
CHAPTER 1: TIME TO PLAY THE GAME! 
 
“Welcome to Know Your Role This is J m Ross, with my partner Jerry ‘The King’ Lawler, 
and we’re coming to you live!” 

i

 t i

 
t

“I can’t wai  to get started, J. R. I haven’t been this excited s nce the divas invited 
me to their party last week after the show!” 

“I’m pumped too, King! It’s loaded top to bottom with great matches, featuring all 
your favori e WWE superstars, and newcomers ready to carve their names into the 
annals of sports entertainment! Brace yourselves, folks, ‘cuz this is gonna be a slobber-
knocker, and it all starts, next!” 
 
HERE, IN THIS VERY RING! 
You’re about to experience Know Your Role, the OGL roleplaying game that thrusts you 
into the bodyslamming, piledriving, high-octane world of sports entertainment! You can 
play your favorite WWE superstar or create your own wrestler and lay your brand of 
smack down in your quest for that ten pounds of championship gold. All you need are a 
handful of dice, a character sheet, and some jabronies gutsy enough to get into a match 
with you. Oh, and you’ll need one other thing too: attitude! 
 Each game session of Know Your Role is a single event, such as Velocity, 
SmackDown!, Raw, or even a pay-per-view extravaganza like Wrestlemania. During the 
course of a show, anything can happen — backstage sneak attacks, ringside brawls, 
surprise betrayals, and, of course, pulse-pounding wrestling matches! All this and more 
can occur in any game session! 
 Just like the real WWE, nothing is static in this game. Tag teams break up, 
friends become enemies, champions come and go, and superstars hone their abilities to 
a razor’s edge. Know Your Role is perfect for long-term, continuous play, as your 
characters develop, grow, and become vital parts of your WWE roster. One day, your 
grapplers could very well find themselves main-eventing Survivor Series, Summer Slam, 
and the prestigious Wrestlemania itself! 
 Know Your Role is quite different from other, more traditional, roleplaying games. 
Whereas most games encourage you to play one character throughout the session (or 
even the entire campaign), Know Your Role encourages you to play numerous 
characters. After all, a wrestling event showcases a lot of different superstars, and it 
would be boring for one wrestler to hog all the “screen time.” Furthermore, Know Your 
Role can be played without a General Manager (what other RPGs refer to as a Game 
Master). This adds an entirely new dimension to the game and can be extremely handy 
when time is short, or when you’re simply in the mood for a good old-fashioned head-
smashing wrestling match. 
 On top of the unique take on roleplaying, Know Your Role is versatile and easy to 
learn! You can quickly access your wrestler’s move set or even create new moves on 
the spot without wasting precious game time. Simply add up the modifiers, roll the dice, 
and open a can of whupass on your opponent. It’s really that simple! 
 Know Your Role is smash-mouth roleplaying at its best. Now, put on the tights 
and shine those boots up real nice — you’re about to check some candy asses into the 
Smackdown Hotel … if they smelllll what you’re cooking!!! 
 
 



FOR THE ROOKIES 
If you flip through this book and see all these strange rules and unfamiliar terminology, 
you might feel a bit overwhelmed. Don’t. You won’t need to memorize the text, nor will 
you be required to understand all of it before you start playing. Yeah, we know that’s 
different than other games, but it’s true. In order to play, you’ll only need to know a 
handful of rules. 
 You see, roleplaying games (RPGs) aren’t like traditional games in many other 
ways as well. They are essentially cooperative story-telling games and there are no 
winners or losers … even though your characters can indeed win and lose matches. But 
more on that later. For now, let’s focus on how RPGs are played out. 
 There are two types of participants in Know Your Role: players and the General 
Manager (or GM). The General Manager, much like the general managers of Raw and 
SmackDown!, calls the shots. He is, for want of a better word, the primary story-teller. 
Here’s a list of things the General Manager does: 
 

• He makes the matches that are played out during a game session. 
• He takes on the roles of all the characters not controlled by the players (known as 

nonplayer characters, or NPCs). 
• He can initiate happenings and events. 
• He handles rules-based situations. 
• He acts as referee if there’s a dispute between players. 

 
Players have a much simpler “job” in the game; they step into the role(s) of one or 

more characters (known as player characters, or PCs). These characters are often the 
wrestlers and managers you see each week on WWE programming, such as Triple H, 
Kurt Angle, Rob Van Dam, Chris Jericho, and Trish Stratus. If you’d rather create your 
own superstars, you can do that too! 
 Since the GM runs the show, he’s the only participant who needs to know all the 
rules. The players only have to know what all the stuff on their character sheets means. 
The rest can be learned as they play the game. 
 So, how does all this work? 
 The GM kicks a game off by describing the scene. Perhaps he tells the players 
that the show opens with Triple H coming out of his dressing room right as one of the 
players’ characters walks by, causing a collision. He speaks for Triple H, who berates 
the character for being “such a clumsy idiot.” 
 The player then describes how his character reacts to Triple H’s verbal attack. 
Does he tell him off? Does he apologize and walk away? Does he plow right into him? 
There is no correct answer. The player should choose the character’s course of action 
based on the character’s personality and what would make for a more entertaining story. 
Perhaps this altercation will lead to a match between them at some point. 
 Okay, now you might be wondering where the rules fit into all this. After all, it 
looks like everything can be handled with straight roleplaying, right? Well, no. Not 
always, anyway. While it’s true that roleplaying the characters’ actions should be 
emphasized, there are times that you’ll need to know if a character fails or succeeds at 
certain tasks. Can the character convince Eric Bischoff to suspend an enemy for 
maliciously beating him down last week? Can he power his way through a door that has 
been lodged shut by his nemesis? Can he resist being seduced by the drop-dead 



gorgeous Diva? Most importantly, can he execute a move on his opponent during a 
match? That’s where the rules come in! If there’s ever any doubt about a character’s 
success or failure, the rules will help decide. 
 
WHAT IS SMASH-MOUTH ROLEPAYING? 
“Smash-mouth roleplaying” is a term we use to describe the style of gaming that Know 
Your Role encourages. The concept behind this style is that each game session 
represents a single episode of a WWE show, such as Raw or SmackDown!. With that 
established, the traditional trappings of RPGs must be altered to fit such a format better. 
 
Multiple Characters 
You are encouraged to create and play a multitude of characters, of different 
appearances, attitudes, gimmicks, wrestling styles, and so on. By taking on the roles of 
more than one character, you’ll be able to experience the game from various 
perspectives. Acting as an arrogant rule-breaker is very different from playing to the 
crowd as a fan favorite, which is, in turn, a drastic departure from helping out your 
wrestlers at ringside as a manager or valet. 
 
Narrative Combat 
Know Your Role isn’t a blow-by-blow wrestling simulator; it’s a game of “competitive 
narration.” As such, there’s no real need to mess with rules for each and every 
maneuver your character performs in the ring. Without confusing you with a bunch of 
rules from the get-go, the core combat system revolves around each opponent choosing 
(or creating on the fly) a primary move he is going to attempt to use. The players then 
roll dice. The player with the highest roll describes the action and how the move plays 
out. The player describes a few minor moves to the mix as well, just to add color and 
fluidity to the sequence. These minor moves don’t do extra damage; they just make 
things a bit more interesting. After all, nobody cares about how well the side headlock 
and Irish whip were pulled off. They’re more interested in that devastating clothesline 
that almost took somebody’s head off! 
 This means that you get to control the actions of your opponent’s wrestler, but 
you shouldn’t abuse this privilege, because your opponent will be controlling your 
wrestler the next time he gets the higher roll. So keep that in mind. 
 
On-the-Fly Moves 
What if you don’t know what a corkscrew plancha is? Or a cradle suplex? Or even a 
reverse DDT? No problem, we got you covered. Know Your Role features an innovative 
system for creating your own moves on the spot. All you need to do is tell the GM, in 
layman’s terms, what your wrestler is doing — “He grabs Jericho at the waist and hurls 
him backward.” Based on that description, modifiers are assigned and the roll is made. 
It’s easy as pie (The Rock’s favorite treat, doncha know?). 
 
GM-Free Matches 
In Know Your Role, matches can be played without a GM. This adds an entirely new 
dimension to the game and can be extremely handy when time is short or when you’re 
simply in the mood for a straight-out, head-smashing wrestling match without involving 
any roleplaying. So if you’ve only mustered up one friend to play, you can dive right into 



an action-packed one-on-one match without the need for another participant to act as 
the GM. 
 
THE CORE MECHANICS 
The Know Your Role game uses a fast and intuitive core mechanic to resolve all 
actions. Whenever you try to do something that has some chance of failure, you roll a 
twenty-sided die (d20). To see if the action succeeds, you do this: 
 

• Roll a d20. 
• Add any relevant modifiers. 
• Compare the result to a target number, also called the Difficulty Class (DC for 

short). 
 
If the result matches or exceeds the DC (set by the GM or given in the rules), the action 
is successful. Otherwise, it’s a failure. 
 Not every action requires a die roll. You don’t need to roll to open an unlocked 
door or to strap on your boots, for instance. Roll dice only when you’re fighting and in 
situations when the success of an action is uncertain or being contested. 
 
Roll Them Bones 
The d20 is used to determine results of your actions in a match and when making sill 
checks, ability checks, and saving throws. The other dice (d3, d4, d6, d8, d10, and d12) 
are used to determine what happens after you succeed. Usually, they come into play 
after a successful maneuver to determine how much damage the move deals to the 
target. 
 
EXAMPLE MATCH 
Below is a WWE Championship match between Eddie Guerrero (played by Justin) and 
Kurt Angle (played by Adam). Chris is the General Manager. 
 Chris (GM): Okay, the last match just wound up. Tazz and Michael Cole are 
hyping the next match – the WWE Championship match between the current champion, 
Eddie Guerrero, and the Number One contender, Kurt Angle. 
 Adam (Kurt Angle): Kurt Angle comes out to his music… 
 Justin (Eddie Guerrero): … and the audience chants of “You Suck!”… 
 Adam: … yes, that too.  He stands on the entrance ramp and points to the sky with 
both hands, as the ring announcer calls his name and the pyro shoots into the sky 
behind him. As Cole and Tazz chatter away in the broadcast position, he climbs into the 
ring and mentally prepares for the match – pacing back and forth, ready for Guerrero’s 
entrance. 
 Justin: The stadium loudspeakers blare with “Viva La Raza” as Eddie pulls 
around the entrance ramp in his custom low-rider. He bounces the truck up and down on 
its hydraulics a few times while the crowd holds up “Lie, Cheat, Steal” signs. He gets out 
of the truck and walks to the ring, slapping the hands of the fans as he gets pumped up 
for the match. He’ll also use the “Spectacular Entrance” feat to get himself an additional 
Heat. 
 Adam: As Eddie walks down the aisle, Kurt starts to stare at him with his cold, 
hard blue eyes. 



 Justin: Eddie returns the stare, and warns Kurt against jumping him as he enters 
the ring. He climbs the ring post and poses for the crowd a bit, before jumping down to 
hand over the WWE Championship belt to the referee. 
 Chris: Good intros.  The referee, Nick Patrick, shows the belt to the crowd. The 
bell rings, and the match is underway. Since Eddie has more Heat than Kurt, thanks to 
the one he just got for the entrance, he has the initiative, meaning he gets to see what 
you’re doing before deciding his action. So Kurt, announce your move first. 
 Adam: It’s early in the match, so Your Olympic Hero will do a side headlock. 
 Chris: Your action, Latino Heat? 
 Justin: Feeling the opponent out with a wimpy move, huh? I’ll go for a body slam. 
 Chris: Okay, each of you roll a d20 and add the total modifiers for your maneuver, 
ability bonus, and any other pluses or minuses you have to the roll. 
 Adam: I roll a 12. Plus 10 for my base attack bonus, +3 Wisdom modifier for side 
headlock being a simple maneuver, and +2 for the maneuver gives me 27. 
 Justin: I roll an 8. Add my +7 base attack bonus, +1 Strength modifier for the 
power maneuver, and +1 body slam maneuver modifier is a 17 total. 
 Chris: Kurt has the higher total so he slaps the headlock on. He also takes the 
initiative next round for successfully performing a move. Roll the damage for the 
headlock, Kurt, and because you win this round, you can describe what happened. 
 Adam: (rolling a d4) Got a 2, add +3 Wisdom modifier for 5 points of damage. 
(Justin marks 5 points off Eddie’s 117 Endurance on his character sheet.) Okay, this is 
how it goes. The wrestlers circle each other. They pause as the crowd starts up an 
“Eddie” chant before they launch into a collar-and-elbow tie-up. Kurt quickly attempts to 
reverse it into an armbar, but Eddie struggles against it. Kurt kneels down and puts 
Eddie into a front facelock. Eddie breaks the front facelock and tries to get a grip on Kurt 
for a slam, but Kurt rolls it into an armdrag, and then clamps down for a sitting side 
headlock. 
 Chris: Not bad. We go to the next round. Kurt, you have initiative so Eddie, call 
out what you want to do first. 
 Justin: I return the favor with an arm drag, this time spending 3 Endurance to 
improve my chance to hit by plus-3. (Marks 3 more Endurance off the character sheet.) 
 Adam: I go for a knee to the guts. 
 Chris: Okay, roll… Eddie’s 30 beats Angle’s 21. You hit the arm drag, Latino Heat, 
roll damage… Kurt, take 7 Endurance damage from the move. Eddie gets initiative back 
for next round. Tell us how the sequence went, Eddie, since you got the better of Kurt 
this round. 
 Justin: Well, Kurt slowly drags Eddie to a standing position by his head, and 
whips him back down to the mat. Eddie quickly kicks Kurt into a leg scissor, but Kurt 
kicks out. They roll to their feet and stare at each other. Eddie corrals Kurt into a side 
headlock. Kurt reverses it, then lifts Eddie up into the air by his neck, but Eddie counters 
and throws Kurt over his shoulder with a couple of arcing arm drags! 
 Chris: Good! New round. Kurt’s call first, then Eddie. 
 Adam: It’s time we crank this up. German suplex! 
 Justin: That right? I’ll serve up a vertical suplex of my own! 
 Chris: Roll… Hey, a tie at 22! But because Kurt has initiative for this round, he 
wins all ties and beats Eddie to the punch. Roll damage for your German suplex and 
describes what happens, Kurt. 



