Violence is chaotic,
but perception and

decision create
order. The faster
your loop, the
more options

Close Quarter Combat is won or lost in seconds.
The OODA Loop keeps you inside the decision cycle—
while your opponent stays outside.
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A THINKING CYCLE FOR SURVIVAL
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Cycle faster than
= | your opponent to
seize initiative,
control the
encounter, and

survive.
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DECISIONS SAVE LIVES. TRAIN THE MIND. TRUST THE PROCESS. | RDCTD.PRO | PRIVATE. SECURE. EFFECTIVE.
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Experience compounds. J




