A COMPLETE MINI-BOXING GAME

This is intended to be a quickly played, reasonably accurate and very enjoyable game for the boxing fan that doesn't have the time to play all of those bouts he intends to.

It can be used in conjunction with Title Bout to build up a legitimate record for a fighter and also to eliminate the lower echelon fighters in large tournaments.

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.

Instructions

Sample Fighter: Joe Louis 22A=HJ

22 - This is the base number of points that Louis will score each round unless otherwise modified.

A - Louis power rating

= - Louis defence

H - Louis' chance of being knocked down

J - Louis chances of being knocked out.

Every fighter provided with this game is rated in the exact sequence as shown above.

1. After selecting the boxers who will fight each other, compare their base number of points, subtracting the low number from the high number and apply the result to the TKO chart. The corresponding number is the number of accumulated points that must be scored for the lower base point number to be technically knocked out.

2. 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!

Power - refer to the Power Chart

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 the base point number

No Change - Use the base point number

3. POWER CHART

If power is rolled on the Master Chart, 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 knockout. If a number appears add it to the normal rating of the fighter for that round.

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" does appear 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.

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 normal rating) and he automatically wins the round. If both fighters' score a knockdown in the same round then the round is considered even.

When a fighter is knocked down, his Knockdown Rating and Knockout Rating are raised one letter. Example if a boxer with and H and I rating gets knocked down, his ratings become G and H. If knocked down a second time, his ratings become F and G, etc.)

4. 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 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.

If a knockdown occurs at any time during the fight, the fight is of course over immediately.

5. SCORING

Scoring is on a rounds system. The fighter won wins the most rounds is the winner. If the rounds are equal add the points scored. The fighter with the most points wins by Split Decision. Winning by rounds is considered a unanimous decision. The fight can also be decided by TKO or KO.

Rating Fighters

Base Number

The base number is probably the most important rating on the Mini-Game card. It is used in one way or the other 56% of the time during the fight. Because this is so important the Overall Boxer Rating and Punches Landed were used to arrive at this figure.

The Overall Boxer rating, which is found in parenthesis at the top of the fighter's card, is used because it takes in all facets of the fighter's ability, strengths and weaknesses. The Boxer Rating, when origanally calculated, gives a weighted value to each rating found on the Title Bout card. For example, since the CF is so important in Title Bout, when figuring Boxer Rating it is multiplied by 3 to show its importance as compared to CO which is multiplied only by 1. Using this weighted system the Boxer Rating shows the true effectiveness of the fighter.

The Punches landed is obviously very important to a fighter. Regardless of all of a fighter's other attributes if he can't land a punch, he can't win a fight.

To compute the Base Number apply the Punches Landed to the chart below.

Title Bout Punches Landed

Mini-Game Base Number Rating
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After finding the Mini-Game Rating from the above chart add the Boxer Rating onto it and this will be the Fighter's Base Number.

Examples:

Joe Louis

Boxer Rating - 12

Punches Landed - 1-46

To get the Base Number for Louis the following is done:

1. Apply Louis's Punches Landed to the chart - 1-46 = 10

2. Add the Boxer Rating of Louis onto the 10 (Punches Landed Rating) Louis is a 12.

3. Base Number for Joe Louis would be 10 (Punches Landed) + 12 (Boxer Rating) = 22 (Base Number Rating)

Examples:

Rudi Lubbers 

Boxer Rating - 2

Punches Landed - 1-38

5 (Punches Landed) + (Boxer Rating) = 7 (Base Number Rating)

POWER

To figure the Power Rating of a fighter for the mini-game just apply the fighter's HP rating from the Title Bout card to the chart below.

Title Bout HP


Mini-Game Power Rating


10



A


9



B


8



C


7



D


6



E


5



F


4



G


3



H


2



I


1



J

Examples:

Joe Louis has a 10 HP. Applying this to the above chart shows that Louis would have a Mini-Game Power Rating of an "A".

Rudi Lubbers - HP = 7. Mini-Game Power Rating = "D"

DEFENSE

To figure the Defense Rating  of a fighter for the Mini-Game just take the DEF rating as it is from the Title Bout card.

Examples:

Joe Louis has an Even DEF. His mini-game Defense Rating would be "0".
Rudi Lubbers - DEF = +5 Mini Game Defense Rating = +5

KNOCKDOWN & KNOCKOUT

To figure the Knockdown Rating of a fighter for the Mini-Game just apply the fighters KDR1 rating from the fighter's Title Bout card to the chart below.

To figure the Knockout Rating of a fighter for the Mini-Game just apply the fighter's KOR rating from the fighter's Title Bout card to the chart below.

Title Bout KDR1 or KOR

Mini-Game Knockdown & Knockout Rating
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Examples:

Joe Louis has a KDR1 rating of 3 and a KOR rating of 1. After applying it to the chart, Louis has a Mini-Game Knockdown Rating of "H" and a Mini-Game Knockout Rating of "J".

Rudi Lubbers - 
KDR1 = 4


Mini Game Knockdown Rating = G.



KOR = 4


Mini Game Knockout Rating = G

As you see it is very simple to convert your Title Bout fighters for use in the Mini-Game. Below are examples of converting some of the all-time middleweight greats.

Name

Boxer 

Punches

HP
DEF
KDR1
KOR
Mini Game 



Rating

Landed





Rating

Graziano

    9

  1-39

10
+4
   3
   2
15A+4HI

Robinson

  12

  1-45

 8
-4
   2
   1
21C-4IJ

Zale

  10

  1-43

 8
-2
   3
   2
18C-2HI

Greb

  12

  1-39

 8
-2
   1
   1
18C-2JJ

Ketchel

  11

  1-41

10
Even
   3
   2
18A0HI

Monzon

  12

  1-41

 9
-2
   1
   1
19B-2JJ

Griffith

  10

  1-45

 6
-4
   3
   2
19E-4HI

Fullmer

   9

  1-39

 9
+2
   3
   3
15B+2HH

