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Climbing the ranks of the UFC fakes a lof mare than a stiff uppercut or a tight armbar. You hawe to know your fighter's strengths and yoor
opponent’s weaknesses, be able to formulate a game plan to expioit both, and have the menfal quickness fo improvise in the Ocfagon if things
don't go as expecied.

This section of the guide breaks down every concept and conirol you must master o achieve witimate success in the UFC. It begins with the
maosi basic facts and ends with the most complex information. Once all of if hecomes second nafure fo you, you're well on your way fo wearing
UFC championship gold!

Read the User Manual

This chapter {as well as this guide) is intended as a sugplement to the user manual that comes with the game, not a replacement for it. In order
1o focus on strategy (the reason you bought this guide), we avoid repeating content from the game’s user manual unless it's relevant to the
discussion

BASIC CONCEPTS

Every UFC fighter needs a thorough understanding of the following basic concepts before he avan sets foot in the Dctagon

gir trainers.
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During the fight, both fighters must stay busy. If they do not continualty
fry to damage or gain an advantage over their opponents, the rafieres can
separate them (if they’re on the ground or in the clinch).

Victory Conditions

There are five ways to win a fight:

Knockout (K0)

If you land a perfect strang strike or strong kick against 2 weakened
oppenent's head, you might just knock him out cold. If that happens, the
fight is over, and you're awarded the victory by KO.

Technical Knockout (TKO)

If you pain the advantage over your oppanent and hit him with several
unanswered head strikes, he will get disoriented {“rocked™). Whan
rocked, an opponent is helpless to defend himself effectively. If you press
the attack with additional punches, the referee will stop the fight and
declare you the winner by TKO.
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Submission
When you gain a dominant {or “advantaged”) position on your opponent,
you can attempt a submission hold. Submission holds are special
grapples intended fo either put extreme stress on an opponent's joint

or choke an opponent unconscious. If your opponent can't break or
withstand the hold, he will sither tap out or lose consciousness, awarding
you the victory by
submission.

Decision

If naither fighter is able to finish his opponent by the end of the final
round, the fight goes o the judges. They score the fight according to a
number of factors, including the numbser of successful strikes, reversals,
and takedowns each fighter executes, and the amount of time each
fighter spends in an advantaged pesition on the ground. Fighters who
continually remain on defanse and show litthe in the way of offense are
not judged favaorably.

There are three judges, and each of them rates each fighter's
performance in each round of the fight. The winner of each round is
awarded 10 points (unless specifically penalized by the referes). The
boser of the round receives nine points or less. The sum total of all
Judges' scores across all rounds determings wha wins the fight.

In very rare sifuations, each fiphter receives tha exact same number of
paints from the judpes. In that case, the fight is ruled a draw, and neither
fighter receives a win or loss. A draw is also declared if two of the three
Judges score the
fight as a draw,
regardless of
the third judge’s
dectsion.
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Each fighter in LIFC 2009 Undisputad has three physical attributes:
strength, speed, and cardio.

Strength

A fighter's strength is self-explanatory. It's the physical power behind
every strike he throws and every grapple he executes. Fighters with
higher strength inflict greater damage with their strikes, and they have
an advantage when attempting grappling moves, often overpowering
their opponents with brute force. Strength also helps with brute force
submission escapes.

Speed

Speed determines how quickly a fightar can execute his moves. The
higher a fighter’s speed attribute, the faster the fighter can punch and
grapple, and the shorter his opponent’s window is for blocking or
countering. On defense, a fighter with high speed has a better chanca of
countering and blecking his opponent's attacks.

Cardio

Cardio is a measure of a fighter's maximum energy resarves. The more
candio a fighter has, the more active he can be during the fight before he gets
exiausted (“passed”). Every physical action during the fight, from strikes to
transitions, requires energy. The bipper the mave, the mare energy it takas.
The higher a fightar's cardio, the more energy he has to burn.

HECHNIOQUES

Each fighter specializes in one striking technique and one
grappling technigue.

UFC 0&A: NATE MARQUARDT

g+ what ars your thoughts on the thres
striking technigues? what are tha
strengths and weaknesses of esach, as you
sse them?

A: *Boxing has the best lewverage for power in
punches, and a good boxer has the best footwork and
angles. But bowxars do not handle kicks, knses, or
wlbows well and ocan bs predictablas.

*FKickboxing has a good combination of Muay Thai
and Bowing techmnigque, and kickbowsrs hawve a lot of
tricks, but they are somstimes sasier to taks down.

*Maoay Thai is thes traditional style of kickbowing and
has sxcellsnt knzes and slbows. It's gresat for the
clinch as far as strikes, but it lacks in punch power
and ponch combinations, and spscialists can also be
taken down easier.™
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Striking Techniques

There are three striking technigues in UFC 2009 Undisputed. Most strikes
in a fighter's move-sef are common to all three styles, but several strikes
ara unigue to a particular technigue.

Boxing
Boxing sirikers have a background in the sport of the same name. Their
standing offensa is made up of a variety of punches, at the expense

of kicks and knee strikes. They
have additional technique-specific
punches available to them, but they
lack technique-specific kicks.

The most important skills for
fighters with the Boxing technigue
are Standing Sirikes.

UFC fighters who have Boxing as their striking fechnigue include
Rampage Jackson, Rashad Evans, Michasl Bisping, Rich Franklin, Frank
Edpar, and BJ Pann.

Kickboxing
Kickboxing uses many of the same punching strikes as Boxing, but as

the name implies, it also incorporates a number of kicks into the fighter's
striking offense. Kickboxars can use technique-specific punches and kicks.

Fighters with the Kickboxing technigue should bump up their Standing
Strikes and Standing Kicks.

Mike Swick, Cheick Kongo, Georges St-Pierre, Chuck Liddell, Forrast
Griffin, and Mirko Cro Cop are all Kickboxing strikers.




UFC Q&A: MIKE SWICK

A: "I think the toughest striker I ever faced in the
UFC was David 'The Crow' Loiseau. His elbow strikes
ware tough to deal with. They wers very quick, and
they landed hasvy.*

Muay Thai

In Muay Thai, almost every part of the body is used for striking, including
elbows, knees, and shins. Muay Thai fighters are also uniquely trained fo
execule special vicious strikes called whips from their unique Muay Thai
Clinch. They have technigue-specific kicks but not punches.

Standing Kicks, Clinch Striking, and Grownd Striking are all important
skill catagories for a Muay Thai fighter.

UFC Muay Thai strikers include Thiago Ahves, Shogun Rua, Wanderlei
Silva, Anderson Silva, Kenny Florian, and Thiago Silva.

Grappling Technigues

As with striking techniques, there are three grappling technigues in
UFG 2009 Undisputed. Each gives its practitioners access to unigue
fechniques and maneuvers.

UFC 0&A: KENNY FLORIAN

From your p ctive, what
advantages and disadvantages of each
grappling techaoigue?

A: "Wrestling is great for takedowns and controlling
your opponent, but it does not really address the
submission gams.

"BJJ is the most complete ground Gghting art in the

world. However, many practitioners can't transitiom
their BIJ gamas for MMA as effsctively as they should,
and oftentimes BJJ practiticners don't have thes bast
takedowns .

"fudo is great for throws, balance, and for comtrol.
The submission aspect is often ignored, however.”™

Brazilian Jiv-Jitsu (BJ)

Brazilian Jiv-Jitsu is a ground-fighting art that incorporates a variety of
submigsion holds and chokes to finish opponents. Unlike the other two
grappling technigues, strong throws from a body clinch are not available
o B fighters. However, they possess an array of exclusive submission
holds that thay can execute from disadvantaged ground pasitions,
enabling them to fight from their backs effectively.

Fighters with the BJJ technique should focus on their Submission and
Ground Grapple skills, with additional emphasis on Takedawn or Clinch
Grapple skills to get their opponents to the ground.

Anderson Silva, Shogun Rua, Demian Maia, Forrest Griffin, BJ Penn, and
Frank Mir have a background in BJJ.

Wrestling

Fighters with a Wrestling grappling technique incorporate amateur
wrestling skills into their grappling offense. Wrestlers can slam
apponents to the ground with a strang throw from a Double Underhook
clinch, ending up in a significantly advantaged pasition.

Ground Grapple and Clinch Grapple ara a Wrestfing fighter's most
important skills.

Some of UFC's nofable Wrestling grapplers include Brock Lesnar, Rashad Evans,
Jash Koschack, Rampage Jackson, Georges St-Pieme, and Matt Hughes.

UFC O&A: KENNY FLORIAN

@+ Of all the fighters you’ competed
against, whose grappling o ls are
aspacially fsarsomas and why?

A: "Joe Stevenson was one of the most dangerous
grapplers I have ever faced because his submissions
wars so dangerous.”

Judo

Judokas can execute strong throws from Owver/Underhook clinches

to ground opponents and take a significantly advantaged position. It
also allows groundad fighters on the dafensive to escape axtremehy
disadvaniaged positions and refurn fo a standing position immediately.

Clinch Grapple and Ground Grapple skills are impartant for a Judo fighter.

Kara Parisyan and Kazuhiro Nakamura have a Judo background.

ques |
th your created fighter,
are at level 1 and mu:

In addition to their three atiributes, each fighter also has eight skills, with
an offensive and defensive rating in each. The first four are striking skills,
and they cover techniquas performed with the face buttons:

@, ©, @, and o for Xbox 360
®, =, @ and® for P53
The |ast four are grappling techniques that are executed with .
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Standing Strikes

Standing sirikes include every striking attack that uses the hands or
arms (including punches, forearms, and elbows) and is thrown from a
standing, nan-clinch position against a standing opponent. The offensive
rating indicates how much damage a fighter inflicts with a standing
strike. The
defensive value
reflects how much
damage a fighter
can absarb from a
standing strike.

Standing Kicks

Every striking attack that uses the fighter's foot or leg and is performed
from a standing, non-clinch position against a standing opponent is
coverad in the Standing Kicks category. This includes leg kicks, straight
kicks, and kness. A higher offensive value means the fighter inflicts
greater damage with a standing kick. A higher defansive value means the
fighter takes less damage from a standing kick.

Clinch Striking

Any strike that is performed in the clinch, whether performed with arms
and hands or feet and legs, is included in the Clinch Striking category.
Muay Thai fighters have an especially broad range of clinch strikes. The
offensive value indicates the effectiveness of the fighter's strikes in the
clinch while on offense. The defensive valua represents the ability of the
defending fighter to limit the damage of clinch strikes. It also indicates
the power of the
fighter's clinch
strikes while he's
an the defensive
in the clinch.




Ground Striking

Any punches, kicks, elbows, knees, or other strikes thrown on the ground
are covered by the Ground Striking skill. The offensive rating indicates
the amount of damapge the fighter inflicts in the advantaged position.

The defensive rating reflects tha
disadvantaged fighter's ability to
limit the damage from these strikes.
It also determines the damage done
by a disadvantaged fighter's strikes.

Clinch Grapple

Like the name implies, a clinch grapple is any grapple performed

while fighters are in tha clinch. The offensive rafing reprasents the
effectiveness of takedown attempts executed by the fighter on offense, as
wedl as proficiency in gaining the clinch. The defensive rating measures
the ability of
the defending
fighter to resist
the takedown,
as well as the
effectivenass of
his defensive
fakedowns.

Takedown

The Takedown skill covers any attempt by a standing fighter to “shoot”
for the takedown against another standing fighter. The offensive and
defensive ratings indicate the
effectiveness of a fighter's ability
1o take his oppenent to the ground
or fend off a takedown attempt,
respectively.

Ground Grapple

‘When at least one fighter is on the ground, the goal for the fighter in the
advantaged position is to improve his position with ground transitions,
putting the defending fighter in an even more disadvantaged position.
The Ground Grapple skill's offensive rafing measures the advantaged
fighter’s ability to improve his position. The defensive rating indicates
the defending fighter's skill-in fending-off the advances and returning to a
standing position or taking the advantaged position.

Submission

Submissions can be executed from an advaniaged or disadvantaged
ground pesition. BJJ fighters also have opfions for inifiating a
submission fram the clinch. The offansive value of the Submission
skill represents the proficiency in obtaining submission victories and
the difficuliy of breaking it. The defensive value indicates the fighter's
proficiency in technically escaping submissions.

SIAVINAVINDIENE RG

Each fighter hag a limited amount of energy, which is depleted every time
he attempts an action, from running to shooting for a takedawn. The
fighter’s stamina attribute represents his maximum energy level. Energy
automatically recowvers over time when a fighter limits his actiaty, and it
alzo partially replenishes betwesn rounds.

If a faghter has high energy, not only can he perform maore actions, his
success rate for those actions is greater.

If a faghter fully depletes his ensrgy, he is “gassed” {exhaustad). When
gassed, a fighter cannot take any action except movement until he has
recovered his energy.

To avoid getfing gassed, be sure to pace yourself. Don't throw flurries
of strikes recklessly, and don't burn yourself out by gaing for big moves
repeatedly. Pick your affacks carefully to maximize their effectiveness
and presenve your energy. In Career
Mode, you can raiss your maximum
energy |evel by impraving your
cardio attribute.

BASIC CONTROLS

Now that you have a general understanding of the basic concepts, here's an oveniew of the controls you use during fights. For detailed move lists

broken dowm by position, see the end of this chapter.

