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Dextrous — Design Game Components Quicker

Knuckles

3 10|

)\ rf»
1.]Jab
Deal 1 Damage, Apply IDEINEL[Se CEIEN
Power

2. Power Straight
Deal 4 Damage. ?A

@

al ¥

®

Specia

Unused Power does'not resst

T

r 12|

1. Hazy Hook (VL I%
Apply Feint, Deal 3 Damage.
X

2. Ambush X A \/
Deal 5 Damage App‘JExposed
A, A
Special .
IfOpponent does not have Guard, when
Applying Feint, Apply Power 2 instead.

A

T

Boxing Minion

Runner
& H
- Hit, aid Run % g ([ —-—
Dea\ 2 Darnage\ A
jx\.}_t v
2. Dodge
Apply.Guard\ i
Special N4 /\\5
Unused Guard does not reset.'Damage is
increased by half rounded,down; of Guard.

Boxing Minion

Jefe

Stellar

1. Right Punch 7@ )

Deal 5 Damages

2. Cover Up
Apply Guard 5

3. Hard Shove
Apply Exposed

4. Kick to the Gut
Deal 8 Damage, ApplyiStun

>\

Special
If current Vitality is eyen) deal double
damage.

Damage dealt

*5

15|

1. FIashJabgye
Deal 3 Damage{On it Apply Stun

2. Shootlng Stralght
Apply Stun, Deal Z{ Damage On Hit: Apply
Stun /k\\

Special r’

If Opponent has nolenergy&Apply Stun”
becomes "Deal 3 Damage”

]

'\J

K

Boxing Minion

Boxing Minion

<

™,

[

The Champ

Enforcer

f) 7
Special F ‘\A
"The Execiition® ‘can only’be petiforms once
per turn. Iflifhase aIready beenjperformed,
skip it i?the attack pattern.
N

y, N

=
-

-r

1.]Jab, Jab, Cross 1‘\4 36
P

Deal 4 Damage App\y QUER2, On Hit: Deal
6 Damage

2. Cross, HookAGEroSS

Ve AV
3. StrCngEh\?h;a/ (\1

chint == K
ApplylGuard 10; Apply,Sturdy /
N7 N »
4. Uppercut Wppercut ok
Apply Exp_osed'Dea\ o Damage
On hit: Apply Rocked\

Special P
After applying, Bgcked re- roll@ttack die and

complete the new Attack Pattern
\\

r

1. Whereyo‘fgomgb Q
Deal 7 Dama‘\ge- Ult A;ply Clinch

2. Knee to the(Gut R
Apply Exposed, Deal 10:Damage

Special
If Opponent has Clinch, deal double
damage.

-3

Dageron H|t Deal{4 Damage
W -7/
2. The Execution 7-}
Deal 8 Damage, © Attack again
\\ N =N

Boxing Minion

Boxing Miniboss

Boxing Minion

https://www.dextrous.com.au/decks/print/mhWuYFyTBzkreRXkoTo6
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4
)
1. Throw the Fight® —
Apply Stun, Deals Ramage, On Hit: Apply
Stun \
2. Take the Dive \ 2,
Apply Stun twice.
A

Special
If the Opponent had no,evergy when Stun is
Applied, Apply Rocked instead.

o 'A‘ppIyGuar%HS
4. Kissjof{Death
Wo. wAppl

NS

Lose 10 Vitality, CalllMiniboss'(20)
Special

When a Minon(x) of Min‘\.boss(x)ls called, sQufﬂe the
correspondingfenemy tpes toggth:

random enemy. Itinow fights |Q'E3ch The Don, with
X Vitality. Once an‘enemyjis defeated, it cannot be
called again. If therefare no en s of the correct

_type lefttocallzperform "Dis| fu\S\ap“ instead._
# 4 ————

Boxing Boss

Dextrous — Design Game Components Quicker

1. Low Blow 4
Apply Weakened Twice

2. Spike the Water i
Deal 5 Damage‘ber card|in Opponent's
Hand, 5
On Hit: Apply Weakend:

Special

If during Snake's turn the Opponent has no
cards in their hand, they immediately draw
5 cards.

