
Fist of the Assassin 

A game about Life, Death, and Kung Fu  

It has always existed, just beyond the reach of civilization. It can be felt at the crossroads, 

on a storm-tossed ship at sea, in a windswept desert, and at the heart of an uprising.  

   

It is home to heroes, masters, and boxers, to cultists, revolutionaries, and assassins, to 

villains, demons, and ghosts.  

   

It is the martial world.  

   

And it is your home.  

Inspirations  

Enter the Dragon, and kung fu movies. Street Fighter II, and video games. Samurai Jack, 

and action cartoons. Garouden, and fighting novels and manga. Dungeons & Dragons, 

and roleplaying games.  

Overview  

Fist of the Assassin is a game of martial arts adventure. Martial heroes live in the wild 

and lawless corners of the world, the places beyond the reach of civilization. This may 

mean windswept deserts and untamed outlands ruled by warlords and bandits, but it can 

also mean the dark corners of the city, where another breed of warlords and bandits hold 

sway. Wherever laws fail and civilized folk fear to tread, there you will find the martial 

world.  

 

Martial heroes walk alone. They enter deadly tournaments, often for no reason more than 

to test themselves and hone their skills. They fight because they are driven, or perhaps 

because it is the only life they know. They give up comfort and safety and live by their 

own strength and wits in a violent world. They live by their own laws: Show respect. 

Keep your word. Be loyal. Be just. Be benevolent. And stand with courage against the 

malevolent, the treacherous, the belligerent, the foolish, and the vicious.  

 

This document is a Fist of the Assassin micro-game. It includes the core combat and 

advancement rules for bouts between martial arts masters. It is not yet a full-fledged 

roleplaying game. Many of the ideas for the RPG are in place, but I haven't written them 

yet. 

 

To play this game, you will need a standard 52 card deck of playing cards, some paper to 

use as a character record sheet, and pencils. Depending on the power level of the game 

being played, it may prove useful to use a double- or triple-sized deck of cards, or for 

each player to have their own deck. Remove the jokers from the decks before play.  



Characters 

Characters in Fist of the Assassin are defined by two kinds of traits: attributes and 

masteries. Attributes are broad characteristics like professions, martial arts styles, and 

general domains in which the character is broadly competent. Masteries are more 

specialized characteristics like skills, martial arts techniques, and distinctive physical and 

spiritual qualities of the character.  

 

Attributes and masteries are connected: each attribute has a corresponding list of 

available masteries that fall under it. The Appendix provides an example list of attributes 

and masteries. A fuller list will be provided in later, more complete drafts of the game.  

Creating your Character 

1. Choose Attributes: Select 4 attributes. Rate your best attribute at 6, your second 

best attribute at 5, and each of your other attributes at 4.  

2. Choose Masteries: Assign points to your masteries like this: An attribute of 6 

gives you one mastery rated at 6, two at 5, and three at 4. An attribute of 5 gives 

you one mastery rated at 5, two at 4, and three at 3. An attribute of 4 gives you 

one mastery rated at 4, two at 3, and three at 2.  

 

Your characteristics determine how many cards you can draw and play each round during 

contest. Characteristics always include proficiency with any relevant equipment or 

resources that would be used to take action, as well as access to contacts that share the 

trait. In addition, characteristics can also be used to make perception checks that are 

relevant to the trait.  

   

Contests are resolved by playing your hand against an opposed hand of cards. When 

choosing a characteristic to use in opposition to an action, it's useful to remember that a 

characteristic can always be used to oppose itself: if you're using your Ambush trait to get 

the jump on me, I can use my Ambush trait to try to notice you.  

   

All characteristics are rated on a scale of 2-7, and the level of a characteristic will 

determine how many cards you can draw from the deck at the start of a round. If you 

don't have any relevant characteristics but you want to get involved in an action, you 

always draw 1 card. To give you a sense of scale, a benchmark "ordinary" person might 

have two or three level 2 attributes and no masteries. Higher level characteristics are 

signs of excellence: a level 3 characteristic is noteworthy, and a level 4 characteristic is 

already world-class. As can be seen from these benchmarks, masters of the martial arts 

are better than even world-class experts: they are the most formidable heroes and villains 

in the world, and their characteristic levels reflect that. 