R : WEC —
Directlonal Note

Xmax 360

T
Left Funcit o
At Punc [
Left Kick (] ]
Aght Kizk (5] ®
e = =

The mast fundamental commands for you to learn are for movement. There
ara three hasic movement commands: walking, running, and stapping.

Command

0 ® ...
=) Fick B

Walking is an energy-efficient way to manevver around Hhe Octagon
and position yourself, The further you push "2, the faster you move.

Running lets you quickly close aistance between you and your
oppanent for get out of a bad sitvation), but it burns much more
energy than waiking.

Stepping moves you only & short distance, bot it consumes very
liftle energy. It's good for moving between prabing, sh
chinching range. Furthermore, sfap, toward your opponent wiil

striking unleashes a heavy . Yo also sidestep around your
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Command Mmax 360
Low Guard

High Guard

Fighting Tachriqus Madiier
AT Hetgnt Moamer
Taunt

Eo-hﬂll

SIRIKING]

Striking refers to any sudden, forceful attack, like a punch, kick, elbow,

or knee. Strikes generally use less energy than grappling, but they don't
advance a fighter's position (unless the strike knocks down the opponent).
Although standing sirkes are the most common, strikes can be thrown
from any offensive or defensiva standing, clinch, or ground paosition.

A perfectly imed strong strike against a weakened opponent can rasult
in a KD. Repeatad, unanswered strikes against a fighter who is unable to
intelligently defend himself will result in that fighter getting rocked and
might ultimately lead to a TKO.

Al strikes are executed with the face buttons (@, @, @, and O or ®,
@_and &@). Different strikes are executed from different positions, but
these four buttons are ahways the ones used to strike.

Command



Ranges

When both fighters are in a standing position, their distance from each
ather is called their “range.” There are three standing position ranges,
and each one allows for a different set of strikes.

Probing Range
At Standing-Probing range, both fighters are a significant distance from

each ofher. Probing standing strikes include jabs, straight punches,
hoaoks, lunging punches, and spinning back fists. Probing standing kicks

include front kicks, leg kicks, snap kicks, and flying knees.

Striking Range
At Standing-Striking range, fighters are close enough to pull each other
inta a clinch, but they're still far enough apart to throw punches and
kicks. Thig is the range at which the most powerful strikes and kicks
can be throwm,
including
uppercuts, head
kicks, Superman
punches, and
push kicks.

Clinching Range

Not to ba confusad with the clinch position, Standing-Clinching ange
is the closest fwo fighters can get while standing. From this range, only
short sirikes can be thrown, such as knees to the body and elbows.
Thess strikes are generally nat as powerful as strikes and kicks thrown
from striking range.

T Ell

Changing the Height of Strikes

By default, each strike you throw i aimed at your epponent’s head, body,
or legs. You can change things up with the attack modifier button (1 /
m). Holding the attack modifier bution while striking lowers the default
strike target one step—head strikes become body strikes and body
strikes become leq strikes.

Not only does varying the height of your strikes make it harder for your
apponent to anticipate and block them, it also allows you to strategically
pick apart your opponent according to your game plan:

« Head strikas can result in your epponent gefting rocked, TK('ed, or

gven knocked out cofd.

« Body strikas whittle down your opponent's energy by knocking the
wind gut of im. You can alse rock your opponent with body sirkes.

« | gg strikes weaken your opponsnt’s legs, reducing his movement
speed and the power of his kicks. It aiso makes it harder for him fo
stop you from shooting for the takedown.

Strong and Weak Strikes

In addition to height and technigue modifiers, there is a third modifier
that affects the strikes you throw. By default, all strikes are considered
weak strikes. They're fast and hard to counter, but they don't inflict a
great deal of damage individually.

&

Haowever, pressing # while striking transforms the weak strike info
a strong strike. For example, while € /@ at Standing-Striking range
normally results in a weak Left Jab, @ + & / @ + @ turns it into a
Left Hoak that is slower (and therefore easier fo counter) buf delivers
significantly greater damage.
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You can use @ and the attack height medifier together to execute strong
low strikes. At Standing-Siriking range:

@ /% s aLeft Jab

B +o/m+% [sa Left Straight fo the Body

®.:0:0 /. m+ 0 isaleft Hook fo the Body:

Throwing a sirike while stepping or running toward your opponent

[y flicking or pressing @) is anather form of heavy sirike. However,
because this raguires you to step and strike, it's a much easier attack to
predict and counter.

As with the @ attack strength modifier, these heavy strikes can be further

madified with the attack height madifier. At Standing-Striking range:
@ /% is 3 Left Jab
D +o/m+% isaleft Straight to the Body

Step/Run + | + @ / Step + @ + & s a Stepping Left Straight to
the Body.

UFE. COM
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Special Attacks by Technique

Use the fighting technigue modifier button (&3 / @) in conjunction with
tha strike buttons to utilize strikes that are specific to your fighter's
striking style.

Far example, pressing € /@ at Standing-Striking range normally
results in a Left Jab. But if a Boxing fighter holds the modifier button
wihile pressing €/ @ he throws a Ducking Left Hook. The same button
combination results in a Left Superman Punch for a Kickboxing fighter.

However, not every fighting technique has a special strika associated with
every aftack. For instance, while €@ < & /m + © leads to special strikes for
Boxing and Kickboxing fighters, that button combination doesn't modidy a
Muay Thai fighter's strike—he would just throw the default Ledt Jab.

Fighter-Specific Techniques

Certain fighters have attacks and other actions that are unigue to them. If
a fighter has any wnigque technigues, they are listed in his fighter profile
later in this guide.

Any unigue fighter attacks replace the default attack with the same buiton
command in the fighter's move-set. For example, at Standing-Siriking
Range, a strong right punch (@ = o /@ + @) is normally a Right Hook,
but when Chuck Liddedl executas it, it becomes an Overhand Right




Combos

The best way fo inflict a great deal of damage with your sirikes in a very
short time is nof to look for cne big sirike. Rather, chain together a
combo of strikes that's extremely difficult for your oppanant to counter
ar bleck.

Executing combas isn't just a matter of mashing buttons. it's snapping
off two or three sirikes that flow into each other, forming a seamless
attack. Proper combos don't leave your fighter gassed at the end.
Instead, they preserve his energy while leaving your opponent's

head spinning.

Each striking technigue has over 150 potential combas, far too many to
list here. To view the complete list of combos available to your fighter,
press gy during a fight to bring up the Pause Menu, and then chooss
“Combao List" to see more combos than you'll ever have time to useina
singhe bout.

Flying Strikes

If you're standing while your opponent is on his back, you are considersd
0 be in an Up/Down position. it can be difficult to hit an opponent from
this position, as he can kick you if you gef too close. Howewer, you can
execute a flying strike by stepping toward your opponent and pressing a
punch button (& or & /& or @)

Grappling is the process of grabbing hold of your opponent and
executing a maora elaborate action than a simple strike. Pulling your
apponent into a clinch, faking him down to the ground, advancing
your ground position on him, and executing a submission hold are all
examples of grappling technigues.

Al grappling attacks and actions ara performed with *® often in
conjunction with ather commands.

Clinching

Clinching is when one fighter pulls his oppenent in clese from a standing
position and maintains contrel over his oppanent’s upper body. The
fighter who initiates the clinch is on offense; the other fighter is on
defense. Clinches can be initiated from any range when standing.

Your fighter can initiate two different clinches. Every fighter can enter
inta a Double Underhoak clinch from any standing position by pushing
@ The second clinch uses the fighting technigue modifier button in
conjunction with @, and it results in a clinch position defermined by your
striking style.

Commang Wox 360 | P33 | Boweg | Wickbexing | Muay Thal

Ay T CARCh M. m.m N No a5
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Dot Uinderhooks o ™ ¥es Yas Yas
Bady Clinches

The Double Undarhooks clinch is a body clinch. A body clinch is used to
sef up an opponent for a takedown. You can throw some sirikes from a
Bbody clinch, but the range is so short that they don't do much damage. If
you remain in a body clinch for too long, the referee will separate you.

yurc \

opponent.
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Collar Tie Clinches
Use collar tie clinches, like the Muay Thai Clinch (someatimes called a
“double collar tie clinch™) and the Single Collar Tie clinch, when you want
1o unleash clinch sirikes on your opponent. Collar tie clinches give you

a bit more separation from your opponent and, therefore, more distance
tir throw strikes. You can execute takedowns fram these clinches, but
the takedowns
don't put you in as
advaniageous

a position as
body clinch
fakedowns do.

he bady. Anderson Silva used these
in and begin his UFC Midd|
Championship reign at UFC 64

Takedowns

Many fighters have superior ground skills, which they usa to finish off
their oppenents. However, before they can use them, they must get
their oppenents off their feet. Likewise, fighters whase greatest strength
15 their ability to stand with their opponents and knock them out must
kesp themselves from getting taken to the ground. That's why takadown
offense and defense are so imporiant.

There are twa different forms of fakedowns. You can either sheot for a
takedown from a standing pesition, or you can clinch up and throw your
opponent to the ground.

Shooting for the Takedown

To shoot for a takedown, hold the Left Trigger or L2 and press tha Right
Stick toward the oppanent. If you time this so that you shoot just as your
opponent throws a strike, the fakedown is guaranieed to succeed.

Ii you attemipt it at any other time, you have to struggle for the takedown
by rotating *2® or tapping the face buttons repeatedly. This consumes

a much greater amount of energy
than countering a strike with a
takedawn.
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Throws

When you're in a body clinch (Doubde Underhooks or OverUndarhooks),
you can throw your opponent to the ground using a weak or strong throw.

Strong throws (i + %2 /gy + *2*) can be executed only by Wrastlers
from Double Underhook clinches or Judokas from OverUnderhook
clinches. BJdJ fighters do not have strong throws. Strong throws put the
offensive fighter
in a significanthy
advantaged
position if he
executes them
successiully.

If a fighter dees not have access to strong throws in the clinch that he's
in, he execuies a weak throw instead. These “throws™ are usually trips or

pulling grapples
the offensive

fighter in Open
Guard, the least
advantageous of
tha advantaged
positions.

Ground Positions and Transitions

Aifter a successful fzkedown, the fighter who executed the takedown
winds up in an advantaged (offensive) position over the other fighter,
wiho is in the disadvantaged (defensive) position. The goal of the
advaniaged fighter is to fransition to more advantageous pesifions using
his ground grapple skills.

The more advantaged a fighter’s position, the more damage his ground
striking does. Advantaged fighters also have acoass to stronger
submission maves. For example, in the |east advantaged pesition, tha
available submission is a relatively easy-to-escape Kneebar. However,

in the most advantaged position, a fighter can execute an Armbar or
Triangle Choke, which are much more likely to make an opponent tap out.

—




Position Hierarchy

Most ground positions fit inte one of five tiers. The first tier (the Open
Guards) is the least advantagaous. The fifth tier (Mount) is the most
atvantageous. The offensive fighter needs to transition to higher tiers in
order to gain a greater advantage over the defensive fighter. Conversaly,
the disadvantaged fighter tries to fransition defensively to lower tiers or a
standing pasition.

The fallowing chart lists the major ground positions, how you get into
them, and where you can go from them {frem an offensive perspactive):

Tier | Posltion Transitiea Ta It Fram= Transitioa Fram it To*

st | Open Guard Down | Wask lakedimwis (pe Guerd), st Suard Down
Wik keows,

st | Open Guard ioes Eamrn T Fialf Gugrs, Sife Contral

200 | Ha¥ Guard Dowe | (pen Gusrd Down il Gusrd
Fialf Gard Down, (e Gusrd,

Znd | Ha Gt = Sid Conirny, Mount Domwn
Mount Do, NorthySouth,

3 | Side Comtnol Hall Guard, Hat Gusrd Down, | Mount Down, NorthySoath
ST MTINE

3 | NS e Cony i Conimy, Moust Domn
Fialf Gward, ST Control

4l | Mount Down T Side Controy, Mot

Sl | Mount Mot Dome i

Major and Minor Transitions

Al transitions are executed by moving *8® in a direction and rotating
it cleckwise or counter-clockwise. For instance, to advance from Open
Guard to Half Guard, you need to push €M or @1, There are two
fypes of transitions: major and minar.

Type ol Transitlan ¥boz 360/PS3
AT TrEnsthon i e Let a8
Manar Transition i e Rgnt oLt gy
Mar Transtion & the Let o 847
Major Transfion & the Aight L T - R

Erzs and Samd L (when in advartaged postion) [

Minor fransitions are relatively safe; they mowve you one tier up the
position hierarchy (on offense) or dowm it (on defense). They are more
likely to succeed against your opponent's ground grapple defense, but
they don't significantly improve your pasition in a single move. Thay're
alsn easier for your opponent o reversa.

Major transitions are high-risk, high-reward transitions. They're less
likely to prevail against your opponent’s ground grapple defense, but if
you execute them successfully, you advance your position by more than
ane tier. Major fransitions are also harder for your oppanent fo reverse.

o

Major. to Minor Transitio

Submissions

Fighters can attempt submissions from most ground positions and a few
clinch positions by clicking . Once the submission is attempfed, both
fighters must struggle by rotating *8* or mashing the face buitons. If the
defending fighter lacks energy to fend off his attacker or has been too
badly damaged, he will tap out, awarding tha victory to his opponant.

Although a fighter has to remain on offense in order to control the match
and dominate his opponent, no fighter has the cardio to continually throw
punches and shoot for takedowns. Fighters must pace themsehves, and
part of that is knowing how to defend apainst their opponents’ aftacks
wihile they conserve energy and avoid getting gassed.