' Boxing Minion '

https://www.dextrous.com.au/decks/print/mhWuYFyTBzkreRXkoTo6

4

valkyrie and Thor

1. Thor's Beapllug
B |
ub

)&
Apply Stu% %c%‘

2. Val's HeéllKicKs. *‘.iﬁy

Apply Ex;bse'\ds@‘ga\ﬂ PEMERLS

3. Back to Back %
Apply Guard 15 ¢

4. Thor's HammerVal's Wings
Deal 10 Damage Apply'8 Submit)
On Hit: Apply Stun,and Weakened.
Special

Everytime Submit is applied, increase all

values b)I.

3

| ' Boxing Miniboss '
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Upperbody - Upperbody

Tap for 1 Blue Energy Tap for 1 Blue Energy

Blue Energy i‘ Blue Energy i‘

Upperbody

—
/) I

Combo-2,3,4

Deal 1 Damage
Tap for 1 Blue Energy Tap for 1 Blue Energy Apilies Bemei ezl es Suel

e
i =~ =
Blue Energy " Blue Energy 1 ( Boxing Upperbody Punch Attack

4

[o Jab (1) | [o Jab (1) [1 Cross (2)

|

Deal 1 Damage Deal 1 Damage
Applies Damage dealt as Guard Applies Damage dealt as Guard

e —
o
V-

Flow - Apply Power 1

Deal 4 Damage

Combo-2, 3,4 Combo -2, 3, 4 Combo-1,3

(( Boxing Upperbody Punch Attack ] (( Boxing Upperbody Punch Attack ) (( Boxing Upperbody Punch Attack )

https://www.dextrous.com.au/decks/print/mhWuYFyTBzkreRXkoTo6
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1 Wild Punch

Deal 4 Damage
Cannot Apply Guard
until End of Turn

Apply Feint OR Apply Guard 4

Draw a Card

2
[}
R
>

Dextrous — Design Game Components Quicker

X Hands Up 2 Bob and Weave

Counter - Any Attack Type:

Negate Damage,
Apply Guard 2X Play one Attack from your hand at

no cost

y

Increase all Power by 1
All Attacks have:
Attacks that do not Apply Power "On Hit: Apply Guard X where X is

now have: the amount of Damage Dealt"
"On Hit: Apply Power 1"

https://lwww.dextrous.com.au/decks/print/mhWuYFyTBzkreRXkoTo6
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DISCIPLE

e’«

W%‘e

r'\
X
S

DISCIPLE DISCIPLE
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Clinic

Youl mayl pick
opition:

Up), tor 1

S —

Dextrous — Design Game Components Quicker

Clinic

Youl mayl pick
option:

up) tor 1

S ——

1. [ Heal“15%Vitalit g v eii
e d o s
2 ﬂRé"l;‘xd:o,"rﬁlg nemovel 5’]6
iccxrd fromi your=drawsdeck
Hto heal—=for=50%=0f=youn
Mc;,Vltchtg. = ¢
| B r

3. Rgﬁdom’ly U r‘er%ove+ one
cardl from'|your dnaw  decki
to raisemyou EMaxiavitality.
.by-10. R | ST T
5”,4-5%“}?_

Boxing Healer

Clinic

Youl may pick
option:

Up) tol 1

ol

B ——

1. (Heal “15%Vitalit g wi ey
O R EC R )
2 BRandomigl pemovelll iche
[cardisfiromi youn-drawsdeck
E’co hecl—ﬁovt;5.®%=of=yqur
‘Mopvwohty. = e
[ - | 4
3 R&wdom’lg U regxove"' one
card from'|your draw  decks
to raisemyou EMaxipVitality.
by-10. — e s
E*;a-vséi“gﬁ_

Boxing Healer

Clinic

Youl may pick
option:

Ups tol 1

1. [ Heal“15%Vitalit g v e
e e
2. gRé,'r,‘xdgmg gémgve’ 5Fx_e
cand fromi your-drawmdeck
to heal—=for=50%=0f=Joun
‘Mapwtchty. = e
K - v
3. Qgr'\dom’ly ] rer’ﬁove"’ one
card from'|your drnaw,  deck:
to raisemyou EMaxiivitality
BU-10, e | e
E@'&ﬂb%wﬂ

Boxing Healer

Gym

YouMnay pick up tol 1
optioni

A y 4
\ \ -
1. -LCearn,a-new-skilli (Draw_
3 _iskz'll cardsmg=from
|§z"1fi" d2eK NG B@'Hz‘;’! >
6] G 3l ey ety |
(e I W allal [ .
2% ! Chodse! fand =remove |
card' from 'your:Draw