Contests 

Contests are used to resolve action in the game whenever a character comes up against 

substantial opposition. If an action is easy or unopposed, no contest is necessary. But if 

someone describes a character doing something and you don't think it should be as easy 

as simply saying it, or if you think that another character in the game wouldn't stand by 

and let it happen, you can go to the cards to resolve it.  



Rounds 

Contests are carried out in rounds, and many contests will last multiple rounds before 

they are resolved. A round corresponds to the play of a single hand of cards for everyone 

involved in the contest. More specifically, it involves the players declaring which 

attributes and masteries they will be using, cards being drawn from the deck, and the 

players playing all their cards. At the end of each round, the player who scored the most 

successful hits is the winner of the round. If a round ends in a tie (more than one player is 

matched for the highest score), the winner of the following round will win both rounds. It 

is possible to have more than one tied round in a row, in which case you might have three 

or more rounds up for grab. Tied rounds stay on the table and are fought using the same 

conditions as previous round. They keep adding up until someone takes them with a win.  

 

Contests should always follow naturally from the flow of action in the game. If a player 

says, "I punch him in the face," that's a pretty good point for a contest to be called in. It 

doesn't have to be, though. If the referee judges that the NPC has little chance of success, 

or if he thinks the punch should hit, he can always simply let it happen without a contest. 

The player might assume (or suggest) that a contest is in order, in which case the referee 

can always just let the action succeed by declaring the event "no contest." Players have 

the same option: when the referee calls for a test that the player is willing to simply lose, 

the player can also declare "no contest" and accept the consequences of the action.  

 

Once a contest has been called for and accepted, the following procedures apply as the 

contest moves through the setup, action, and resolution phases.  

Step One: Setup 

Phase One: Kung Fu Smack Talk 

At the beginning of each round, you may draw cards a number of cards equal to any two 

traits possessed by your character. You may use any combination of attributes and 

masteries: you may (for example) draw from two attributes, draw from one attribute and 

one of its masteries, one attribute and a mastery from a different attribute, or any two 

masteries from the same or different attributes. The relationship between attributes and 

masteries is wide open for masters of the martial arts. The distinction between attributes 

and their sub-traits (such as masteries) is more restrictive for specialist characters, but 

these restrictions will be discussed in a later text. For now, we just need to know how 

things work for masters.  

 

At the start of every round, each player may draw a number of cards equal to any two 

traits. Once all the cards have been played, the round ends and points (successful hits) are 

tallied.  

 

Battles begin with trash talk that establishes the traits and victory conditions for the 

contest.  

 

During smack talk, the players take turns declaring which traits will be activated in this 

round of the contest. One player will be the aggressor, or simply "Player 1," and will start 



the back-and-forth declaration of traits. In RPG play, the aggressor will usually be 

obvious: someone will eventually pick a fight. In head-to-head play, the players should 

take turns acting as Player 1. Player 1 selects any two traits to be activated in this round 

of the contest.  

 

If you're Player 1, sometimes you'll want to declare both of your traits for this round of 

the contest.  

 

I am Nine Dragons Lam, master of the Serpent's Gouge and the Eye of the Devil. Step 

forth and face me, dog, if you dare!  

 

Sometimes, you'll want to declare one of your opponent's techniques and one of your 

own. Reputations being what they are in the martial world, you'll have heard of your 

opponent's most important attributes and masteries. All players should have an index card 

ready with a list of all their fighter's traits of 5 or higher (don't actually include the 

number on the list itself, though). This list should be shown to your opponent if requested 

during smack talk.  

 

Ah, White Eyebrows, I have heard of you. Your Floating Tiger Technique is famous 

throughout Guandong. But it is no match for my Rolling Hands Boxing! 

 

And sometimes you'll want to select both your opponent's techniques for the round. 

 

Excuse me sir, but you are Soaring Dragon of Aw-Boon-Haw, are you not? They say the 

Dragon Inferno Kick of  your Soaring Heavens Boxing Method has never been beaten.  