 Adam: (beaming) That’s 13 points of damage, giving Kurt a Heat! Kurt staggers 
up to his feet in an armbar after the huge arm drags. Eddie resets his hold into a top 
wristlock. Kurt manages to power out, though, throwing Eddie into the ropes and giving 
him a knee to the stomach. As Eddie is shaking off the effects of Kurt’s knee, he puts 
Eddie into an abdominal stretch. Eddie slowly tries to alleviate the pressure, and 
manages to slip Kurt into a suplex. Eddie tries to set up for a second suplex, but Kurt 
goes behind him, grabs him and hits a German Suplex! 
 Chris: Well, now you both have a Heat to try your finishing maneuver, if you want. 
New round. Initiative to Kurt. You announce action first, Eddie. 
 Justin: Dropkicking the Olympic Chump to the floor! 
 Adam: Oh yeah? Kurt will German suplex Eddie out of the ring! 
 Chris: Whoa, I see a natural 20 on Eddie’s die roll. That’s an automatic hit, unless 
Kurt can match that with one of his own… Nope. Kurt takes flying boots in the mug. Roll 
to see if it’s a critical hit, Eddie… Yup, looks like it. That’s maximum damage too. Do your 
worst, Eddie! 
 Eddie: Eat 20 points worth, Kurt! So, Kurt keeps the hold locked on and tries to 
go for a second German Suplex, but Eddie hits Kurt in the face with an elbow. Kurt tries 
to dump Eddie over his shoulder and the ropes out of the ring, but Eddie grabs the ropes 
and lands on the apron. Kurt tries to pull off a baseball slide to knock Eddie off, but 
Eddie jumps over Kurt. Kurt lands on his feet and locks Eddie from behind, trying to give 
Eddie a German Suplex from the apron onto the floor. Eddie hangs onto the ropes 
desperately, thrusts another elbow into Kurt’s face, breaking the hold. Eddie climbs back 
into the ring, and as Kurt starts to climb in himself, Eddie dropkicks him square in the 
jaw to the floor! 
 Chris: Eddie earns a Heat for doing at least 10 points of damage to the opponent 
with a move. He should have two Heat now. Kurt now also takes a fatigue penalty to all 
his rolls because he’s lost 27 Endurance so far, and it’s -1 for every 20 points lost. Since 
Kurt is outside the ring now, I’ll roll a d6 for the referee’s count… a 3. You want to try to 
come back into the ring, Kurt, it’s only a DC 3 Reflex save. No? All right, new round, Kurt 
is prone outside the ring. Eddie has initiative. Go! 
 Adam: Backbreaker. 
 Eddie: Here comes a flying splash your way, Kurt! 
 Chris: Only 16 for Kurt, not looking too good… Oh, but Eddie rolls a 1, an 
automatic miss, this time! No critical miss, though… So Kurt hits the gut breaker, and 
Eddie, make a Fortitude save using the flying splash damage for DC to see if you’re 
stunned from missing the move… Failed? All right, Kurt, roll damage and Eddie is 
stunned for the next round. 
 Adam: Yeah, 13 damage and a Heat. That’s more like it! Anyway, Kurt tries to go 
to another side of the ring. Eddie climbs a turnbuckle and launches himself toward Kurt, 
but Kurt ducks out of the way, causing Eddie to crash onto the steel barricade! Kurt 
scoops up Eddie and drops him across his knee. 
 Chris: Since you’re both outside the ring, the referee continues the count… I roll a 
4 this time, so adding to the previous roll means it’s up to a count of 7. Either of you 
want to get back inside or try to break the count? Yes? Okay, give me a DC 7 Reflex 
save… No problem, you’re both back in. New round. Eddie’s stunned so he cannot 
perform a move or action, and rolls a d20 with minus-5 penalty for his action count. 
What’s your move, Kurt? 



 Adam: I’m going to try to end this with a pin. 
 Chris: (Checking the die rolls) Look like Kurt successfully covers Eddie to start a 
pinfall. Since Eddie is stunned, Kurt gets an automatic count. 
 Adam: I’m spending an Endurance to hook Eddie’s legs to get another automatic 
count. 
 Chris: That leaves Eddie with just one chance to kick out. It’s an opposed roll, 
with Kurt adding his Strength and base attack bonus against a saving throw of Eddie’s 
choice. 
 Justin: I’m using my Reflex save. And Kurt, don’t forget your fatigue penalty. 
 Adam: Yeah. I got a 20 total. 
 Justin: 24 for me. Whew! 
 Chris: Looks like Eddie escaped. 
 Adam: Damn! At least I keep the initiative for next round. So, Kurt rolls Eddie into 
the ring for a pin, but only gets a two count as Eddie slips out just before the ref’s hand 
hit the mat a third time. Kurt is getting frustrated. He punches Eddie in the head and pins 
him again, but for another two count. 
 Chris: It seems to be a close fight so far. We go to the next round. What are your 
moves?... 
 (The players announce their actions and roll as the match continues…) 
 



CHAPTER 2: KNOW YOUR ROLE! 
 
“Now, I happen to think you’re an up-and-comin’ wrestler, playa. You got what it 
takes to make it in the WWE! Just show the folks out there what you can do with 
your tools and holla back, I’ll give you the chance you deserve at the bling-blings 
and the plenty dolla-dolla bills! Hard work buys you a name on the marquee at 
The Theodore R. Long Exchange. You feelin’ me, playa?” 
 
 You’re about to step into the big limelight of sports entertainment, and 
none comes bigger or better than the World Wrestling Entertainment! You’ll learn 
in this chapter how to create an imaginary persona that will set foot inside the 
rough-n-tumble WWE ring, as you guide his action and fate en route to WWE 
superstardom! 
 
CONCEPT 
Before hashing out your wrestler’s statistics, it is helpful to get a handle on who 
he is and what he’s like. This is arguably the most important step in the character 
creation process, so do yourself a favor by putting a good deal of thought into it. 
The character concept can be likened to the foundation of a house; everything 
that comes afterward rests upon it. Several elements make up the concept. 
 
Gimmick 
The wrestler’s gimmick defines what he is like in a general sense. It is a 
summation of how wrestlers present themselves on the show. John Bradshaw 
Layfield’s gimmick is that of an unscrupulous business tycoon, while Shawn 
Michaels is best described as a flamboyant heartthrob. A wrestler’s gimmick can 
be realistic and plausible or outlandish and over the top. That’s the great thing 
about the world of WWE — anything’s possible! If you want your wrestler to be a 
no-nonsense, old-school grappler, you can do it. Likewise, you can create a 
larger-than-life masked man in the tradition of Lucha Libre. It’s all up to you! 
 
Attire 
Ever hear the old adage that the clothes make the man? Well, it’s entirely true in 
the WWE! The clothes a wrestler wears on television say something about who 
he is. A cocky pretty boy might don an ornate robe and glittered boots, whereas 
an Olympic champion might opt for a red, white, and blue singlet. When selecting 
your wrestler’s attire, make it match his gimmick or demeanor. A street-tough 
brawler isn’t likely to slip into outrageous sequined trunks, nor is a rich snob 
going to hit the ring in cut-off denim shorts and a tattered T-shirt. 
 
Entrance 
Most WWE superstars boast an impressive entrance package, from distinctive 
music to pyrotechnics, with cool, custom graphics running on the Titantron. What 
is your wrestler’s theme song? What video package plays when he comes out of 
the curtain? A lot of wrestlers also perform routines on their way to the ring. For 
instance, Triple H often stops at the top of the ramp and spits his water directly 
into the air. Similarly, The Rock tends to climb onto the second turnbuckle and 



thrust an arm into the air. No wrestler does things the same as the next guy, so 
create something that sets your character apart from the rest. 
 
Physical Appearance 
What does your wrestler look like? Establishing a “look” for him goes a long way 
toward giving him an identity. The more details you have of his looks, the better 
the mental image will be for you, the other players, and the GM. Stating that your 
wrestler is 6'2", weighs 270 pounds, and has blond hair, blue eyes, and big 
muscles is a start, though it doesn’t create that all-important visualization. If, on 
the other hand, you say he is a well muscled man standing 6'2", 270 pounds, with 
short blond hair that sets off his handsome face that houses a constant roguelike 
smile and piercing blue eyes, you conjure up a lasting picture. 
 
Demeanor 
Each WWE superstar has his own personality and attitude, and the same should 
be said for your character. Is he irritated if he didn’t knock the opponent out, even 
when he wins? Does he act like he’s God’s gift to women, Hollywood, and sports 
entertainment, not necessarily in that order? Perhaps he has a secret fear of 
reptiles or heights? You needn’t flesh out every single facet of the wrestler’s 
demeanor, since much of this can be developed during the game. For now, just 
write down a few interesting things about how the character acts. You can always 
add more tidbits later on, as the wrestler grows and becomes more established in 
the ranks of the WWE. Often, the demeanor will tie directly into the wrestler’s 
gimmick, which is perfectly fine, since the gimmick is usually an extension of a 
wrestler’s personality. 
 
Name 
A name for your wrestler can be relatively normal, such as Jamie Noble, Chris 
Benoit, Mark Henry, and John Cena; or it can be a moniker that provokes certain 
emotion (mostly fear), such as The Undertaker, Edge, Big Show, and Kane. Care 
should go into making the character’s name fit the gimmick and demeanor. If you 
choose a somewhat ordinary name, you might want to consider adding a 
nickname for a touch of individuality. This approach is often used by WWE 
superstars as well: “Nature Boy” Ric Flair, “Latino Heat” Eddie Guerrero, Jerry 
“The King” Lawler, and so forth. 
 
ABILITIES 
Whether you have the raw power of The Big Show, the flashing speed of Rey 
Mysterio, the technical aptitude of Chris Benoit, or the dirty tricks of Ric Flair, six 
ability scores define your wrestler. The abilities are Strength (abbreviated Str), 
Dexterity (Dex), Constitution (Con), Intelligence (Int), Wisdom (Wis), and 
Charisma (Cha). 
 The abilities are represented in numerical value, normally ranging from 3–
18. The higher the score, the better you are in that ability. A strong wrestler has 
little problem pressing an opponent over his head. A tough wrestler will absorb an 
inhuman amount of punishment. A charming wrestler can get the crowd smelling 
what he’s cooking, like The Rock. 



 There are two ways to determine your abilities, either through random die 
rolls or by allocating points. Your General Manager might want you to use a 
specific method, so check before starting. 
 
Random Generation 
To generate an ability score randomly, roll four six-sided dice (4d6). Discard the 
lowest die and total the three highest dice. 
 This roll gives you a number between 3 (feeble) and 18 (awesome). The 
average ability score for the typical ham-and-egger is 10, but you are not a typical 
ham-and-egger. The most common ability scores for a player-created wrestler 
are 12 and 13. (Managers, valets, and other nonwrestling characters usually 
have lower scores in the physical abilities, but higher in the mental abilities.) 
 Make this roll six times and record each result, then assign each score to 
an ability. 
 If your scores are too low, you may scrap them and reroll all six scores. 
Your scores are considered too low if the total of your stat modifiers is 0 or lower, 
or if your highest score is 13 or lower. 
 
Point Allocation 
Instead of rolling dice, you may select the scores you want by distributing points 
among the abilities as outlined below. 
 Your ability scores all start at 10. You have 20 points to spend to increase 
these scores, using the costs shown below. 
 Score Cost Score Cost 
 9 –1 14 5 
 10 0 15 6 
 11 1 16 8 
 12 2 17 10 
 13 3 18 12 
 You get one point back to spend on another ability for every point below 10 
you assign to an ability, i.e., an ability of 8 gives you 2 points back, 7 gives you 3, 
etc., though it’s never a good idea to reduce an ability score below average; you 
have to be balanced to succeed in the WWE. 
 Almost every die roll you make receives a bonus or penalty based on your 
abilities. A sharp wrestler is more likely than an oblivious one to spot a sneak 
attack, and a slow grappler is at a disadvantage in a footrace against a high flyer. 
Your ability scores provide modifiers to these kinds of rolls. Check the table 
below and record the modifier for each ability. 
 When an ability score changes, all attributes associated with that score 
change accordingly. 
 
Table 3-1: Ability Modifiers 
 

Score Modifier 
1 –5 
2–3 –4 
4–5 –3 



6–7 –2 
8–9 –1 
10–11 0 
12–13 +1 
14–15 +2 
16–17 +3 
18–19 +4 
20–21 +5 

 
STRENGTH (STR) 
Strength measures your physical power. This ability is crucial if you want to be a 
powerhouse who relies on brute force to dominate and win matches. 
 You apply your Strength modifier to: 

• Maneuver rolls when performing power maneuvers, for which Strength is 
the key ability. 

• Damage rolls for power maneuvers. 
• Climb, Jump, and Swim checks. These are the skills that have Strength as 

their key ability. 
• Opposed checks to pin an opponent. 

 
DEXTERITY (DEX) 
Dexterity measures hand-eye coordination, agility, reflexes, and balance. This 
ability is most important if you want to be quick on your feet and able to hit high-
risk aerial moves with consistency. 
 You apply your Dexterity modifier to: 

• Maneuver checks when performing aerial maneuvers, for which Dexterity 
is the key ability. 

• Damage rolls for aerial maneuvers. 
• Reflex saving throws, for avoiding full damage when thrown over the top 

rope. 
• Balance, Escape Artist, Hide, Sleight of Hand, and Tumble checks. These 

are the skills that have Dexterity as their key ability. 
 
CONSTITUTION (CON) 
 Constitution represents your health and stamina. Constitution also parlays 
into your Endurance and Trauma points, so the ability is important for all classes. 
It’s especially vital if you want to be tough enough to take and shrug off damage 
that would knock out a normal man. 
 You apply your Constitution modifier to: 

• Maneuver checks when performing rough maneuvers, for which 
Constitution is the key ability. 

• Damage rolls for rough maneuvers. 
• Fortitude saving throws for resisting stun effects. 
• Concentration checks. Concentration is a skill that has Constitution as its 

key ability. 
 



INTELLIGENCE (INT) 
Intelligence determines how well you learn and reason. This ability is important if 
you want to execute complex holds with precision. It’s also important for any 
character who wants to have a wide assortment of skills. 
 You apply your Intelligence modifier to: 

• Maneuver checks with technical maneuvers, for which Intelligence is the 
key ability. 

• Damage rolls for technical maneuvers. 
• The number of skill points gained each level, though you always receive at 

least 1 skill point per level. You do not retroactively receive additional skill 
points for previous levels if you increase your Intelligence, however. 

• Knowledge checks. This is the skill that has Intelligence as its key ability. 
 
WISDOM (WIS) 
Wisdom describes your willpower, common sense, perception, and intuition. 
While Intelligence represents the ability to analyze information, Wisdom indicates 
your general awareness of your surroundings. If you want to have acute senses 
and the determination not to give up easily, put a high score in Wisdom. 
 You apply your Wisdom modifier to: 

• Attack rolls with simple maneuvers, for which Wisdom is the key ability. 
• Damage rolls for simple maneuvers. 
• Will saving throws to avoid submitting. 
• Sense Motive and Spot checks. These are the skills that have Wisdom as 

their key ability. 
 
CHARISMA (CHA) 
Charisma measures a wrestler’s force of personality, persuasiveness, personal 
magnetism, ability to lead, and physical attractiveness. This ability represents 
your popularity and how much influence you have over the referees and WWE 
officials. 
 You apply your Charisma modifier to: 

• Attack rolls when performing savvy maneuvers, for which Charisma is the 
key ability. 

• Damage rolls for savvy maneuvers. 
• Bluff, Diplomacy, Disguise, Intimidate, and Perform checks. These are the 

skills that have Charisma as their key ability. 
• Opposed and regular checks in nonmatch interactions, such as interviews, 

attempts to get a ruling in your favor, etc. 
• Number of “segment appearances” per show, which is your Charisma 

modifier + 1 (minimum 1), including your scheduled match. 
 
WEIGHT CLASS 
In the WWE, wrestlers are classified by their weight, with categories running from 
Light Cruiserweight all the way up to the gigantic Ultra Heavyweight. It is a 
parameter for fair competition based on weight advantage, since heavier 
wrestlers are harder to move or knock off their feet than the smaller, lighter 



wrestlers. You also must be at a certain weight to compete for certain titles; The 
Big Show can never hope to get a shot at the Cruiserweight belt, for instance. 
 Your weight is measured in pounds. You can choose your weight or use 
the Character Weight table to determine weight randomly. Once you have 
reached a decision, check the description for your weight class and make any 
necessary adjustments to your abilities. Then record all features of your weight 
class. 
 