\ _ e
3.0Lose 5 health to™
(Sm‘

ﬁc‘:‘{"remove A CeReS Ui
geur Dr:aw::!de!cu
1

Boxing Training

DU

1. (Heal“15%Vitality vt
e s e
2 ﬂRG:g'\d:Q"f?lg' gémgve &w_e
icc:rd from youn-drawsdeck
'to heal—fior=50%=0f=youn
‘MaévVltGllty. e
v - | 4
3. R&wdom‘lg U ref’wove'l' one
card from'|your draw  deck:
to raisemyou EMaxiiVitality
5Yy.-10. ::_i:t =
E"“J’ﬂwﬂ_

Boxing Healer

Gym

YouMay  pick  up
optieni
A | 4

R e _~

1. Learn a-new skilll (Draw._
SmwskillmeCARdSmelrome=gyour:
o=l ahepl- oLt A
] G2l el lrmepy [eto)||
AN Radid iR
Y1 Choosey sand mhe e
card from 'your DrawdeckK:

3.8Lose 5 health to choose
o M o o AN |

1GndipremoVem2Weands from=
geur Dr:uw:lde!cu
1

Boxing Training
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bY-10. _;:.——_ =
5#,4-"3“}*5

Boxing Healer

|
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You mayl picki up
opition:

DU

1. Heal=15"Vitalit g
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|cord fromi youn-drawsdeck
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cardl from/|your: dnaw, deck:
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.by.-10. _’::_.:—_ -
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Gym

Yoy' .moy pick
optioni

up“to il

A 4
R -— V4

1. -Learn a-new-skill; (Draw._
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Gym

Yoy' -m:' ay  pick
optioni

up “tol 1

1. Leqrn a--new-skilly, (Draw_
= _.‘cca‘ds 7“r‘oml gour,
qz"’l deck enel Dk “t Ll
ddC/ Co you/‘!@rgww eck'] I

- PN l‘l-h“l !I

[ L
remove -

ose 5 health to choose
5%%%F§R§%mm
Drcxw deck?

Boxing Training

Camp
Youlmay:pickiup. to)1 option:/aA

1. You may . search/your Skills, deck
for an Energy. card \and addiit_t
youndDraw d E18
deck! cfterwctr,ds

EP.Qy 10/ lifie to secr?lh’ Youn | SKilT
Beck fon [ stcmce on style candi§
fandl add it to younl| Drawl jdeckily
Shufifle youndskills deck afterwardsm

3. Pog.,é lifie it o) d\rd/w 5 cards'fromy
thelbottomiofdyoun' Skills deck and
chooseftIEitol laddl ‘to your Draw
deck. Return the cards:yourdid not™
i —

Boxing Focus

Camp

Y.ou mcggpick up: to, 1 optionz,«A

I\ 8
1s You may secrch/your Skills) deck
for an Energy, card \and addi it tol
youndDraw deck’fShuf‘ﬁle yourn | Skills!
o ey,
deck! afterwands. \ ’

\ =
Ea{:g 10/ life to secrclh’ youn | SKills|
Geck for [ fstance or style Wc'c':r‘

cnd,l add’ itfito your| Draw, deck'-
Shuf{le youn¥Skills deck: afterwandsis

35 qué 'hfe to d\rc/w 5 cards’fromp
thellbottomlofiiyoun’ Skills deck and
chooseSRIEitol ladd to your Draw
deck. Return the cords you d1_<:l__not

Boxing Focus

Dextrous — Design Game Components Quicker

Gum

Yoyl .mI ay pick
optioni

up' “to 1l

1. -Leann a-new skill; (Draw._
i1 GEEK, ang ’5"""5

P Choose S land e £

3. ose 5 health to choose

A y 4
\ - y——
Smwskillmscardsms=from your
By ll
g 'c'rdd CO !yfour!lgﬁx .]
| [ 2 2 ﬂ- g |
card f_r_o‘rlggurfquwv-‘ cki
AN NS  SSS
londe rem'ov"e-2‘c'ar'ds-frem
Golr Drawldeck:

Boxing Training

Camp
You mayipick up to,1 option;/-A

ay. \secll"ch/ your Skills deck
f“or an Ener‘gy. cand \cmd add it_to
youndDraw .deck Shufifile your|Ski
deck qfterwoqu \‘

1

2y Ray 10/ lifefto seor‘eh’ Your | SKills
d ck for [l stance on stylelllcan
cmd, add | itfto your| Draw jde
Shuf‘{le youn, Skills deck afterwardse