Strike Defense

Just because your oppanent is hurling fists and fest at you doesn't mean
you have to let them hit you. In fact. your record wall look a lot healthier if
you learn to block and counter.

Guarding
Keeping your guard up is the mest fundamental defensa you can have
apainst strikes. Holding & /@ defends against high strikes aimed at

the head. Holding @ / @ defends against low strikes aimad at the body.
Activate Defense Low mifigates leg kick damage.

Guarding against strikes with your arms reduces the damage those
strikes inflict, but doing so also damages your arms, which eventually
results in decreased punching pawer.

aspect of B

A: "You always want to make a person off rhythm, and
you don't want to hesitats too much. Defenss can only
last a short tims, and you hawve to revert back to

offense guickly. The best defense is a good offense.”™

Counter Strikes

Counter strikes are a more effective—but much riskisr—defense against
strikes. They inflict greater damage than regular strikes. There are two
categories of counters: major and minar.

Tio perform & major counter, strike your opponent just as he staris a
striking attack of his own_ In order to succeed, you must have greater
speed than your opponent. Major counters are harder to pull off, but they

deliver significantly more damage.
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Minor counters are easier to execute—simply sirike your oppanent
immediately after his aftack, when he’s unable to block the sirike.
Minor countars
don't inflict as
much damage as
major counters.

NOT 3

Cateh Counigrs

A catch counter is a special form of counter that avoids damage from the
strike and puts you in an advantageous position. Use & to catch counter
a high strike or @ to catch counter a bow strike.

Catch countering a punch transitions you into a body clinch, whers you're
on the offensive. Catch countering a kick results in a takedown, with you
in Dpen Guard.

UFC O&A: MIKE SWICK

g+ How do you approach the defensive
aspect of Aghting?

A: "Defense is somstimes as important as offense.
We wear d-ounce gloves, and one mistake can be the
diffarence batwesen winning a fight and waking up
wondering what happensd. Having propar defsnss has
saved me on a few occasions.”

Clinch Defense

Being on the defensive in a clinch is no fun, especially if you'rs fighting a
Muay Thai fighter. Fortunately, there are ways to avoid getting pulled into
aclinch. And there are technigues for limiting your opponent’s attacks
winen you're on the defensive in the clinch.

Grapple Blocking
While you're in a standing position, you can press « to execute a

grapple block. Use it against an opponent who's trying to pull you into a
clinch; this blocks the attempt and you remain in a standing position.




Clineh Escape

Ta get out of a clinch that your opponent has trapped you in, push & to
mave away from your oppanent, or strike him repeatedly to pet him to
break the clinch.

Muay Thai Whip Guard

If you wind wp trapped in a Muay Thai clinch and are getfing whipped by
your opponent, you can guard against his knee strikes by pressing 2/
m to block head sirikes and /g to block body strikes.

Ta escape the Muay Thai whip, you must push ** in the direction
oppesite that which your opponent pushed fo sfart the whip—and you
must do this as
so0n as he
whips you.

Takedown Defense

Brazilian Jiu-ditsu fighters have additional submissions when they're in
the disadvantaged position on the grownd, but that's the only silver lining
to petting taken down. Master the following technigues to avoid getting
grounded by your oppanant.

Grapple Blocking

‘Yes, this is the same technigue as the one used to block a clinch
atternpt. Simply prass @ to stuff your opponent's shot for a takedown

from a standing pesifion. This puts
in you on the offensive in the
o

Sprawl Position.

Shoot Iniercept

Muay Thai and Kickboxing fighters can intercept an opponent’s shoot
attemnpt by pressing the fighting technigue modifier and a kick button
(@ + @ or & /m+ % or ®). This throws a knee up into the opponent’s
face and inflicts severe damage.
Fighters with the Baxing Striking
Technique da not hawe this option.

Throw Defense

If your opponent is attempting to take you down in the clinch with a weak
throw, press % in any direction to stop him. However, if he's using a
strong throw, you have to push *2® in the direction opposite the cne he's
using to initiate the throw, and you have to do it immediately when he
starts the throw.

Ground Defense

If you remain in a disadvantaged ground pesition for too long, the very
least that will happen is that you'll book bad in the eyes of the judges. Al
worst, you'll be at the mercy of an opponent wha enjoys a significant
offensive advantage over you.

Escaping Ground Positions

While you're on defense in a ground position, you can use major
transitions (@ <y, @47, 82 @+ ) and minor transitions
(&M, @, &L, @) todrive your opponent back fo less

advantaged positions. Defensive transitions work exactly like
offensive transitions.

Executing a major defensive

transition from an Open Guard or "

a Half Guard position refurns bath
fighters to Standing-Striking position.
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Transition Blocking Betting Up from Up/Down

Holding @ while your opponent attempts a transition performs a transition block. Transition blecking augments From the defensive posture in the
your fighter's ground grapple defense skill and makes it less likely that your opponent’s transifion attempt Up/Down pasition, you can get up
will succeed. by pressing &, @, or @. If you
hawe the Wrestling technique, you
can hold [ / s and press @ to
shoot for a takedown.

Stalemate

‘When neither fighter is willing or
able to attempt to advance his
position, the referee breaks the
stalemnate by standing the fighters
up. If you're in a disadvantaged
position, you can use this to
your advantage.

Transition Reversal

Whether you're on offense or defense, you can attempt to reverse your oppanent's fransition by flicking @ First, use a minor transition

as s00n as he attempts the transition. If you're successful, you'll move from the disadvantaged position to an command (@M, B4, BLF,
©*.J ) fo transition fo the

“Down™ version of the positicn
you're currently in. For example,
a successful minor defensive
transition from Open Guard brings
you to Open Guard-Down.

advantaged one, or (if you're already on offense) you'll advance your position even further.

Once you're in the Down position,
hold @ or @ to pravant your
opponent from taking any aclion
against you. This enters intoa
stalemate that the referes will
eventually break up.

Submission Counter

‘When you are on defense in Open Guard or Half
Guard, you can counter your opponent’s sirikes
with a submission by prassing «ge as he throws a
strike. If you do this whila you're on defense in the
Mount position, you transition to Mownt-Down.



Submission Defense

Anytime your oppenent has you locked in a submission hold, you're in
frouble. Fortunately, there are a few ways to break free before you tap
out—provided you have the energy and the submission defense to hold
out long enough.

Brute Force Escape

An unsophisticated but effective way of breaking a submission hold is
simply to hammer on the face buttons during the submission attempt.
This causes your fighter to attempi a brute force escape by struggling
and throwing strikes.

Brute force escapes have a high success rate, and they'ra even more
effective if your fighter has a high stranpth atiribute. However, the position
that you wind up in after breaking the hold is not very advaniageous.

Technical Escape

A mare skillful way to break out of a submission is the technical escape,
which you can atterpt by guickly rotating *8* during tha submission
atternpt. Technical escapes favor fighters with high submission defense.

Technical escapes are less likely to be successful than brute force
escapes, but you wind up in a more advantageous paosition if you
succeed in breaking the hold.

|

ACTION LISTS:
STANDING
POSITIONS

There are three standing pasitions, defined by their ranges. Your distance
fram your opponent determines your position.

In-Game Action List

It's easy to get overwhelmed by the pages and pages of move-sets that
follow. Fortunately, LFC 20029 Undisputed has a very helpful in-game action
list featura, which allows you to browse all of the moves available to your
fighter in the current match. It filters out moves that you cannot perform dus
fo the fighting technigues possessed by you and your opponent.

To access the list, press BEIE during the fight to bring up the Pause
menu. Then select “Action List™ from the menu. There are three
components ta the in-game guide:

# Action List: Dvsplays a list of all of the available commands, with
their N Dresses.

Position Select: A quick way fo choose a parficular posifion and
wiew ifs action [isf.

Position Table: View fghter-specific ists of fransitions fo and from

gach posiiion.
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BOTHISTANDINGESEROBING

At Both Standing—Prebing range. fighters can achieve maxdmum Boih Standing—Probing Transitions into These Positions
extension from their strikes and put maximum power behind tham. = Bt -Siriking

It's a good striking range for Kickboxers and Muay Thai strikers' kicks,
especially if they're facing Boxers, whose punches can't reach as far.
It's also a good range to avoid getting pulled into a collar tie clinch and
hit with clinching
strikes, although
you can still get
pulled into a
body clinch.
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BOTHIS TANDINGSSSTRIKING

Both Standing—Striking range is the clesest fighters can stand to each
other and still get full extension on their strikes. This is the prefermed
standing positien for Boxers, who can use their punches most effectively
from this range.
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Baoth Standing—>8triking Transitions into These Positions

= Bom Staming—Probing
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Pasitions that Transition into Both Standing—>Striking
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UFC 0&A: THIAGO ALVES

Q@: Who is the most f idable striker that
you've ever faced in the Octagon, and bow

do you prapare for somaons like thaer

A: "Everyons is a dangerous striker with a 4-ounce
glova on. I just prepars myself for the worst and
hope for ths bast.™
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BOTHISTANDINGESCRNCH

Not to be confused with a clinching pasition, Both Standing—Clinch Both Standing—Clinch Traositions into These Positions
range is the closest two fighters can stand fo each other without being .

in a clinch. Onfy short-range strikes can be executed from this position, - LpD

wihich favors Boxers' punches and Muay Thai fighters’ knees. It puts ooy ol

Kickbaxers at Pasitions that Transition inio Both Standing—Clinch
somewhat of a = Eoff Stanng—Siing

disadvantage. %
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ACTION LISTS: CLINCH POSITIONS

In a clinch, the fighter on offense has control of the defansive fightar's upper body. Body clinches (Double Underhook, Over/Under Hooks) are used to
st up sirong takedown throws for Wrestlers and Judokas. Collar tie clinches (Muay Thai, Singla Collar Ties) are for setting up clinch strikes.

A Muay Thai Clinch {also known as a Double Collar Tie Clinch) is a

collar tie clinch that Muay Thai fighters can use exclusively to perform
devastating whip strikes. Boxars and Kickboxers can initiate a Muay Thai
Clinch, but they must do it from a Single Collar Tie clinch, whereas Muay
Thai fighters can go direcily into it from a standing position.

Pasitions that Transition into Muay Thai Clinch (Offense)
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SINGEEICOLFARMIE

A Single Collar Tie is a collar tie clinch where the offensive fighter
controls the defensive fighter's head with one arm. The “Left” and “Right”
designations in the hold refer to the arm that the offensive fighter is using
fo clinch with his opponent.

This is the default collar fie clinch for Boxers and Kickboxers, and they
can transition into a Muay Thai Clinch from it. Muay Thai fighters can
anly transition to it from a Muay Thai Clinch, but considering that the

- Muay Thai Clinch
is @ supenor
clinch, there's
very little reasan
10 do s0.
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Single Collar Tie {Defense) Transitions into These Positions
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UFC 0&A: THIAGO ALVES

@: What is the importance of proper
positioning?

Ar "It's always important to try to dictats the pace
of a fight and whers it takes placs. Onos you'rs in
control of the pace, you can dictate whether or

not to spesd up, slow dowm, stand up, wrestls, or
grappls. And nine times ocut of ten, that

will win you ths fight.~

DOUBEEIUNDERHOOK

Double Underhook is the default body clinch that BJJ fighters and
Wrestlers enter into from a standing position. They use it to set up their

opponent for a throw to the ground. i's particularly useful for Wrestlers,

wiho can use strong throws from this pasition to immediately gain a

significant advantage anainst a grounded oppanant.

B fighters and Judokas can only use waak throws fram this position.
However, Judokas enter Over/Under Hook as their default bady clinch

instead of Double Underheoks. This
gives them access to strong throws
of their own. While it's passible to
strike from this position, the strikes
do minimal damage becausz of the
close range.
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+  Both Standing—Striking
+  Both Standng—CNnoh
«  Ovartinger L RN Aok
Pasitions thai Transition into Dowble Underhook (Defense)

*  fioma

Double Underhook (Offense) Transitions inte These Positions

= Boffr Standing—Stnking
58]

58]

LeftRight jOfferss)

Double Underhook (Defense) Transitions info These Positions
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OVER/UNDERIHODKS

OwerfUnder Hook is a body clinch where neither fighter has the
advantage. Each fighter has one overhook {arm over the opponent's

arm and body) and one underheok (arm under the opponent's arm and
around his midsection). “Left™ and “Right” in the position name refers to
tha underhooked arms of each fighter.

This clinch is primarily used by Judokas. They can executa their strong
throws from this position and take a considerable advantage over their
grounded opponents. It is not a particularly advantageous position for

Wrestlers or Bl fighters and is usually transitioned fo only as a2 means
of escaping a Double Underhook.
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ACTION LISTS: GROUND POSITIONS

Ground positions ahways have a fighter on offense {in the advantaged position) and a fighter on defense (in the disadvantaged position). It is tha goal of
the advantaged fighter to advance his pasition for the sake of eaming an even greater offensive advantage over the defensive fighter. The disadvantaged
fighter seeks to either reverse the position and become the advantaged fighter or fo transition fo less disadvantaged positions, such as Open Guard.

