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The RING  2.0

 © by Bob Bickart

Pre Match Procedure

Place Stamina counters on the appropriate blocks of the Stamina charts for each fighter.   (This is based upon the player’s Stamina Rating as modified by optional Training Camp rolls.) 

[image: image1.jpg]



THE  FIGHT  STRATEGIES

Body:  This strategy is used in an attempt to tire an opponent.  Note:  While a fighter who is trying to work the body inside is open to counterpunches, he is not open so much as one who is Loading Up.
Load Up:  This strategy is used to go for a knockout.  On the downside, it leaves you more open to hard counterpunching than you would be otherwise.   For purposes of Reach Advantage, treat this as an Inside Strategy.

Box:  This strategy is a neutral strategy in terms of risk-reward.  You will not be open so much as will fighters Working the Body or Loading Up.  However you will not be so well protected as a fighter who is Staying Away.

Outside / Stay Away:  Fighters on their bicycles will not score so well as those using more aggressive strategies and they will lose punching power.  On the up side, they will be less likely to take a hard shot.  Key:  One’s Chin and KOD improve 1 each when using this strategy.

For purposes of the “If Boxing,” Basic Chart result, this is considered a Boxing Strategy.

Tie Up:  The fighter attempting this strategy rolls first in each segment in which he does so.  This is a time-wasting strategy intended to enable a fighter to last for the duration of the bout.    If one rolls his DEF Rating or Less on 1 Die, his opponent loses his turn in this segment.  If the DEF roll fails, his opponent gets his turn, but he has lost his own turn.  This strategy can NOT be used before a Finisher Roll.  If used in same round in which the fighter has been down and/or staggered, modify the roll +1 worse.

Work on Cut:  To do so, one must employ the BOX Strategy.  (An advanced rule is that he must decrease his BOX Rating –1 to do so.)  All Hard Shots AND Counterpunch opportunities for the fighter employing this strategy become a jabbing & hooking attack that deepens cut.  The cut fighter must roll his Cut Rating or less to avoid a stoppage.

Basic Play Procedure:  

1.
Determine which player will be represented by the gamer and which by the Solitaire Chart.

2.
 At the outset of each round determine the fighters’ strategies for the round.  One may optionally roll on the Solitaire Table for the gamer’s opponent.

3.
Who Begins:  The fighter who uses the most aggressive strategy rolls first.  (In order of agression:  Inside, Load Up, Box, Work on Cut, Outside, Tie Up.)  If the fighters use the same strategy, the fighter who has the highest rating for that strategy rolls first.  If equal, determine randomly.
FRACTIONAL RATINGS

A few fighters have a fractional rating on their cards.  For example, Joe Brown’s card has a BOX Rating of 4.5.

The fractional number is only used when both fighters employ their Box Strategy.  In these cases Brown’s 4.5 is considered 1 better than a fighter rated 4, and one less than a fighter rated 5.  Against fighters rated less than 4 and higher than 5 (or any numbers other than 4), ignore the fractional portion of Brown’s rating.

For example, Brown employs his BOX 

Rating against Kenny Lane’s BOX Rating of 4. Brown is considered +1.  If Brown employed his BOX strategy against Barney Ross who was doing the same, the comparison would be 4 vs 5.  If Brwon were using his BOX Rating against a fighter rated 4, who also employed his BOX rating, Brown would have a +1 advantage.

STAMINA & TIRING:  Keep track of the fighters’ current stamina level via the counter tables on the Blue Board.  If a  boxer tires, all ratings that appear in the yellow-highlighted  “Tired” portion of the Stamina Counter apply.  It will be necessary to change Hard Shot Cards.

KNOCKDOWNS & KNOCKDOWNS

When a fighter lands a Hard Shot, roll on the Hard Shot card that he is using.  (Selection of the card is a combination of the Offensive fighter’s POW rating compared to his opponent’s Chin Rating.

If the roll results in a Knockdown, roll on the appropriate portion of the Knockout Chart (using any appropriate modifiers which appear at the bottom of the chart) to determine whether the downed fighter beats the count.  If he does so, the fighter scoring the knockdown gets 2 Finisher Table rolls, on which he applies his KI (Killer Instinct) Rating as a modifier.