3. Poy.g 'hfe o) drow 5 cards''fromy
thelbottomiofi uoun TSkills deck and
choosefRlfitolladdl 'to your Draw
deck. Return the cardsgyou dMot
chose_to_thegbottomeofEoun¥Skills

deck. ¥
/2’.,

Boxing Focus

Camp

Youlmayupick up: to,1 option:y-A

4 |
1n You may secrch/ Jour' Skills deck
for an Enengylcard \and! add it_to,
Youny Draw ‘dec:'R"fShuf‘ﬂe youn | Ski
[
deck! afterwands. \

i
Fﬁcy 10 lifelto secnr‘é‘h’ youn
deck for 1‘ Stance or stule
fand) addl it{to your|| Draw] | d
Shuf{le youn, Skills deck! afterwardst

3. Pay.g 'hf‘e to\d\r‘c/w 5 cards''fromp
thelbottomiofdiyoun Skills deck and
chooseSRlEtolladdl ‘to your Draw
deck. Return the cardsiyou did not
chose to the bottomeofayoun FSkil

Boxing Focus
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Gym

Yog' .m:' ay pick
optioni

A 4
R -— V  of

1. -Learn. a-new-skill; (Draw_

3 _illal&.‘cc"rgs — I firom ‘.yo" ?
'1'11‘1 decki andl pick®y, |‘t
o 58 iy by el |

! -lnnn-nalriq

), | P . iy
Choose" and Eremove -

[UTo R o R |

B remoy e BCandSmt rom =
L.ur,mmw decu\

Boxing Training

Camp

Youlmayupickiup. to,1 option:/aA

4\ !
5 You may search/ Your Skills) deck
for an Enengypicard \and add it_to
yound Draw ‘deck’fShufﬂe Yyour | Ski '
decki af terwands.

Py
Fﬂqy 10 hfe e} seorc‘:[h’ Youn | SKills
deck for [lfstance on style “cc_&d
) i
and] add itfto your| Draw!jde
Shuf‘(le yourn Skills deck aftenwardse

3. Poyh‘sn lifielto dr‘dw 5 cards'froms
the bottom orlyour Skills: deck and
chooseflSitol addl to your Draw
deck. Relturn the cards:yourdid not™
chose_to_thegbottomgofayoln¥Skills
deck. ¥

3

Boxing Focus

Coach

You may choose to learn a second Martial Arts.
To do so:

P
17 Remove any energy cards from your current
) Skills deck and your new Skills deck.

2. Count._your, remommgxcords in your cunppent
A e
Skills™decK’ an movex the bottomMhalf, roundedf

down, from the;gmme—

3. (Shufifilel new
jlofficandsiyoulinen

s
$
deckmandh add ‘em to your current Skxllsv
e T = VSN 1
Ge ”\
\W

\*
4., Choose three \\energybtgpes From the!
combined stcrtmgfenergy"htgpes of\both Murtml
-AY‘stS-ThlSl;lS your newmxng Energy group —

8

'S—Fromjrmemoved enengy cards, choose cmy
combmc%‘thct equals the amount oF\ehergy
cards removed from your oldySkills deck. \
— s
l' uffle the selected enengy. cards into your
newSkills deck, place®in) Skxlls deck spot and
remove”u;\used cards from%ame \ —

N

-_
e!? ~ o
o /

Boxing Trainer
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3 Beast Mode

Increase all Power by 3

Attacks that do not Apply Power
now have:
"On Hit: Apply Power 3"

[ 1 Like a Bee

2 Bob and Weave

Increase all Power by 1

Attacks that do not Apply Power
now have:
"On Hit: Apply Power 1"

Counter - Any Attack Type:
Negate Damage,

Play one Attack from your hand at
no cost

2 Bob and Weave

Y

Counter - Any Attack Type:
Negate Damage,

Play one Attack from your hand at

no cost

]
] B

All Attacks have:
"On Hit: Apply Guard X where X is
the amount of Damage Dealt"

When Flow is Triggered Draw a
Card

Combo lowers cost by 1 more.
Every 2nd or more attack in a
Combo has,"On Hit: Apply Rocked"

=
<
R
=

Flow - Apply Power 1
Deal 4 Damage
Combo-1,3

»
<
L
>

Flow - Apply Power 1
Deal 4 Damage

Combo-1,3

https://www.dextrous.com.au/decks/print/mhWuYFyTBzkreRXkoTo6

Flow - Apply Power 1
Deal 4 Damage

Combo-1,3
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1 Disciple O Extra Hours at the Gym 1 Fancy Footwork

!'! L

T
- .