STANDINGUNIGUARD,

Standing in Guard is a variation on Open Guard where the offensive
fighter is standing instead of kneeling. Although the offensive fighter's + (pen Guard (e

striking options are more limited, the defending fighter has nothing but , L"M e i bt
Kicks with which to respand Positions that Transifion info Standing in Guard (Defense)

]

Standing in Guard (Offense) Transitions into These Positions

Positions that Transition info Standing in Guard (Offense)
7 oyl
sTiveg onke}

The only way to enter into Standing
in Guard is if 2 Wrestler initiates

it from Open Guard or Open
Guard—Down. Thus, all offensive
transifions from it are effectively
Wrestling-exclusive.
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Open Guard is the |east advantaged ground position, and it offers the mf::;" o = =
offensive fighter only a slight offensive edge over his opponent. It is the " Lait ook to he Budy B-o a- =
paosition that fighters wind up in after a weak throw or some other basic Filght Hook fo the Sody B w9 o
takedown. The name refers to the fact that the defending fighter's legs Lot Eaow .m0 [ T A
are open, hut ®. o.0 -

: o9 m- Bowng Li2
they l:unt_nuz to i 0 [ sz
quard against o0 m- | rackoaong Lyt
the offensive . m:® Kickizang Ll
fighter's advance [+ ] |- Mgy Thal D2
by pushing . |2 My Thal Lv?
apainst his hips ) LI - - IeT - Tl o

r [P— Y Minar Trensidog To Hat
P Gt A DL B oL e =
Positions that Transition info Open Guard (Offense) T ESE | gy @7 | BT -
«  Bom Stanting—Pronng Majr Transtion f Siie
« Bom Stam Conim, Aight LlEHAS | LEALR -
= Bom 5t ‘Siand Uip i LyDiomn, Mear - - I
= Muvay Thai 58 Mior Tensifon o Ope | o) - €% 8/ | @ G 087 Wrasting Lyt
« Sl CoVar T8, LamR) ! " Guari—Full Posiure QL e G et
Knpabar - - | =
Lest Siraight —
Rgnt Sagnt [ =
Lt Strage 10 e Body B:-o m+ -
Fight Siaight to e Body B m- 2 [ =
Lt Hank ®.0 [H | -
gt Hook ™. ®.e | -
NATOF TIERSI0R 0 OpaT L 1e%E - Tl 1T Tl | i
Guar—ioun QL et - 1E - A
« Sprawi Fos tenise) (DWMense, WTBSTiing ank) Magjor Transion & Body 8T @7 BB | g
= Hack Side Confro, LetRight [Mefanse) - P - R - g - R |
i 15 Pamich Cownter iy Armbar - - _
Open Buard (Dffense) Transitions into These Positions
mmmm U] i . o | B Lig

BSIOE DMy GAMVERS, @ thison of Beng in Goup (LIS

o
4]
(2]
Lt ok i3 1 oy ®.0 [ - evnar Transthon io Lig? I T O 8 22
Rt Fodk o e Boay . ®.0 pax Do, Far - A - | - AR - A
IS0 Transition i Bom B | BB s
W Trudor Oy %ﬁ%ﬁ’ %fl‘}{%ﬂf — Saning—smiing QLB | @SGD
Mo Transtion i Open | 0+ @M A1 | @ B0y BT/
| D07 | N0 = Guar—goun oU@N | eLen |
| 828 | 8280 - AT - - =
‘St Lip fir LD, Far - - =
Nretsr < o =

ORENIGUARD=00WN

Dpen Guard—Down is yet another varation on Open Guard that is slightly more favorable to the defending
fighter. First, it limits the advantaged fiphter's striking offense. Second, it allows for technigue-exclusive defensiva
submission holds. Boxers enjoy additional offensive strikes from this position, Muay Thai fighters have additional
defensive strikes, and Judokas have more options for defensive transitions.

B fighters have a number of exclusive ways to transitien into Open Guard—Down (Defense), which is an
excellent sefup for a Kimura submission. Open Guard—UDown is also the anly way fo transifion to Rubber Guard.

Pasitions that Transifion into Open Guard—Down (Offense) Open Geard—Down (Offenss) Transitions into These Positions
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Open Guard—Down {Defense) Transitions into These Positions
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UFC 0&A: MIKE SWICK
Q¢ Desgribs tha importance of propesr itioning.

= Rubier & A: "Popitioning is wery important in a fight. Hawving

dominant positioning against Marcus Davis in our UFC
85 bout gave me a unanimous decision victory. Being out-positionesd
is what cost me a win against Yushin Okami at TFC 69.%
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RUBBERIGUARD,

Rubber Guard is a BJJ-exchesive type of guard. The fighter on the

ground wraps his leg around his oppanent and hedds his own foot to

keep his opponent trapped in close, freeing one arm to sirike and initiate
submissions. In Rubber Guard, the fighter on the bottom is considered

the offensive fighter, not the defensive fighter, because he can attampt a
friangle choke or a major transition to full Mount. Meanwhile, his opponent
is imited to less impressive transitions and relatively weak hooks.

The only way fo wind up in Rubber Guard is if a Bl fighter on defense
in Open Guard—Daown makes a miner transifion into it. Because the
offensive position is exclusive to B fighters, all of the offensive
frangitions out of it are effectively BJJ-exclusive as well.

UFC 0&A: NATE MARQUARDT

@: what is the importanse of propar
positioning?

A: "Position is the most important aspsct of fighting.
If you are on your feet, positioning gives you power
in your strikes and gives you the ability to evade
your opponsnt’s. On ths ground, positioning gives you
the ability to submit your cpponent and the leverage
to strike with power.”
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HAERGUARD)

Offensively speaking, Half Guard is the next step up from any of the
Open Guards. It gets its name from the fact that the offensive fighter
has passed one of the defending fighter's legs and is therefore haliway
past his guard. The “Left” and “Right” designations indicate which of tha
defending fighter's legs have been passed.

From Half Guard, the advantaged fighter can improve his position with
a minor transition to Side Control (on the same side as the Half Guard
side) or a major transition to Mount. B fighters can use a technigue-
axclusive minor

fransition while
on defense to
reverse it, taking
tha advantaged
position.
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Positions that Transition info Half Guard (Offense)
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Half Guard—Down is a defensive variation of Half Guard. The defending
fighter haolds the advantaped fighter's upper body close in order to
prevent him from striking with his full range. Like Half Guard, the “Laft™
and “Right” designations refer fo the defending fighter's leg that has been
passed by the offensive fighter.

As with many ground positions, BA fighters can perform a couple
of advantageous techniques in Half Guard—Down (Defensz). They
can fransition to Half Guard—Down (Offense) with a signature minor

fransition, and

thay can also /
attempt a Kimura i
submission.
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SIDECUNIRUE

Offensively, Side Conirol is the next step up from Half Guard. It gets

its name from the fact that the offensive fighter has made it past the
defender’s guard. His body is now perpandicular to his opponent, giving
him control of one side of his opponent (indicated by the “Right™ and
“Left” designations in the position name).

This is a significantly advantapeous positien to be in, especially for
Kickbaxers and Muay Thai fighters, each of whom can use advancad
striking techniques from the offensive position. Wrestlers can make a
major transition to Mount from Side

Contral. And, as usual, BJJ fighters /
can reverse the position whan
they are on the defensive,

puiiting themsehves in Side
Contral {Cffense).
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Morth/South gets its name from the head-to-toe alignment of tha
fighters. Offensively, it's on the same level as Side Control, with very
limited striking options due to the close proximity of the fighters. From
Morth/South {Offensive), any fighter can attempt a major transition to
Mount, unlike Side Control, where only Wrestlers can attempt it. It is not
uncomman to see fighters move back and forth between North/South
and Side Control.

B fighters have access to a special submission {North/South Chaoke)
from this offensive position. In the defensive position, Wrestlers can
make a minor transition to a Spraw

Paosition, and Judokas can reverse

the hold and take North/South

(Offensive).
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Mount is the most advantageous position that an offensive fighter can
achieve. In Mount, the offensive fighter has passed the defender's guard
completely. By mounting the defender's upper torso, the advantaged
fighter can keep his opponent from throwing any kicks and limit him fo
very weak strikes. On the other hand, the offensive fighter can unload on
his oppanent with heawy strikes or attempt a high-powered submission.
Once a fighter achieves Mount (Offense), the fight is usually over, unless
the round is about fo end or he makes a critical mistake.

Boxers can throw heavy punches from Mount (Offense), and BJJ fighter
can frap their opponents in a Triangle Choke from the position. Mount
(Defense) is one of the few defensive ground positiens from which BJJ
fighters can't attempt a submission.
But BM fighters, Judoka, and
Wrestlers all hawe technigue-
specific major transitions to Open
Guard or Both Standing—>Strking.
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Mount—Down is a defensive modification of Mount. The disadvantaged
fighter pulls the advantaged fighter in close to limit his striking. It's more
of a delaying tactic than a position advance, becauss the referee will
stand the fighters up if they don't maka a transition soon.

Mount—Dwown is still a very precarious position for the defensive fighter,
because the offensive fighter can still attempt an Armbar submission
{although the BJJ-exclusive Triangle Choke is no longer availahls).
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Pogitions that Transition into Mosni—Down (Dffense)
= Half Guavd, Lafal
*  Sie Controf
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Pagitions that Transition into Mosnt—Down (Defense)
= Mo (Dafenisa)

Mount—Down (Offense) Transitions info These Positions
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Mount—{Down (Defense] Transitions info These Posilions

UFC 0&A: FRANK MIR

Q¢ Of all the fghter. 've competed
against, whose grapp k.
especially fearsome and why?

A: "Antonio Minotaurc Hogueira, because he’s the
best submission artist in mixed martial arts.”
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BACKIVMOUNTESBOTHIHOOKSHN]

Back Mount—Baoth Hooks In is a rear mount position where the offensive
fighter is behind his opponent and has his begs wrapped around his
opponent’s torso, with bath of his feet hooked topether to secure

the position. From here, the offensive fighter can throw hooks to the
defender's head and body, make a minor transition to Mount, or attempt
a Rear Naked Choka. It is usually esed by offensive fighters who are
looking faor victory by Rear Naked Choke or defensive fighters who are
desperately trying to escape Mount

This position is available only to Wrestlers and Judokas. B fighters
use the very similar Back Mount—RBody Triangle, which has an identical
mave-set. Therefare, all transitions
to and from Back Mount—Both
Hooks In (Offense) are Wrestling-
and Judo-exclusive.

Command Mhax 360

Pasitions that Transition info Back Mownt—Both Hooks In (Offense)
{WrEsiing and Jude onbe)

T 2l et v

Pasitions that Transition into Back Mownt—Both Hooks In (Defense)
«  Moun {DstansE)

Back Mount—Both Hooks In {Offense) Transitions inio These Positions
= Boff Standng—Simving
= Mount fOffems

Back Moun!—Both Hooks In (Defense) Transitions info These Posifions
«  Bofh Star
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Back Mount—Bady Triangle is, for all intants and purposes, the B
equivalent of Back Mount—Both Hooks In. Thea only difference is that the
offensive fighter's foot is hooked under his owm knee instead of around
iz other ankde. It has the exact same mowe-sei as Back Mount—Both
Hooks In, and e

only BJJ fighters
can fransition
into it offensively.

Command

Positions that Transifion info Back Mouni—B8ody Triangle (Offense)

Positions that Transifion into Back Mmt—ﬂm]r Trizngle (Defensa)
« fioma
Back Mouni—Body Triangle (Offense) Transitions info These Posifions
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Back Mouni—Body Triangle (Defense) Transiiions into These Pasitions
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BACKESIEICONTRON

Back Side Control is very similar to Side Control, except the fighter in the
atvantaged positien has his opponent face-down instead of face-up. This
gives the offensive fighter a tremendous advantage, although he must
avaid fouling his opponent by hitting him in the back of the head. In the
hirarchy of ground positions, it's below the Back Mount but above the
Sprawl Position and Rubber Guard.

Kickbaxers and Muay Thai fighters can throw heavy knes strikes whan in
Back Side Control (Offense). In the defensive position, each fighter has
wo default transition options, plus a third technigue-specific transition
that corresponds to his grappling technigue.

Positions that Transition into Back Side Control {Offense)
= Rubber Guand [
= Sprand Fosiths

Positions that Transition ioto Back Side Control (Defense)

. Mone

Back Side Control (Dffense) Transitions into These Positions

= Bnfh Stawding—Stiking

nsg) (B onk)

= Side Controd. RightT s [0fense )
L Oyl

Proper positioning?

A "Proper positioning is everything in a fight. Being
at the right place at the right time is importent

for striking and grappling. Winning and losing ocan

be & matter of millimsters when you ars fighting at
the highest levels. For example, I have won more than
a few fights when people have given me their backs.
Becauss my back positioning is wvery good, I will
usually frnish them with a rear naked choke.™
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ISERAWBEOSITION

Sprawl Pesition is a form of takedown defense that results when you use
a grapple block (@) to stuif your opponent's takedown attempt. This

is the only way to enter the position in an offensive stance. From there,

a variety of iransitions is available to you. Every fighter can transition

to another back pasition {Back Mount, Back Side Contral), and each
grappling style has unique transitions to front-facing ground positions.

The only transitions inta Sprawl Position are defensive ones, from North/
South (Defense) or from Back Side Control, Right/Left (Defense), and
these transitions are exclusive to Wrestlers. Both of these defensive
transitions put you in Sprawl Position (Defense), which is the same
position you wind up in if your
takedown is grapple blocked.
From here, you can make minor
transitions to Open Guards or a
major ane to Back Mount—Both
Hooks In.