TABLE 3-2: CHARACTER WEIGHT 
Roll 3d6 for the weight range, then roll 5d10 and add the result to the preceding 
number for the final weight in pounds. The sum is halved for female characters. 
Roll Weight Range 
3 100 + 5d10 
4–6 150 + 5d10 
7–8 200 + 5d10 
9–13 250 + 5d10 
14 300 + 5d10 
15 350 + 5d10 
16 400 + 5d10 
17 450 + 5d10 
18 500 + 5d10 
 
Light Cruiserweight (150 lbs. or less) 
Generally, this is the weight class for managers and valets, as wrestlers (except 
divas) under 150 pounds are at a great disadvantage in a ring. The WWE 
Women’s Championship is the only title available in this weight class, though 
light-cruiserweight wrestlers may compete for the Cruiserweight Championship. 
 Ability Modifier: +2 Dexterity, +2 Wisdom, –2 Strength, –2 Constitution. +1 
to any one ability every four character levels. 
 Feats: Two at first level; gain one extra feat every three levels. 
 Special: Light-cruiserweight characters receive a +1 bonus on maneuver 
checks with all aerial maneuvers. 
 
Cruiserweight (151–220 lbs.) 
This weight class is epitomized by the acrobatic lightweight aerialists, performing 
one daredevil move after another, often without regard to their own well-being! 
 Ability Modifier: +2 Dexterity, –2 Strength. +1 to any one ability every four 
character levels. 
 Feats: Two at first level; gain one extra feat every three levels. 
 Special: Cruiserweight characters receive a +1 bonus on maneuver 
checks with all aerial maneuvers that cost extra Endurance. 
 
Heavyweight (221–350 lbs.) 
The bulk of active wrestlers falls under this weight class. They are eligible for any 
title except Cruiserweight Championship. 
 Ability Modifier: None. +1 to any one ability every four character levels 
 Feats: Two at first level; gain one extra feat every three levels. 



 
Super Heavyweight (351–500 lbs.) 
On the hefty side of things, the super heavyweights are living roadblocks and 
powerful terrors in the ring. What they lack in speed, they usually make up in size 
and toughness. 
 Ability Modifier: +2 Constitution, –2 Dexterity. +1 to any one ability every 
four character levels. 
 Feats: Two at first level; gain one extra feat every three levels. 
 Special: Super-heavyweight wrestlers must take weight damage (see “Lift 
DC,” below) when fallen prone and spend more Endurance than usual when 
performing aerial moves and certain actions. 
 
Ultra Heavyweight (501 lbs. or more) 
Ultra-heavyweight wrestlers are rare because they are so abnormally huge to the 
point of almost immovable. Mobility is their greatest flaw, but you don’t need to 
move much when you’re nearly impossible to knock around. 
 Ability Modifier: +2 Strength, +2 Constitution, –4 Dexterity. +1 to any one 
ability every four character levels. 
 Feats: One at first level; gain one extra feat every three levels. 
 Special: Ultra-heavyweight wrestlers must take weight damage (see “Lift 
DC,” below) when fallen prone and spend extra Endurance when performing 
aerial moves and certain actions. 
 
Lift DC 
Every wrestler has a Lift DC (Difficulty Class; see “Skills,” page <<XXX>>), used 
to determine whether he is lifted off his feet after an opponent performs a 
maneuver such as a body slam, or is knocked down to the mat by a move such 
as a clothesline. 
 Your Lift DC is 10 + 1 for every 25 pounds over 200 (round down all 
fractions), or –1 for every 25 pounds under 200 (round down). 
 Example: A wrestler tipping the scale at 275 lbs. has a lift DC of 13 (275 – 
200 = 75, 75 / 25 = 3, 10 + 3 = 13). 
 Weight Damage: Naturally, the higher your Lift DC is, the more difficult it is 
to take the legs out from under you and make you prone. That also means when 
you do topple, all that weight isn’t going to do you any favors! For every Lift DC 
over 15, you take one extra point of damage upon knockdown or being lifted, and 
as self-inflicted damage when you miss any maneuver with the “possible stun on 
self” or “possible stun on self if missed” modifier. A maneuver granting a saving 
throw to reduce or negate damage does not nullify weight damage — it is taken in 
full. This weight damage always comes off Endurance, even if the original attack 
causes Trauma damage. 
 This does not include any feat, talent, or special ability that increases Lift 
DC; it’s strictly based on your weight. 
 Example: A 400-pound wrestler has an 18 Lift DC, but also takes another 
(18 – 15 =) 3 Endurance damage whenever he becomes prone from an 
opponent’s maneuver, or when he falls due to his own missed maneuver. 



 Extra Endurance Cost: It’s also harder to move around with grace the 
heavier you are. So, you must spend 1 extra Endurance point per Lift DC over 15 
when performing any aerial maneuver, and any action requiring physical or 
athletic exertion (such as running, jumping, and climbing) for which the cost is 
mandatory, even if it normally costs no Endurance to do. 
 Example: The same 400-pounder above would have to spend 3 extra 
Endurance every time he tries an aerial move or athletic endeavor. 
 
CHARACTER CLASSES 
A character class is the frame for you to build upon. It provides a solid foundation 
for you to develop skills, feats, and various characterizations to make you as 
much a personality as any WWE superstar. 
 Your character class tells the General Manager and other wrestlers who 
you are and, as you grow in experience, what you have become. It is not 
uncommon for a wrestler to learn new tricks as he progresses in his development 
— it is almost expected if he is to survive in the ultracompetitive WWE 
environment. The character classes you choose show the path of your evolution; 
for instance, whereas you might begin as a roughneck brawler, you could find 
later on that taking up mat-wrestling techniques would actually help you surprise 
your opponents and rack up victories, or that you have an uncanny knack for 
attracting fans with your no-nonsense style, which you can parlay to advantage 
by picking up a character class meant to enhance that popularity. 
 Regardless, how you develop yourself is entirely your decision. You 
choose skills and feats as you accumulate experience, as measured in character 
levels. You can take levels in other classes as you go along to round out the 
concept at the core better, or focus on a single class throughout to make you the 
cream of that crop. 
 Choose a class from those presented in the “Class” section (page 
<<xx>>). 
 
LEVEL 
Level indicates how experienced and competent you are. The Undertaker, Shawn 
Michaels, and Kurt Angle, for example, are more formidable than Chuck 
Palumbo, Maven, and Akio, because they have been through many more ring 
wars and historical matches. 
 You usually begin play at 1st level and attain additional levels as you 
compete in the squared circle, give interviews, headline major cards, etc. — in 
short, wrestling and living the lifestyle of a sports entertainment superstar. 
Reaching a new level lets you improve your important characteristics, such as 
Endurance, base attack bonus, and saving throws. You can select extra new 
feats and talents, and enhance your abilities, too, by gaining sufficient levels. 
 
Class Level and Character Level 
Class level pertains to your level in a particular class, whereas character level 
pertains to your total experience and is the sum of your levels in all classes. 
 Let’s look at Trish Stratus (who wouldn’t?). Her record sheet shows her at 
Manager 3/Savvy 2/Technical 1. That means she has 3 Manager class levels, 2 



Savvy wrestler class levels, and 1 Technical wrestler class level, for a total of (3 + 
2 + 1 =) 6 character levels. 
 The distinction is important because some special abilities (such as 
talents) use class levels, and others (such as feats) use character levels (or have 
character levels as a prerequisite). When Trish attempts her Manager class’ 
Interference talent, for instance, she uses her Manager class level of 3 to figure 
out the bonuses. If she wants to take the Spectacular Entrance feat, which has a 
character level prerequisite, she uses her character level to determine her 
eligibility (she is at the exact minimum level required, 6, for the feat). 
 
What Level Means 
Your character level can be equated to your general status in the WWE and your 
importance on a card. 
 Level 1: “Dark match” worker. On a major card, you are usually relegated 
to unannounced matches, i.e., preshow bouts that are never shown on the air. 
You prove yourself primarily on the minor shows such as Velocity or circuits 
through the smaller cities. 
 Level 2–3: Curtain-jerker. You wrestle mostly in the first couple of matches 
that open a show, warming up the crowd for the bigger names to come. You are 
just beginning to garner recognition from the fans and among wrestlers. 
 Level 4–6: Midcard. The middle portion of a card is where you wrestle your 
matches, somewhere between the third and fifth in order. The lower-tier shows in 
which you once toiled, you now headline. You are noticed by fans and may even 
have a small, devoted following, while at the same time proving to the other 
wrestlers that you are here to stay. 
 Level 7–9: Upper midcard. The spot just before the main event. You are in 
constant contention for the secondary titles, such as the Intercontinental or the 
U.S. belt. You regularly star on flagship programs such as Raw and SmackDown. 
The fans know you, often even going the distance to support/taunt you with signs 
and cheers/jeers. The more avid ones will buy your merchandise, seek your 
autograph, and even aspire to follow in your footsteps. 
 Level 10+: Main-event prospect. You are the marquee name almost 
everywhere you appear. You are constantly in the mix for the primary titles (WWE 
and World), or featured in hot feuds and angles. You can barge into the General 
Manager’s office, make demands — and get them! You have a vast legion of 
fanatics who purchase everything with you on it, from T-shirt to pay-per-views. 
They chant your name and your catch phrase in unison during your interviews. 
You may even use your celebrity status to branch out into various entertainment 
ventures, such as movies, TV shows, commercials, etc. 
 
ENDURANCE AND TRAUMA 
Endurance measures how much you can push yourself and how much 
punishment can you take. When you need to exert to perform a move or a special 
ability, or when you take normal damage from an opponent, it comes off your 
Endurance. 



 You gain your Constitution ability in Endurance at each level. For example, 
a 1st-level Power wrestler with a 14 Constitution begins play with 14 Endurance 
and increases to 28 Endurance upon reaching 2nd level, 42 at 3rd level, etc. 
 The Vigor feat increases your Endurance points. If you select this feat 
later, make any adjustments accordingly each time. 
 Trauma is how well you withstand injuries, from a concussion to torn 
ligament to a “crimson mask.” When someone threatens a critical hit, there’s a 
chance that the attack will incur damage more serious than just simple cuts and 
bruises. Such damage is taken off of your Trauma. 
 Your Constitution ability is also your Trauma points. Unlike Endurance, it 
never rises as you gain levels. Trauma points can be raised only by increasing 
Constitution or through the Toughness feat. 
 
BASE ATTACK BONUS 
Base attack bonus (BAB for short) represents how well versed and experienced 
you are when performing a maneuver or attacking an opponent. 
 Your class determines your base attack bonus. Some classes have higher 
BAB than others because of the training involved (such as Technical wrestlers) or 
a plain better natural inclination for hitting people (such as Power wrestlers). 
 Use the bonus that corresponds to your character level. For instance, an 
Aerial wrestler begins with +0 BAB at 1st level, which becomes +1 BAB at 2nd 
level for that class. 
 If you have more than one class, add the base attack bonuses for each 
class together to determine your base attack bonus. 
 
SAVING THROWS 
As a potential superstar, you have more to worry about than straightforward 
attacks in the hectic WWE environment. You can be subjected to getting your 
bells rung from a dizzying blow, fighting off extreme fatigue, or resisting tapping 
out to an excruciatingly painful submission hold. 
 Against certain actions, you are entitled to rolling a saving throw (or just 
“save”) to negate or reduce the effect. A saving throw is a d20 roll plus a bonus 
based on your class and level (your base save bonus) and an ability modifier. A 
natural 1 on a saving throw is always a failure. A natural 20 is always a success. 
 Some feats provide additional saving throw modifiers. If you select any of 
these feats, adjust your saving throws accordingly. 
 
Saving Throw Types 
There are three types of saving throws: 
 Fortitude (Fort): These saves measure your ability to stave off the stun 
effects of some attacks and to avoid overexerting yourself when you run out of 
Endurance, as well as your general toughness against massive physical 
punishment. Apply your Constitution modifier to your Fortitude saving throws. 
 Reflex (Ref): These saves test your ability to land on your feet when you’re 
tossed from the ring and to save yourself with quick moves at the last second. 
Apply your Dexterity modifier to your Reflex saving throws. 



 Will: These saves reflect your mental focus and resistance to nonphysical 
influences such as distractions. You also roll a Will save when a submission hold 
is very painful to see if you submit. Apply your Wisdom modifier to your Will 
saving throws. 
 
REPUTATION BONUS 
You will develop a reputation in the WWE the longer you stay around. Reputation 
bonus measures how famous (or infamous) you are, how much a mover-and-
shaker you are, and, to a lesser extent, how much others know about you. (There 
aren’t a lot of unknowns about a high-profile wrestler such as Triple H, for 
example.) 
 Your character class determines your base Reputation bonus. Record this 
number on your character sheet. 
 
TALENTS 
Each class comes with a selection of talents, each a special ability unique to that 
class. You gain a talent upon attaining each odd-numbered level in a class 
(including 1st level). Some talents have prerequisites that must be met before 
you can select them. 
 Unless specified, no talent can be used while a wrestler is not directly 
engaged in a fight or ring action during the present round. For example, you 
cannot use Ring Tactician on a target if you’re watching the match backstage, 
scouting him at ringside, etc. 
 
SKILLS 
Skills represent your expertise with various noncombat tasks. Skills are 
measured in ranks to indicate your competency. Each rank in a skill adds +1 to 
any check (d20 roll) you make when using that skill. 
 Your class and Intelligence modifier determine how many skill points you 
have to buy skills. Your class also provides a list of “class skills” — those 
traditionally practiced and excelled in by members of that class. Skills not listed 
as class skills for a class are cross-class skills. Your training background may 
give you additional class skills. 
 Class skills cost 1 Skill Point per rank, while cross-class skills cost 2 Skill 
Points per rank. The maximum rank for a class skill is 3 + your character level, 
and half of that for cross-class skills. So, a 1st-level character cannot have more 
than 4 ranks in a single class skill or 2 ranks in a single cross-class skill. 
 Once you’ve selected your skills, determine the skill modifier for each skill 
by adding together the skill ranks, the appropriate ability modifier, and any other 
modifiers that may apply (such as from a feat, special ability, or talent). For 
example, if you have 4 ranks in Bluff and a Charisma modifier of +2, the Bluff 
modifier is +6. 
 Skills are fully described later in this chapter (see “Skills,” page <<XXX>>). 
 
FEATS 
Feats are special features, capabilities, and talents that distinguish you from 
someone else. Your wrestler starts play with two feats (or one if he is an ultra-



heavyweight). Select his feats from the “Feats” section (page <<xx>>) and record 
them on the character sheet. Some feats may affect the information you’ve 
already recorded, so make all necessary adjustments. 
 You also receive additional starting feats from your class, and you might 
have an extra feat from your training background as well. 
 
TRAINING BACKGROUND 
Your training background reflects the life experience and training you have had 
prior to entering the WWE. Your General Manager decides which training 
backgrounds are available in the game. Select one training background from the 
list in the “Training Background” section (page <<XXX>>). You should choose the 
one that best fits your character concept. Record the benefits provided by the 
training on your wrestler sheet. 
 In general, a training background provides additional class skills or skill 
bonuses, a feat, and/or a Reputation bonus. 
 