 

Seeing you in person, I find that very hard to believe.    

 

Once Player 1 has declared two traits, Player 2 may declare the remaining two traits that 

will be active this round.  

 

Cards are not drawn until all traits have been declared and victory conditions have been 

established (see the following sections).  

 

A note about declaring traits: active traits are at stake in the match. Smack talk is serious 

business! At the end of each round, the winner of the round may shift any one active 

mastery up or down by one, either improving one of their own masteries by one level or 

reducing one of their opponent's. It's best to think of mastery levels as an imperfect 

estimation of the abilities of the characters in the game. After each round of combat, we 

adjust our estimates to better reflect the reality of what's happened in game play.   

Phase Two: Victory Conditions 

Once traits have been determined, Player 1 may choose the victory conditions for the 

battle. Player 2 may then either approve the conditions or shift them up or down one step. 

Victory conditions are as follows:  

 



First blood 

One round 

Best 2 of 3 

Best 3 of 5 

Best 4 of 7 

Best 5 of 9 

 

First blood means that the fight ends as soon as either player scores a single hit. The 

contest ends immediately and the scoring player is declared the winner. The opponent is 

beaten, injured, or knocked out by the hit. The winner may shift one active mastery up or 

down one level.  

 

A one round contest is just that: once the players have both used up all the cards in their 

hands, a winner is declared. The winner is the player who has scored the most hits. The 

loser is injured or knocked out, and the winner may shift one active mastery up or down 

one level. In the case of a tie, the contest is declared a draw. No traits are shifted, and the 

fighters won't be able to settle this one until their next meeting.  

 

A "best of" series means that the overall winner of the contest is determined by a number 

of rounds worth of action. In a "best of" series, no knockout or injury can be attached to 

the results of the action until the winning hand has been resolved and masteries are not 

shifted up or down. Active traits are chosen at the start of each round of the contest. 

Player 1 is considered to be the player who won the previous round. You may choose the 

same traits each round or try different traits with each new round of the contest. At the 

end of each round, the winner of the round is the fighter who scored the most hits. That 

player may describe a telling blow that sends the opponent reeling and may hurt them or 

temporarily stun them but this blow does not have permanent consequences or bring the 

contest to an end.  

 

Once a player has successfully won enough rounds to win the contest, the contest is over. 

The loser is injured, knocked out, or forced to yield. The victor may then shift any one 

active attribute from the final round of the contest up or down one level. For purposes of 

determining which attributes are counted as active for this level shift, include attributes if 

they were themselves named and activated or if they are the governing attributes for any 

of the masteries that were named and activated. 

 

Once Player 1 has declared the victory conditions and Player 2 has approved or modified 

them, cards are dealt to each player, face down. Then a third party, declares, "FIGHT!" 

At this point the players may pick up and look at their cards. As soon as they touch the 

cards, the combat round has begun. If there is no third party to declare the fight open, the 

players themselves can declare the fight open once both are ready.  



Step Two: Action 

Brief Summary 

Card play establishes the rhythm of attacks and defenses that punctuate the round and 

determine who wins it. Initiative is something of an open system: a player takes the 

initiative by playing a card. 

 

An attack is a card played face up on the table to represent a strike, kick, lock, sweep, or 

other offensive maneuver. An attack may be played with a single card, or it may be a 

combination. A combination is a group of multiple cards played all at once so that they 

act as a single burst of strikes, with the face down cards acting to support the face up card 

and add weight to its effectiveness. Attacks are always immediately followed by 

defenses, and any attack that can't be effectively defended against is a hit. For every 

successful hit, the fighter scores a point toward winning the round and the opponent loses 

one card from their hand. In the case of a combination hit, the opponent loses one card 

from their hand for each card in the combination and the attacker scores an equivalent 

number of points.  

 

A counter is any card played to defend against and cancel out an attack. A successful 

counter cancels out the attacking card or combination. The attack is considered to be a 

miss and no points are scored. The target of an attack may cancel it out by playing a 

dodge (a card of higher rank), a block (a card of the same suit), or a reversal (a card that 

is both of higher rank and of matching suit).  

 

When dodging, the suit of the cards is ignored. The card played to dodge only needs to be 

of higher rank than the attack. A dodge might be anything from a simple sidestep, to a 

shift out of range, to a backflip, to simply keeping in motion and presenting a moving 

target against missile fire. When blocking, the rank of the card is ignored. The card 

played to block only needs to be of the same suit as the attack. A block might be anything 

from parrying or knocking an attack aside to ducking behind cover. When reversing an 

attack, both the rank and suit of the cards matter. A reversal must be both of higher rank 

and of the same suit as the attack. A reversal lets you get two effects out of a single card: 

the reversal cancels out the attack and then immediately becomes a counter-attack against 

the former aggressor.  

 

At the end of the round, the character who has scored more hits is the winner of the 

round, as discussed under "Victory Conditions," above.  

Attacks: Initiative, Singles, and Combinations 

After traits have been declared and cards have been drawn.  

 

Once the round begins, any player may play the first card. A card is played by placing it 

face up on the table. Once a card hits the table, it is considered to be active and the 

pressure is on the other player to counter the card with one from their hand. Unlike many 

games, there is no initial set order of turn-taking for attacks: a player takes a turn by 

putting a card on the table. One player might prefer to play aggressively, playing active 



card after active card whenever there is an opening, while another player may prefer a 

defensive game, countering (and reversing) attacks one at a time. At times both players 

will look at their hands and consider which cards to play next, waiting on the opponent to 

make the next move. Sometimes players will both hold back and wait because they think 

they have a pretty good chance of scoring a reversal. Sometimes both will rush to play 

their next attack first.  

 

Every attack is immediately followed by a counter. You cannot simply lay your cards out 

on the table all in a row and have them played out one after another: only one attack (or 

combination) is resolved at a time, and a counter play is paired with each attack. This 

establishes a rhythm of attack-and-counter that must be completed before a new attack-

and-counter can be initiated by either player. Once the counter has been played, it is then 

acceptable for either player to play a new attack. When the attacking card is played, the 

player must declare what kind of attack is being made. This should be a short, simple 

statement, not a long-winded description of an action. "Strike," "shoot," "slash," or 

"roundhouse" is sufficient. In general, when you play one card, the statement should not 

be more than one or two words. The defender will respond with a follow up card, which 

will also be accompanied by a simple statement ("block," "dodge," "take cover," etc.). 

Here are a few examples: 

 

Basic Attacks 

Punch, Strike, Smash, Fist, Attack, Palm, Chop 

Kick, Foot 

Elbow, Knee, Headbutt 

Grab, Lock, Grip, Grapple, Pin, Lock, Hold, Choke 

Throw, Slam, Toss, Sweep, Takedown 

Touch 

 

Basic Defenses 

Dodge, Evasion, Step 

Block, Deflection, Parry 

Reversal, Counter-Strike, Redirecting Strike 

 

Keep things moving and don't get hung up on giving detailed descriptions. Save those for 

when you win a round or a whole contest!  

 

If the defender does not have any cards that can effectively dodge, block, or reverse the 

attack, the attack scores a hit. When a hits is scored, the unsuccessful defender loses a 

card from their hand (one of their cards is discarded). The attacker who scored the hit 

may reach out and randomly pull a card from the target's hand and lay it face up on the 

opponent's damage pile. The damage pile is a separate discard pile from the normal 

discards. Any cards in the damage pile stay there until the contest is over. They are not 

included in the deck when it needs to be reshuffled.  

 

If neither player wants to play a card, the player with more cards in their hand must press 

the attack. If they do not wish to play first, they may discard a card instead. If both 



players hold the same number of cards and neither wants to press the initiative, the 

characters simply circle and wait. At this point, the characters are in a stand-off. If the 

stand off continues for too long, the referee may threaten to declare the contest a 

stalemate. At this point, both players can withdraw from the contest, or one can take the 

initiative and play an attack. A withdrawal is a decisive result and it ends the contest 

immediately, not simply the round. The result is not a tie or a draw. It is considered a loss 

for both characters. Each player may choose one of the opponent's active masteries and 

reduce it by one level. Furthermore, the fighters cannot fight again until their next 

meeting. (Next game session, at the earliest.)  