Positions that Transifion into Spraw! Posilion (Offense)
= fioma

Positions that Transifion info Sp.-nr! Pasition {Defense)
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Up/Down, Mear is a very seli-descriptive position. One fighter is dawn on
his back, the other fighter is up on his feet, and the two of them are near
each other. In Up/Down, Near, the downed fighter is the disadvantaged
one. However, it can be dangerous for the standing fighter to get too
close, because his opponent can fight from his back with upkicks. If the
offensive fighter backs off, it's an automatic transition to Up/Down, Far.

Additionally, BAI fighters in Up/Down, Near {Defenss) can maks a grab
far the offensive fighter's leg and attempt a Kneebar. Also, any defending
fighter can try for a Triangle Choke.

ESI0E DR radyGAWERS, = dvisan of

Positions that Transifion into Up/Down, Near (0ffense)
» Do, Far (OWense)

Positions that Transition into Up/Down, Near (Defense)
+  LipdDown, Far (Datense)

ﬂwﬂaw Hea.-.‘ﬂﬂem} Transitions info These Posifions

Lip/Down, Hea.-.‘ﬂﬂbnss) Transitions into These Positions
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Xhox 360 Restriciioa
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Up/Diown, Far is almost the exact same position as Up/Down, Near, Paositions that Transition infe Up/Down, Far (Offense)

excep! that the fighters are farther away from each other. This position - O

favors the offensive fightar, who can strike away at the downed fighter
with much less risk of getiing caught by a counter strike. However, it also
gives the defensive fighter a beiter chance of geiting to his feet, and there
aren't any submissions or significant transitions available at this range.

When they're on the defensive in Up/Down, Far, Wrestlers can tumn L
the fables on their opponents in a hurry with their technigue-specific

Stand Up to Shoot to Double

Leg Takedown. If successful, the
formerly offensive fighter winds up
on his back and in Open Guard in
one fluid move.

UFC 2003 Undisputed features over 80 fighters across five weight classes, each of whom can be used in Exhibition Mode and online play. But
if you want fo play ihrough Career Mode, you have to create your own vnigue fighfer and fake him through the ranks of his division.

There are two ways fo create a fighter:

Lat Strai
mm?;l ® — = Craate a Fighter Moda: Use the Create 3 Fighter Mode option on the Mai
L&t Lag Kick o o I which you can spend fo improve his skils and Fighters created via this methad can be used omly in E
Hight Ley Kick 5] L] = = Career Mode: Entsring Carger Mode via the Main menu takes you fo a fighter
Laxt Straigit In the Body B:o m- = the fightar you create in Career Mode can increase his stafs and attributes by earning p r
Lest Ligkick o fha
f:ﬁ;?;mm? s:yw =‘ @ :‘ H — ml:J Dkick i :.:::;- & i fighter's potential.
il + + it ¥,
Right Sivaight to the Body ™. ®.0 — Left Lag Kick B:-o m- -
s ®.0 ®.0 = | [ Bo ».¢ = GETTING STARTED
Right Ley Mick ®.0 .0 - S on':c_m sn.:am —
Gl ®. 50 ke Ak T QL e oL et Bk The first step in creating a fighter is deciding where to start the process:
Right HOGk [0 e Bogy .0 [ L
B+ <H = ‘Siand Up i Shoot fo
« O jcring @ + 00 jiwing ) | Wrestng L
Sy Left Lag Kick ®o. 0.0 ®.m.P - (LD Jouue | @ 4 a2 = Mew Fighter: The New Fighter aption allows you to ter creation from scratch. You start with a generic default model and no points
Sty Fight Leg Kick ®. 0.0 &‘.-7-3 = assigned fa stats or attributes.
Lest Sidestaping Jzh - - L e ’ : e SR g
R St = 2.0 ° * B = Load Fighter: Lise the [ oad Fighter oph v et to modify an exisfing created fighter. You can edit a fighter preiously created in Caresr
& = .' o 't = Mode or Create a Fighter Mads.
m&n‘mm .0 o g . Fighwr '.I’emplgte.s: The A Tempiatas ers an wihich you can base your created fighter.
L Select a fighter that Jooks s ane
Dvartand ANt &7 Dpen Shps @ _

GUAT Enler
Lt Snap Kick 1o the Lage : : Once you establish your starting peint, it's time to go through the four steps of fighter creation:
Filght Sep Kk o the Legs - 5

Shoa o Guard Entar i __ ! = Basic Information: The
e ; = Fight Style/Attributes: The
= Physical Appearance: The ook of the fighter's body.

s prafile info (name, hometown, age, efc.), height, weight class, and physique
A .

r's s and grappling styles, attibuies,

» Clothing/Equipment: The gear thal the fighter wears in the Ocfagon.
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IBASICHNEORMATION

There are three sub-categories in the Basic Information menu: General,
HeightWeight, and Skin/Physique.

General

Here's where you give your fighter a first and last name, as well as

one of several pre-defined nicknames that the Octagon announcer will
use during the fight infreduction. Yiou can also select your fighter's
hometown, tha town he's currently fighting out of, and his age. The
hometown you select dictates which country's flag is represented during
your introduction.

Height/Weight

Use @ to determing your fighter's height and weight. Use @ / @ to
make him taller or shorter, and 4 / @ to make him lighter or heavier.
Weights are predefined “optimal settings™ for the selected weight class.
Your fighter's height has no effect on his performance, but his weight
determines the division in which he competes, as well a5 his maximum
strength, speed, and cardio values, which are displayed in the screen's
upger right comer.

Skin/Physigque

There are three opfions in the Skin/Physique submenuw. Skin Tone
determines your fighter's skin color. Body Type is the fighter's
muscular definition, and Face Type is the starting point for the
fighter’s facial features_ You can refine these further in the Physical
Appearance submenus.

EIGHIRS T EE/ATITRIBUTES
The Fight Style/Attributes menu is where you determine your fighter's
striking and grappling technigues, atiributes, and skills.

Technigues

Each fighter has one striking technigue and one grappling technigue. For
mare detail on these technigues, refer to this guide's preceding chapter,
“Training Camp.”

In the standalone Create a Fighter mode, certain skills receive a 15%
bonus depending on the techniques you select. In Career mode, you
must raise your fighter kills through Camp Invites. The skill bonuses are
applied as follows:

Baing ‘SianngSriking Offansa Defans
Mcitineng ‘Sianding Kicks (fansa Datase
Ny Tha SRy KIS Ofanss Daansa
Wirestong TEadoT (fanss Dearss

au ‘SynmiSsNT Orfamsa Cetmse
oo v Grapple (Nense Datansa

agon mate Fighter

B
creating the uti
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Afiributes

Three aitributes represent your fighter's physical abilities:

Strength: Enfances the damage inflich
example, during a takedown ov in

i by strikes and influences the fighter's ability to prevail when struggling agaisnt an apponent (far

Speed: The quicknass of the fighter's attacks

Cardio: The fighter's physical endurance. High

You start with a pool of 1560 attribute points to divey up

between the three attributes. Increasing attributes is initialhy Amribute Lewel Cost ol Addillonal Poinis Adiriuie Level Cost ol Additional Poinis
-2 B89 40 poires

inexpensive, but the higher you raise an atiribute, the more L & pafis

points it costs. 3050 10 points Fr 50 poires
060 15 peiats 2500 B0 poiTs
7079 25 poknts

UFC O&A: THIAGO ALVES

@+ How did you get started in martial
arts? How old were you, and what
disoiplina did you start with? who wers
soma of your hercss back than?

A: "I got into martial arts by watching a lot of
Bruge Lee and Jean Claude Van Damme as a kid. I
started training Muay Thai at 13 years old. Bruoe
Lew, Jman Claudes Van Damme, and Wandsrlai 8ilva were
soms of my hercoes that inspirsd me.™

Q¢ What attracted you to miwed martial arts and
formal competition? And now, in the UFC, what is
your favorite part of facing off against anothar
fghter in the octagon?

A3 I feall in lowe with marrial arts as a kid,

and ons thing just naturally led to anothsr. I
constantly was looking for new ways to challenge
myself, and now I get to showoase my skills in the
ultimate proving grounds, the Octagon.™

Fighter Skills

Sixteen different fighter skills determine a fighter's proficiency in various situations. Eight are offensive skills, and eight are their defensive
coumterparts.

The offensive rating determines how succassful a given category of attack is when the fighter properly executes it how hard a strike hits, how effective
a takedown is, and 5o on. The defensive rating represents the fighter's ability to resist a given category of attacks: avoid petting taken down, absorb
damage from strikes, and so forth.

Standing Strikes: Jabs, uppercuts, fioaks, back fists, and ail other punches.

Standing Kicks: Al farms of leg attacks, including lag
Clinch Striking: Any siri

king attack performed in a clinch, such as knees, elboy

Ground Striking: Sirkes performed w
ang hammerfisis.

tiile on the growund against an d pasition, including punc

ftscker putiing the defendsr in a disadvantaged position.

Clinch Grapple: Tak
Takedown: Takedown aifempis pe

&

3 ket
for the fakedo

o ra i fin] o mrhen nre i B eehira i e i e i
Ground Grapple: The process of advancing a fighter's advaniaged position fo posture up on the disacvantaged fighter.

Submission: Any submission altemp!, including kneebars, kimuras, and chokes
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You start with 3024 points, which you can spend to improve each of the
16 skills_ As with the attributes, each skill costs more points to improve
the further you improve it.

Sl Lewel Apdfioaal Paints
1-29 1 pait

20-49 2 paints

5058 5 polnts

&0-69 10 polnis

- 25 painls

0-a9 401 painls

20-99 71 polnis

PHYSICARABBENRANCE

The Physical Appearance menu contains everything you need to define
the look of your fighter's body. Mone of these options has any effect on
your fighter's performance, so don't worry about anything except getting
the look you want

Dozens of customization opfions are available, and navigating the
submenus can be challenging. The following menu trees should help:
Hair/Facial Hair

This submenu contains all of your options for your fighter's head, facial
and body hair:

Head Hair
H.

Head/Brow
The Haad/Brow submenu determines the overall shape and size of the

eyebrows, as well as their color and thickness.
Head

Crown

Brow Typa

Brow Width/Size

Eyes/Nose

In this submenu, you'll find settings for the shape, size, and colar of your
fighter’s eyes and nose.

Ejre Color

Ejre Shape/Rotation

Ejre SizesPlacement

Nose Size
NostrlAngle

£2000 DITrstyGAMERS. @ tvis of Fengun Grous (LGA] ns 41 F gres S

Cheeks/Mouth

Lise the following submenus to define the size and shape of your fighter's
cheeks and mouth.

Cheeks

Mouth Size/Rotation

Mouth Angle/Placemant

Jaw/Ears

These options determing the size and shape of your fighter's jaw and

ears. |t even has options for caulifiower ears!

Jaw Size/Depth

Jaw LengifuThickness

Ear Damage/Candition
Left Ear

T edr

Ear Size/Rotation

Extra

The Extra submenu contains a variety of facial markings, scars, and skin
tanes to further distinguish your fighter's appearance.

ESOOE DMty GAMEES, = s of

UFC O&A: KENNY FLORIAN

Q¢ How did you get started in martial
arts? Kho weres soma of your hearcesy

A3 "I got startsd in thes martial arts around 10
years old, and started training in Kempo karate
and kung fu. Alsc did some training with my dad,
who is a black belt in judo. Bruce Lee was my big
inspiration and hero. Watching martial arts movies
and having a lot of brothers to mess arcund with
wags fun.”

Q¢ wWhat attracted youn to miwed martial arts and
formal competition? Kbat's your favorite part of
facing off in the Octagon?

A3 "I first bagan training seriously in Brazilianm

Jin-Jiteu because of the success of Royoe Gracie

in the early UFC. I enjoy the search for perfection
in MMA. To ewerute the perfect takedown, punch, or
kick is what excites me most. I enjoy training and
testing myself against the very best MMA fghters in
the world. Through training and competing, you find
that thers are no limits to what you can achiswe.”

Tattoos

Use the Tatteos submenu to apply up to 10 different tattoos on your
fighter. Start by selecting a layer slot, and than use the following
layer options:

« Modify Layer: Create or edit the tatfoo.
= Apply Layer: Aoif the tatton fo your :
* Removwve Layer: Aemove the taffoo from your fighter.

= Copy Layer: Dupficafe ffe faifoo in @ blank layer siot
* Move Layer: W atioo to a different layer slof; lower layer
slot numbers overlay higher siot numbers.

Delete Layer: Fermanently deiete fhe tatioo and free up the layer siol.

Once you choose the layer shot, select the body location where you want
to place it.

With the location chesen, it's time to determine the type of image. “Art”
tatioos are illusirations, and “Character” fatioos are words or letiers. If you
add a Character tattoo to your fighter, you cannot wse him in onling play.




After you choose the tattoo image, you can use a variety of modification
optiens to further customize it

Select Location: Wove the fatfoo fo a specific area of the body
part you selected previousiy.

Select Size: Determine the size of the taffoo.

Select Rotation: Turn the tatfoo in 90-degras increments.

Vertical Reversal: Aip fhe tatton upside-down.
Herizental Reversal: Aip the faifoo so )

| dearance.

