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MARCIANGS R
TEuS AL




RED DIE   1
RED DIE   2
RED DIE   3

11

12
13
Inside
Weaves inside,  R1d:  (1-2: OPEN)
11

12
13
Inside
Plods forward weaving…OPEN
11

12

13
Inside
Plods in, takes opp’s Dble Jab 1 pt


Load Up
Feints, Right Lead misses – OPEN!

Load Up
Big  LH  misses!     OPEN!

Load Up
Looks for opening.  Takes  a LH! –3


Box
Your Jab ducked … LH lands.  1 Pt

Box
Big LH just misses!   The crowd roars.

Box
LH taken on glove.  Rt to Body  2/-1


Stay Away
Circles left.  Lands light jab.   1 Pt

Stay Away
Circles right.  Right jab lands.  1 Pt

Stay Away
Moves away … takes LH on glove

14

15

16
Inside
In clinch … Double LH  to the Body  2 Points  /  -2
14

15

16
Inside
Even or +1
Bangs RT to Body  2/ -2
14

15

16
Inside
They’re at close quarters … 

Double Uppercut  to gut!  2 Pts  / -2






Less
Inside, Opp.ties you up.





Load Up
Duck opp’s jab … Your CARD’s KO

Load Up
Steps forward … BIG LH – RT   ?

Load Up
Cuts off ring … Uppercut ot chin ?


Box
Double light jabs.   1 Point

Box
Jab – Cross Land!   2 Pts

Box
Hard double jabs score!   2 Pts


Stay Away
Retreats … misses double jab.

Stay Away
Retreats.  May skip next time slot.

Stay Away
Circles to left … lands 3 jabs  2 Pts

21

22

23
Inside
Moves inside; opponent ties you up.
21

22

23
Inside
Cuts off ring.  Opp. on ropes;  ties up.
21

22

23
Inside
Shoulder-to-shoulder, hook blocked


Load Up
Stalks opponent

Load Up
Bangs gloves

Load Up
Looks for opening. . .CARD KO


Box
Feints a jab … moves to the left.

Box
Feints … talks to opponent!

Box
Feints a hook


Stay Away
Feints a jab … dances to the left

Stay Away
Feints a jab … dances to the right.

Stay Away
Feints a jab … moves to the left

24
Scores solid Jab & Cross!   2 Pts   Redness, PC
24
Double Jab,  LH to head.    2 Pts        Redness, PC
24
Feints a jab, see Rare Occurance Chart  

2526
Fastest opens up & scores Flurry!    The crowd roars! 3 Pts  (If EQUAL, they exchange 1 pt jabs)
25

26
Fastest opens up & scores Flurry  3 Pts

(If equal,  they both feint looking for opening)
25

26
Fastest scores Double Jab   2 Points

(If equal they feint)

31

32
If Boxing, Best Boxer ducks jab & puts LH  to jaw!   2 Pts  (Otherwise, slip each other’s jabs)
31

32
If Boxing, Best Boxer  slips a jab & scores a LH to jaw!  2 Pts   (Otherwise, block each other’s jabs)
31

32
Best Boxer feints & scores Dble Jab     2 Pts

(If equal, they block each other’s jabs)

33

34
They tie up.  The referee breaks them apart.

(If either is BUSY:   Scores Jab-LH-RT  2 Pts)
33

34
They tie up & lean on each other.  The Ref tells them to fight out of it, but ends up breaking them. 
33

34
They tie up.   You lay on opponent until the referee orders a break.  (Wt Adv 20 lb+: STM –1)

35
Holder Ties up  (Others graze chin w/RT   1 Pt)
35
Holder Hangs On.    (Others:   Jab to body!  1 Pt.)
35
Holder Hangs On.    (Others land jab.  1 Pt.)

36
Jab-Hook-Cross, crowd roars!      2 Pts
36
+1:  Jab-Hook-Cross 3 Pts       (0 or Less:  Feints)
36
Close quarters… Double Uppercut to chin  2 Pts

41

42
Feints … POW 4 or +:  See KO Card Result, Less:   CARD Result based on current strategy
41

42
Feints a left hook . . .  CARD Result based 

on current strategy 
41

42
Feints a jab … CARD Result

based on current strategy

43
They exchange LHs  -  2 Pts each
43
They exchange Light Jabs  -  1 Pt  each
43
They both miss pawing jabs

44
Jab – LH  both blocked  -  OPEN unless outside
44
Jab is ducked – OPEN unless Outside
44
Jab & Cross both taken on opp’s gloves

45
Dirty:  Foul Chart        Others:  CARD Result C
45

46

51
Corner  encourages the fighter.  

See CARD Result C
45

46

51
If +2:    See # 56, below.            Otherwise,

They feint & move.   See Ring Action Chart

46

51
They feint.    See CARD Result C





52
They feint, see Ring Action Chart
52
Referee asks for action, see Ring Action Chart
52
Jab is short.    See Ring Action Chart

53

54
+1
LHs to Body & Head Land  2 Pts / -1
53

54
+1
Box 5:  Triple Jab 3 Pts     Less Jabs 2 pts
53

54
+1
Retreats.  Jabs from outside.  2  Pts   PC


Less
LH to body taken on opponent’s elbow

Less
Jab & Cross taken on high gloves

Less
Throws Hard LH  which is ducked!

