Style: Boxer, Slugger, Either

Fouls: 0 Seldom, 1 Occasionally, 2 Often, 3 Frequently

Fight Inside:

Fight Outside:

Cover Up:

Go for Knockout:

Clinching: this and ring movement divided between punches missed +1 and 78

Draw Power: 1 through 10 

Conditioning: 1 through 12 ( 1 near perfect 10%, 2  well-conditioned 20%, 3 borderline 30%, 4 weight problems 35%, 5 party animal 3%, 6 aging inconsistent veteran 35%, 7 inactive fighter 35%, 8 fights too frequently 35%, 9 head case 40%, 10 malcontent 30%, 

11 physical & mental problems 50%, 12 seldom if ever trains 70%)

Intellect: 1 through 10

Proficiency: 4, 6, 8, or 10+ round fighter

Control vs. Boxer:  4 through 15 (8 = average 9 or 10 = serious contender 11+ = championship caliber 5 or 6 = journeyman or pre-prime kid)

Control vs. Slugger:

Chin vs. Knockdown: 0 = rare 1 = great 2 = good 3 = fair 4 = weak 4+ = glass

Chin vs. Knockout: generally 1 less than above

Recovery: added to KD1, 0 or 1 good, 2 typical, 3 or 4 will go down again,  5 overkill

Resistance to Cuts: 1 through 4 (1 impervious, 4 a bleeder)

Absorb Punishment: 1 through 4 (1 withstands punishment, 4 doesn’t take hard shots)

Killer Instinct:  1 through 10 ability to finish 10 = best

Aggressiveness: 1 through 10 who presses the action 10 = best

Endurance: with normal punishment how many rounds fought before tiring

Defense: -6 through +6 -6=whiz -4= excellent -2=good 0=average +2 below average +4 poor +6 horrible

Fast Starter: 1 through 4 indicates # of rounds it takes for a fighter to hit his stride

Fight on Ropes: 1 through 4 added to opponent cf, 1=slick, 2=typical, 3=slow 4=rare

Punches %:

2 Point

3Point

Jabs:

Hooks:

Crosses:

Combinations:

Uppercuts:

Hitting: 1 through 15 (3pointers 1=0-3, 2=3-5, 3=6-9, 4=10-12, 5=13-15, 6=16-20, 7=21-25, 8=26-30, 9=31-36, 10=37-42, 11=42-44, 12=45-47, 13=48-50, 15=51-54

Punching:   26 through 46 (increments of 2)

Counterpunching: 26 through 46 (increments of 2)

Punches Missed:  generally between 57 and 64

Overall Rating:

