or even lethal (a river of lava?). In such cases, the following 
rules apply.

Dangerous objects: When the character touches or is touched by, moves or comes out of terrain of 
this type, an automatic injury is received. 

Lethal objects: When the character touches or is touched by, moves or is pushed into terrain of this 
type, it automatically dies. In maps created for duel fighters this type of terrain is represented by a 
line of skulls. Any miniature whose base comes into contact with such a line shall be deemed to be 
eliminated.



Swift as the wind

Quiet as the forest

conquer like the fIre

Steady as the mountain
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