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Result: If fighter gets knocked
down automatically passes KO
check (Played after a KD
occurs)

Effect: Fighter is hurt for the
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opponent gets unopposed
actions for both
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Let's Rassle

Result: All toe to toe results on
ring general check result in an
automatic clinch
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in the round fighter playing
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4th straight -1 point. 5th
straight DQ
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the miss and has punches
landed result reduced by 2
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punches landed by 1 for the
entire round

Round Strategy

A Time to Heal

Result: Fighter protects
existing cut, reduce
cut/swelling rating by 50%
rounded down for the entire
round

Effect: Fighter cautious about
getting into a brawl reduce all
punches landed by 1 for the
entire round

Flash Strategy
Meet me in the Middle

Result: Initiate a brawl, add 3
to both fighters punches
landed (Play after toe to toe
exchange results rolled - If one
or both fighters missed they
get 3 punches landed)

Effect: Deduct an additional 5
points from each fighters
stamina at the end of the
round due to high energy
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