FINISHING MANEUVER 
A finishing maneuver is a move you have spent hours perfecting, and it’s the 
most devastating move in your arsenal. Either select one sample maneuver from 
the maneuvers list (page <<xx>>), modify a maneuver, or create a custom move 
using the maneuver creation system (page <<xx>>) and designate it as your 
finishing maneuver (or “finisher,” for short). 
 You roll twice the dice for damage when you hit your finisher (for instance, 
if the move does 2d6 damage normally, it becomes 4d6 as a finishing 
maneuver!). If you follow up a finisher with a pin attempt, it’s an automatic two-
count (meaning the opponent has only one chance to kick out)! 
 The drawback is that a finisher cannot be altered once selected, so you 
cannot alter the base damage dice, Endurance cost, etc. Everything about the 
finisher is set in stone, unless a feat or special ability allows you to change it. 
 Every wrestler has one finisher until he attains a high enough level to be 
able to acquire another finishing maneuver through feats. Managers do not 
receive a finishing move unless they have at least one level in any wrestler class. 
 
ATTITUDE 
WWE wrestlers approach the business in different ways. Some obey the rules to 
the letter in their quest for fame and fortune, while others will sooner hit you with 
a chair than shake your hand. Your general moral and personal views on fairness 
and sportsmanship are represented by your attitude: Face, Heel, or Neutral. 
 
Face 
You are a “good guy.” You respect the referees and are popular with the fans. 
You try not to cheat in a match or sneak attack an opponent, unless that 
opponent has first ambushed you, and even then, the payback never exceeds 
what was done to you. 
 
Heel 



You are a “bad guy.” You don’t care much for the referees or the fans, and even 
less for your opponents (especially the Faces). You have no qualms about 
cheating and almost never pass up an opportunity to break the rules. You ignore 
sportsmanship and will backjump somebody when given half a chance. You will 
stoop to any level to win a match. 
 
Neutral 
You are somewhere between the Faces and the Heels. You are not all too 
concerned about rule-breaking, though generally don’t go as far as a Heel. You 
are, however, capable of matching the Heel’s dirty tactics and more. A Neutral 
wrestler often acts in the role of a Heel against Face opponents, and vice-versa 
against Heels. 
 
HEAT 
You earn Heat points through various actions in a match and interactions during 
a show. You gain different benefits in a match depending on how many Heat you 
have. Heat expenditure may be required to activate a talent, feat, or special 
ability. You must also spend a Heat to attempt a finishing maneuver. In the event 
of one talent/feat/special ability being able to negate another, you can spend 
additional Heat to reactivate or recounter the effects, until one side decides to 
stop (i.e., bidding or “dueling Heat”). 
 You can have up to 4 Heat points maximum. Any unspent Heat may be 
exchanged for additional experience points or retained for the next show (game 
session). You can transfer all your Heat to another character (usually an ally) 
before rolling your action. You can also “steal” Heat from an opponent by 
outperforming the target in a promo or vignette. The General Manager can strip 
any wrestler of Heat for not roleplaying, however. 
 A 1st-level wrestler starts play with 0 Heat. 
 
MULTICLASS CHARACTERS 
As you advance in level, you may add new classes. A character with more than 
one class is called a multiclass character. Adding a new class makes you more 
versatile, with new skills and talents to choose from. A Power wrestler, for 
example, might add a level of Savvy wrestler to complement his tremendous 
strength with some ring smarts, or a level of Rough wrestler to help him last 
longer in a match. 
 When you gain a level, you can choose to advance another level in one of 
your current classes, or pick up a new class at 1st level. 
 If you increase one of your current class levels by one, you receive all the 
standard benefits for reaching the new level in that class: possible bonuses on 
attack rolls and saving throws, a new talent or class bonus feat, and new skill 
points. 
 For a new class, you gain the 1st-level base attack bonus, base save 
bonuses, other class features, talent selection, class skills, Endurance, and 
number of skills points gained at each additional level (not that number x4, as is 
the case for someone beginning at 1st level). 



 Skill points are spent according to the class that you just picked up. So if 
you choose Rough as the class for your new level, you acquire skills and 
determine class/cross-class skills as a Rough wrestler. 
 
Endurance and Trauma 
You gain Endurance as usual, adding the new points to the previous total. Your 
Trauma remains unaffected. 
 
Base Attack Bonus 
Add the base attack bonuses for each class to get your BAB. So if you have three 
levels in Power wrestler (+3 BAB) and three levels in Aerial wrestler (+2 BAB), 
your total base attack bonus is +5. 
 
Saving Throws 
Add the base save bonuses for each class together. Continuing with a Power 
3/Aerial 3 character, you have +4 on Fortitude saving throws (+3 for the Power 
levels and +1 for the Aerial levels), +4 on Reflex saving throws (+1 and +3), and 
+2 on Will saving throws (+1 and +1). 
 
Reputation Bonus 
Add Reputation bonuses together. So you will have a +2 Reputation bonus (+1 
for the Power levels and the same for Aerial levels). 
 
Skills 
When multiclassing, you use your character level to determine the maximum 
ranks you can have in a skill. If a skill is a class skill for any of your classes, use 
character level for the skill’s maximum rank. 
 When you gain a level in a class, you spend that level’s skill points as a 
member of that class. Only that class’ class skills can be acquired as class skills. 
All other skills, including skills for another class you have levels in (but not 
permanent class skills obtained from Training Background), are considered 
cross-class skills when ranks in those skills are bought at this level. 
 
Class Features 
You gain all benefit and class features (starting feats, talents, bonus feats, and 
other special abilities) appropriate to the class level. 
 
Feats 
You receive a new feat every three character levels. Taking one level in a new 
class does not entitle you to receive the two feats (or one for ultra-heavyweights) 
that a beginning 1st-level character gains. 
 
Ability Increases 
You can increase the score for any one ability by +1 every four character levels, 
regardless of individual class level. 
 



AERIAL WRESTLER 
“Look at that elevation, Tazz! He launched himself right up into the stratosphere!” 
 “Yeah, and I wouldn’t wanna be the poor guy underneath him when he 
comes down!” 
 
 “Flying through the air with the greatest of ease” isn’t just a phrase about 
circus acrobats anymore. Many of the lighter wrestlers have learned to 
compensate for their smaller body frames by implementing a gymnastic style that 
incorporates a great deal of aerial moves — missile dropkicks, planchas, 
moonsaults, and other death-defying, high-risk attacks. Against larger opponents, 
aerial wrestlers usually use stick-and-move tactics, maximizing their speed 
advantage. 
 
Examples of Aerial Wrestlers in the WWE 
Chavo Guerrero, Christian, Edge, Matt Hardy, Molly Holly, The Hurricane, Billy 
Kidman, Lita, Paul London, Maven, Shawn Michaels, Shannon Moore, Rey 
Mysterio, Nuzio, Rico, Scotty Too Hotty, Tajiri, Rob Van Dam, Victoria 
 
Game Rule Information 
Aerial wrestlers have the following game statistics. 
 
Ability 
Dexterity is the primary ability for this class. Aerial wrestlers often find it 
advantageous to place good scores in Charisma and Intelligence. 
 
Class Skills 
The Aerial wrestler’s class skills, and the key ability for each, are: Balance (Dex), 
Climb (Str), Concentration (Con), Diplomacy (Cha), Escape Artist (Dex), Hide 
(Dex), Jump (Str), Knowledge (aerial maneuvers, savvy maneuvers, simple 
maneuvers, specialty match, technical maneuvers) (Int), Perform (dance, promo, 
sing) (Cha), Profession (Wis), Sleight of Hand (Dex), Speak Language (none), 
and Tumble (Dex). 
 The training background you select can provide you with additional class 
skills to choose from. 
 Skill Points at 1st Level: (5 + Intelligence modifier) x 4. 
 Skill Points at Each Additional Level: 5 + Intelligence modifier. 
 
Class Features 
All of the following are class features of the Aerial wrestler. 
 
Starting Feats 
Aerial wrestlers begin play with the following feats: 
 Aerial Maneuvers Proficiency 
 Simple Maneuvers Proficiency 
 
Talents 



At odd-numbered levels, the Aerial wrestler selects a talent from the following 
talent trees. The trees have set orders that must be followed, and the wrestler 
must meet all prerequisites (if any) to take a talent. No talent can be selected 
more than once unless expressly indicated. 
 
Blazing Speed Talent Tree 
You are fleet of foot, quicker than a hiccup, and so fast that your own shadow 
cannot keep up with you. 
 Blazing Speed: You can spend 1 Endurance for every +1 bonus on 
running-related checks (chases), Jump checks, and Reflex saves to avoid 
countout. This bonus cannot exceed your Aerial class level. 
 Elusive Footwork: Before rolling your action count, you can reduce a 
target’s maneuver check for the round by –1 per 2 Endurance spent. The total 
penalty cannot exceed your Aerial class level. This talent is not usable when you 
are stunned. 
 Prerequisite: Blazing Speed. 
 Crossing Borders: You can rely on your incredible speed to whisk you out 
of trouble. You can spend 1 Heat to cancel an extra attack gained by your 
opponent through counterattack and the use of a feat or talent. You can spend 
additional Heat to negate each subsequent similar attack as well. 
 Prerequisite: Blazing Speed, Dazzling Footwork. 
 
Educated Feet Talent Tree 
You can use your awesome foot speed to impart greater impact to all moves in 
the aerial maneuvers group, such as dropkick, flying body splash, sunset flip, etc. 
 Educated Feet: You receive a +1 bonus on damage with aerial 
maneuvers. 
 Frequent Flyer: You receive an additional +1 bonus on damage with aerial 
maneuvers (+2 total). 
 Prerequisite: Educated Feet. 
 Showstopper: Once per show, you can add an extra damage bonus equal 
to 1/2 your Aerial class level (round down) to one successful aerial maneuver for 
one round. This stacks with all other damage bonus. 
 Prerequisite: Educated Feet, Frequent Flyer. 
 
Risk Taker Talent Tree 
Not only do you know how to put your own body on the line for high-risk 
maneuvers, you want to! 
 Risk Taker: When performing any maneuver with a “possible stun on self” 
or “possible stun on self when missed” modifier on multiple targets, you can use 
your Aerial class level in bonus to reduce the –5 cumulative penalty for each extra 
target attacked (see “Attacking Multiple Opponents,” page <<xx>>). 
 Furthermore, when performing any maneuver with “possible stun on self” 
or “possible stun on self when missed” modifier, you can add 1/2 your Aerial 
class level (round down, minimum 1) as a bonus on saving throws to resist stun 
from your own maneuver. 



 Daredevil: You can add a +1 bonus for every 2 Endurance spent when 
performing a maneuver with a “possible stun on self” or “possible stun on self 
when missed” modifier. The bonus cannot exceed your Aerial class level, and the 
move must be an aerial maneuver. 
 Prerequisite: Risk Taker. 
 2 Xtreme: When performing any maneuver with a “possible stun on self” or 
“possible stun on self when missed” modifier, you can add a bonus on your 
damage and subtract the same number from your maneuver check. This bonus 
cannot exceed your Aerial class level. Furthermore, you gain 1 Heat for such 
maneuvers if the damage rolled for stun purpose exceeds 10 on a miss! 
 Prerequisite: Risk Taker, Daredevil. 
 
Trigger Reflexes Talent Tree 
You have the ability to react quickly to potentially dangerous situations. 
 Trigger Reflexes: You can add your Dexterity bonus to your action count 
when you are stunned. In addition, you can make a Reflex save to change 
Trauma damage to Endurance damage instead. The DC is 5 + damage received, 
though you do not receive this saving throw if you are already stunned. 
 Close Call: For 1/2 your Aerial class level (round down) times per match, 
you can now use Reflex saves in place of Fortitude saves to resist stun effects 
from attacks. This talent cannot be used if you are already stunned. 
 Furthermore, you take one less damage per attack from maneuvers with 
“knockdown” or “require lift check” modifiers. 
 Prerequisite: Trigger Reflexes. 
 Glancing Blow: Before the damage for the first attack against you is rolled, 
you can spend 1 Heat and roll a Reflex save versus each attack on you in the 
round, DC = 5 + damage dealt. If successful, the damage from that attack is 
halved — and you receive no damage at all on an automatic success! This talent 
cannot be used (or ceases functioning) if you are stunned. 
 Prerequisite: Trigger Reflexes, Close Call. 
 
Bonus Feats 
At even-numbered levels, the Aerial wrestler gains a bonus feat. This feat must 
be selected from the following list, and the wrestler must meet any prerequisites: 
Bat Out of Hell, Chain Wrestling (aerial maneuvers), Coordinated, High Flying, 
Improved Recovery, Lightning Reflexes, Maneuvers Focus (aerial maneuvers), 
Moonlighting, Moveset, Popular Appeal, Quicker than a Hiccup, Signature Move, 
Tag Team Specialist, Technical Maneuvers Proficiency, Vigor. 
 
TABLE 3-4: AERIAL WRESTLER 
 Base Attack Fort Ref Will Rep 
Level Bonus Save Save Save Special Bonus 
 1 +0 +0 +2 +0 Starting feats, Talent +0 
 2 +1 +0 +3 +0 Bonus feat +0 
 3 +2 +1 +3 +1 Talent +1 
 4 +3 +1 +4 +1 Bonus feat +1 
 5 +3 +1 +4 +1 Talent +1 
 6 +4 +2 +5 +2 Bonus feat +2 
 7 +5 +2 +5 +2 Talent +2 
 8 +6 +2 +6 +2 Bonus feat +2 



 9 +6 +3 +6 +3 Talent +3 
 10 +7 +3 +7 +3 Bonus feat +3 
 11 +8 +3 +7 +3 Talent +3 
 12 +9 +4 +8 +4 Bonus feat +4 
 13 +9 +4 +8 +4 Talent +4 
 14 +10 +4 +9 +4 Bonus feat +4 
 15 +11 +5 +9 +5 Talent +5 
 16 +12 +5 +10 +5 Bonus feat +5 
 17 +12 +5 +10 +5 Talent +5 
 18 +13 +6 +11 +6 Bonus feat +6 
 19 +14 +6 +11 +6 Talent +6 
 20 +15 +6 +12 +6 Bonus feat +6 

 



POWER WRESTLER 
“Good God almighty!! He just clotheslined him right out of his boots!” 
 “You’re right, J. R., somebody better get a spatula so they can scrape him 
up off the canvas!” 
 
 Big, strong bruisers have been a part of the WWE since its inception, and 
there’s no sign of that changing anytime soon. What they lack in technique and 
gracefulness, they more than make up for in sheer brutality. Power wrestlers 
utilize their behemothlike size and strength to pound, slam, and pummel 
opponents into pulp before making the pin and getting the three-count. 
 
Examples of Power Wrestlers in the WWE 
Batista, The Big Show, Garrison Cade, Heidenreich, Mark Henry, Mark Jindrak, 
Kane, Chuck Palumbo, Luther Reigns, Rhyno, Gene Snitsky, The Undertaker 
 
Game Rule Information 
Power wrestlers have the following game statistics. 
 
Ability 
Strength is the ability associated with this class. Power wrestlers usually also 
possess good scores in Constitution and at least one of the nonphysical abilities. 
 
Class Skills 
The Power wrestler’s class skills, and the key ability for each, are: Climb (Str), 
Intimidate (Cha), Knowledge (power maneuvers, rough maneuvers, simple 
maneuvers, specialty match) (Int), Profession (Wis), and Speak Language 
(none). 
 The training background you select can provide you with additional class 
skills to choose from. 
 Skill Points at 1st Level: (3 + Intelligence modifier) x 4. 
 Skill Points at Each Additional Level: 3 + Intelligence modifier. 
 
Class Features 
All of the following are class features of the Power wrestler. 
 
Starting Feats 
Power wrestlers begin play with the following feats: 
 Power Maneuvers Proficiency 
 Simple Maneuvers Proficiency 
 
Talents 
At odd-numbered levels, the Power wrestler selects a talent from the following 
talent trees. The trees have set orders that must be followed, and the wrestler 
must meet all prerequisites (if any) to take a talent. No talent can be selected 
more than once unless specifically indicated. 
 
