
COUNTER PUNCH: FO
STRATEGY CARD

Each time you gain Control or remain in 
Control, apply the next RN from the next 
BAC flipped to your OPPONENT’S Action 
Section: if the result is either a Punches 
Missed or a Clinch, you land a 
counter-punch. Check the next BAC and 
apply the RESULT to YOUR Hitting 
Values section, unless the RESULT is 
equal to or less than your HP, in which 
case you have a chance for a KD. Follow 
regular procedures from there. However, 
when you check your opponent’s Action 
Section, if the result is Punches Landed, 
your opponent lands a punch just as if 
he’d been in Control. Follow normal 
procedures. If the result is Movement, 
make a new Control check.



STICK AND MOVE: FO
STRATEGY CARD

When you employ this strategy, reduce 
both your HP and your Opponent’s HP 
by -2. This also means that your KD 
number at Punches Landed is reduced by 
-2. A second benefit when using Stick and 
Move is that your Defense is improved by 
(-1) so if it was a +1. it is now a +0, if it 
was a -2, it is now a -3. However, another 
negative of Stick and Move is that it is a 
tiring style that emphasizes near constant 
movement. That being the case, at the 
end of the round, when you adjust your 
Endurance (but not your Opponent’s!), 
reduce it by the points scored against you 
as well as an additional 50% of those 
points, rounded up. If your Opponent 
scored 10 points, you would reduce your 
Endurance by 15.



DEFENSIVE SHELL: CU
STRATEGY CARD

When you employ this strategy, reduce 
both your KD1 by (-2) and improve your 
DEF by (-4). Your KD1 can’t be reduced 
below 0 and your Defense can’t be lower 
than -6. A final benefit is that your 
Opponent’s HP and Punches Landed 
KD is reduced by (-2). The penalty for 
going into an extremely defensive posture 
is that your offense becomes severely 
impaired. Lower your CFs by (- 2) and 
your Punches Landed by (-4). 
Furthermore, if your Opponent sneaks a 
big punch through your guard and scores 
a knockdown, your KO is increased by 
(+2) so if it was originally a KO: 3, it 
becomes a KO: 5.



KEEP AWAY: FO
STRATEGY CARD

When you employ this strategy, reduce both 
your HP and your Opponent’s HP by -3. 
This also means that your KD number at 
Punches Landed is reduced by -3. A second 
benefit when using Keep Away is that your 
Defense is improved by (-2) so if it was a 
+1. it is now a -1, if it was a -2, it is now a -4. 
However, another negative of Stick and 
Move is that it is a tiring style that 
emphasizes near constant movement. At 
the end of the round, when you adjust your 
Endurance (but not your Opponent’s!), 
reduce it by the points scored against you 
as well as an additional 50% of those 
points, rounded up. If your Opponent scored 
10 points, you would reduce your 
Endurance by 15. Finally, any 3-point 
punch that you land becomes a 2-point 
punch.



WORK THE BODY: FI
STRATEGY CARD

Working the body is designed to sap your 
opponent’s endurance. Conduct the 
round as normal with the following 
exceptions: (1) Track all Hooks and 
Combinations that you land and the 
points they score. When your Oppo-
nent’s Endurance is lowered at the end 
of the round, lower it a second time by the 
total points scored by your Hooks and 
Combinations. For example, if you scored 
10 points in the round and 6 of them 
came from two hooks, you would subtract 
16 from your Opponent’s Endurance 
instead of just 10. However, concentrating 
on the body means fewer head shots so 
reduce both you HP and Punches 
Landed KD by (-2). Also increase your 
Defense by (+2) so a -2 DEF becomes a 
+0 and a +2 DEF becomes a +4.



SMOTHERING ATTACK: FI
STRATEGY CARD

Attempting to smother an opponent’s 
attack is designed to prevent him from 
catching you on the end of his punches 
and doing maximum damage. This 
strategy is cut-and-dry in that you are 
basically trading defense for a reduction 
in your opponent’s hitting power. When 
using Smothering Attack, lower your 
Opponent’s HP/PL KD by (-2) and 
increase your CF by (+1). At the same 
time, you must also weaken your defense 
due to your aggressive attempt to force 
the action on the inside; therefore, 
increase your DEF by (+2); so, if your 
defense was a -2, it would now be 0; if it 
had been -4, it would now be -2, etc.).



LOAD UP (KO)
STRATEGY CARD

Attempt to maximize your power by 
planting yourself and putting everything 
you’ve got into a punch. Increase your 
fighter’s HP/PL KD by (+2) when 
employing Load Up. However, reduce 
your Punches Landed by (-2) and your 
CF by (-1). Increase your Opponent’s 
KD1 by (+1) for the duration of the round, 
as well.  However, reduce your Punches 
Landed by (-2) and your CF by (-1). 



TIE UP (FI)
STRATEGY CARD

Tie-Up is a stall tactic similar to a fighter 
whose style is to clinch frequently. In this 
case, you are making an intentional attempt 
to take time off the clock in a round rather 
than time-reduction being simply part of how 
you fight all the time. Whenever you have a 
RESULT number indicate a clinch, take the 
next card off the top of the BAC Deck and 
discard it, tracking how often this occurs 
during the round. At the end of any round 
that ends up being scored as EVEN by the 
judges, if you have discarded 3 or more BA 
Cards, give the round to your opponent 10-9 
(or if scoring by Rounds, your opponent 
earns the round if it would have been Even, 
otherwise). This strategy may not be 
selected by a fighter with the Octopus 
Special Trait.



GO FOR THE KNOCKOUT (KO)
STRATEGY CARD

This is a dangerous “all or nothing” 
approach to a round and can just as 
easily get a fighter knocked out as it can 
result in knocking down an opponent. 
Increase YOUR fighter’s CF by (+2) and 
his HP/KD PL by (+3). Also increase 
YOUR fighters KDR by +2 and your 
Opponent’s KDR by (+1).  Decrease 
YOUR fighter’s Defense by (+4) so if was 
a Def +2, it would now be a Def +6, for 
example.



NO STRATEGY
STRATEGY CARD

You will not employ any special strategy 
at the start of the round. However, you 
may attempt to do so during any part of 
the round, should you wish.