Slot submenw

The Clathing/Equipment opficns allow you to select and customize your
fighter’s gear. All fighters must wear trunks and a mouthpiece. Knee
supporters and ankle supporters are optional. Use the following menu
tree to navipate the Clothing/Equipment submenus:

Mt
Mouthpieca

(neg Supp
Lot

unlock new brands in th

e the apter of this guide for

FINALIZING YOUR
FIGHTER

When you're done customizing your fighter, choose the “Finished” option
on the Create a Fighter menu. You then take a photograph of your fighter,
which is used in the Exhibition Mode's Select Fighters menu, the Career
Mode's Status menu, and the Tale of the Tape screen. Once you fake the
phota, your fighter is automatically saved to your storage device and is
ready for use!

UFC 0&A: MIKE SWICK

Q¢ Bow did yon gat startad in marti
arts? Who wers soma of your herce

A: "I pearted in martial arts when I was 8 ysars
old. The Brst discipline I studied was Tas-Ewon-Do.
I looked up to martial artists like Bruce Les and
chuck Morris.™

@+ What attracted you to mixed martial arts and
formal competitionP What’s your faworite part of
facing off in the Ootagon?

A "The UFC is what first attracted me to MMA. When
I saw thes first UFC svents, I knew the guys who won
thess types of fights were truly ths bast fighters in
the world."

Hhvison of Pengun Groun [URA] Ins. A1 Fghes Fmee e,

8o, you want fo rise through the ranks of the UFC, huh? Well, take a number. There are plenty of UFG fighters in each division, all of them
hungry for a faste of championship gold, not to mention a number of curtain-jerkers who will naver make it onto TV. They all want the same
thing you do, and each one of them will shed every drop of blood and sweal in their bodies fo keep you from faking if.

Still want to hang with the grealesi fighters in mixed martial aris? Then welcome fo Career Mode.

CREATING A FIGHTER

When you first begin Career Mode, you must create a fighter. You can have only one active career at a time, but you can “retire” a fighter to start a new career with
a new fighter {see “Retirement” at the end of this chapter). A career lasts for seven in-game years, at which point the player's fighter is either inducted into the Hall
of Fame or forced to retire &t the conclusion of his contract. When selecting an age for the newly created fighter, repardless of the selected ape, a Caresr mode play-
through cannot exceed sewen years, and age has no effect on a fighter's stats/attributes or earning potential.

Creating a fighter in Career Mode is identical to creating a fighter in Crate a Fighter Mode, except that none of his skills or
aitributes can be above 30 when you start Career Made.

If you want to use a previousty created fighter, choose the “Copy Fighter” option from the Create menu and import the existing
fiphter data. Attribute and skill values must be reset for Career Mode, and any unlocked fighting gear or legos do net transier to
the new version of the fighter.

UFC 0&A: NATE MARQUARDT

@¢ How did you get started in martial arts? Who weare some of your heroes?

A: "I was 15 yre old. I started with Farate and Brazilian Jin-Jitsu. I was inspired watching Royoe Gracie, as well
as many other fghters. Also, watching movies like Rocky I-IV, The Karate Kid, and The Kickbowxer inspired ma.”

Q¢ what attracted you to miwed martial arts and formal competition? wWhat's your favorite part of facing off in thas Octagon?

A: "I was always a compstitor. I loved competition wherever I could find it. I love the sxcitement of training for momths
to fight ons man on a spacific night. I lowe the chesrs from the fans, and I love punching my oppoment in his face.™
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CALENDAR

Every action that you can take in Career Mede is accessed through—and
scheduled on—your calendar. Keep a close eye on if and be aware of
upcoming commitments to make sure that you're prepared for them.

You can fake only one action in a calendar week. Actions include fights,
fraining sessions, sparring sesskons, camp invitations, rest, and
UFC activities.

ACCERTINGIEIGHTS,

Your upcoming fights are the most important events on your calendar.
You can have only one scheduled fight at a time. After you complate a
fight (win or lose), you recaive an email from UFC matchmaker Jos Silva
that details your next fight. Once you accept the fight, the week of the
fight is blocked out with a colored bar on your calendar, and a “Weeks
Until Fight"
counter starts
ficking dowm on
the calendar.

Unlike every other scheduled event that you can commit to, you cannot
decide to back out of a fight at the last minute. And it's a good thing, too,
because you probably wouldn't have much of a UFC career left if you did.

Last-Minute Substitutions

Mixed martial arts is an intense and physical sport, and sometimes
fighters injure themselves in training. Your fighter doesn’t have to warry
about this. But when another fighter gets injurad, UFC President Dana
White drops you a line, asking if you'd do him a fawor by stepping in as a
substitute on short notice.

There's newer any penalty for refusing the boss, but if you accept the
offer and win the fight, you'll earn bonus Cred fior taking the fight without
much time to prepare for it. This also cancels your currently scheduled
fight, so if you're really looking
forward to facing that oppanent,
you should find a polite way to turn
down Dana's invitation.

When you first begin Career Mode, your fledgling fighter isn't even close
to championship material. Fortunately, thara are three ways to improve
your fighter over the course of his career.

Training

Your fighter's gym comes equipped with a weight bench, a speed
bap, and a freadmill. You can use each of these items to improve your
fighter’s strength, speed, and cardio attributes, respectively. You can
frain only one attribute in a week, and you have to choose between a
light workout (minor improvernent at a low stamina cost), a moderata
workout, or an intense workout (big improvement that eats up a

lot of stamina).

As you advance through the UFC ranks, you unlock bigger and better
fraining equipment that boosts your fighter's stats more efficienthy. For
more information on higher-level hardware, s2e the “Unlocks™ section
of this chapter.
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UFC 0&A: MIKE SWICK

0: Who are some of the most effective
fighters you've trained with, and what
have you lesarned from tham?

A: "I am lucky encugh to train with an amazingly
talented group of HGghters at ARKR in San Jose, CA.
I wouldn't be where I am today without the team
we have. My coachess ars Bob Cook, Javisr Mendsz,
Dave Camarillo, and Wheestsie Mata. My teanmates
inelude Josh Koscheok, Jon Fitch, Josh Thomson,
cain valasquez, Paul Busntallo, Pat Minihan, Luks
Eockhold, Trewvor Frangley, Davin Clark, and many
other very talented up-and-comers.*

Sparring

To improve your fighter's skills, you have to spar with a training partner
in a short session inside a ring, and later, an Octagon of your own. Your
performance during these full-contact scrimmages determines how
many points you can assign fo your skills after the sparring session.
Minor attacks like punches and kicks score few points individually, but
taking down, racking, and submitting your tackling dummy—ser, sparring
partner—eam big points.

Your sparring partner also earns points for his performance in the
session, and your basa point tofal is determined by the difference
betwesn your score and his. So, not only should you land poweriul
aifacks guickly, you must also avoid getting hit if you wani to maximize
yiour point total.

Finalty, two modifiers affect your final point total:

The first is your sparring partner's level. When you first start your career,
yiou have a level-1 partner. Over time, you unlock better partners who
are harder fo score points on, but their higher level multiplies the peints
that you eam. Plus, as your competition gets tougher, so should

yiour training.

ESNE CHBradyGANVESS, = dvisan of

The secand modifier is the stamina with which you enter the training
session. The better rested your fighter iz, the higher the multiplier total.
Mot only does an exhausted fighter lack the energy to perform well in a
sparring session, his low stamina reduces the number of peints he eams
from his performance. For this reason, you should always come into a
sparring session with at least 80% stamina to avoid being penalized for
low stamina. A stamina af 90-100%: actually eams you a point bonus at
tha end of the sparring sassion.

Camp Invites

The third way to improve your fighter is by accepting invitations to
varipus training camps and practicing with their trainers. When you
begin Caresr Mode, both your striking and grappling techniques are at
lewed 1, which means that level-2 and level-2 moves are not available to
vou immediately. Accepting and attending camp invitations gives

vou the oppartunity to kevel up your fechnigues and gain access to
advanced moves.

To level up your technigues, choose “Tasks™ from the Camp menu. You
can view the Task List to see what's required of you, or you can jump
straight info the sparring session (you can view the Task List at any fime
from the Pause menu). Perform the objeciives listed in the Task List to
earn points toward leveling up your fighting techniques.

Task Mastery

aew expands
i the Task List and




You don't have to complete all of them fo eam points; each completed
fask gives you 10 points toward technique advancement. Earning another
leval in a technique requires 150 points, which maans that you must
make multiple visits to camps in order to kevel up. Training with a camp
repeatedly eventually allows you to wear their logo into the Octagon,
which garns you additional Cred for every fight in which you compste.
For more infarmation, see the “Unlocks™ and “Cradibility {Cred)” sections
of this chapter.

Camp invites have another valuable purpose: You can see complex
technigue-specific moves performed by the camp’s fighters and leam
haow to execute them. Each time you level up a technigue, be sure to
check out the new technigues during your next camp invite by selecting
“Learn” from the Camp menu.

UECINCTIVITIES,

Jennie Stratton arranges promotional activities for UFC fighters who are
willing to give up a week's worth of training time to help promote the
UFC—and themsehes. Typical activities include:

Avtograph sigmin » Magazine inferviews
Photoshoots for sponsers = Radio intenvews
Intenews with LUFC.com = Television infendews

Filming instructional videos = Attending UFC Fight Might

In exchange for your willingness to be an ambassador for the UFC, you
alzo raise your profile in the eyes of the fans and earn Cred far your
efforts. The bigger the event, the more Cred you earn. The Cred value for
each activity is listed in the invitation email that you get from Jennie, so
you can decide if it's worth giving up a chance to train or rast.

Cengues

o re ctivity invitation that Jennie

| Sorry, Jennle, I've Got a Thing
The

carry tham
ed thai
Wi ed fram performing the ty, but you're
penalized in r skipping it either.
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STAMINA

Any fighter will tell you that you can't just train nonstop and expect to
compete at a high level, and your fighter is no exception fo this rule. In
Carear Mode, you have to keep an eye on your fightar's stamina, which is
always displayed as a percentage on your calendar.

Think of stamina as a madifier to your fighter's cardio attribute. When
you enter a fight or sparring session, your fighter's maximum energy is
his cardio attribute multiplied by his stamina percentage. For example,
if wour fighter has a cardio attribute of 80 but only 50% stamina, his
effective cardio in the fight drops to 40, which drastically reduces his
maximum energy.

Losing Stamina

Improving your skills, attributes, or fighting technigues costs your fighter
stamina, and the stamina cost is always displayed on the calendar before
you commit to the activity. Your traimer will not let you underiake any
training sessions that cost more stamina than you currently have.

Fights also cost you stamina, but the amount is determined by the
amount of damage you take in the fight. If you survive the fight relatively
unscathed, you'll come out of it with most of your stamina intact. If you
get pummeled into hamburger, your stamina will be rock-bottom when
you return to the gym.

UFC activities don’t come with a stamina cost.

Rest

When your fighter's stamina starts getting low, it's time to give him the
week off by choosing the “Rest” option from the Calendar menu. A week
spent resting recovers approximately 50%: of your stamina (depending
on your candio attribute), but it's a week that you can't spend impraving
your fighter in any other way.

Don't Qvertrain

You showld alw: ast on the wesk before a fight,
have a UFC activ perform that we

EMAIL

Email is accessed through the Career Mode Main menu, or by pressing €
/& on the Calendar menu when a new message arrives. There are three
categories of

emails, each

soried into @

different folder in

the Email menu.

Newsletiers

Newsletter emails keep you abreast of what's going on in the UFG and
how it affects your fighter. Most of them are recaps of the week's UFC
events, listing the winners and |osers of the bouts. The rest are short
news articles about your opponents’ preparations for your upcoming
fight ar their
reactions to
the one you
just fought
with them.

Maichmaking

You usually don't have to go to the Email menu to view these messages,
as they're important enough to be displayed automatically when they
arrive. All of these messages are either from Joe Silva, who always
schedules your next match, or Dana

White, who fries fo get you to

fill in far an injurzd fighter on

short nofice.

Professional

The third category of emails includes invitations to partake in UFC
activities, bulleting fram your trainer about new sparring partners and
equipment, and notifications of newly unbocked spensor and camp logos.
Every now and then, Dana White drops you a line as well, complimenting
you on a well-
fought victory or
chewing you out
for a particulariy
one-sided 0ss.




CREDIBILITY (CRED)

Cred is the currency of Career Mode. It's the only thing that truby
matters—the credibility that you've earned in the eyes of the fans and
your fellow fighters.

Winning fights, displaying camp and sponsor bogos, and representing the
UFC outside of the Octagon are all ways you can eam Cred.

Winning Fights

Obwiously, running up a whole lot of wins and very few bossesis a
surefire way to earn Cred. There are four ways to earn Cred in a fight:
Fight Signed

You earn a predefermined amount of Cred just for showing up to the
fight. This number is always displayed when you accept a fight, 50 you
know that you're at least guarantesd to earn this amount.

Performance Bonus

If you win the fight, you earn this additional Cred as a bonus. The more
dominant your victory, the bigger your bonus.

Fight Award Bonos

A particularly well-fought fight earns special honors, such as Submission
of the Night or Fight of the Night. If you win one of these awards, you get
an extra chunk of Gred fo go along with it.