Badass Talent Tree 



You inflict more punishment using all moves in the power maneuvers group, such 
as clothesline, body slam, piledriver, etc. 
 Badass: You receive a +1 bonus on damage with power maneuvers. 
 Big Badass: You receive an additional +1 bonus on damage with power 
maneuvers (+2 total). 
 Prerequisite: Badass. 
 Ultimate Badass: Once per show, you can add extra damage bonus equal 
to 1/2 your Power class level (round down) to a successful power maneuver. This 
stacks with all other damage bonus. 
 Prerequisite: Badass, Big Badass. 
 
Brute Force Talent Tree 
You excel in maximizing your raw, physical power. 
 Brute Force: For 2 Endurance spent, you can add a +1 bonus to one 
Strength check (such as lift/knockdown or pin count during a pinfall, but not skill 
checks such as Climb or Jump). You must decide to use this talent and spend the 
Endurance before the check is made. You can use this talent as many times in a 
round as you feel is necessary, each time costing you 2 Endurance per +1. The 
total bonus cannot exceed your Power class level. 
 Irresistible Force: After a successful attack, you can reduce your 
opponent’s Fort save by –1 for every 2 Endurance spent before he rolls to resist a 
stun effect. The total penalty cannot exceed your Power class level. 
 Prerequisite: Brute Force. 
 Force of Nature: Same as Brute Force and Irresistible Force, except it is 
now 1 Endurance per +1 bonus (for Brute Force) or 1 penalty to the opponent’s 
Fort save (for Irresistible Force). 
 Prerequisite: Brute Force, Irresistible Force. 
 
Immovable Object Talent Tree 
You a walking bulwark, unfazed by attempts to bring you down to the mat. 
 Immovable Object: When announcing your action, you can increase your 
lift DC by +1 against one opponent for every 2 Endurance you choose to spend. 
The opponent must make a lift/knockdown check if this new lift DC surpasses his 
key ability for his maneuver. This bonus cannot exceed your Power class level 
and cannot be used if you’re stunned. You can use this talent against as many 
opponents in a round as you deem necessary, each time costing you 2 
Endurance per +1 lift DC. 
 Smack into a Brick Wall: If an opponent fails to lift or knock you down, you 
can spend 2 Endurance to immediately perform one attack against that opponent. 
This is a counterattack using only power maneuvers and does not stack with any 
other counterattack. 
 Prerequisite: Immovable Object. 
 Biggest Show on Earth: You can spend one Heat to change an opponent’s 
lift or knockdown checks against you to failure for the rest of the round, unless the 
roll is an automatic success. This must be done before any lift/knockdown check 
is rolled against the wrestler in a round and cannot be used if you’re stunned. 
 Prerequisite: Immovable Object, Smack into a Brick Wall. 



 
Juggernaut Talent Tree 
You are a mighty, unstoppable combat machine! When you get rolling, few 
people (or things) can stand in your way. 
 Juggernaut: Before rolling damage, you can increase the size of a single 
die by one type (i.e., d4 becomes d6, d6 becomes d8, etc.) for every 2 Endurance 
spent. At the same cost per die, you can boost the size of an additional die or 
increase an already boosted die by yet another size (up to d12 maximum). The 
number of die size changes per round cannot exceed your Power class level. 
This talent cannot be used with finishers and Signature Moves. 
 Rest in Peace: Before rolling action count, you can spend 2 Endurance to 
add +1 to your maneuver check. The maneuver must be a power maneuver. The 
total bonus cannot exceed your Power class level, and all opponents gain the 
same amount in damage bonus against you for the round! You must spend 
Endurance separately for each attack. 
 Prerequisite: Juggernaut. 
 Laying the Smack Down: After rolling action count but before resolving 
your action, you can spend any number of your available Heat to gain an equal 
number of additional attacks. The extra attacks can be divided among different 
targets or directed against one opponent. You roll a new maneuver check for 
each extra attack against the target’s original action count, but you do not gain 
Heat from these additional attacks. 
 Prerequisite: Juggernaut, Rest in Peace. 
 
Bonus Feats 
At even-numbered levels, the Power wrestler gains a bonus feat. This feat must 
be selected from the following list, and the Power wrestler must meet any 
prerequisites: Chain Wrestling (power maneuvers), Fearless, Gut Check, High 
Pain Threshold, Impervious, Imposing, Improved Recovery, Low Profile, 
Maneuvers Focus (power maneuvers), Moonlighting, Moveset, Rough Maneuver 
Proficiency, Signature Move, Testicular Fortitude, Toughness, Vigor. 
 
TABLE 3-3: POWER WRESTLER 
 Base Attack Fort Ref Will Rep 
Level Bonus Save Save Save Special Bonus 
 1 +1 +2 +0 +0 Starting feats, Talent +0 
 2 +2 +3 +0 +0 Bonus feat +0 
 3 +3 +3 +1 +1 Talent +1 
 4 +4 +4 +1 +1 Bonus feat +1 
 5 +5 +4 +1 +1 Talent +1 
 6 +6 +5 +2 +2 Bonus feat +2 
 7 +7 +5 +2 +2 Talent +2 
 8 +8 +6 +2 +2 Bonus feat +2 
 9 +9 +6 +3 +3 Talent +3 
 10 +10 +7 +3 +3 Bonus feat +3 
 11 +11 +7 +3 +3 Talent +3 
 12 +12 +8 +4 +4 Bonus feat +4 
 13 +13 +8 +4 +4 Talent +4 
 14 +14 +9 +4 +4 Bonus feat +4 
 15 +15 +9 +5 +5 Talent +5 
 16 +16 +10 +5 +5 Bonus feat +5 
 17 +17 +10 +5 +5 Talent +5 



 18 +18 +11 +6 +6 Bonus feat +6 
 19 +19 +11 +6 +6 Talent +6 
 20 +20 +12 +6 +6 Bonus feat +6 

 



ROUGH WRESTLER 
“They don’t come any meaner, any more tenacious than that man right there, 
King!” 
 
 Some call them brawlers; others simply call them bad-asses. Whatever 
description you want to use, these wrestlers get the job done in a no-frills, 
straightforward manner. Often, rough wrestlers throw holds and technical moves 
right out the window in favor of a more direct style of attack that’s more akin to 
street fighting than traditional wrestling. Many rough wrestlers engage in a type of 
wrestling known as “hardcore,” which involves the legal use of chairs, tables, 
garbage cans, and whatever else they can get their hands on. 
 
Examples of Rough Wrestlers in the WWE 
Steve Austin, Danny Basham, Doug Basham, Booker T, Bubba Ray Dudley, D-
Von Dudley, Spike Dudley, Mick Foley, Hardcore Holly, Jazz, John Bradshaw 
Layfield, Rodney Mack, Rosey, Johnny Stamboli, Tyson Tomko 
 
Game Rule Information 
Rough wrestlers have the following game statistics. 
 
Ability 
Constitution is the ability associated with this class. Rough wrestlers also benefit 
from having a good score in Strength or Dexterity. 
 
Class Skills 
The Rough wrestler’s class skills, and the key ability for each, are: Bluff (Cha), 
Climb (Str), Concentration (Con), Disguise (Cha), Hide (Dex), Intimidate (Cha), 
Knowledge (power maneuvers, rough maneuvers, savvy maneuvers, simple 
maneuvers, specialty match) (Int), Perform (vignette) (Cha), Profession (Wis), 
Sleight of Hand (Dex), Speak Language (none), and Treat Injury (Wis). 
 The training background you select can provide you with additional class 
skills to choose from. 
 Skill Points at 1st Level: (4 + Intelligence modifier) x 4. 
 Skill Points at Each Additional Level: 4 + Intelligence modifier. 
 
Class Features 
All of the following are class features of the rough wrestler. 
 
Starting Feats 
Rough wrestlers begin play with the following feats: 
 Rough Maneuvers Proficiency 
 Simple Maneuvers Proficiency 
 
Talents 
At odd-numbered levels, the Rough wrestler selects a talent from the following 
talent trees. The trees have set orders that must be followed, and the wrestler 



must meet all prerequisites (if any) to take a talent. No talent can be selected 
more than once unless expressly indicated. 
 
Hardcore Talent Tree 
The word “hardcore” conjures up images of barbed-wire bats, fire extinguishers, 
beer bottles, garbage cans, and other foreign objects. You might have been 
through a couple of these “extreme” wars where weapons fly liberally, or just 
plain have a knack for taking a beating and keeps on ticking. 
 Hardcore: You can now fight until your Constitution in negative Endurance 
before having to start making Fort saves versus stun, and the same in negative 
Trauma before having to make Fort saves versus unconsciousness. 
 You also recover twice as fast as normal from an injury. So you heal twice 
your Con modifier in positive Trauma points or two negative Trauma points per 
day. 
 Nailz: After rolling a Fortitude save, you can spend 1 Heat to unstun 
yourself and remove all stun effects for one round, unless the original roll is an 
automatic failure. This talent is not usable if you become stunned from your own 
action (for example, on a fumbled maneuver, missing a move with a “possible 
stun on self” modifier, spending Endurance when you are at negative, using a 
talent, etc.), or if the stun effects did not require a Fort save (such as distraction). 
You can also spend one additional Heat to negate each extra round of stun. 
 Prerequisite: Hardcore. 
 Glutton for Punishment: In a match, when announcing your action, you can 
choose to forfeit rolling and drop your action count to 0. You gain 1 Heat if you 
take more than 10 points in total damage (after all reductions) for this round. You 
cannot take recovery while using this talent, nor can you use it while stunned. 
 Prerequisite: Hardcore, Nailz. 
 
Space Mountain Talent Tree 
You know how to use and reserve your stamina efficiently to carry you through a 
long match. 
 Space Mountain: You can add your Rough class level as bonus on your 
recovery check and recover 1/2 the amount (round down, minimum 1) in 
additional Endurance on a successful recovery. 
 Iron Man: You can spend 1 Heat to regain twice as many Endurance as 
normal on a successful recovery, 2 Heat for 4x normal, 3 Heat for 6x, and so on. 
 Prerequisite: Space Mountain. 
 Go All Night: You add +10 to your fatigue penalty range. You now suffer a 
–1 fatigue penalty for every 30 Endurance lost instead of 20. This talent stacks 
with the Superior Conditioning feat (increasing it to every 40 Endurance lost). 
 Prerequisite: Space Mountain, Iron Man. 
 
Stomping a Mudhole Talent Tree 
You can beat the hell out of an opponent using all moves in the rough maneuvers 
group. 
 Stomping a Mudhole: You can add +1 bonus on a rough maneuver check 
for every 2 Endurance spent. This bonus cannot exceed your Rough class level. 



 Slobber-Knocker: Before rolling damage, you can add +1 damage bonus 
on a rough maneuver for every 2 Endurance spent. This bonus cannot exceed 
your Rough class level and the maneuver cannot be a finisher or Signature 
Move. 
 Prerequisite: Stomping a Mudhole. 
 Have a Nice Day: Once per show, you can add extra damage bonus equal 
to 1/2 your Rough class level (round down) to one successful rough maneuver for 
one round. This stacks with all other damage bonus. 
 Prerequisite: Stomping a Mudhole, Slobber-Knocker. 
 
Tough Enough Talent Tree 
A trademark of Rough wrestlers is their ability to absorb punishment. A Rough 
wrestler with this talent tree can shake off damage and come back for more. 
 Tough Enough: You automatically shrug off 1 point of damage from every 
attack. 
 Tough S.O.B.: You can shrug off 1 additional point of damage from every 
attack (2 total). 
 Prerequisite: Tough Enough. 
 Tougher than a Two-Dollar Steak: Once per show, before the damage for 
the first attack against you is rolled, you can activate this talent to reduce damage 
by 1/2 your Rough class level (round down) from all attacks for one round. This 
stacks with all other damage reduction ability. 
 Prerequisite: Touch Enough, Tough S.O.B. 
 
Bonus Feats 
At even-numbered levels, the Rough wrestler gains a bonus feat. This feat must 
be selected from the following list, and the Rough wrestler must meet any 
prerequisites: Chain Wrestling (rough maneuvers), Cheap Shot Artist, Crafty, 
Fearless, Great Fortitude, High Pain Threshold, Impervious, Improved Recovery, 
Maneuvers Focus (rough maneuvers), Maneuver Focus (simple maneuvers), 
Moonlighting, Moveset, Opportunist, Power Maneuvers Proficiency, Signature 
Move, Testicular Fortitude, Toughness, Vigor. 
 
TABLE 3-5: ROUGH WRESTLER 
 Base Attack Fort Ref Will Rep 
Level Bonus Save Save Save Special Bonus 
 1 +0 +2 +0 +2 Starting feats, Talent +0 
 2 +1 +3 +0 +3 Bonus feat +0 
 3 +1 +3 +1 +3 Talent +1 
 4 +2 +4 +1 +4 Bonus feat +1 
 5 +2 +4 +1 +4 Talent +1 
 6 +3 +5 +2 +5 Bonus feat +2 
 7 +3 +5 +2 +5 Talent +2 
 8 +4 +6 +2 +6 Bonus feat +2 
 9 +4 +6 +3 +6 Talent +3 
 10 +5 +7 +3 +7 Bonus feat +3 
 11 +5 +7 +3 +7 Talent +3 
 12 +6 +8 +4 +8 Bonus feat +4 
 13 +6 +8 +4 +8 Talent +4 
 14 +7 +9 +4 +9 Bonus feat +4 
 15 +7 +9 +5 +9 Talent +5 
 16 +8 +10 +5 +10 Bonus feat +5 



 17 +8 +10 +5 +10 Talent +5 
 18 +9 +11 +6 +11 Bonus feat +6 
 19 +9 +11 +6 +11 Talent +6 
 20 +10 +12 +6 +12 Bonus feat +6 

 



SAVVY WRESTLER 
“What a sneaky, low-down snake! That ref should disqualify him for that!” 
 “Well, the ref can’t call what he didn’t see.” 
 
 Every match is a mind game. At least that’s how Savvy wrestlers view it. 
These wrestlers use cunning and guile to score victories rather than fancy moves 
or bombastic power attacks. In a nutshell, they are the thinking man’s wrestlers. 
They delight in outwitting (or outcheating) opponents. This doesn’t imply, 
however, that Savvy wrestlers aren’t capable fighters. Quite the contrary. Most of 
them are highly proficient wrestlers in addition to being clever and wily. That’s 
what makes them so dangerous! 
 
Examples of Savvy Wrestlers in the WWE 
John Cena, Ric Flair, Eddie Guerrero, Chris Jericho, Randy Orton, Steven 
Richards, The Rock, Trish Stratus, Triple H 
 
Game Rule Information 
Savvy wrestlers have the following game statistics. 
 
Ability 
Charisma is the ability associated with class, although Wisdom is not far behind. 
Savvy wrestlers often place high scores in Intelligence and at least one of the 
physical abilities. 
 
Class Skills 
The Savvy wrestler’s class skills, and the key ability for each, are: Bluff (Cha), 
Diplomacy (Cha), Disguise (Cha), Escape Artist (Dex), Hide (Dex), Intimidate 
(Cha), Knowledge (aerial maneuvers, roster, savvy maneuvers, simple 
maneuvers, specialty match, technical maneuvers) (Int), Perform (dance, promo, 
sing, vignette) (Cha), Profession (Wis), Sense Motive (Wis), Sleight of Hand 
(Dex), Speak Language (none), and Spot (Wis). 
 The training background you select can provide you with additional class 
skills to choose from. 
 Skill Points at 1st Level: (5 + Intelligence modifier) x 4. 
 Skill Points at Each Additional Level: 5 + Intelligence modifier. 
 