All Basic Attacks deal double

Apply Exposed OR Apply Guard 6
Damager Untap all of your Energy Pply EXp pply Gu

Draw a Card

2
[}
R
>

1 Fancy Footwork 0 Final Round

Lower Opponent's Guard by half,
Apply Exposed OR Apply Guard 6 All Flow effects include "On Hit: FOUIMGIEE € G

Draw a Card Apply Rocked" until end of turn. go?:ﬁé’g”ent has no Guard, Apply

Focus

2 GO to the Body

[
S
e
/-

/=
4

Lower Opponent's Guard by half, Lower Opponent's Guard by half, .
rounded down. rounded down. Guard ignores Exposed

Apply Half current Guard as Gaurd
If Opponent has no Guard, Apply If Opponent has no Guard, Apply
Rocked. Rocked. el Eruloff TUr) ‘

Focus Focus Guard doesn't reset at Start of Turn ’

https://lwww.dextrous.com.au/decks/print/mhWuYFyTBzkreRXkoTo6
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X Hands Up X Hands Up X Hands Up

Apply Guard 2X Apply Guard 2X Apply Guard 2X

1 Heavy Bag

1 Heavy Bag 1 Heavy Bag

All Attacks Deal 1 extra Damage

All Attacks Deal 1 extra Damage
until End of Turn

All Attacks Deal 1 extra Damage
until End of Turn

until End of Turn

Deal 2 Damage

Draw a Card

On Hit: If 'Go to the Body' is Active,
Apply Rocked

Deal 2 Damage

Draw a Card

On Hit: If 'Go to the Body' is Active,
Apply Rocked

Deal 2 Damage

Draw a Card

On Hit: If 'Go to the Body' is Active,
Apply Rocked

https://www.dextrous.com.au/decks/print/mhWuYFyTBzkreRXkoTo6
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Deal 1 Damage
Applies Damage dealt as Guard

Combo-2,3,4

Dextrous — Design Game Components Quicker

(2 Lead Hook (3)

Flow - Apply Power 1

Deal 4 Damage

If this is at least 3rd in a Combo,
Apply Stun

Combo-2,4

|| 2 Lead Hook (3)

Flow - Apply Power 1

Deal 4 Damage
If this is at least 3rd in a Combo,

Apply Stun

| Combo-2,4

3 Lead Uppercut (5)

Flow - Apply Power 1

Deal 4 Damage

If this is at least 3rd in a Combo,
Apply Stun

| Combo-2,4

Flow - Apply Power 1

Deal 4 Damage
If this is at least 3rd in a Combo,
Apply Stun

Combo-2,4

Flow - Apply Power 2

Deal 6 Damage

If this is at least 3rd in a Combo,
Apply 2 Rocked

Combo-4,6

Flow - Apply Power 2

Deal 6 Damage

If this is at least 3rd in a Combo,

Apply 2 Rocked
Combo -4, 6

Flow - Apply Power 2

Deal 6 Damage

If this is at least 3rd in a Combo,
Apply 2 Rocked

Combo-4,6

Apply Exposed
Deal 4 Damage
On Hit: Apply Rocked
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[ 2 Liver Shot

Apply Exposed
Deal 4 Damage
On Hit: Apply Rocked

Dextrous — Design Game Components Quicker

3 Master

Advance - 'Disciple’
(Play only with fisted card(s) in p/ay.
Discard one upon use.)

All Attacks Deal Triple Damage

| 2 Rear Hook (4)

H ‘ 2 Rear Hook (4)

Flow - Apply Power 1

Deal 4 Damage
If this is 3rd in a Combo, Apply
Weakened

\& T \4

Flow - Apply Power 1

Deal 4 Damage
If this is 3rd in a Combo, Apply
Weakened

| 2 Rear Hook (4)

Flow - Apply Power 1

Deal 4 Damage
If this is 3rd in a Combo, Apply
Weakened

/ 2 Rear Hook (4)

# =
7

-

Flow - Apply Power 1

Deal 4 Damage
If this is 3rd in a Combo, Apply
Weakened

3 Rear uppercut (6)

3 Rear uppercut (6)

9
v/

A
~\_‘ \l’ 7,’35—
s s

Flow - Apply Power 2

Deal 6 Damage

If this is at least 3rd in a Combo,
Apply 2 Rocked

Combo-2,5

95 @
°d

Flow - Apply Power 2

Deal 6 Damage

If this is at least 3rd in a Combo,
Apply 2 Rocked

Combo-2,5

Flow - Apply Power 2

Deal 6 Damage

If this is at least 3rd in a Combo,
Apply 2 Rocked

Combo-2,5
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2 Rope A Dope 2 Spced Bag 2 Speed Bag

M .