Sponsorship Bonos

In some cases, clothes really do make the man—or, at least, the logos
on his clothes do. The sponser and camp begos that you unlkock and add
to your fighter's trunks (via the “Customize Fighter” option an the Ganegr
Mode Main menu) earn you bonus Cred whether or not you win the fight.
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UFC Activities

As we menfioned previously, committing to UFC activities, such as
interviews and autograph signings—and then showing up for them—
eams you an amount of Cred proportionate to the size of the event. When
Jennie emails you with an aclivity offer, she always includes the amount
of Cred you can expect to eam by performing it

SNz LOGaE

YUkE's (Leval-1 Sponsnr)
THI L eva-2 Sponsov)
Randorm Level-1 Sponsar
§| Ramdom Lave-1 Sponsar
Ramiom Leve-1 Spovsar
Random Lave-1 Sponsar
Randorm Level-1 Sponsar
Randorm Level-1 Sponsar
Random Levet-1 Sponsar
Rangom Lave-1 Sponsar
Random Leve-1 Spovsar
Random Lave-1 Spomsar

Crad isn't spent like money. It's accumulated like experience paints.
As you earn more and more Cred, addifional features are aufomatically

Rantio Levek2 Sponear
unlocked for use in Career Mode. RO Leveh2 Sponsar
Rantiom Lavet-? Spovear
Sponsor Logos Rarmio Levek-2 Spovsr
Rantiom Lavet-2 Spovsar
Sponsorship is a two-way sireet in the UFC. A great fighter who wears Rl Lavek-2 Spavsar
a spansor's logo lends credibility to that sponsor, but some sponsors Ramio Lavei-2 Sponsar
are so well established that forming a sponsarship agreement gives that i
Rantiom Lawet-2 Spovear

fighter Cred in the eyes of the mixed martial arts world.

Spaonsor loges are unlocked by earning encugh Cred to prove that you're
warthy of wearing the logo. Wearing the logo on your trunks earns you
additional Cred during fights. The higher a spensor's level, the maore Crad
you earn from wearing their logo in a fight.

DaTE iy
= DacthiChadch enanacabie oflard

FOCING 1200 5N IR SR B Soa THOUGN T CUETOM [FUNED Sohon in e
CUETORTE HOHTIE me

Sucker Pun

» NOGI
» OTM (Level 2)
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Microtech (Level 2)

AND 1 {Level 2)

= One More Round (Level

REguirEmEnts

e
na
1500 Crag!

000 Creg!

500 Crag!

G000 Crag!

7500 Creg!

2000 Crag!

12500 Crad
12000 Crad
13,500 Crad
15,000 Crad
17.000 Crad
12,000 Crad
21,000 Crad
23,000 Crad
26,000 Crad
27,000 Cred
28,000 Crad
31,000 Crad
23,000 Crad

Abkyehire | prr
= Akustics (Leval 1)

Nuvasive (Level 2

f (Level 2)

= Readblade (Level 2)

Level 2)

2)

SIS Logas

Random Laveh2 Sponsar
Random Lavet3 Sponsor
Random Levet3 Sponsor
Random Leveh3 Sporsar
Raniom L3 Spomair
Random Leveh3 Sporsar
Random Lave3 Sponsor
Random Lave3 Sporsor
Random Levet-3 Sponsar
Random Levet-3 Sponsar
Random Levet-3 Sponsar
Random Levet-4 Sponsar
Random Levet-4 Sporsar
Random Lewet-4 Sporsar
Random Lavet-d Sponsor
Random Lavet-d Sponsor
Random Lavet-5 Sponsor
Random Lavet-5 Sporsor
Random Levet-5 Sporsr
Random Lavet-5 Sponsor
Random Lave-5 Sponsor

= Fremig

= Death Clotch

REguEMENts

36,000 Crad
7 500 Crad
40,000 Crad
42 500 Crad
45,000 Crad
47 500 Crad
0,000 Crad
2 500 Crad
56,000 Crad
57500 Crad
60,000 Crad
63,000 Crad
.00 Crad
6,000 Crad
72,000 Crad
75,000 Crad
78,500 Crad
82,000 Cred
86,500 Cred
85,000 Cred
02 500 Cred

ighter (Leval 3)

1T ayad 3
Death Clotch (Lewed 3)

[Ty

= Fairtex {Level 3)

= RWVECA (Level 3)

Davids

= Tapout (Level 5)

m (Level 3)

e (Level 3)

Level 4)




Camp Logos

Aftar you attend five invites from a particular camp, that camp allows you
to represent it by wearing its bogo an your trunks. Like sponsor legos,
camp loges lend credibility to fighters who have eamed the right to
display thedr affiliation with them. Wearing a prestigious camp's logo on
your trunks in a fight earns you additional Cred at fight's end.

Camp Logos Requirements

4O0K's NickDong Acacemy | AHend § Camp iviles Wi 40K's RickDowing Acasemy
ANanzE MUY Attena 5 Camp kviles Wil ANanCe ML
Amarcan Top Team Attend 5 Camp Wnvites mith American Top Team
Brailan Top Team Attenid 5 Camp Wnvites with iy Top Team
s Grac Ju-IYSy AMEN 5 CATY MVITES NN CASET IR0 - ¥y
Bk Huse Attena 5 Camp kviles wih Black House

Team Takegoun AMtend 5 Camp knvilss Wi Team Takedown
Dxtrama MIA Attend 5 Camp Wvites wih Exams MAG

oy Jeckson's Attend 5 Camp Wvites with Grog Jeckson's

HIT Squad Altend 5 Camp kwiles Wil HIT Squad

Team Nogeter Az 5 CATY WVILES W TE@m NogLEEra MIA
NAmIESDt MY Attend 5 Camp knviles wih AATesotz LKA
Sama A5y Attend 5 Camp Wvites wih Sarma Ju-Alsy
Stynctang Lss AEnd 5 CAmp MVILES W STyodiang LSA
Team Lk Attena 5 Camp kwiles Wi Team Link

Team Fenin Attend 5 Camp knvilss Wit Team Penn

Team Oupst Attend 5 Camp Wnviles Wi Team Ooes!

ha At Attena 5 Camp kwiles Wil The FY

08 Pang! Autsy Atz 5 Camp wites i 30th PN M-Sy
Team Mvtan! Altna 5 Camp kwiles Wil Team MKt

UFC 0&A: KENNY FLORIAN

Q¢ who are somes of the most affactive
fghters you’ve trained with, and what
bhave you lsarnsd from themp

A: "I have had the honor of training with many great
fighters in my carser. To name just a few, I have trained
with Chuok Liddell, Randy Couture, Georgss St-Pierrs,
and BF Penn. Each fightsr has taught me many things,
from the tachnioal aspscts to the mental aspects.™
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Training Equipment
iE CLIMBING THE
When you first begin Career Mode, your gym has only lavel-1 strength, pr—r— ok
speed, and cardio equipment, along with a ratty boxing ring in which A¥ Lavak 1 Training Equinmer oa D IV I SI o N RAN Ks
fo spar. As you eam Cred, you unlock better training equipment that Lievzk-2 Training Equipment af your choice 2400 vt ) ) )
baasts your attributes even mare with each training session. There's ong NN T TR S UL B 0 Ty R LR G T E T (D
Leveh-2 Traind mend of your eoica 12,900 Cred isi ini ivisi ion i
exception upgrading the badng ring to an Octagon is purely an assthetic irig Equipmen ol Iﬂlll division has 25 fighters in it. The divigion champion is ranked number
: N T R T SN one, and everyone elsa comes undemeath him. You must be a high-
upgrade and has no effect on your sparring. L3 TrRINg EQURMEN! of yOUTCOOE. | 27,800 Cred : 3
=5 Bt oo S ranked fighter to earn a fithe shot.
e e HANKING
Fuk-5te Octagon Laga 50,000 Cred
1 ” Select the “Ranking” option from the G Mode Mai to view all
T E t elec . ] Eil'.l ing nlp?uf-n rom el areer Mo e. ain menu ; View @
Lt o oo e e e s et of the fighters in the division and their current rankings. Ta the right of
i o = Level-1 Sirength Equipment .

each fighter's nams is a column that indicates whether his ranking has
recently gone up. gane down, or siayed the same.

Level-1 Speed Equipment Level-3 Strengih Equipment

= [evel-{ Cardio Equipment Level-3 Speed Equip

Level-2 Strength Equipment = Levei-3 Cardio Equipment

Level-2 Spesd Equipment

Sparring Partners

The level of your sparring pariner modifies the number of skill points you
earn from sparring. Low-level partners penalize your point total, while
high-level partners award you a bonus. New partners are automatically
unlocked and added to your sparring sessions as you eam the reguirad
amount of Cred.

UFC Q&A: FRANK MIR

@: Who are some of the most effective
fightars you'we trainsd with, and whae
have you lsarned from thamr

To rise through the ranks, you must win fights. The higher ranked your
opponent is, the more of 2 bump you pet from defeating him. Fighting
opponents ranked lower than you dogsn't do your career much good_
You should always push yourself fo face supenor opponents and bring
your game up to their level.

A: "Randy Couture showed good ring gemeralship.
Migusl Torres has great killer instinots, always
looking for a finish, and his work ethic has
influenced me greatly.”

Title Matches

Once you claw your way fo the top of the rankings, you're eligible for
a fitle shot against the champion. You don't necessarily have o be
ranked number two to qualify, but you should at least be in the top
faur or five fighters.

L e ————

oy e ey i,
HAMBON In mird who san mak Eafar | need you suSing every Rledawn,
| detending st sulimiakon, oo ideying Gafty  trat

b, Dogprnvak
A championship match is no different than any other match, except that
it goes five rounds instead of three, and the winner wears UFC gold back
to the locker room.

o ConTinu

Sparriag Parineds Regirements Skl Boma/Penalty

Level-1 Spanving Parinar Dedet! Bt
Levzh-2 Spanving Parinar E210 Cred 7B
Level-3 Sparving Parinar 19 150 Grad LT
Level-4 Spariing Parinar 27 780 Grad 125%
Leve-5 Spaning Partnar 45,030 Crad 15
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Once you become the champion, you have to defend the title. In fact, m
L L]

ghters would agree that a champion who doesn't put his belt on

the ling isn't much of a champion at all. s long ou hold the title, When you've ur fighter as far as he can go, it's time for him
ery fight that you compete in is a five-round championship fight, and

you must win the fight to retain your title. ighte s, fight record, and trophy case are preserved exacily
 they were when he retired, and you can view them at any time

ge knockout power.

Goodbye Means Goodbye P s heavy hands hold hu L
Ar|ovsKl UFG Heavywe!
Retirement permanently ends your fighter's career, so don't choaose g "’r 2004 mﬂclemlun' NMM*I
this option unless you're certain you're done with the fighter. - : mﬂ""wh' jnterim dﬁmplﬂ::'ml fght onl¥ thrae MOTE
) o . ot UFC 613
5 most |¢’tT||‘|'I s‘|1\||8 sf“ﬂa at
A wel s o
his pigknam belrd jpfea I 'ﬂ::sh suffered 3 ent with
l ] The Fitbull" €90 ble o defend s T N i Syivia at UFC i o pick 399020 R s
4 nk Mirund pefore losind allows i in fhe GlIPEE:
LAT E CAR E E R Sedect “Trophy Case” from the Career Mode Main menu, and you can ses Champion ::sgfu”'l' at UFC 53 and 59 < wilh the UFC after UFC B2 J speed and xer with standing kidks aw When pRYIN =
] @: m the awards that your fighter has earned over the coursz of his career. DS T:ﬂ Octagon pefore parting L i Hea'lil""'ﬂiqm pivision. H sense, 3l gh he's ::11'“ and pmission defense:
r times i fighters in xing offense 30 igh ground &
t-rounded 10 ding siriking % hanks o hil
The ultimate achievement for any fighter is induction into the UFG Hall of ngrei mlﬂ\'sti is oneé “ff m‘_h; He has t ndqlws si:lllﬂ Iﬂhaﬂ g o ms.b A 1h:1issinﬂ
;s D ik : . Name How to Eam It L inn 1ate in @ BOM p— L py @ win via st
Fame. If you continue fighting leng enough and eaming Cred, the Hall of .pmmsml‘ put he's rd mllwad Y
Py o el o Fame Traply B ingucled iyt LIF el of Fame rufhless is respectable n blow,
Fame Committee is sure to award you the honer. e A e ——————— takedown defens® ¢ for victony 158 standing
" | ranng camps ’ ) ' - qurbest be 81
In order to increase your chances of gaining entry into the Hall of Fame, GTREPANY TAchniqus Tropfty | ASSCT 40 MAXTTAM vl 17 youT gragning BCnAfgue by atiandisg Adovski: Y0 SK“_I.S ’ 78
iry to put together an impre: record, wi secutive fights, and Ll oFFEMEE
b : i 5 S Bt o : Tite Beit WD your civtsion s Champisiig DING STRIKES
defend the title multiple times. Also, Iook to obtain at least one of all the gt of e Mgt Anan P R repm g p——r—— qu S STAN AIKES pEFENSE 62
e Career Mode Traphies. uay TEG HH | STANDING ST
Wight dward (x5] | WD your ights with brutal knocknat biows ENSE 65
If you are inductad into the Hall of Fame, you will receive a Hall of Fame i o megnt WD pour gits &y fvTing T opponents 1o [ out STR”HIHHGE STAN:'HG KICKS OFF SE
lego, wi can then be placed on your shorts by entering the Retired 2RO i Streak WD MUee consecuthg Aghts 'ﬁ sTANu”G KICKS DEFEN 61
Fighters option and selecti mize your shorts. AT N Sraak i GR!F'F“HG SE 64
10-Fight Wan Sireak . "J cLnCH STRIKING OF FEN E
IBUTES CLNCH STRIKING DEFENS ’ b
69
1R NSE
A AALL RATING 88 vl —
OVERA 58 amouND STRIKNG® 58
STRE"ETH m — 62
SPEED L CLINCH GRAPPLE OFFEHSE
E 57
CARDID GRAPPLE B
CLINGH
69
AKEDOWN OFFENSE ’
TAKEDOWN DEFENSE / 64
7
NSE
pLE OFFE
UND GRAP E
G:gurun GRAPPLE DEFENS ’ 72
G
82
susMIsSION OFFENE'E ’
suBmISSION DEFENS
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STATISTICS