Class Features 
All of the following are class features of the Savvy wrestler. 
 
Starting Feats 
Savvy wrestlers begin play with the following feats: 
 Savvy Maneuvers Proficiency 
 Simple Maneuvers Proficiency 
 
Talents 
At odd-numbered levels, the Savvy wrestler selects a talent from the following 
talent trees. The trees have set orders that must be followed, and the wrestler 



must meet all prerequisites (if any) to take a talent. No talent can be selected 
more than once unless expressly indicated. 
 
Cerebral Assassin Talent Tree 
Your demeanor belies a cold, calculating mind that’s always plotting and staying 
one step ahead of the competition. You know how to stop your opponent’s 
momentum while building your own. You know all the subtleties of every move 
and can adapt, improvise, and overcome them accordingly. 
 Cerebral Assassin: When you gain a Heat during a match, you can choose 
to “steal” it from a target instead. This can be used a number of times per show 
equal to 1/2 your Savvy class level (round down, minimum 1), but not when you 
have reached your Heat maximum. 
 Just That Damn Good: Before rolling, you can add a +1 bonus per 2 
Endurance spent on your simple or savvy maneuver check. The total bonus 
cannot exceed the your Savvy class level. 
 Prerequisite: Cerebral Assassin. 
 I Am the Game!: You can spend 2 Endurance and choose to use either 
Wisdom or Charisma as the key ability when performing any maneuver, changing 
it to a simple or savvy maneuver (as determined by the ability used). All such 
changes count toward your maneuver limit for the respective maneuvers group 
(see “Maneuver Limit,” page <<XXX>>). This talent cannot be used for finishers 
or Signature Moves. 
 Prerequisite: Cerebral Assassin, Just That Damn Good. 
 
Dirty Player Talent Tree 
Dirty deeds, done dirt cheap … but you wouldn’t mind doing them for free, either. 
Given the chance to play dirty, you are among the best in the game. 
 Dirty Player: Once per round, you can add a damage bonus equal to 1/2 
your Savvy class level (round down, minimum 1) when you attack a 
distracted/stunned opponent or hit with a foreign object. (This bonus does not 
stack if you attack a distracted/stunned opponent with a foreign object.) 
 Really Dirty Player: Once per match, you can spend 1 Heat to negate a 
disqualification ruling against you (but not another character). 
 Prerequisite: Dirty Player. 
 Dirtiest Player in the Game: Once per match, you can spend 1 Heat 
immediately after a successful illegal maneuver to stun the opponent and put him 
in a prone position automatically, no knockdown/lift check and Fort saving throw 
necessary, even if the move did not include such modifiers. You receive a 
warning for using this talent automatically even if the maneuver itself did not do 
enough damage to warrant one, unless the referee is distracted or down. A Face 
wrestler, or a Neutral wrestler facing a Heel opponent, has to spend 2 Heat to use 
this talent. 
 Prerequisite: Dirty Player, Really Dirty Player. 
 
Ring Smart Talent Tree 
When guile is combined with proper learning and experience, you have an 
unbeatable package. You possess that package. You have more than one trick 



up your sleeve you can pull to surprise your opponent in the squared circle and 
walk away with a victory, and a grin like a Cheshire cat that just ate a canary. 
 Ring Smart: Once per show, you gain a competence bonus equal to 1/2 
your Savvy class level on any one d20 roll, added either before or after the roll. 
 You Can’t See Me: You can spend 1 Heat to negate all effects of any one 
talent of your choice (including your own if you have that talent) for a number of 
rounds equal to your Charisma modifier (minimum 1). Short-term and immediate 
effects that have resolved prior to activating this talent are not countered, but 
long-term and ongoing effects are negated for the duration. 
 Prerequisite: Ring Smart. 
 I Cheat, I Lie, I Steal: You can spend 1 Heat to distract a target on your 
action count, even if you do not have the highest for the round, after all prior 
actions have been resolved. The target is automatically distracted unless he rolls 
an automatic success to resist. You cannot use this talent while stunned or if you 
become stunned before your action count. 
 Prerequisite: Ring Smart, You Can’t See Me. 
 
Stroke Talent Tree 
You have the presence of a superstar who can command respect and demand 
attention. You can easily have your way with the WWE officials and personnel. 
You can throw your weight around to get things done. You got the “stroke” going 
for you. 
 Stroke: Before rolling, you can add a +1 bonus for every 2 Endurance 
spent on Diplomacy, Disguise, Hide, and Perform (vignette) checks, as well as on 
Intimidate checks when interacting with all nonwrestler characters (announcers, 
WWE staff, referees, etc.). This bonus cannot exceed your Savvy class level. 
 Once per show in a nonmatch interaction, when you do not succeed with 
an interaction check by enough margin to gain Heat, or lose an opposed 
interaction check by a sufficient margin for the opponent to gain Heat, you can 
reroll your result and take the better of the two rolls. This talent cannot be used if 
your original roll is an automatic failure or if the opponent’s roll is an automatic 
success. 
 No Chance in Hell: You can spend 1 Heat to automatically add one 
stipulation/clause of your choice to your scheduled or future match. This can be a 
specialty contest (no disqualification, steel cage, hell in the cell, tables-ladders-
chairs), carry an undesirable consequence for the loser (from losing a valet to 
career termination), or be heavily stacked in your favor (handicap match, 
opponent’s allies banned from ringside). All stipulations must be approved by the 
GM beforehand, however. 
 Prerequisite: Stroke. 
 It Doesn’t Matter: Immediately after an opponent spends 1 Heat against 
you but before the action is rolled or resolved, you can spend 1 Heat to 
completely negate the effect(s). This talent will cancel the use of a finishing 
maneuver, forcing the target to choose another move/action or spend another 
Heat to use the finisher. You cannot use this talent if you are stunned. 
 Prerequisite: Stroke, No Chance in Hell. 
 



Bonus Feats 
At even-numbered levels, the Savvy wrestler gains a bonus feat. This feat must 
be selected from the following list, and the Savvy wrestler must meet any 
prerequisites: Cagey, Chain Wrestling (savvy maneuvers), Cheap Shot Artist, 
Entertaining, Improved Recovery, Know Your Enemy, Low Profile, Maneuvers 
Focus (savvy maneuvers), Maneuver Focus (simple maneuvers), Moonlighting, 
Moveset, Opportunist, Popular Appeal, Renown, Signature Move, Smelled a 
Fish, Vigor. 
 
TABLE 3-7: SAVVY WRESTLER 
 Base Attack Fort Ref Will Rep 
Level Bonus Save Save Save Special Bonus 
 1 +0 +0 +2 +0 Starting feats, Talent +2 
 2 +1 +0 +3 +0 Bonus feat +3 
 3 +2 +1 +3 +1 Talent +3 
 4 +3 +1 +4 +1 Bonus feat +4 
 5 +3 +1 +4 +1 Talent +4 
 6 +4 +2 +5 +2 Bonus feat +5 
 7 +5 +2 +5 +2 Talent +5 
 8 +6 +2 +6 +2 Bonus feat +6 
 9 +6 +3 +6 +3 Talent +6 
 10 +7 +3 +7 +3 Bonus feat +7 
 11 +8 +3 +7 +3 Talent +7 
 12 +9 +4 +8 +4 Bonus feat +8 
 13 +9 +4 +8 +4 Talent +8 
 14 +10 +4 +9 +4 Bonus feat +9 
 15 +11 +5 +9 +5 Talent +9 
 16 +12 +5 +10 +5 Bonus feat +10 
 17 +12 +5 +10 +5 Talent +10 
 18 +13 +6 +11 +6 Bonus feat +11 
 19 +14 +6 +11 +6 Talent +11 
 20 +15 +6 +12 +6 Bonus Feat +12 

 



TECHNICAL WRESTLER 
“I don’t think legs are meant to bend that way, J. R.!” 
 
 Holds, locks, and other complex maneuvers are part and parcel of the 
Technical wrestler’s repertoire. This is a traditional style, heavily influenced by 
the brand of wrestling that dominated during the late nineteenth and early 
twentieth centuries. A good technical wrestler can have his opponent twisted into 
the shape of a pretzel and howling in pain while frantically tapping out, in no time 
at all. 
 
Examples of Technical Wrestlers in the WWE 
Kurt Angle, Shelton Benjamin, Chris Benoit, Rob Conway, Rene Dupree, 
Eugene, Sylvain Grenier, Charlie Haas, Orlando Jordan, Gail Kim, William Regal, 
Kenzo Suzuki, Val Venis 
 
Game Rule Information 
Technical wrestlers have the following game statistics. 
 
Ability 
Intelligence is the ability most associated with this class. Technical wrestlers 
often place good scores in Wisdom and one of the physical abilities. 
 
Class Skills 
The Technical wrestler’s class skills, and the key ability for each, are: 
Concentration (Con), Escape Artist (Dex), Knowledge (aerial maneuvers, power 
maneuvers, roster, simple maneuvers, specialty match, technical maneuvers) 
(Int), Profession (Wis), Sense Motive (Wis), Speak Language (none), Spot (Wis), 
and Treat Injury (Wis). 
 The training background you select can provide you with additional class 
skills to choose from. 
 Skill Points at 1st Level: (4 + Intelligence modifier) x 4. 
 Skill Points at Each Additional Level: 4 + Intelligence modifier. 
 
Class Features 
All of the following are class features of the Technical wrestler. 
 
Starting Feats 
Technical wrestlers begin play with the following feats: 
 Simple Maneuvers Proficiency 
 Technical Maneuvers Proficiency 
 
Talents 
At odd-numbered levels, the Technical wrestler selects a talent from the following 
talent trees. The trees have set orders that must be followed, and the wrestler 
must meet all prerequisites (if any) to take a talent. No talent can be selected 
more than once unless expressly indicated. 
 



10,000 Holds Talent Tree 
You know many ways to break down the human body and cause extra pain with 
all moves in the technical maneuvers group, such as boston crab, full nelson, 
sleeper, etc. 
 10,000 Holds: You receive a +1 bonus on damage with technical 
maneuvers. 
 10,000 More Holds: You receive an additional +1 bonus on damage with 
technical maneuvers (+2 total). 
 Prerequisite: 10,000 Holds. 
 Rabid Wolverine: Once per show, you can add an extra damage bonus 
equal to 1/2 your Technical class level (round down) to one successful technical 
maneuver for one round. This stacks with all other damage bonus. 
 Prerequisite: 10,000 Holds, 10,000 More Holds. 
 
Instinct Talent Tree 
Some wrestlers are so dedicated that they can “kick out of a pin if someone pins 
them in their sleep!” You are one of them. Your keen instinct makes it difficult for 
opponents to keep your shoulders on the mat. 
 Instinct: Before rolling, you can add a +1 bonus per 2 Endurance spent on 
your saving throw to break pin attempts. The total bonus cannot exceed your 
Technical class level, and this talent is not usable if you are stunned. 
 Textbook: Any time you beat the opposing check to pin you or to maintain 
a submission by 10 or more, you can reverse the pin and begin a pin attempt on 
the opponent or “reverse” the hold immediately. In either case, no maneuver 
check is necessary since it’s considered automatic. If the hold reversed is your 
finisher, you must still spend 1 Heat to gain the benefits of a finishing maneuver 
(i.e., 2x damage dice and automatic two-count). 
 Prerequisite: Instinct. 
 Intensity, Integrity, Intelligence: You can now spend 1 Heat to 
automatically break an opponent’s non-finisher pinfall on you or escape a non-
finisher submission hold. For pinfalls, you must use this talent before opposing a 
pin count (usually on the third count); for submission holds, this comes after 
damage and the escape roll, but before the saving throw. 
 Prerequisite: Instinct, Textbook. 
 
Mat Technician Talent Tree 
Grappling is the name of your game. You are a supreme wrestling machine who 
knows a hundred ways to put on a submission and keep it on, as well. When 
you’re in your top form, you can take down even the biggest guy around at will. 
 Mat Technician: Before rolling, you can add a +1 bonus for every 2 
Endurance spent on your check to maintain a technical submission hold or to 
break a technical submission hold. The total bonus cannot exceed your Technical 
class level, and this talent cannot be used to maintain a finisher or Signature 
Move. 
 The Mood’s About to Change: Once per round, you can launch a 
counterattack against an opponent who targets you with a technical maneuver 
but does not exceed his maneuver check by more than 5, or fails to complete the 



move (such as missing a lift check). This counterattack must be a technical 
maneuver. Resolve the opponent’s maneuver first, and in case of a submission 
hold, you must escape it before counterattacking. 
 If your target also has this talent, he may recounterattack if you miss the 
counterattack or succeed by less than 6. 
 Prerequisite: Mat Technician. 
 Ruthless Aggression: You can spend 1 Heat to automatically put an 
opponent you’re fighting in prone position after successfully performing a 
technical maneuver, no lift/knockdown check necessary. Additionally, Super-
Heavyweight and Ultra-Heavyweight characters still suffer weight damage for 
falling prone. The use of the Biggest Show on Earth talent can counter this talent. 
 Prerequisite: Mat Technician, The Mood’s About to Change. 
 
Ring Tactician Talent Tree 
Always thinking and analyzing in the ring, you can find ways to nullify an 
opponent’s advantage. 
 Ring Tactician: For initiative and action-declaration purpose, you can add 
1/2 your Technical class level (round up) to your Dexterity and all subsequent tie-
breakers. 
 Can You Dig It, Sucka: When announcing your action, you can choose an 
opponent and one ability. For one round, the target’s modifier for that ability is 
reduced by –1 per 1 Endurance spent for maneuver check and damage bonus 
purposes. This penalty cannot exceed your Intelligence modifier or put the 
target’s ability modifier below 0. You can choose a new target and/or ability each 
round, but cannot use this talent when stunned. 
 Prerequisite: Ring Tactician. 
 Now We Go to School: Same as Can You Dig It, Sucka, but you can 
spend 1 Heat in addition to affect all six of the target’s abilities for one round! 
 Prerequisite: Ring Tactician; Can You Dig It, Sucka. 
 
Bonus Feats 
At even-numbered levels, the Technical wrestler gains a bonus feat. This feat 
must be selected from the following list, and the Technical wrestler must meet 
any prerequisites: Aerial Maneuvers Proficiency, Chain Wrestling (technical 
maneuvers), Determined, Improved Recovery, Intestinal Fortitude, Iron Will, 
Learned, Low Center of Gravity, Maneuvers Focus (technical maneuvers), Martial 
Art Weapons Proficiency, Moonlighting, Moveset, Signature Move, Student of the 
Game, Vigor. 
 