Apply Weakened, Stun, Exposed,
and Guard 5

FO Draw 3 Cards Draw 3 Cards
Discard 2 Cards Discard 2 Cards

Discard when Damage is dealt to
Opponent

2 Speed Bag

- —— A=

4

— ———
— g
P-4

Deal 3 Damage Deal 3 Damage

Draw 3 Cards Draw a Card Draw a Card

Discard 2 Cards On Hit: If 'Go To The Body' is Active, On Hit: If 'Go To The Body' is Active,
Apply Weakened, and Stun Apply Weakened, and Stun

Deal 3 Damage
Draw a Card Deal 4 Damage Deal 4 Damage

e TF " ; Cannot Apply Guard Cannot Apply Guard
E\)SpTJtV\}gaice)rmT:dTgic?cs)?gnls Active, until End of Turn until End of Turn
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Acceptance

- 1

Acceptance

Tap for 1 of any color Energy Tap for 2 Blue Energy

Tap for 2 Blue Energy

Blue/Green/Red Energy

Blue Energy

Blue Energy

Tap for 1 Blue or 1 Green Energy

Blue/Green Energy

Tap for 1 Red or 1 Blue Energy Tap for 1 Red or 1 Blue Energy Tap for 1 Red or 1 Blue Energy

Red/Blue Energy
W R —
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Attack
Patterns

Attack
Patterns

Attack
Patterns

Dextrous — Design Game Components Quicker

Attack
Patterns

C \

W)

Attack
Patterns

Attack
Patterns
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Patterns
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Attack Attack
Patterns Patterns

Attack Attack Attack
Patterns Patterns Patterns
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Dextrous — Design Game Components Quicker

Boxing

)

: N\,
Capoeira .
Starting Deck: StantingiDeck: Starting Deck
!'!' VUppverbody i i ': 3 B
= Upperbody, Tiammed _Genepi
Basic-Punch
Basic Punch
Jab (i)

D“' & overod MAET
3 ] . B L Owerbody i b e
Basic Punch Basic Kick
BasiciKick Basic Kick
Basic:Elbow. High Kick
Cross(2) Basic. Knee HighuKick
Wild 'Punch ChoseniStyle / Ginga
) Hands Up <), g ChoseniCounter. 0N )
S Fancy Footwork orBobfand Weave */ Chosen:Atrack WS
Like A Bee orllike Al Butterfly g Chosen Attack
=

Blessing
QAN

ArmadaforHammer

Paranaue’onQuebnalGereba
il P
_— \ - ’\“; —

')A )N

Starting Deck

el —
| | 3
Grapp.e L l .
Grapple, ! - 1
Headlock

Headlock

Judo Throw

JudogTihrow,
Armbar

Close Quard
JustiOne More Roll

Crank orGet:YounHoOks In

NG
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Power-
When Power X is-applied, it adds X damage to the next damage dealt this turn. This
bonus,is not a separate attack.
Guard-
When Guard X is applied, it reduces incoming damage by X. Guard fades at the start
of your next turn.
Clinch-
When Clinch is applied:
Upperbody: apply Rocked on hit.
Lowerbody: apply Submit equal to half damage dealt.
Grapple: Lower Vitality by full Submit amount, and reapply Clinch.
No type: Apply Weakened.
Feint-
Next damage dealt ignores Opponent's Guard.
Om
Cards listed cost 1 less if played next.
Flow

ow
If following a Combo, resolves the effects listed.

Card becomes a State. It rémains active until either.
The opponent deals X damage

The conditionsis'no longer met.

F

Resolves when played and again at the Start of Turn while active.

E 9
Lowers Cost by 1 if listed card is Active. Discard listed Card.
Exposed-

Opponent's Guard resets.

Rocked-

Opponent discards any active Stance.

Rocked(in one turn) > 2,3,4 = Win.

