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MINI  TITLE  BOUT  RULES 

This is intended to be a quickly played, accurate, and very enjoyable boxing game.  It is based on a game which was made to be used in conjunction with Title Bout to build up a record for a fighter and also to eliminate the lower echelon fighters in large tournaments.  This enhanced version is made as a stand-alone game.  After reading the instructions, the set-up time takes about 30 seconds. The average playing time for a 10 round fight that goes the distance is about 4 minutes! So read the instructions, look over the charts and come out fighting.

1. The game is played by rolling dice, adding their total, and applying the total to the Master Chart. On the Master Chart, one of the following results will be found!  (In my game use the chart based upon the fighter’s Strategy Selected)
Power - 
 refer to the Power Chart – unless the fighter who landed is Slugging to the body.  (If the 


blow is achieved while slugging to the body, 3 extra points are gained and no power chart 

check is made.  On gray body punching results vs a boxer Staying Away, the result is modified 

to, “Defense.” )

Dice - 
 roll the dice again, and use their total instead of the base point number as your score for this 
              round.

Column A - roll again using Column A found on the Master Chart and apply the results to the base point 
              number

Column B - roll the dice again using Column B found on the Master Chart and apply the results to the 

 base point number.

Defense - 
 Add or subtract the opponent's defense to or from your Base Scoring  Rating.

No Change -Use the base point Base Scoring Rating.

Unusual -
  Roll on the Unusual Events Chart

RH -
  If eitherfighter has a Reach Advantage of  at least 2,” AND if that fighter is Boxing or 


  Staying Away, he consults the Reach Chart (located below the Box & Stay Away Chart) to 

 determine the point gain.  

F -

  If either or both fighters are foulers (F or FF), they roll on the foul chart.

P-LHB-
  Power Left to body.  Possible body-punch knockdown.  Treat as normal K result.  This allows 

  a body-punch knockdown possibility. 

2. SEQUENCE OF PLAY

Each fighter rolls once per round on the Master Chart and performs the instructions found there to arrive at his points total for the round.

The fighter with the most Aggressive strategy goes first.  If strategies are the same, use the original Title Bout rule  system that follows.  The fighter with the highest base point rating goes first; if the ratings are the same, each player rolls the dice once before the fight and the high roll plays first.   
3.    STRATEGIES

        In each round the fighters select one of the following strategies.  It should be noted they have their own    

        strengths and weaknesses.  One should also note that some of those strengths and weaknesses are noted 

        above the strategy’s chart.  For example, a fighter Staying Away has his defense modified 1 better and 

        his knockdown defense modified 2 better.


-Slug to Body

-Box


-Slug to Head

-Stay Away

-Tie Up  (See bottom of Solitaire board for details.)

4.    SCORING

Scoring may be done on a rounds or points basis, depending upon the city in which the fight is held.  The scoring system is reflected by the chart on the “Blue Corner” board.

5.    POWER CHART










       2
If power is rolled on the Master Chart (unless slugging to the body), roll again, add the dice together and cross index the dice roll and the boxer's Power Rating.  

If a "K" appears the boxer has a chance for a knockdown.  If a number appears add it to the normal rating of the fighter for that round; there is no knockdown.  Treat K® results as the same as K on this roll.

If a "K" does appear then the opponent rolls the dice, adds them and cross indexes the dice roll to his Knockdown Rating. If a "K" appears then the boxer has been knocked down. If a number appears the boxer did not go down, so just add the number to the normal rating of the boxer who landed the punch, to get the points scored that round.   A K® denotes the fighter was knocked out of the ring, adding 12 - not 10 points.

If a boxer is knocked down then you must check to see if he was knocked out.  Roll the dice again add them together and cross-index the dice roll with the Knockout Rating to the boxer.  If a "K" appears then the fighter is knocked out.  If a number appears then the boxers gets back up.  Add 10 to the boxer who scored the knockdown (add to his base rating) and note that he will automatically win the round.  If both fighters' score a knockdown in the same round then the round is scored as usual.  In an even round, if one fighter scores more knockdowns than his opponent, he wins the round.

