GWF Ladder Match





DESCRIPTION: This match was created in the 2oth century on earth. It was set-up for a title match in which the winner would be the first person to climb the ladder and retrieve the belt.�


RULES:��1. Wrestle one-on-one as you normally would in any other�match.��2. When you roll a DEATHJUMP flip a coin. If it is tails, use the normal DEATHJUMP chart. If it is heads use the special LADDER DEATHJUMP chart.��3. There is only ever one ladder in the ring. The belt can’t be reached via a different ladder.





4. There are No DQ and No Countouts in this match.��5. Use the PIN rating as normal. If you have just pinned someone then roll on the below LADDER CLIMB chart. If you use a Level 1-3 FINSHER before pinning, add 1 to your dice roll. If you used a Level 4+ FINISHER before pinning, add 2 to your dice roll.


�====================================================================


�LADDER CLIMB CHART�(Roll 1d6)





1 - You start to climb the ladder as your opponent regains his bearings. Unfortunately, your opponent was up before you thought he would be. He pushes the ladder and you fall straight back down to the canvas. ROLL ON LEVEL 3 DEFENSE





2-3 - You start to climb the ladder but your opponent pulls you off straight away. You fall slightly but regain your balance quickly. ROLL ON LEVEL 2 DEFENSE





You start to climb the ladder, but so does your opponent… On the other side of the


ladder! As you reach the top, as does your opponent. Your opponent tries to grab you but you hit a neckbreaker onto him off the ladder! OPPONENT ROLLS ON LEVEL 3 DEFENSE ��5-6 - You start to climb the ladder as your opponent is down on the mat. Your opponent looks up just in time to see you grab the title belt! YOU WIN








LADDER DEATHJUMP CHART


(Roll 2d6) (Use DEATHJUMP rating)





2-3A, 2B - Your opponent starts to climb the ladder and you try to pull him down. You pull him slightly and he looses his grip on the ladder and falls to the mat. You decide to go for the gold! ROLL ON LADDER CLIMB CHART





4A, 3B, 2C - The opponent climbs half way up the ladder and decides to go for a moonsault. You move out the way just in time! The opponent is badly hurt. You decide to try to go up the ladder. OPPONENT ROLLS PIN





5-6A, 4-5B, 3-4C - As you opponent dives down you alertly raise a knee. He is hurt and down. ROLL ON LEVEL 3 OFFENSE





7-8A, 6-7B, 5C - The opponent climbs to the top of the ladder. He then flies down, headfirst, hitting an amazing senton bomb! You’re in trouble. OPPONENT ROLLS ON LEVEL 3 OFFENSE





9-10A, 8-9B, 6-9C - The opponent starts to climb the ladder. He gets to the top and is about to jump off when the ladder starts to shake. FLIP A COIN TO SEE IF THE LADDER FALLS - HEADS = FALLS





If the ladder falls then you prop the ladder back up and try to climb it. OPPONENT ROLLS PIN





If the ladder doesn’t fall then you get hit by an elbow drop from the top of the ladder. OPPONENT ROLLS ON LEVEL 3 OFFENSE





11-12A, 10-12B, 9-12C - You are dazed and stumble to your feet. The opponent jumps off the ladder and hits a stunning missile dropkick. You’re out cold. Your opponent starts to climb the ladder. OPPONENT ROLLS ON LADDE