If the roll on the Hard Shot chart resulted in a Stagger or just a hard shot landing, the fighter landing the punch gets 1 additional roll on the Finisher Table. 
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HARD SHOT CARDS  –  Which  to Use

Subtract the target’s Chin Rating from the Lander’s POW Rating to determine which Hard Shot card to use.   (Exception:  If the target’s Chin Rating is a +, you add it to the Lander’s POW Rating.)

When using the Hard Shot Cards, regardless of the modifier there must ALWAYS be a chance of a Knockdown on a pure roll of 12.  If a 12 is rolled and modified to a lower number, R1d.  On 1-3, the lesser result occurs; on 4-6 the Knockdown occurs.

Occurance
Hard Shot Card

When one tires
Use a different card.

Opponent is Outside
Modify Hard Shot roll –1, but never away from a pure # 12.

CHIN RATINGS

While most fighters have just 1 chin rating which is used for both the Hard Shot and Knockout Charts, some have 2 or 3 ratings.  Those translate as follows.


Hard Shot Chart
After Down in Round
Knockout Chart

2 Ratings
1st Rating

2nd Rating

3 Ratings
1st Rating
2nd Rating
3rd Rating

The middle, “After Down in Round” requires some explanation.  If such a fighter is floored, his 2nd Chin Rating is used for the rest of that round only on the Hard Shot Chart.

When Chin Ratilngs other than the first are used, do NOT use a different Hard Shot Card.  Instead, modify the roll on the existing Hard Shot Chart per the different rating.

For example, Bobo Olson is using the +2 Hard Shot Chart against Randy Sandy.  Sandy’s Chin Ratings are:  1/+2.  Olson floors Sandy.  For the rest of the round, Sandy’s second rating applies, the +2.  Accordingly, Olson modifies his Hard Shot rolls +2 for the rest of the round.
COUNTERPUNCH

When one Counterpunches, R2d.  Unless the counterpuncher was Staying Away, if the result is equal to or less than his BOX  rating, he has landed a Hard Shot and the “Hard Shot” Chart is consulted.  

If he is Staying Away, the same is true, but 

use his Stay Away rating instead of his BOX rating.  

If no hard counterpunch lands, roll for the round’s scoring as usual.

BASIC  CHART

The large die (which has numbers from 1 to 3 only) determines which column is used.  

The next largest die (the red) becomes the first diget, and the smallest die (green) becomes the second diget.  Thus a red 6 and a green 3 constitute a 63.

FINISHING TABLE  &  STAMINA  LOSS

Finisher Rolls are modified by the fighter’s KI Rating.  They occur in the same time segment as the punch that earned the roll.  On rolls on the Finishing Table as follows:


Finisher 
STM

After Hard Punch
1 Roll
-1

After Stagger 
1 Roll
-1 more

After Knockdown
2 Rolls
-2 more
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STAMINA / TRAINING CAMP

This is an optional rule which entails rollling on the Training Camp Chart using the fighter’s Training Rating to determine in what shape he enters the bout.  

The chart is self-explanatory & may result in fighters entering the bout with some of their ratings modified.

CUTS

When PC (Possible Cut ) occurs.  R1d.  If the result is equal to or lower than the target fighter’s cut rating, no cut is opened.  If a cut is opened, add 1 scoring point to the punch’s result, and roll on the Cut Chart on the Red Corner board.

A Cut Chart result that deepens an existing cut deepens the cut of the offensive fighter’s choice if more than one cut has been open – even if the corner temporarily has it  closed.

CUT RATINGS



Some fighters have 2 cut ratings separated by a slash.  Use the rating before the slash for rolls related to opening cuts.  Use the rating after the slash for rolls related to stoppages due to cuts.

Optional Bad Cut Rule:  Before the next round begins, give the fighter’s Cornermen a chance to close the cut via a roll equal to or lower than the best cornerman’s Cut Rating. The corner may continue to attempt to close the cut at the end of each subsequent round.
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When a “Deepens existing cut,” results, the cut of the offensive choice is deepened by 1 cut point.

Use the scorecard space above the fighter’s name to track whether the cut is open or closed via a lettering system:     0=s Open   C=s Closed.

To Whom do Certain Results Apply?