 

Because the player with more cards must press the initiative, a player may choose to 

break a stalemate situation by discarding a card from their hand. This puts the pressure on 

their opponent to press the attack.  

 

Conversely, sometimes both players will throw down a card at the same time. In practice, 

it is almost always clear which card hit the table first. Players should be seated around a 

table so that they are playing cards into roughly the same physical space. If this rule is 

followed, there will be no ambiguity about which card leads. The card played first will be 

beneath the card played second. That first card to hit the table is the active attack, and the 

player whose card was played second may return their card to their hand and play a 

counter. The player does not need to counter with the card that they just attempted to 

play, but they may if it's a good choice for a counter. Of course, in these cases, the faster 

player will have seen a card from the slower player's hand. That's just part of the game. 

Once the attack-and-counter have been resolved, card play continues as always. 

 

Finally, at any point during a contest, either player may choose to fold. The player loses 

the contest and suffers the consequences based on the victory conditions that were 

established at the beginning of the bout.  

 

The time that passes during a round of Fist of the Assassin is considered to roughly 

approximate the time that passes in the real world of the players. Whenever players aren't 

actively attacking and defending, the characters are assumed to be circling, shifting 

position, and throwing out test strikes to get a feel for their opponent. Card play 

corresponds to the bursts of serious action, when the characters are committing to attacks 

in the hopes of dealing some serious damage.  

Combinations 

In addition to attacking by playing cards one at a time, you can also take bigger risks for 

bigger potential rewards by playing cards in combinations. When playing a combination, 

you play a group of cards as a single unit. Play any number of cards from your hand 

together. Only one of the cards should be face up. This card leads the combination. The 

rest are support cards and are played face down in a stack beneath the lead card. The face 

down cards add weight to the attack, but the suits and ranks of all face down cards are 

ignored. Only the lead (the face up card) counts for purposes of determining what 

counters are effective against the combination. The opponent plays a single card to 

counter your lead card as usual, which means playing a dodge, a block, or a reversal.  



 

If the opponent cannot counter your lead, your attack gets through and counts as a hit, 

and the face down cards placed beneath it add effectiveness to the hit. This means that 

you score one hit for each card in your combination. You may also discard one card from 

your opponent's hand for each card in your combination. So if you play a three card 

combination (two face down cards under a face up lead card), and if the combination 

breaks through the opponent's defenses, you've just scored three points toward winning 

the round. A successful combination can be the deciding factor in a conflict.  

 

However, when attempting to defend against a combination, your opponent still counters 

with a single card to oppose your lead. And if the opponent counters your leading attack 

card successfully, the counter effectively cancels all the cards in your combination, 

including the support cards. That means that a failed combination can put you at a heavy 

deficit for the rest of the round, and it's a gambit that can often lose you the round. If your 

three card combination is blocked, for example, your opponent has just used one card 

from their hand to cancel three from yours. And if your opponent manages to play a 

reversal against your combination, you could be in real trouble: you've just spent three 

cards and you still need to defend against the coming counter-attack! 

Counters: Dodges, Blocks, and Reversals 

When one player plays an attack, it is immediately followed by a counter. Once the attack 

is on the table, there are a number of ways to defend against it and stop it from scoring a 

hit:  

• Dodge: play a card of higher rank: If your (counter) card is higher rank than the 

attacking card, the attack is cancelled and has no effect. Both cards are discarded 

and any player can initiate the next attack. 

• Block: play a card of matching suit: If your (counter) card is of the same suit as 

your opponent's attacking card, the attack is cancelled and has no effect. Both 

cards are discarded and any player can initiate the next attack. 

• Reversal: play a card that is both higher rank and matching suit: If your 

(counter) card is both higher rank than your opponent's attacking card and it is 

also of the same suit as the attack, then the opponent's attack is cancelled and your 

counter immediately becomes a counter-attack against your opponent. The 

opponent's attack is discarded but your counter is not. Now your opponent must 

play a counter following the normal rules. A reversal lets you effectively get two 

cards out of one. A reversal must always be a single card like any other counter: 

you may not slip a combination into your reversal.  