AGE
BIRTHDATE
WEIGHT
HIEGHT
3T -
: 7 " J - »
REACH \ | alk ; P
GT’ UFC 2008 Undisputed features a Classic Fights Mode, where you can recreaie 12 of the UFC's greafesi maiches and relive some of the mosi
i historic moments in mixed martial arts. If you manage to finish the fights the way they originally ended, you uniock their video highlights.
3 = - - __
< TUEMIEINAVEIEORRESTIGRIEEIN
HOMETOWN g VSESITHEPHANIBONNAR
FLORIANOPOLIS, = = : : . .
“It was tha first season of The Uitimate Fighter, and teo relative unknowns, Forrest Griffin and Staphan Bonmar, battied thair way through a
Bnl!“. g prualing competitan fo maat in the finals. As we waiched them gef there, we came fo krow them nof just for their skills, buf for their tenacify:
Ty r “Wihen they finally faced off for the coveted UFC contract in the seasan finale, we knew it would be & great fight, but no one was ready far the war
v thasa two brovgist to e Ocfagan. Coach Giuck Liddel saw his fgitar, Forest Griffin, win with 2 enanimows decision aftar thres amazing rownds af
man-stog action.
L~ il : : .
"Q ‘Griffin ws. Bonnar: the fight thal pave us fwo new suparstars, and milbars of new fans.
L . : CLASSIC STRATEGY
¥ ?% =i Unlock Conditions: Defeat the GPU by Decisi
BRAZIL . W ; : :
= o ] o Baoth Griffin and Bonnar have & 2ly heawy hands, so 5 fight is to not accidentaly k out Bonnar—or let him do the same
= _'é T to you! As Fomrest, get off to an early lead an poi i ive than Bonnar.
" y . Oince Bonnar starts to fig 0 i 0 continue earning out running the risk of knocking him
.'%_ s T ep your hands . e
RECORD (As OF PRESS DATE) o e % = & :
OVERALL RECORD: 18-3-0-0 . =
UFC WINS: 4 UFC LOSSES: 3 » BENY T

MIKE SWICK ON FORREST GRIFFIN VS. STEPHAN BONNAR

»I watchsd this fight live, moments aftsr winming my first UFC fight. I
was oo amped and full of life already., and while watching this fight,
I knew I was witnessing history.™

KENNY FLORIAN ON FORREST GRIFFIN VS. STEPHAN BONNAR

*The Forrest Griffin ve. Stephan Bonnar [fight] was memorable because
I wans a part of the TUF 1 finale. It significantly halpsd make MMA as
popular as it is today.™
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UEN 6: DIEGO SANCHEZ
VS. KARO PARISYAN

CLASSIC STRATEGY

Unlock Conditions: Defeat the GPU by Daecision with Diago Sancher.

Diego is faster than Karo and has better cardio, so you shouldn't have any difficulty outlasting him. But you do have to avoid accidentally KO-ing ar
TKO-ing him before the end of the fight. And obviously, you can't let him get the win either.

LUse Diego’s wrestling ability to maintain dominance over Karo and earn points. You can also stand and strike with Karo if you want to, as both fighters
are Bowars, and Diego has the edge over Karo in the stats departmant. Just keep those hands up, whatever you do, and make sure that you continually

work to earn points from the judges.

UFC 66: CHUCK LIDDELL
VS. TITO ORTIZ 1I

Uniock Conditions: Defeat the GPU by KO or TRQ in Round 3 with Chuck Lidael!.
Liddell has phenomenal KO pawer, so be careful not to hit Tito with oo many head punches, or you might accidentally knock him out before the

third round. The biggest thing to werry about is Tito"s high cardia, which keeps him fresh late into the fight, when you can finally look for the KO_
Fortunataly, Chuck's high takedown defense helps counter Tito's takedown skills. When Chuck does finally get his opening, Tito's standing strikes

defense won't be enough to stop The lceman’s heavy hands.

BSIIIG DRIty SAMEES, = thekairt of Forgy 1 Suss [LIEA e, 01 Figien Famsu-mdd
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UFC 71: CHUCK LIDDELL
VS. RAMPAGE JACKSON

CLASSIC STRATEGY

Unlock Conditions: Dafaat the GPU by KO far TKO in the first round with Rampage Jackson.

There’s nothing fancy about this fight. Both Liddell and Ramipage are fearsome strikers who put all 205 pounds of body weight behind every punch they
throw. The best strategy is to come out guns a-blazing and try to take Chuck's head off with heavy punches. Don't bother consernving your energy—if

you don't finish Chuck in the first round, you'll have fo try again anyway.

UFC 76: FORREST GRIFFIN
VS. SHOGUN RUA

VAN 1D SN0W IS Wars
that he desarved a shot al

4

CLASSIC STRATEGY

Unlack Condition: Defeat the CPU by Rear Naked Choke in the third Round with Farrest Griffin.

The only positiens from which Forrest can execute a Rear Maked Choke are Back Mount—28ody Triangle and Back Side Control. You can transition into
bioth pesitions from the Spraw| Pasition, so stuff Rua on a takedown in the third round to transition and slap on the submission. If that doesn't work,

you can akso execute it from Rubber Guard.

Be sure to soften wp Hua in the first few rounds so that he has very little stamina in the third and can be fapped out easily. His wulnerability to Forrest's
standing sirikes should help with this.

ESTINE DMy GAMEES, = dhisian of



UFC 77: ANDERSON SILVA
VS. RICH FRANKLIN II

contender po
@ st

Unlock Conditions: Defeat the CPU by KO or TKQ in the sacond Round with Anderson Silva.

Anderson Silva has two incredibly potent knockout weapons, which you should use as soon as the bell rings to start the second rownd. The first is his
Left and Right Head Kicks, which he can throw from Position Standing—=Siriking position. The other is his Muay Thai whips, against which Franklin has
awen |ess defansa. Soften him wp a bit in the first, and tear him apart in the second, but watch out for Franklin's formidable standing strikes and kicks.

UFC 79: CHUCK LIDDELL
VS. WANDERLEI SILVA

witfh dil
vs. War

CLASSIC STRATEGY

Unlock Conditions: Defeat the CPU by Decision with Chuck Liddell.

Chuck’s standing siriking power can averwhelm Wanderlei's defense, but if Wanderlei gets Chuck in a Mugy Thai Clinch, Chuck is in trouble. The trick
is to throw enouph good strikes to win the match on points but not knock out Wandzrlei. And while you'ra baing caraful not to rough him up tob badly,
he tries to Muay Thai whip your head off.

Keep your energy up 5o you can break the Muay Thai Clinch when and if you wind up in it. Pepper Wandarlei with a steady stream of rights and Iefis to
pick up the decision.

YEARS
IN THE
MAKING

THIAGO ALVES ON CHUCK LIDDELL VS. WANDERLE! SILVA

"I'm a huge fan of both guys and had wanted to see them fght
for ysars! The fight was a war and lived up to all the hypsi~

BSONE K BracdyEAMERS, = dhison of Pengun Goup [LISAl ne. A1 Rghes

UFC 79: GEORGES ST-PIERRE
VS. MATT HUGHES III

Unlock Conditions: Defeat the CPU by Armbar in Round 2 with Georges St-Pierra.

St-Pierre can execute the Armbar from Mount, Mount—Dowm, Open Guard, and Open Guard—Full Posture. Considering how solid Hughes' wrestling
skills are, that's a mighty tall order. You'll want to weaken Hughes before the second round, so that he doesn’t have enough energy to withstand the
Armbar. 5t-Pierre’s standing kicks are an excellent tool for this purposa, as Hughes has very limited standing kicks defense.

FRANK MIR ON GEORGES ST-PIERRE VS. MATT HUGHES Il

*It showsd that anybody ocan sleavate their skill lavel in any aspsct
of martial arts. St-Pierre didn't start life as & wrestlsr, whils
Hughes had wrestled his whole life, but dus to diligent training,
G8F was able to throw and take down Hughes almost at will.~

UFC 80: BJ PENN
VS. JOE STEVENSON

fwo i) it 8

CLASSIC STRATEGY

Unlock Conditions: Defeat the CPLU by Rear Naked Choke in Round 2 with BJ Pann.

Back Mount—Bady Trianple and Back Side Control are the only positions from which Pann can attempt a Rear Maked Choke. The easiest way to getinto a
Back Mount is to achieve Mount on Stevensan and let him make the transition to Back Mount {Defensa). Stawenson's submission defense is very low, and
Penn's is wery high, 5o if you spend the first round sofiening him up with standing sirikes, you should be able to get him to tap out in the second.

BSNE CHBradyEAMESS, = dvisan of



UFC 82: ANDERSON SILVA
VS. DAN HENDERSON

f credentials: anotier k
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CLASSIC STRATEGY

Uniock Conditions: Defeat the GPU by Rear Nakad Ghoke in Round 2 with Andersan Silva.

Silva’s takedown defense isn't equal to Henderson's takedown offense, so you might have a tricky time getting into Sprawl Position, which transitions
to the back positions that you need for 2 Rear Naked Choke. Your better bet might be to get into Rubber Guard from Open Guard—Down {Defense) and
fransition to a back position from there. Henderson's submission defense isn't stellar, but you'll want to soften him up with some Muay Thai whips and
Head Kicks before you iry to grapple with him on the ground, which is his element.

UFC 83: MATT SERRA
VS. GEORGES ST-PIERRE Il

CLASSIC STRATEGY

Unlock Condifions: Defeat the CPU by KO' or TKO in Round 2 with Georges Si-Pierre.

George SiPierre’s standing kicks are the one weapon against which Matt Serra doesn't have equivalent defense. In every other category, GSP’s
offense is equivalent to or inferior to Serra’s defense (except takedowns. but Serra is well protected against ground attacks). Go after Serra’s head with
standing kicks and punches in tha second round. If you don't get sloppy, you should be able to turn Serra's lights out before the end of the round.

NATE MARQUARDT ON MATT SERRA VS. GEORGES ST-PIERRE Il
*I helped GEF train for that fght, and I knew that the first fght was

a fluke, but fighting someone who has beaten you before iz no saoy
task and takes a true warrior to ocvercoms.*
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UFC 84: BJ PENN
VS. SEAN SHERK

Boan na of tfie most i fighters i i m for fiis wi
rstated the of
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CLASSIC STRATEGY

Unlock Conditions: Defeat the CPU by KO ar TKO in Round 3 with BJ Penn.
BJ Penn has some of the heaviest hands in the business, and that's exactly what you need to finigh off Sherk in the third round. For the first couple of

rounds, avoid letting Sherk take you down and dominate you on the ground. Forfunately, although BJ's takedown offense is lackluster, his defense is
fop-notch. He also has superior ground grapple skills, which makes it wery fough for Sherk to do anything afier getting the takedown.
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This section of the guide lisis all of the secrets in the game, with tips for

@ME PROGRESS how to discover them. “‘IT HEAUYWEIGHT

ROMETOWN

3] L0S ANGELES, CA

If you choose “Game Progress™ from the Main menu, you can take a look at how you've done so far and what remains to be accomplished. There are three options in
the Game Progress menu:

+ Achievements/Trophies: Lists all of the Actievemenis (Xbox 360} or Trophies (P53) that you have earned in the
game so far.

+ Rocords: A complets list of performance-related statistics, broken down by onling play, offiing play, and both
mades combined.

FIGHTING OUT OF
+ Unlock: Whanever you unlock items with Cred in Career Mode, they are available in the rest of the game as well: here's LDS ANGELES, GA
where you can see what you have fo work with.
TRAMING CAMP
IXBOXYEIVEYACHIEVEMENIS, WA
I -]
IAND, MROBHIES;
ES
The following table ists all of the Xbox Live Achievemenis/PS2 Trophies available in UFC 2009 Undisputed. Some of these can be eamed only via onling play, some TE EHHqu
] : i <. STRWME
are available only offline, and others are available in either mada. ll!""
gRAFAMNE
Hcalevemeant seerst? | Calanoy Xbox Points | PS3 Grade
Pmrm S
.h-erH'uur RTTHIBUTE T4
OVERALL RATIN 7
on or Career Mode 5THENETH 52
Caraer Moge SPEED 50
CARDID
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= mﬁsmnﬂl e i
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— a I How to Unlock
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el Carer ode.
cuNCH GRA EHSE
E DEF 45
SECRE}) HTE'RS TITAPROUT; cuncH oA —
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oo 0N —
The world-famous TapouT crew, praducers of the TapouT fighting gear line and stars of the TapouT reality :::eoo\"“ pEFENSE ’ 60 ,'
show are available for play as hidden fighters_._if you manage to unlock tham! wmsoﬁmﬁ ’ 52 &
gROUND ENSE
Secrels O o aRAPPLE O S
15540 OFFENSE #
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NATIINALITY TRAMING CAMP

How to Unlock
Earn the TapouT sponsorship in Career Mode.
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Enter the following code on the Tithe screan: s, s,
&8, & b, . 5O
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