After a fighter is knocked down, his Knockdown Rating and Knockout Defense Rating are raised one letter worse for subsequent power punch situations in that round and the next round.  For example, if a boxer with and H faces another knockdown for the rest of the round and the following round his rating would be G.    However, fighters with a second KD Rating use the rating after the slash for subsequent knockdowns in the same round.  Such fighters do employ the italicized rule for the round following a knockdown. 

Power A:
This optional rule adds realism by adding more knockdowns and knockouts for very powerful punchers.  If a Power A fighter lands a K, his opponent’s KD Defense (Knockdown Defense) and KOD (Knockout Defense) are both 2 worse.  It should be noted that this rule pertains to both Knockdown Defense AND Knockout Defense.   For example, Rocky Marciano is facing Ezzard Charles who has a KD Def Rating of H.  However, against Marciano (Power:  A) Charles’ uses the G column on both knockdown and knockout checks.  
Power E & Less:  This optional rule works the same as the above rule, but in reverse for lighter hitters.   If a Power E (or less) fighter land’s a K, his opponent’s KD Defense (Knockdown Defense) and KOD (Knockout Defense are both 1 better.   For example, Joey Maxim lands a K punch.  Because his Power is E, his opponent’s KD & KOD rolls are modified 1 better.

After Staggers and Knockdowns:  The hurt fighter may elect to forefit his turn and attempt to tie his opponent up.  If he rolls within his TU Rating he succeeds.  Otherwise, his opponent  gets a roll on the “Finishing Attempt” chart.  Thus, there can be numerable knockdowns and staggers in a given round.   See also 3 paragraphs above.

More Than 1 Knockdown In A Round

If a fighter succeeds in knocking down his opponent, and there is a second knockdown chance – in the same round – use the fighter’s second KD Def Rating, if there is one.  For example, Randy Sandy’s KD Def Rating is, “F / C.”   Thus, if there is a chance of Sandy going down more than once in a round, the rating C is used, not D.  If there is no second KD rating, use a KD Rating 1 worse than what appears.  In Randy Sandy’s case, a rating of E would be used.

KK Results:  If a fighter obtains a KK result, the legend says, “On Power Roll: Knockout (KO Def H or better:  Up at 9).   The “KO Def H or better” refers to the fighter’s pure rating as it appears on his card – not as to the column adjustment due to his opponent’s power.
6.    BODY  PUNCHING

       Each time “Power” results when one is “Slugging to the Body” mark a “B” in the margin on the 

       scorecard, similar to what is done when a power punch is landed.   Then, utilizing the chart that appears 

       on the “Blue Corner” board, determine when the deduction in the opponent’s “Base Scoring” occurs.   

       The effect takes place as soon as possible, in the current round if the opponent hasn’t yet rolled; 

       otherwise, in the next round.  (See also “Staying Away,” on page 5 when used vs a boxer who stays away.)
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7.    FATIGUE

        This is an optional rule.  If employed, determine after which round a  “Fatigue Check”  is  made  by 

         referring to the fighter’s “ Rating.  For example, Rex Layne’s Conditioning Rating is “B.”  

        Locating that on the chart, one sees that Layne’s check is made after round 8.  The check is modified              

         per the modifiers listed on the chart.   It should be noted that”

· The check is made at the end of  every round starting with the round listed on the Fatigue Chart. One can only tire once due to this chart.  Therefore checks cease after tiring once due to this chart.

· No fighter may have his Base Scoring reduced to worse than –6 due to a combination of only Fatigue and Body shots.

· No fighter may have his Power reduced to worse than –2 due to Fatigue and Body shots.

         The last 2 bullets above mean that “Fatigue” and “Tiring due to Body Punching” are cumulative.