 

The round continues until both players are out of cards. Sometimes, one player will run 

out of cards much earlier than the other. When this happens, the player who still has cards 

in their hand may attack freely with them, scoring undefended hits with all of them.  



Step Three: Consequences 

Once the victory conditions have been met, the bout is over. It's time for the winner to lay 

the smack down. This means picking up the cards in your opponent's damage pile and 

laying them as you describe the final blow (or series of blows) and decide the fate of the 

loser:  

 

Injury: The loser is hurt so bad that they can't keep fighting. It's over.  

Stop the Fight! It's no longer a fight. It's a beat down. They're punch drunk, not 

defending themselves, or just plain getting their ass handed to them. It's so ugly that the 

referee (if there is one) or a bystander (maybe one of their friends, or maybe one of 

yours) steps in and stops it.  

Yield: The loser yields. Maybe you've got them in a lock that threatens to break a limb. 

Maybe they're taking a beating that they know they can't come back from. Maybe you 

initiate it by offer.  

Walk Away: They're done. You know it. They know it. Hell, everybody knows it. You 

call it, declaring yourself the victor. Or maybe you just walk away. Nobody argues.  

Knock Out: They go down, down, down. And they don't get up. 

Kill: They go down, down, down. And they never get back up. 

 

The winner decides the fate of the loser from the above options, and the loser doesn't 

have any choice in the matter. 

 

In addition, the winner may shift the level of one trait that was used in the winning round 

by one level, as follows: 

 

If the fight was to first blood was one round, then the winner may shift any one mastery 

by one level, up or down. The mastery must have been active in the fight, as determined 

during Setup. It may be one of the winner's own masteries or it may be one of the loser's 

masteries. The shifted trait must be a mastery, but if either fighter used any attributes as 

active traits, the winner may also freely choose any one mastery that would fall under an 

active attribute as the mastery that is shifted. This makes it possible for fighters to gain 

new masteries within their attributes.  

 

If the fight was a series of rounds, the winner may choose from traits that were active 

during the deciding round of the contest. Furthermore, the winner has a choice. They may 

raise or lower one attribute that was active in the contest (including an attribute that is 

connected to one of the active masteries). Or the winner may raise or lower any two 

masteries that were active in the contest or that fall under the purview of one of the 

masteries that was active in the contest. Finally, the fighter may choose to forego these 

two options and may buy one new attribute.  

 

It is worth pointing out that the winner has the freedom to choose not only whether the 

trait that changes is one of their own or their opponents. They also have the freedom to 

choose whether that trait is increased by one or reduced by one. This means that a winner 

may do the obvious and declare that one of their own traits has improved or that one of 



the loser's traits has been lowered (to better reflect their true ability). But the winner may 

also choose to be magnanimous and declare that the loser has learned a valuable lesson: 

for example, the winner may declare that the loser has gained a new trait or that one of 

the loser's active traits has improved.  

 

It's your choice.  

 



Appendix 

Attributes and Masteries 

In this version of the game, attributes and masteries are primarily descriptive tools. They 

are not mechanically differentiated. In the full version of the game, attributes and 

masteries will be mechanically differentiated, so that it will matter to game play whether 

you are using your Shaolin Dragon Boxing alongside your mastery of the Three-Section 

Staff in a bout against an opponent who fights with an unorthodox combination of Aikido 

and The Sweet Science. I have some ideas about how to do this, but it's important that 

when I do add this differentiation it is done without adding too much additional material 

to remember that could bog down or even interfere with the flow of card play. Right now, 

the purpose of the attributes and masteries is to add style and character to the card play.  

 

With that out of the way, here are a few attributes and masteries to carry you through 

some test bouts. By mixing in the names of your current attributes and masteries with a 

few basic key words for your attacks and dodges, you can spice up the action without 

slowing down game play.  

 

Deluge Strike!  

