Punch vs. Punch:

e Jab vs. Jab OR Cross/Hook/UC vs.

Cross/Hook/UC:

o Greater Speed Punch Lands

o Ties result in: ,

= |f Stances are same, both

Punches Land.

' = |[f Stances are different, no

Punches Land
e Jab vs. Cross/Hook/UC:

# o Jab Lands unless opposed by faster

Cross, in which case Cross Lands.

e Landing an Uppercut against a Punchis a

Knockdown. The Round ends instantly
and is Scored 10-8 for the Uppercutter.

Punch vs. Feint: .

e Punch Lands; Puncher may switch

Stances. 4

o |f.the Punch is 6+ Speed[greater,
Puncher. may also forceOpponent;to

switch Stances.
o |f.the'Feint:is 6+
Feinter’s next Action

Sainsys 2lopeed!

Block vs Punch:

e Block Lands, Negating the Punch.
o If the Block is 6+ Speed greater,
Blocker gains a Momentum Tol:en.
o |f.the Punch is 6+ Speed greater, or
a faster.Hook, Puncher.gains a
Momentum Token. .

Feint vs. Block:

k
e Feint lands; Feinter may. switch o

Stances.
o |f,Feintis 6+ Speed higher, Feinter
gains a M(l).mentun} Token.
. [ ) [
Block'vs Block OR Feint vs Feint
e Higher Speed’s difference ,gets carried
)

over.to that player’s next’Action at the
»
rate of 2:1 (rounding down)!

before Revealing the next Event.
6ATo track whether a Punch Landed, “tap it by
rotating it 45°. Helpful during Scoring Phase.

5. Resolve each Event (opposing Actions)

- & : ’
[ ] . : : - _. "a ( ,
Scoring Phase ‘ o Prlzes Phase
Calculate each player’s Points for tﬁé round: e Starting with the Round winner, both players Select -a
a. EachJab Landed is 1 Point multiplied by the gl':ft l':hby placing it 'Sto the'lr IZt)rl‘chrdlarea ( - )
e Place the remaining Prize into the Exile'areaj(gone forever
STEUINTILEAHEETE), . e For.a10-10|(tied) round.both players Select:a %[By

b. Each Cross/Hook/UC Landed is 2 Points pointing to it on the count of <37/ (s in “Roddp

multiplied by the Event Number;(1,2,0r,3) Shoot?)
c. Each Judge in a Player: Area is worth 1'point o If they,Select different: Prizes{they,both|Draft their; Prize
s forthatPlayer , and the remaining|Prize is Exiled?
The Player with more points Scores #10”.for, the ‘ o If they Select:the'same!Prize}{Exile that: Prize! Then,
round and their. opponent Scores “9” for.the randomly, Draft:the otherg2]into the Players’ Discards.
Round. e \Whenyou % yg&gain Momentum)Tokens equal to
the,Momentum)Value printed/on the card.

If the Points are equal, both Players Score 10.

If a Knockdown occurs (Uppercut Landed VS a
Punch), itis a 10-8 round.

Upon Landing their. third Knockdown of the game,
a player.wins instantly. e

Upon acquiring their third Judge of the game, a
player.wins instantly.

Mark the Score Sheet for.the round,you just
finished.
After 12 Rounds, tally each Player;s Final'Score!
Highest total wins. Ties are possible:

Some Prizes have greentextyl hese’are called Upgrades.

Upgrades’attach to,your;Player/Area upon being drafted &

remain there forthe remainder,of the Match.
If,you Draft anlUpgrade, when you already have one of the
same type the'new Upgrade replaces the old one.

o Judgesjpave a/(-)/Momentum Value. You must have & Spend
the required Momentum from your play area to Select a Judge.

e However, if,you receive a Judge by way of random Draft (both
players’pointed to the same card after;a tied round), you do

= gain the Judge without spending any Momentum Tokens.

Cleanup Phase

e Discard Ithe |(Eards intyour;Action slots (and your-hand, if there are aﬁ'y) A .
¢ Return)your;spent:Momentum to the Momentum supply
» g r
o Draw/4 new'cards preparing for the’next Round. -
When,you can't Draw a card, shuffle your Discard pile and it becomes your Deck.




| 12]Rounds}junless}a

AR, Corruptlon orgKOJvictory/occurs:
AlRound]hasi5/phases:

19Rlanning|Phase
2*Action|Phase
3! Scormg Phase
4. Prlzes FUESE
5 Cleanup FUEER

'1 : Plannmg Phase]

1"Both players select 3/ cards tofplayAface]
down in their’Action SlotsSTheselcardsfare)]

now, “Actlons ”
.2 Both| players may/ bid | ‘any; numberdof;
Momentum Tokens onto each'/Action’slot
3. Once both players have planned Actionsi&]
bid Momentum, they,discard any, remaining’ ¢
# card(s)inhandto thelr dlscard piles. Bl i
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Actlon Phase

1" Both plasers simultaneou.ély Reveal, then
Resolve, Actlons 1, 2, then 3.

2.To ReveaL "Both player.s: sumultaneously flip)
their, Action face- -up.

3.If applicable, adjust the speed value on each
Action as per. each player’s;. Momentum
Tokens on that Action Slot, Character. Board
Upgrades, &/or. Effects from other. cards.

4 To Resolve, follow, the applicable instructions ®

on the other: side of thls Rulebook
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Boxing: the Game is a 1v1l Card Battler
that puts FUN first while simulating the
strateglc and tactical depth of a Boxmg
Match. e

You;lliPunch, Block, &'Feint your way to
victony! aiming for more Points, corrupt
Judges - or an epic “KO!”

Insteadjof taking turns, you and your

Opponent{play at the same time, Planning,
Revealing}

and Resolving Actions to create
epic moments.

You don’t{need any extra cards or
expansionsjfor the full experience.

B:tGjis simple enough to learn while you

play, yetlitlp:a:eks the depth of a «
competitive TCG.

Blox:fthe Gomponents

1¢xgPlaymat
e 2 x38lGardiStarter'Decks
e 50 x{Mainj|DeckjCards

e 15 x CharacterdBoards
e 18 x Momentumhliokens

v

e 2 x StancefMarkers!

e 1 x Scoring SheetiPad,

e 1] x Rulebook

e 1] x Rules Reference

]l x Timer (for TournamentiPlay)
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Waysito Win

) S, boxingthe

1.Scoring more points over, i game.com
OR LW

2.Accumulating three Judges in your
Player Area, OR

3.Knocking Out your opponent by

landing three Knockdowns
',

, Match .Setup

1.Shuffle the 50-card Main 'Ijeck. Place it face

down on the “Main Deck” slot. -
2.Both players shuffle their 8-card Starter Decks

and place them face down on their.“Draw” slots. ‘ - ' u f f 1=1 ]_
3.Both players draw 3 random Character Boards, A N
select one, and place it face down in front of ELI ..I.El:.‘:.'E.I'Eh
them. Return unused Boards to the box. v
4.0n the county of 3, both players flip their
Character Boards face up. ’ o
b.Both players place a Stance Marker on their _ | b
Character Board and gain 2 Momentum Tokens. 2
©.Place the other Momentum Tokens nearby for
easy access. ***Your Maximum Momentum is 7.
/.Replenish the “Prize” slots with the top 3 cards
of the Main Deck.

8.Both players draw their starting hand of 4 cards.
9.Someone has to say “Ding ding ding...”

Join Our Discord for
Strategy Tips & More

It's time to fight!’ -