         Some fighters have 2 “Cond” (Conditioning) ratings.  Those fighters use the second rating for purposes   

         of Fatigue, and use the first rating for Training Camp.  Fighters who are rated in Training A+ do not begin   

         making Fatigue Checks until after the 10th round – not the 9th.   Boxers rated * in Training make 2 checks   

         and take the best.

8.
BASE SCORING RATINGS  (MULTIPLE)  


If a fighter has 2 ratings, the second is used for outside.  (e.g.  R. Marciano 20   12:  Marciano uses 
20 for Slugging & Boxing & 16 if Outside.)   If a fighter has 3 ratings, the first is Slugging, the 2nd is 
Boxing, the 3rd is Outside.  (Example:  M. Ali might be 18-21-21).

9.
MUTIPLE POWER RATINGS


The first rating is used when Slugging.  The rating after the slash is used when Boxing and Staying 
Away.  If 3 ratings appear they represent, in turn:  Slugging, Boxing, and Staying Away. 

10.
TITLE BOUTS – CHAMPION’S ADVANTAGES


City: 
The champion may roll twice on the Cities Chart and select the result of his choosing.


Gloves:
     Normally, 6-ounce gloves are used for Title Bouts.   However, the champion may elect to attempt to negotiate the use of  8-ounce gloves.  He succeeds via a roll of 2-6.   Six ounce gloves modify boxers’ Power  Chart rolls –1. 

For example, Joe Brown, whose Power is C, lands a Power Punch.  He makes a Power Chart roll of 10.  Normally, the result would be a “10*.”   However, because of the –1 modifier, you look next to number 9 to find a result of “K.”   

No further modification is made on the Finishing Attempt Chart.


Referee: The champion may roll twice on the Referees Chart and select the result of his choosing.
11.
TIE UP


After Knockdowns and Staggers, the fighter who has been hurt must roll within his Tie Up range to 
prevent his opponent from getting another turn.
In the basic game, the free turn uses the normal charts 
(Slug, Box, or Stay Away).  In the advanced game, the Finishing Attempt Chart is used for the free turn.

To use this strategy, one must forefit his normal turn – if he has a turn left in this round.

12.
OVERWEIGHT  BOUTS



Modify the card of the fighter who moves up in weight as follows:



Base Scoring:
-1

KD Def:
-1



Power:

-1

KO Def

-1

13.
ADDITIONAL  ABBREVIATIONS


KI
Fighter has Killer Instinct which goes into effect when he staggers or floors his opponent.


FF
Flagrant Fouler


F
Fouler


TU
Tie Up

14.
HOMETOWN and TITLE BOUT DECISIONS.


The F which goes to the hometown fighter applies in all fights.  The F which goes to the champion 
only applies in Title Bouts for the defending champion. 

15.
TKO (TECHNICAL KNOCKOUTS)  


The possibility of a TKO occurs when one fighter scores at least 30 points in one round.  To make the check, one must not only score 30 points in a round, but also lead his opponent in the round by a particular margin.  An examination of the chart on the Solataire Board reveals that the chance that a check will be made, increases as the points increase.  This means that as a fighter’s point total increases, he needs to lead by less to trigger a roll on the TKO Chart at the bottom of the board.  The chance of a stoppage depends upon the referee’s rating (e.g. stops Early, Late, or Normally) as well as the cumulative modifiers that appear above the “TKO Chart.”  


Note that a check is made when the TKO threshold is first met, as well as each time the offensive fighter’s point total is increased.

16.
CUTS & SWELLING


Whenever a fighter scores 20 or more points in a round, he rolls the 20-sided die and applies the result to the Cut Chart.   Fights may be stopped due to cuts if a fighter’s Total Cut Points reaches the limits shown below the Cuts Chart.   If a cut and/or swellling is re-rolled, it simply occurs again.