Hurricane Dragon Dodge!  

Heavenly Cascade Fist!  

 

Use shorter, simpler names for single card attacks and defenses. Use an additional 

descriptor for a combination and especially when you lay the smack down at the end of a 

round or contest. Don't worry about repeating yourself: repetition can also help give the 

character a certain identity, and it's more important to keep play moving unapologetically 

than to spend time trying to think of the perfect name for your maneuver. 

 

When naming your attributes and masteries during the Setup Phase of "Kung Fu Smack 

Talk," useful terms include the following:  

 

method, technique, mastery, discipline, style, way, hand of the, fist of the 

 

To take Crane Boxing as an example, if you want to nominate your own two traits and 

use one attribute and one of its masteries (let's say your chosen attribute is Crane Boxing 

and your chosen mastery is Tranquil, Unruffled, Quiet.)  

 

You might declare:  

 

The Unruffled Wing Discipline of my Shaolin Crane Boxing is unparalleled!   

 

Or:  

 

Oh Lo-Wu, you fool. Do you really think yourself equal of the Crane School? Do you 

really think you can stand before my Fist of Tranquility! Hah!   



Crane Boxing 

Attack Descriptors: Strike, Fist, Beak, Wing, Sweep, Lock, Throw 

Masteries 

• Flying, Leaping, Soaring 

• Snapping, Piercing, Dashing 

• Hooking, Pulling, Reaching 

• Off-balancing, Unbalancing 

• Circular 

• Disabling 

• Slicing 

• Tranquil, Unruffled, Quiet 

• Concentrating, Focused 

• Patient 

• Controlling 

• Overthrowing

Dragon Boxing 

Attack Descriptors: Punch, Strike, Fist, Palm, Claw, Sweep 

Masteries 

• Flood, Deluge 

• Fly, Soar, Ascend 

• Heavens, Sky, Clouds 

• Hurricane, Typhoon 

• Maelstrom, Whirlpool 

• River, Flow 

• Sea, Ocean, Abyss 

• Storm, Torrent  

• Waterfall, Cascade 

• Wave, Surge 

• Whirlwind, Tornado 

• Wind, Gust, Blast

Eight Trigram Boxing 

Attack Descriptors: Punch, Strike, Fist, Palm, Push, Spear 

Masteries 

• Earth 

• Mountain 

• Water 

• Wind 

• Thunder 

• Fire 

• Lake 

• Heaven 

• Yang 

• Yin 

• Yielding 

• Redirecting

Mind and Body Boxing 

Attack Descriptors: Punch, Strike, Fist, Palm 

Masteries 

• Crossing 

• Crushing 

• Divine 

• Drilling 

• Earth 

• Fire 

• Metal 

• Pounding 

• Rolling Wave 

• Splitting 

• Water 

• Wood 

 



Leopard Boxing 

Attack Descriptors: Punch, Strike, Fist, Palm, Claw, Sweep 

Masteries 

• Quick, Fast, Rapid 

• Ferocious, Fierce 

• Balanced 

• Penetrating, Sharp 

• Powerful, Forceful 

• Concentrated 

• Driving, Aggressive 

• Fang, Tooth, Bite 

• Overhead, Downward 

• Pouncing 

• Dashing, Rushing 

• Stalking, Hunting 

 

Serpent Boxing 

Attack Descriptors: Strike, Touch, Fang 

Masteries 

• Bending, Coiling 

• Waiting, Calm 

• Cobra 

• Coiling, Constricting 

• Penetrating 

• Poison, Venom 

• Silent 

• Simultaneous 

• Smooth 

• Turning, Twisting 

• Viper 

• Cold-Blooded 

 

Tiger Boxing 

Attack Descriptors: Punch, Strike, Fist, Palm, Claw, Sweep  

Masteries 

• Slash, Rend, Tear 

• Bite, Tooth, Fang 

• Maul 

• Massacre 

• Ambush 

• Pounce 

• Leap, Spring 

• Stalk, Hunt 

• Devour, Consume 

• Crush 

• Power, Might 

• Courageous, Brave, Bold

 

  

 

 

 