Some Top Chart results apply to either fighter – no matter who rolled the result.  Others only apply to the fighter who rolled it.  The following chart provides clarity.

+1 or +2  (Offensive Rating vs Defense)
Roller only

Boxer + 1 or +2
Either fighter

Fastest
Either fighter

Speed +1 or +2
Either fighter

Reach Advantage
Either fighter

Speed Advantage
Roller only

TIME OF KNOCKOUT

Roll 2 dice and add the total - as seconds - to the total listed on the current clock box. For example. If you’re in the second segment, the clock says 1:34.  Your 2 dice total is 10.  Therefore, the time of stoppage is 1:44  (1:34 + 10 seconds).

TITLE BOUTS – Champion’s Advantages

The champion has 3 advantages which are detailed below.

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

Gloves:  (Optional Rule)  Normally, 6-ounce

gloves are used for Title Bouts.   However, the champion may elect to attempt to negotiate the use of  8-ounce gloves for Title Bouts.  He succeeds via a roll of 2-6.   Six ounce gloves modify un-modified rolls of 2 on the Hard Shot Cards to “Knock-down!”

No further modification is made on the Finishing Attempt Chart.

Referee:  The champion may roll on the Referees Chart the number of times necessary to identifiy 2 referees, and select the referee of his choice.
SOLATAIRE

When playing solataire, both fighters must use the strategy they select for the entire round – unless one is staggered or knocked down, at which time both fighters may use a different strategy.

Optionally, the fighters could also change strategies at the halfway point of each round.  This would entail 2 rolls on the Solataire Chart per round.

When NOT playing Solataire, the managers may elect a new strategy in each round segment.

To use the Solataire Chart, before each round place the “1” counter on the strategy box most likely to be used by the solataire fighter, and the “2” counter on the strategy box of the second-most-likely strategy to be used.  Then roll on the chart to determine the solataire fighter’s strategy for that round (or round segment if you’re using the 2 rolls per round method).

The exception is after a fighter has been hurt, both fighters may change their strategies.
FREQUENTLY ASKED QUESTIONS

Q
Knockdown Count The knockdown chart has several entries which tell at what count the fighter rises.  Does the count  number have any significance?

A
No.  The counts are added simply 
for color.  They have not gaming 
significance.

Q
Chin & Hurt    A fighter is Staying Away.  Therefore, his chin is improved one, requiring his opponent’s Hard Shots rolls to be modified –1.   After taking a Hard Shot, does his Chin Rating return to normal or does he retain the bonus?

A
Because he took a hard shot, he came off his “bicycle.”   Therefore, his chin rating returns to normal for Finisher Table Rolls in this round.

Q
Foul Chart Legend # 5 says that the fighter may employ number 10.  Does the Solitaire fighter do so?

A.
R2d.  On an even result, the Solitaire fighter does so.

Q
How do you score a round with an equal number of knockdowns?

A
Use the equal portion of the Basic Scoring Chart.

Q:
Many results don’t indicate whether the punches go to the head or body.  Where do such results go?

A.
Unless stated otherwise, all results go to the head.  For example, “Jab, LH, Cross,” go to the head.
Q
Can one’s Defensive Rating drop to below zero?  If so, what is the effect.  

A
When one’s Defense Rating drops to a number below zero, his opponent’s four Offensive Ratings (Body, KO, Box, and Out) increase correspondingly.  No other ratings are effected. 
RESULT EXPLANATIONS

Due to space restrictions on the charts, the following results provide some additional explanation.

Result
Explanation

(Wt Adv 20 b+:  STM –1)
If either fighter has a 20 or more pound weight advantage, he mauls opponent who loses 1 Stamina Point.

Any +1 Result
If offensive fighter’s rating for current strategy is 1 better than his opponent’s Defensive Rating, the +1 result occurs.  Otherwise, use the “Less” result.  The same applies for +2 results.

ABBREVIATIONS  KEY  
?
Hard shot lands.  Roll on Hard Shot card.

C
Combination

L
Left Hook

KD
Knockdown

KO
Knockout

R
Right hand

U
Uppercut

R KD-6
Right floors opponent - if Punch Rating is 6 or higher

L  KD
Left floors opponent

R  STG-5
Right Staggers opponent – if Punch Rating is 5 or higher.







