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Rise Up 

Result: If fighter gets knocked  

down automatically passes KO  

check (Played after a KD  

occurs) 

Effect: Fighter is hurt for the  

next two segments and  

opponent gets unopposed  

actions for both 
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reduce stamina by an  

additional 5 points at the end  
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punch 

Flash Strategy  

Seize the Day 

Result: Automatically gain  

control of the next segment  

opponent has defensive action  

(Played before segment) 

Effect: Due to aggressive  

approach add 4 to opponents  

counter range on a missed  

punch 

Round Strategy  

Let's Rassle 

Result: All toe to toe results on  
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