Cornermen Rolls:  After the round in which a cut is opened or re-opened or in which swelling occurs or re-occurs, the fighter’s corner gets a roll in an attempt to close the cut or reduce the swelling.    If the corner is successful, all penalties are removed until the cut is re-opened or the swelling re-occurs.  The rolls continue after every round until success is achieved.  A corner can NOT un-swell an eye once it it closed.  Gray results on the cut chart deepen existing cuts or re-swell an eye that had been reduced.

17.
WORK TO DEEPEN CUTS


A fighter who has opened a cut may declare that he is working to deepen it.  To employ this strategy, one must use the Box Strategy, he may not Slug or Stay Away.  When this strategy is used, employ the following modifications:

· Your Base Scoring is reduced by 2.

· If you roll :  “Dice,”  “F,” or  “RH,” substitute, “You deepen the cut of your choice by 1.   This results in 1 cut point.  

In the case of a Bad cut which had an * on the Cut Legend Chart, this would result in a roll for a possible TKO.  For lesser cuts, it increases the cut’s depth (cut points) which could eventually lead to a stoppage (see note at bottom of “Cuts Table.”

18.
SCORECARD

Body Shots:  To record body shots that can effect tiring, circle the punch to distinguish it from a power punch with the same hand.   For example, for a power left hook a LH would be recorded in the margin to the left or right of the round in which it was landed.  If it was to the body, the  LH  would be circled.


Power Punches:    Record in margin, e.g.  LH, C (combination), RT, or U (uppercut).


Cuts:   Cuts are recorded both in the round in which they are opened and at to top of the scorecard under “Cuts.”   They might be abbreviated in the round [e.g.OLE (Over left eye), URE (under right eye), (N nose), ] etc.  Cut points are recorded as markes in the top, cut portion of the scorecard.  (e.g. 1111).


19.
STAYING AWAY

As can be seen above the “Box & Stay Away” Chart, the following changes are employed for the fighter staying away:

· His Defense modified 1 better.

· His Knock Down Defense (KDD) is modified 2 better.  (If this modification would result in moving to the right of the J column (non-existent), rolls  - OTHER than 2  - are modified 1 higher (better for fighter taking punch).  For example,  Harry Greb lands a hard punch against a backpedaling Gene Tunney.  Greb rolls a K.  Tunney (J KOD Column) rolls a 3 which normally would be “10*.”  However, Tunney’s roll is modified 1 better for him to  number 4, so the result is “9*.”  It must be remembered that a dice roll of 2 is never modified.

· Gray results for the fighter staying away use the substitute, “Flicks jabs, see Column B.”  This is located on the Box & Stay Away Chart.

· Fighters Slugging to the Body against a fighter who is staying away have gray results modified to “Defense.”    (Note that fighters slugging a fighter who is staying away ignores gray results and procede as usual with the Power Punch.)   

This strategy may NOT be used during an opponent’s finising attempt.  It is presumed that this he is already backing up and covering up.

20.
BODY  PUNCHING – SPLIT RATING


A few boxers have a Body Punch rating that is improved on punches with a particular hand. What this means is that if the last punch is the one that might cross the threshold if he uses the higher rating, he does so only if this punch was with the superior hand. 


For example, James J. Jeffries rating is, “1 (with left hand only).  He has already landed one power body punch in the fight.  He lands a second one.  Does his opponent tire?  The answer is, if this last punch was landed with Jeffries’ left, the opponent tires; otherwise, he does not tire.
21.
SLOW  STARTER


Slow starters (SS symbol on card) employ the following modifications for the first round only:


       Base Rating:

 Modified –3 


       If a Slow Starter Slugs:
 His Knockdown Rating or ratings are 1 worse for the round.

OLD

RH -
  If one fighter has a Reach Advantage of 5” or more, the result is 2 more points in favor 


  (higher or lower) of the fighter with the advantage – UNLESS the fighter with the 


  advantage is Slugging. 