TABLE 3-6: TECHNICAL WRESTLER 
 Base Attack Fort Ref Will Rep 
Level Bonus Save Save Save Special Bonus 
 1 +1 +0 +0 +2 Starting feats, Talent +0 
 2 +2 +0 +0 +3 Bonus feat +0 
 3 +3 +1 +1 +3 Talent +1 
 4 +4 +1 +1 +4 Bonus feat +1 
 5 +5 +1 +1 +4 Talent +1 
 6 +6 +2 +2 +5 Bonus feat +2 
 7 +7 +2 +2 +5 Talent +2 
 8 +8 +2 +2 +6 Bonus feat +2 



 9 +9 +3 +3 +6 Talent +3 
 10 +10 +3 +3 +7 Bonus feat +3 
 11 +11 +3 +3 +7 Talent +3 
 12 +12 +4 +4 +8 Bonus feat +4 
 13 +13 +4 +4 +8 Talent +4 
 14 +14 +4 +4 +9 Bonus feat +4 
 15 +15 +5 +5 +9 Talent +5 
 16 +16 +5 +5 +10 Bonus feat +5 
 17 +17 +5 +5 +10 Talent +5 
 18 +18 +6 +6 +11 Bonus feat +6 
 19 +19 +6 +6 +11 Talent +6 
 20 +20 +6 +6 +12 Bonus feat +6 

 



MANAGER 
“He wasn’t trying to trip the opponent, Monsoon. He was just trying to help him tie 
his shoe.” 
 “Will you stop?” 
 
 Managers are most often used as “PR representatives” for wrestlers. It’s 
not uncommon for them to lend their wrestlers a hand during matches, even to 
the extent of cheating. They distract the referee, nail other wrestlers with foreign 
objects, shove opponents off turnbuckles, and do any other dirty trick imaginable. 
 Also included under the “manager” classification is the valet. Valets are 
almost exclusively attractive women who accompany wrestlers to the ring and 
sometimes get involved in the action. 
 Managers do not receive a finishing maneuver until they possess at least 
one level in one of the five wrestler classes (i.e., Power, Aerial, Rough, Technical, 
Savvy). 
 
Examples of Managers in the WWE 
Eric Bischoff, Jonathan “The Coach” Coachman, Dawn Marie, Paul Heyman, 
Hiroko, Miss Jackie, Stacy Keibler, Theodore R. Long, Stephanie McMahon, 
Torrie Wilson 
 
Game Rule Information 
Managers have the following game statistics. 
 
Abilities 
Wisdom is the ability most associated with this class. Managers often place good 
scores in Charisma and Intelligence also. 
 
Class Skills 
The manager’s class skills, and the key ability for each, are: Bluff (Cha), 
Diplomacy (Cha), Disguise (Cha), Hide (Dex), Knowledge (roster) (Int), Perform 
(dance, musical instrument, promo, sing, vignette) (Cha), Profession (Wis), 
Search (Int), Sense Motive (Wis), Sleight of Hand (Dex), Speak Language 
(none), Spot (Wis), and Treat Injury (Wis). 
 The training background you select can provide you with additional class 
skills to choose from. 
 Skill Points at 1st Level: (6 + Intelligence modifier) x 4. 
 Skill Points at Each Additional Level: 6 + Intelligence modifier. 
 
Class Features 
All of the following are class features of the Manager. 
 
Starting Feat 
Managers begin play with the following feat: 
 Simple Maneuvers Proficiency 
 
Talents 



At 1st level, the Manager selects two talents from the following talent trees, then 
one talent at every succeeding odd-numbered level. The trees have set orders 
that must be followed, and the manager must meet all prerequisites (if any) to 
take a talent. No talent can be selected more than once unless expressly 
indicated. 
 
Here Comes the Money Talent Tree 
You have friends in high places, you have peeps in low places, and you have the 
dolla-dolla bills — plenty of them! Influence alone might not make the world go 
around, but coupled with money you can make it spin on your fingertip! Ah, it’s 
good to have power …. 
 Here Comes the Money: By making a resource check, you can call upon 
your connections to get special things done in your — and your wrestler’s — favor, 
such as levying or lifting a suspension, paying fines, overturning official 
decisions, guest refereeing, etc. The resource check is a d20 roll, adding your 
Reputation bonus and 1/2 your Manager class level as bonus. 
 The GM sets the DC based on the scope of the favor or request desired. 
The DC ranges from 10 for a simple request (a private meeting with the Brand 
General Manager) to as high as 40+ for an improbable demand (reversing the 
verdict of a world title match at Wrestlemania). 
 You can try as many resource checks as you wish per show, but only once 
per request. For each subsequent request in the same show after the first, add a 
cumulative +5 to the DC. 
 Got Your Back: When you are making a resource check on another 
character’s behalf, you also add that character’s Charisma modifier or Reputation 
bonus, whichever is higher, to the roll. 
 Prerequisite: Here Comes the Money. 
 The Brain: You are sufficiently experienced to anticipate the course of 
events and make preparations in advance. When you need a certain tool, 
instrument, item, or even an ally, you can roll a Wisdom check with 1/2 your 
Manager class level as a bonus versus DC10 to “retroactively” have planted it 
nearby! For example, during a handcuff match, you can attempt a roll to see if 
you “remembered” to have a spare key made; if a referee has removed a 
concealed object, you can roll to see if you have stashed another identical one 
somewhere else handy (like under the ring); if a getaway vehicle is conveniently 
parked right there for your escape, it is as if you had “planned it that way all 
along”! 
 This talent may be used multiple times per show, but each subsequent 
check has a cumulative +5 DC (i.e., DC15 for second check, DC20 for third, etc.). 
The DC resets at the start of each new show. The GM also may adjust the DC 
based on how sensible, clever, and elaborate the “improvised plan” is. 
 Prerequisite: Here Comes the Money, Got Your Back. 
 
Interference Talent Tree 
You understand how timely, uh, “assistance” here and there can spell the 
difference between winning and losing a match. And you are good at it, too. 



 Interference: Before rolling, you can add a +1 bonus for every 2 
Endurance spent on your roll to distract a target, to use Sleight of Hand, or for a 
Dex check when eluding pursuit. This bonus cannot exceed your Manager class 
level. 
 Entering the Stratosphere: After a maneuver with a “possible stun” 
modifier is successfully performed, you can spend 1 Heat to make the stun effect 
automatic, barring the target from rolling an automatic success on the Fort save. 
You can also apply this talent after a maneuver with a “possible stun on self” or 
“possible stun on self if missed” modifier is attempted to induce a stun on the 
target. 
 Prerequisite: Interference. 
 The Weasel: You can give your Wisdom modifier (minimum 1) in 
additional bonus to a target after a successful check to aid another (i.e., giving 
the target a 2 + your Wis modifier bonus to the roll). You can do this a number of 
times per show equal to your 1/2 your Manager class level (round down). All rules 
regarding disqualification still apply. 
 Prerequisite: Interference, Entering the Stratosphere. 
 
Lucky Talent Tree 
A color commentator once said, “I’d rather be lucky than good.” The wisdom of 
that has never been lost on you. 
 Lucky: Once per show, you can choose a target (including yourself), who 
can immediately reroll a failed ability check, skill check, maneuver check, saving 
throw … in short, any one d20 die roll (unless the original roll is a natural 1 or 20). 
You choose which result of the two rolls to use. 
 Often Imitated, Never Duplicated: You can choose any one target, 
including yourself, and increase the target’s range for either critical success or 
failure by 1 for one round with a successful DC20 Knowledge (roster check). For 
example, a roll of 19–20 is now an automatic success/hit for a normal character, 
or if you want to “jinx” him, a roll of 1–2 is an automatic failure/miss. The target still 
rolls a second roll and uses the new range to confirm the critical hit/miss. You 
must announce using this talent as your action and use the skill roll as your 
action count for the round, though it will still affect the intended target regardless 
of the order of action. 
 Prerequisite: Lucky. 
 Don’t Hate the Playa: When you or one of your allies rolls an automatic 
success/hit, you can spend 1 Heat to immediately change it to a critical 
success/hit without needing a confirm roll. Likewise, when an opponent rolls an 
automatic failure/miss, you can spend 1 Heat to make it a critical failure/fumble 
instantly. 
 Prerequisite: Lucky; Often Imitated, Never Duplicated. 
 
Mouthpiece Talent Tree 
You are the used car salesman who can sell ice to Eskimos and speak at a 
hundred miles per hour like there’s no tomorrow and convince everybody your 
wrestler is the best thing going today and how he deserves a title shot and how 
he will snap his next pencil-necked geek opponent like a twig and …. 



 Mouthpiece: When you appear in a segment, you can choose to include 
with you a number of additional characters up to your Manager class level + your 
Charisma modifier (minimum one other character). This appearance does not 
count toward the selected characters’ normal limit. 
 This talent may be taken multiple times, each time increasing the 
maximum of additional characters by your Charisma modifier (minimum 1). 
 Motormouth: Once per segment, you can add a +1 bonus for every 2 
Endurance spent on a Perform (promo) or (vignette) check of one other character 
appearing in the same segment with you. You can also do the same on all 
Diplomacy checks to include a special stipulation or clause to a match. This 
bonus cannot exceed your Manager class level. 
 Prerequisite: Mouthpiece. 
 Holla Holla: Before rolling the action count, you can spend 1 Heat to 
inspire your charges, providing any of your allies within the same general area of 
the arena a +1 bonus on their maneuver checks, saving throws, and skill checks. 
The bonus lasts for one round. You can motivate a number of characters equal to 
1/2 your Manager class level (round up) simultaneously. 
 This talent may be taken multiple times, each time increasing the bonus by 
+1. 
 Prerequisite: Mouthpiece, Motormouth. 
 
Bonus Feats 
At even-numbered levels, the Manager gains a bonus feat. This feat must be 
selected from the following list, and the Manager must meet any prerequisites: 
Bat Out of Hell, Cagey, Cheap Shot Artist, Crafty, Entertaining, Know Your 
Enemy, Learned, Moonlighting, Natural, Popular Appeal, Renown, Rough 
Maneuvers Proficiency, Savvy Maneuvers Proficiency, Signature Move, Skill 
Mastery, Smelled a Fish. 
 
TABLE 3-8: MANAGER 
 Base Attack Fort Ref Will Rep 
Level Bonus Save Save Save Special Bonus 
 1 +0 +0 +0 +0 Starting feat, Talents +2 
 2 +0 +0 +0 +0 Bonus feat +3 
 3 +1 +1 +1 +1 Talent +3 
 4 +1 +1 +1 +1 Bonus feat +4 
 5 +1 +1 +1 +1 Talent +4 
 6 +2 +2 +2 +2 Bonus feat +5 
 7 +2 +2 +2 +2 Talent +5 
 8 +2 +2 +2 +2 Bonus feat +6 
 9 +3 +3 +3 +3 Talent +6 
 10 +3 +3 +3 +3 Bonus feat +7 
 11 +3 +3 +3 +3 Talent +7 
 12 +4 +4 +4 +4 Bonus feat +8 
 13 +4 +4 +4 +4 Talent +8 
 14 +4 +4 +4 +4 Bonus feat +9 
 15 +5 +5 +5 +5 Talent +9 
 16 +5 +5 +5 +5 Bonus feat +10 
 17 +5 +5 +5 +5 Talent +10 
 18 +6 +6 +6 +6 Bonus feat +11 
 19 +6 +6 +6 +6 Talent +11 
 20 +6 +6 +6 +6 Bonus feat +12 

 



TRAINING BACKGROUND 
WWE superstars came from different walks of life. Some, such as John 
Bradshaw Layfield, played organized sports until finding their callings as 
wrestlers. A great majority, such as Chris Benoit and Chris Jericho, first paid 
dues in wrestling schools or at legendary training grounds such as Stu Hart’s 
“dungeon” prior to the WWE limelight. Others, such as Booker T and Luther 
Reigns, got their education from the school of hard knocks on the mean streets. 
Several in the main-event ranks were culled from world-class competitions, from 
strongman Ken Patera of yesteryear to “Your Olympic Hero” Kurt Angle of today. 
And there has never been a shortage of progeny to perpetuate their families’ 
legacies, torches passed and carried on proudly by generational stars such as 
Chavo and Eddie Guerrero, The Rock, Randy Orton, and Carlito Caribbean Cool. 
 Training background reflects your history and specialization before you 
joined the WWE. It’s where you came from, what you learned, and how you got to 
set foot inside the ring of a venerable venue like Madison Square Garden. It’s 
your roots. 
 You pick a training background at 1st level. You must meet all 
prerequisites (if any) to qualify for that background. Each background also 
provides a number of additional permanent class skills, bonus feats, and perhaps 
a bonus to your Reputation. This is on top of what you receive as a 1st-level 
character. 
 
Acrobatics 
You are likely trained in the risk-taking, high-flying Luchador style of Mexico and 
Latin America. You may also have an extensive gymnastic, circus, or even 
cheerleading background and utilize fast-paced leaping maneuvers in the ring. 
 Prerequisite: Cannot be super-heavyweight or ultra-heavyweight. 
 Skills: Choose two of the following skills as permanent class skills. If a skill 
you select is already a class skill, you receive a +1 competence bonus on checks 
using that skill. 
 Balance, Climb, Disguise, Knowledge (aerial maneuvers, simple 
maneuvers, or technical maneuvers), Jump, Perform (dance or promo), Sleight of 
Hand, Spot, Tumble. 
 Bonus Feat: Select one of the following: Aerial Maneuvers Proficiency, 
Savvy Maneuvers Proficiency, Technical Maneuvers Proficiency. 
 
Entertainment 
You are familiar with the glitz and glamour of the entertainment industry, where 
you got your start. You may be a star actor, a rock musician, a broadcaster, an 
agent, or a talent scout. 
 Skills: Choose two of the following skills as permanent class skills. If a skill 
you select is already a class skill, you receive a +1 competence bonus on checks 
using that skill. 
 Bluff, Diplomacy, Disguise, Knowledge (roster, savvy maneuvers, or 
simple maneuvers), Perform (dance, musical instrument, promo, sing, or 
vignette), Read/Write Language, Sense Motive. 
 Bonus Feat: Select either Popular Appeal or Renown. 



 Reputation Bonus: +2. 
 
Fitness 
Up until now, keeping yourself in great shape was your only goal. This 
background includes power weightlifters, bodybuilders, personal trainers, and 
fitness models. 
 Skills: Choose two of the following skills as permanent class skills. If a skill 
you select is already a class skill, you receive a +1 competence bonus on checks 
using that skill. 
 Balance, Climb, Concentration, Intimidate, Knowledge (power maneuvers 
or simple maneuvers), Perform (dance or vignette). 
 Bonus Feat: Select either Power Maneuvers Proficiency or Vigor. 
 Reputation Bonus: +1. 
 
Law Enforcement/Military 
This covers all branches of the law enforcement agencies and armed forces, 
including police, state patrol, the FBI, Army, Navy, Air Force, and Marines, as 
well as the various elite units, such as SWAT, Rangers, Seals, and Special 
Forces. 
 Skills: Choose two of the following skills as permanent class skills. If a skill 
you select is already a class skill, you receive a +1 competence bonus on checks 
using that skill. 
 Bluff, Climb, Hide, Intimidate, Knowledge (rough maneuvers, savvy 
maneuvers, or simple maneuvers), Sense Motive, Spot. 
 Bonus Feat: Select either Rough Maneuvers Proficiency or Savvy 
Maneuvers Proficiency. 
 
Legacy 
You are the son, daughter, or other relative of a real or fictional WWE superstar. 
Wrestling is in your heritage and your blood. You are here to continue the legacy. 
 Skills: Choose two of the following skills as permanent class skills. If a skill 
you select is already a class skill, you receive a +1 competence bonus on checks 
using that skill. 
 Concentration, Escape Artist, Knowledge (any one maneuver type, roster, 
or specialty match), Perform (promo or vignette). 
 Bonus Feat: Select any one Maneuvers Proficiency or Savant. 
 Reputation Bonus: +3. 
 