55
Quick LH – RH to head land!   2 Pts   PC
55
Feints a jab … Right Lead lands!   2 Pts   PC
55
Quick LH – RH to head land!   2 Pts   PC

56

61
+2
Opens up with fast flurry!   3 Pts
56

61
+2
Solid Jab  &  Cross Land!     ?
56

61
+2
Hooks off the Jab .. Rt Cross   3 Pts


Less
LH is ducked!

Less
LH is short.    Bangs gloves.

Less
Misses a jab

62
Opponent wings Big LH!    You duck it!
62
Motions opponent to come in!
62
Glancing LH to nose  1 Point

63
Solid jab jerks opponent’s head back!   2 Pts
63
Probing jab misses.
63
Misses big with left hand!

64
Feints    (2” Reach Adv. – unless either inside )
64
Jab misses (2” Reach Adv. – unless either inside)
64
Jab misses (2” Reach Adv.– unless either inside)

65
Feints    (3” Reach Adv – unless either inside)
65
Jab misses  (3” Reach Adv. – unless either inside) 
65
Feints  (3” Reach Adv. – unless either inside) 

66
Feints … CARD KO    [ DEF 4 or +:   Slips it ] 
66
Jab misses (4” Reach Adv. – unless either inside) 
66
Steps inside opponent’s Rt & lands LH to jaw!   ?

    KEY   PC:   Reddens opponent; Possible Cut.  Roll on Cut Chart               ?:  Roll on Hard Shot Card                             X” Reach Adv:     Unless either fighter is inside – scores Double Jab  2 
If Cut is opened or deepened add 1 more Point to score.





       Points - regardless of who rolled this result.

OLD Column III

53

54
+1
Backs up.  Jabs from long range.  2  Pts


Less
Throws Hard LH  which is ducked!





OLD Column 3,  # 66

66
Opponent’s LH is short … Solid LH to jaw!  ?

ONCE PROPOSED Column 3, # 66

66
Over opp’s missed LH  lands RT to jaw!   ?

66
Over opp’s missed RT  lands LH to jaw!   ?

45

46

51
They feint.    See CARD Result C
45

46

51
Corner  encourages the fighter.  

See CARD Result C
45

46

51
If +2:  See # 56, below.   Otherwise,

They feint & move.   See Ring Action Chart

Moves in with  hands low … feints

BELOW ONLY for TESTING Sizes

53

54




scores RT to jaw over opp’s missed LH!   ?

IDEAS






Slips jab, scores LH-RT-LH   3 Pts  Tied Up


Right lands over opponent’s short LH  3 Pts


Bangs Right to Body & Right to Chin  3 / -1 or –2

Possibly on Rare Chart or Ring Action Chart

I put on # 66 on Rare Occurance Chart


They maul, tug, push & pull







BEFORE BUSY ADDED

33

34
They tie up.  The referee breaks them apart.









25

26
Fastest  opens up & scores Flurry  3 Pts

(If equal,  they both feint looking for opening)



OLD CHART BEFORE DEF –1 on BODY ADDED



RED DIE   2
RED DIE   3

11

1213
Inside
Weaves inside,  R1d:  (1-2: OPEN)
11

1213
Inside
Plods forward weaving…OPEN
11

12

13
Inside
Plods in, takes opp’s Dble Jab 1 pt


Load Up
Feints, Right Lead misses – OPEN!

Load Up
Big  LH  misses!     OPEN!

Load Up
Looks for opening.  Takes  a LH! –3


Box
Your Jab ducked … LH lands.  1 Pt

Box
Big LH just misses!   The crowd roars.

Box
LH taken on glove.  Rt to Body  2/-1


Stay Away
Circles left.  Lands light jab.   1 Pt

Stay Away
Circles right.  Right jab lands.  1 Pt

Stay Away
Moves away … takes LH on glove

14

15

16
Inside
In clinch…Dble LH to Body  2 / -2
14

15

16
Inside
Feints… Bangs RT  to Body   2 / -2
14

15

16
Inside
Close quarters, Dble U to gut!  2 /-2


Load Up
Duck opp’s jab … Your CARD’s KO

Load Up
Steps forward … BIG LH – RT   ?

Load Up
Cuts off ring … Uppercut ot chin ?


Box
Double light jabs.   1 Point

Box
Jab – Cross Land!   2 Pts

Box
Hard double jabs score!   2 Pts


Stay Away
Retreats … misses double jab.

Stay Away
Retreats.  May skip next time slot.

Stay Away
Circles to left … lands 3 jabs  2 Pts

21

22

23
Inside
Moves inside; opponent ties you up.
21

22

23
Inside
Cuts off ring.  Opp. on ropes;  ties up.
21

22

23
Inside
Shoulder-to-shoulder, hook blocked


Load Up
Stalks opponent

Load Up
Bangs gloves

Load Up
Looks for opening. . .CARD KO


Box
Feints a jab … moves to the left.

Box
Feints … talks to opponent!

