THE CLASH OF CHAMPIONS

----------------------

This friendly little contest between Orthodox and Paradox has always been one of my favorite features of Talislanta.  Here's one way the Zanth side of the Clash could work, though your Talislanta may differ.  In fact, I'd be interested in hearing alternative approaches.

The contest to determine Zanth's champion in the Clash is a year-long affair that is capped by a five-week, 1,000-man, single elimination tournament resulting in one Undisputed Champion.  Here's how I picture the tournament working out:

Week 1:  1,024 combatants fight 512 matches to determine who advances to Week 2.  This is broken out into 10 different arenas holding 51 matches each over the course of the week.  I'd imagine the 51 matches are fought 17 per day over a 3 day period.  This would allow enough time for each match, but gives most people 4 days to get all of their work done without missing any of the action.

Seven of the arenas are located in Zanth and six other major cities of the Paradox nation, while three are located in temporary "carnival areas" located in the countryside.  This way the entire country gets at least a taste of some tournament excitement.

Week 2:  The 512 survivors of the first week fight 256 matches to get to Week 3.  The carnival areas close down, and the action is broken into 7 different arenas holding roughly 36 matches each.  The arenas are located in Zanth and six other major cities, and the 36 matches are fought over the weekend at a rate of 18 per day.

Week 3:  There are 256 survivors fighting 128 matches.  This time the action takes place in 4 arenas (Zanth and 3 major cities).  This makes 32 matches per arena, fought over the weekend at a rate of 16 matches per day.

Week 4:  Two more arenas close down, and 128 survivors fight it out in 64 matches located in Zanth and one other major city.  Again, there are 32 matches per arena, fought over the weekend at a rate of 16 matches per day.

Week 5:  This is it -- the Big Show!  You're a minor leaguer until you make it to the week long showdown in the capital city.  Pretty much the whole city shuts down for the week, because all anyone wants to do is watch the final round.  64 finalists make it to the last week, and just being in the Round of 64 is a huge honor across the continent.

Days 1 and 2:  The 64 finalists fight 32 matches in the main arena of Zanth.  These are fought at a rate of 16 per day.  Healing is available from the city free of charge to those who will be continuing to the third day.

Day 3:  The 32 survivors fight 16 matches to determine who advances to the fourth day.

Day 4:  There are 8 matches fought between the 16 finalists.  Making it to "the Sweet Sixteen" is one of the greatest accomplishments of a warrior's career.  Anyone in the bodyguard/mercenary/gladiator trades can name their price to any potential employers once they've reached this level.  The reputation alone is enough to back down most enemies.  All this assumes that the losers actually survive the match, which is often not the case.

Day 5:  Four matches are fought between 8 quarter-finalists.  More time now is spent in wagering and fight analysis than in the actual combats.  Jugglers, performing magicians, music, dancing, and duels between lesser gladiators fill in time between the bouts, which are spaced evenly throughout the day.

Day 6:  The semi-finals...the Final Four...two colossal matches to determine who will compete for Zanth's ultimate crown.  Again, much of the day is wagering and pre-match hype...but there's plenty of great fighting as the best of the best face off.

Day 7:  The championship bout.  All the hype of a Super Bowl and more.  The 

winner becomes Zanth's entry in the Clash of Champions.

So that's the five-week end of the year tournament.  The contest itself is a year-long affair, as fighters compete for one of the 1,024 first round slots.  After the actual Clash of Champions, first round positions for the next year are issued on a first-come, first-served basis.  Once the slots have been issued, anyone holding a position can be challenged to defend it, with the winner of the challenge bout winning/keeping the slot.  In the interest of fairness, anyone holding a slot only needs to answer one challenge per month.

---------------------

DRB  (Dennis R. Bumb)

<5-21-97>

Drohem (10/25/2010):  this article by Dennis Bumb was posted to the archived Talislanta Central website.