Submit-

Opponent's Vitality reduced by Submit/2.

Submit(at one time) > Vitality = Win.
akened-

Opponent discards a card at random from their hand,

or Pull 2 patterns, choose which to use.

Stun-

Opponent taps 1 energy card

or First attack-in pattern doesn't happen.

Dextrous — Design Game Components Quicker

Pow

When Power X'is.applied, it adds X damage to the next damage dealt this turn. This
bonus,is not a separate attack.

Guard-

When Guard X is applied, it reduces incoming damage by X. Guard fades at the start
of your next turn.

Clinch-

When Clinch is applied:

Upperbody: apply Rocked on hit.

Lowerbody: apply Submit equal to half damage dealt.

Grapple: Lower Vitality by full Submit amount, and reapply Clinch.
No type: Apply Weakened

Feint-

Next damage dealt ignores Opponent's Guard.

Combo-

Cards listed cost 1 less if played next.

Fl

If following a Combo, resolves the effects listed

Lock It In-

Card becomes a State. It remains active until either:

The opponent deals X damage

The conditionsis'no longer met,

Fo

Résoives when played and again at the Start of Turn while active.

Lowers Cost by 1 iflisted card is Active. Discard listed Card.
Exposed-
Opponent's Guard resets.

Opponent discards any active Stance.
Rocked(in one turn) > 2,3,4 = Win
Submit-

Opponent's Vitality reduced by Submit/2.
Submit(at one time) > Vitality = Win.
Weakel

Opponent discards a card at random from their hand.
or Pull 2 patterns, choose which to use.
Stun-

Opponent taps 1 energy card.

or First attack in.pattern doesn't happen.

https://www.dextrous.com.au/decks/print/mhWuYFyTBzkreRXkoTo6

Po

When Power X is.applied, it adds X damage to
bonus,is not a separate attack.
Guard-

When Guard X is applied, it reduces incoming damage by X. Guard fades at the start
of your next turn.

Clinch-

When Clinch is applied:

Upperbody: apply Rocked on hit.

Lowerbody: apply Submit equal to half damage dealt

Grapple: Lower Vitality by full Submit amount, and reapply Clinch.

No type: Apply Weakened.

Feint-

Next damage dealt ignores Opponent's Guard

Combo-

Cards listed cost 1 less if played next.

Flow-

If following a Combo, resolves the effects listed.

Lock It In-

Card becomes a State. It rémains active until either.

The opponent deals X damage

The condition+is'no longer met.

Focus-

Resolves when played and again at the Start of Turn while active.

ext damage dealtthis turn. This

Ev
Lowers Cost by 1 if listed card is Active. Discard listed Card
Exposed-

Opponent's Guard resets.

Rocked-

Opponent discards any active Stance.
Rocked(in one turn) > 2,3,4 = Win.

ponent's Vitality reduced by Submit/2.
lbmit(at one time) > Vitality = Win.
aken
Opponent discards a card at random from their hand
or Pull 2 patterns, choose which to use.
Stun-
Opponent taps 1 energy card.
or First attack-inpattern doesn't happen

When Power X is-applied, it adds X damage to the next damage dealtthis This
bonus,is not a separate attack.

Guard-

When Guard X is applied, it reduces incoming damage by X. Guard fades at the start
of your next turn.

Clinch-

When Clinch is applied:

Upperbody: apply Rocked on hit.

Lowerbody: apply Submit equal to half damage dealt

Grapple: Lower Vitality by full Submit amount, and reapply Clinch.

No type: Apply Weakened.

Feint-

Next damage dealt ignores Opponent’s Guard.

Combo-

Cards listed cost 1 less if played next.

Flo

If following a Combo, resolves the effects listed
Lock It In-

Card becomes a State. It rémains active until either.
The opponent deals X damage

The condition+is'o longer met.

Fo

Resolves when played and again at the Start of Turn while active.

Lowers Cost by 1 if listed card is Active. Discard listed Card.
Expo:
Opponent's Guard resets.
Rocked-
Opponent discards any active Stance.
Rocked(in one turn) > 2,3,4 = Win.
Submit-
Opponent's Vitality reduced by Submit/2.
Submit(at one time) > Vitality = Win.
ened-
Opponent discards a card at random from their hand.
or Pull 2 patterns, choose which to use.
Stun-
Opponent taps 1 energy card.
or First attack-in pattern doesn't happen
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