Box
Feints a hook


Stay Away
Feints a jab … dances to the left

Stay Away
Feints a jab … dances to the right.

Stay Away
Feints a jab … moves to the left

24
Scores solid Jab & Cross!   2 Pts   Redness, PC
24
Dble Jab, LH to head.      2 Pts        Redness, PC
24
Feints a jab, see Rare Occurance Chart  

2526
Fastest opens up & scores Flurry!    The crowd roars! 3 Pts  (If EQUAL, they exchange 1 pt jabs)
25

26
Fastest opens up & scores Flurry  3 Pts

(If equal,  they both feint looking for opening)
25

26
Fastest scores Double Jab   2 Points

(If equal they feint)

31

32
If Boxing, Best Boxer ducks jab & puts LH  to jaw!   2 Pts  (Otherwise, slip each other’s jabs)
31

32
If Boxing, Best Boxer  slips a jab & scores a LH to jaw!  2 Pts   (Otherwise, block each other’s jabs)
31

32
Best Boxer feints & scores Dble Jab     2 Pts

(If equal, they block each other’s jabs)

33

34
They tie up.  The referee breaks them apart.

(If either is BUSY:   Scores Jab-LH-RT  2 Pts)
33

34
They tie up & lean on each other.  The Ref tells them to fight out of it, but ends up breaking them. 
33

34
They tie up.   You lay on opponent until the referee orders a break.

35
Holder Ties up  (Others graze chin w/RT   1 Pt)
35
Holder Hangs On.    (Others:   Jab to body!  1 Pt.)
35
Holder Hangs On.    (Others land jab.  1 Pt.)

36
Jab-Hook-Cross, crowd roars!      2 Pts
36
+1:  Jab-Hook-Cross 3 Pts       (0 or Less:  Feints)
36
Close quarters… Double Uppercut to chin  2 Pts

41

42
Feints … POW 4 or +:  See KO Card Result, Less:   CARD Result based on current strategy
41

42
Feints a left hook . . .  CARD Result based 

on current strategy 
41

42
Feints a jab … CARD Result

based on current strategy

43
They exchange LHs  -  2 Pts each
43
They exchange Light Jabs  -  1 Pt  each
43
They both miss pawing jabs

44
Jab – LH  both blocked  -  OPEN unless outside
44
Jab is ducked – OPEN unless Outside
44
Jab & Cross both taken on opp’s gloves

45
Dirty:  Foul Chart        Others:  CARD Result C
45

46

51
Corner  encourages the fighter.  

See CARD Result C
45

46

51
If +2:  See # 56, below.   Otherwise,

They feint & move.   See Ring Action Chart

46

51
They feint.    See CARD Result C





52
They feint, see Ring Action Chart
52
Referee asks for action, see Ring Action Chart
52
Jab is short.    See Ring Action Chart

53

54
+1
LHs to Body & Head Land  2 Pts / -1
53

54
+1
Box 5:  Triple Jab 3 Pts     Less Jabs 2 pts
53

54
+1
Retreats.  Jabs from outside.  2  Pts   PC


Less
LH to body taken on opponent’s elbow

Less
Jab & Cross taken on high gloves

Less
Throws Hard LH  which is ducked!

55
Quick LH – RH to head land!   2 Pts   PC
55
Feints a jab … Right Lead lands!   2 Pts   PC
55
Quick LH – RH to head land!   2 Pts   PC

56

61
+2
Opens up with fast flurry!   3 Pts
56

61
+2
Solid Jab  &  Cross Land!     ?
56

61
+2
Hooks off the Jab .. Rt Cross   3 Pts


Less
LH is ducked!

Less
LH is short.    Bangs gloves.

Less
Misses a jab

62
Opponent wings Big LH!    You duck it!
62
Motions opponent to come in!
62
Glancing LH to nose  1 Point

63
Solid jab jerks opponent’s head back!   2 Pts
63
Probing jab misses.
63
Misses big with left hand!

64
Feints    (2” Reach Adv. – unless either inside )
64
Jab misses (2” Reach Adv. – unless either inside)
64
Jab misses (2” Reach Adv.– unless either inside)

65
Feints    (3” Reach Adv – unless either inside)
65
Jab misses  (3” Reach Adv. – unless either inside) 
65
Feints  (3” Reach Adv. – unless either inside) 

66
Feints … CARD KO    [ DEF 4 or +:   Slips it ] 
66
Jab misses (4” Reach Adv. – unless either inside) 
66
Steps inside opponent’s Rt & lands LH to jaw!   ?

      KEY         PC:   Reddens opponent; Possible Cut.  Roll on Cut Chart .     


 X” Reach Adv:    Unless either fighter is inside – scores Double Jab  2 
         If Cut is opened or deepened add 1 more Point to score.





     Points - regardless of who rolled this result.





33

34
They tie up.   You lay on opponent until the referee orders a break.  (Wt Adv 20 lb+: STM –1)




  STAY AWAY:    DEF:  +1            Hard Shot Rolls:   -1


			                 (As hitter or hit-ee)





























  STAY AWAY:    DEF:  +1            Hard Shot Rolls:   -1


			                 (As hitter or hit-ee)
