Martial Arts 
You are trained in at least one form of the martial arts. This background 
encompasses prizefighters, boxers, and students or masters of various traditional 
combat techniques. 
 Skills: Choose two of the following skills as permanent class skills. If a skill 
you select is already a class skill, you receive a +1 competence bonus on checks 
using that skill. 



 Balance, Concentration, Jump, Knowledge (aerial maneuvers, simple 
maneuvers, specialty match, or technical maneuvers), Sense Motive, Treat 
Injury, Tumble. 
 Bonus Feat: Select one the following: Aerial Maneuvers Proficiency, 
Martial Art Weapons Proficiency, Technical Maneuvers Proficiency. 
 
Mat Wrestling 
Amateur wrestlers of all levels, wrestling school graduates, and anyone with 
formal tutelage in the art of professional wrestling fall under this category. 
 Skills: Choose two of the following skills as permanent class skills. If a skill 
you select is already a class skill, you receive a +1 competence bonus on checks 
using that skill. 
 Concentration, Escape Artist, Knowledge (savvy maneuvers, simple 
maneuvers, specialty match, or technical maneuvers), Perform (promo), Treat 
Injury. 
 Bonus Feat: Select one of the following: Aerial Maneuvers Proficiency, 
Power Maneuvers Proficiency, Technical Maneuvers Proficiency. 
 
Sports 
Former pro athletes and participants in any competitive nonfighting sports should 
select this background. 
 Skills: Choose two of the following skills as permanent class skills. If a skill 
you select is already a class skill, you receive a +1 competence bonus on checks 
using that skill. 
 Balance, Climb, Concentration, Intimidate, Jump, Knowledge (power 
maneuvers, rough maneuvers, or simple maneuvers). 
 Bonus Feat: Select either Power Maneuvers Proficiency or Rough 
Maneuvers Proficiency. 
 Reputation Bonus: +1. 
 
Streetfighting 
You learned to fight on the streets or have picked up a distinctively give-no-
quarters style of combat. Take this background if you are a bar brawler, pit 
fighter, bodyguard, survivalist, or even hardcore backyard wrestler. 
 Skills: Choose two of the following skills as permanent class skills. If a skill 
you select is already a class skill, you receive a +1 competence bonus on checks 
using that skill. 
 Concentration, Hide, Intimidate, Knowledge (power maneuvers, rough 
maneuvers, simple maneuvers, or specialty match), Sleight of Hand, Spot, Treat 
Injury. 
 Bonus Feat: Select one of the following: Rough Maneuvers Proficiency, 
Savvy Maneuvers Proficiency, Toughness. 
 Reputation Bonus: +1. 



SKILLS 
 Paul Heyman, a Manager, can talk his way in and out of almost every 
situation. Kane, a Power wrestler, doesn’t discuss, but menaces the poor soul 
he’s dealing with. These actions and many more are determined by the skills that 
characters have (in this case, Diplomacy and Intimidate). 
 
Getting Skills 
At each level, you gain skill points that you use to buy skills. Your class and 
Intelligence modifier determine the number of points you receive. 
 At 1st level, you add your Intelligence modifier to the listed base number 
for the class, then multiply the total by 4 for your initial skill points. You only add 
them, without multiplication, for each character level thereafter. You always gain 
a minimum of 1 skill point per level (or 4 skill points at 1st level), regardless of the 
result. For example, when Rey Mysterio begins as a 1st-level Aerial wrestler with 
an Intelligence score of 13 (+1 Intelligence modifier), he has (5 + 1 = 6; 6 x 4 =) 
24 skill points. Upon becoming a 2nd-level Aerial wrestler, he receives (5 + 1 =) 6 
new skill points. 
 Skills are measured in ranks, an indication of your training, practice, and 
experience with a skill. If you buy a class skill, you gain 1 rank in that skill for 
each skill point you spend. The maximum rank you can have in a class skill is 
your character level + 3. It’s twice as expensive for you to buy cross-class skills, 
which are skills not found on the skill list of your current character class. A cross-
class skill costs you 2 points per rank (or 1 point per 1/2 rank); the maximum rank 
you can have in a cross-class skill is one half of your maximum rank for class 
skills. 
 Example: At 1st level, Rey can buy any skill listed as a class skill for his 
Aerial wrestler class at 1 point per rank, to a maximum of 4 ranks (character level 
1 + 3). He can also buy cross-class skills at 2 points per rank, to a maximum of 2 
ranks (half of his current class skill maximum). When he reaches 2nd level, he 
can buy any class skill up to 5 ranks, or 2.5 ranks for cross-class skills. 
 You must spend all your skill points. You can’t save them to spend at a 
later time. 
 
Using Skills 
To use a skill check, roll: 

1d20 + skill modifier 
(Skill modifier = skill ranks + ability modifier + miscellaneous modifiers) 

 
A skill check takes into account your proficiency (skill ranks), natural aptitude 
(ability modifier), and luck (the die roll). The higher the roll, the better. You’re 
either trying to get a result that equals or exceeds a certain Difficulty Class (DC), 
or you’re trying to beat another character’s check result (known as an “opposed 
roll”). For instance, Rey might have to make a Diplomacy check against DC 20, 
representing the difficulty to have the referee restart a match. To sense a sneak 
attack so he can defend himself, he needs to better his assailant’s Hide check 
with his Spot check. 



 Skill Ranks: Your ranks in a skill are based on the number of skill points 
you have in the skill. Any half-rank in a cross-class skill does not add to the roll. 
Some skills can be used even if you have no rank in them; doing so is known as 
making an untrained skill check. 
 Ability Modifier: Every skill, except Speak Language, has a key ability. The 
modifier for that ability is added to (or, if negative, subtracted from) the skill roll. 
 Miscellaneous Modifiers: This includes bonuses provided by feats, talents, 
and class features. 
 
Automatic and Critical Success/Failure 
Every time you roll a natural 20 (the d20 actually shows 20), it’s an automatic 
success, regardless of your opponent’s roll. Conversely, it’s an automatic failure 
when you roll a natural 1 (d20 showing 1). 
 On an automatic success you also “threaten” a critical result. Roll the d20 
again with all the same modifiers of the previous roll. If this second check also 
beats the DC or the opponent’s original check result, you have a critical success. 
Otherwise, it’s a regular success. 
 A critical success usually doubles the task’s duration or cuts it in half, 
whichever is advantageous to you, or doubles the effects. It brings the best 
possible result for the attempt. 
 On an automatic failure, you also roll another d20 to confirm whether it’s a 
critical failure. If the second check does not beat the original opposing check 
result or DC, you have botched the attempt badly. Otherwise, it’s a normal failure. 
 A critical failure is the polar opposite of critical success and bestows the 
worst possible result upon you. 
 You cannot threaten another critical on the second die roll. 
 If both characters roll automatic success, they each roll again to confirm 
the critical. A critical success always beats one that is just automatic. On a 
double critical success or double failure to confirm critical success, tally the result 
for the second roll, and the higher total wins. Ties are broken, from the highest 
score to lowest, in this order: Heat, skill modifier (ability + skill ranks + 
miscellaneous modifier) used, character level, random d20 roll. 
 
Difficulty Class 
Some checks are made against a Difficulty Class (DC). The DC is a number set 
by the GM (using skill rules as a guideline) that you must attain to succeed. For 
example, impressing the audience with ringside guest commentary may have a 
DC of 15. To hold the audience’s interest, you must have a result of 15 or better 
on a Profession (announcer) check. The Difficulty Class Examples table shows 
example DCs for skill checks. 
 
TABLE 3-9: DIFFICULTY CLASS EXAMPLES 
Difficulty (DC) Example (Skill Used) 
Very easy (0) Climb over a steel cage when the opponent is 

unconscious (Climb) 
Easy (5) Blend into a packed arena crowd unnoticed (Hide) 



Average (10) Convince the referee you didn’t do anything illegal to 
avoid disqualification (Bluff) 

Tough (15) Put both feet on the rope for leverage (Sleight of 
Hand) 

Challenging (20) Persuade the referee to restart a match (Diplomacy) 
Formidable (25) Know every strength, weakness, match history, and 

personal preference of an unheralded rookie 
(Knowledge: roster) 

Heroic (30) Outshine John Cena, Chris Jericho, and The Rock on 
the stick all at once (Perform: promo) 

Superheroic (35) Impersonate Mr. McMahon to fool veteran wrestlers, 
the senior staff, and the WWE Board of Directors 
(Disguise) 

Nearly Impossible (40) Compel Mr. McMahon to voluntarily resign as 
Chairman of the WWE (Intimidate) 

 
Opposed Checks 
Some skill checks are opposed checks made against randomized numbers, 
usually an opponent’s skill check result. For example, to lie to Eugene about 
being his friend, you need to beat Eugene’s Sense Motive check result with your 
Bluff check result. You make a Bluff check, and the GM (or Eugene’s player) 
makes a Sense Motive check for Eugene. Whoever scores the higher result wins 
the contest. 
 For nonautomatic success ties on opposed checks, the character with 
more current Heat wins, followed by higher key ability score. For instance, when 
a Bluff check against a Sense Motive check results in a tie, both characters 
compare Heat for the first tie-breaker, then the bluffer’s Charisma score with the 
target’s Wisdom score to see which is higher for the second tie-breaker. If those 
scores are the same, roll again. 
 
TABLE 3-10: EXAMPLE OPPOSED CHECKS 
 Task Skill Opposing Skill 
Con or trick someone Bluff Sense Motive 
Negotiate a contract Diplomacy Diplomacy 
Outtalk someone in an interview Perform (promo) Perform (promo) 
Pretend to be someone else Disguise Spot 
Sneak-attack someone Hide Spot 
Staredown Intimidate Intimidate 
 
Aid Another 
In most situations, characters can cooperate to reach a mutual goal. One 
character is designated as the primary character in the endeavor, while the 
others try to aid him in his efforts. You aid another by making a skill check 
(DC10). If your check succeeds, the primary character gains a +2 circumstance 
bonus to apply to his skill check to complete the task. You cannot aid another’s 
skill check if you do not possess any rank in that skill and the skill cannot be used 
untrained. 



 A critically successful aid increases the bonus to +4. Automatic failure, 
however, gives the primary character a –2 penalty instead, and –4 if it’s a critical 
failure. You cannot aid a confirm roll for critical success or failure, but if you aided 
the original roll, the bonus (or penalty) does carry over. 
 In some cases, your help won’t be beneficial, or only a limited number of 
characters can help at the same time. The GM limits aid another attempts as he 
see fit for the condition. 
 For instance, Triple H is in the ring with Evolution and takes a microphone. 
Ric Flair can try to “aid” him and enhance the interview with glowing praises, 
giving +2 to Triple H’s roll if Flair makes a DC 10 Perform (promo) check. 
Considering the length of the segment, the GM may rule that only one character 
can aid Triple H because there isn’t enough airtime for a second person (Batista) 
to provide sufficient verbal assistance. 
 
Skill Synergy 
The GM may decide that one or more skills can supplement the one being used. 
You must have at least 5 ranks in the related skill to gain this synergy bonus, and 
the GM must agree that the two skills can complement each other in the given 
situation. In such cases, you receive a +2 synergy bonus on the skill check. 
 Some specific examples of when skill synergy might come into play: 
Knowledge (roster) could aid in a Bluff or Diplomacy check when you’re conning 
or persuading another wrestler; Tumble could help a Jump check succeed; 
Perform (musical instrument) could benefit a Disguise check if you’re 
masquerading as a musician, and a Spot check if you’re sniffing out someone 
who tries to pass himself off as a musician. 
 
Ability Checks 
Sometimes an action has no specific applicable skills. In these cases, you make 
an ability check. Roll 1d20 and apply the appropriate ability modifier. The GM 
assigns a DC, or sets up an opposed check when two characters are engaged in 
a contest using one ability against another. 
 In some cases, a test of one’s ability doesn’t involve luck — you don’t make 
a Strength check to see who is stronger between Kane and Stacy Keibler. When 
two characters arm wrestle, for example, the stronger character simply wins. If 
the scores are identical, make an opposed Strength check. 
 
Example Ability Check Key Ability 
Force open a locked door Strength 
Tying knots in a rope Dexterity 
Hold your breath Constitution 
Navigate a new arena complex Intelligence 
Recognize a stranger you’ve seen before Wisdom 
Get yourself noticed in a large crowd Charisma 
 
SKILL DESCRIPTIONS 
This section describes each skill, including common uses and typical modifiers. 
You can sometimes use skills for other purposes than those discussed here. For 



example, when you are looking for bring in an outside contact or asking a non-
wrestling source for help, you can use an appropriate Profession skill instead of 
Diplomacy. 
 Skills are presented in alphabetical order, in the following format. Entries 
that do not apply to a particular skill are omitted in that skill’s description. 
 
Skill Name (Key Ability) 
Trained Only 
 The skill name line and the line beneath it include the following 
information. 
 Key Ability: The abbreviation for the ability whose modifier applies to the 
skill check. Exception: Speak Language has “None” given as its key ability 
because the use of that skill never requires a check. 
 Trained Only: If “Trained Only” appears on the line beneath the skill name, 
you must have at least 1 rank in the skill to use it. If “Trained Only” is omitted, the 
skill can be used untrained. 
 Check: What you can do with a successful skill check and the check’s DC. 
 Try Again?: Any conditions that apply to repeated attempts to use the skill 
for a particular purpose. If this entry is omitted, the skill check can be tried again 
without any inherent penalty other than taking additional time. 
 Special: Any particular notes that apply, such as the bonus gained for 
certain actions by having ranks in the skill. 
 Synergy: Complementary bonus to another skill for having 5 or more ranks 
in the skill. 
 
Balance (Dex) 
You can keep your balance and remain on your feet when hit, as well as when 
perching on a turnbuckle, top rope, ladder, top of a cage, slippery surface, etc. 
 Check: You can resist a knockdown (but not lift) result with a Balance skill 
check, DC = 10 + damage dealt. Success means you manage to catch yourself 
on something (i.e., the rope, turnbuckles, timekeeper’s table, etc.) and do not 
become prone. 
 Special: For every 5 ranks in Balance, you gain a +1 synergy bonus on 
your maneuver check when the move requires proper balancing on a high 
surface, such as top turnbuckle, rope, ladder, stacked tables, etc. If you have 5 or 
more ranks in Balance, you gain a +2 circumstance bonus to skill checks and 
ability checks in nonstandard environments (scaffold, steel cage, boiler room, 
parking garage, etc.). 
 Synergy: If you have 5 or more ranks in Tumble, you gain a +2 bonus on 
Balance checks. 
 
Bluff (Cha) 
You can verbally misdirect another character. This skill encompasses conning, 
fast-talking, deception, and distraction through body language. 
 Check: Your Bluff check is opposed by the target’s Sense Motive when 
trying to distract another character, trick an opponent or official into believing a 
false claim, fake an emotion (such as love, friendship, or sincerity), or convince 



the referee that you did not perform an illegal maneuver when you really did. See 
the accompanying table for examples of different kinds of bluffs and the modifier 
to the target’s Sense Motive check for each one. 
 Favorable and unfavorable circumstances weigh heavily on the outcome 
of a bluff. Two circumstances can weigh against you: the bluff is hard to believe, 
or the action that the target is asked to take goes against his self-interest, nature, 
personality, orders, or the like. If it’s important, you can distinguish between a 
bluff that fails because the target doesn’t believe it and one that fails because it 
just asks too much of the target. For instance, if the target receives a +10 bonus 
on his Sense Motive check because the bluff demands something risky, and the 
Sense Motive check succeeds by 10 or less, the target didn’t so much see 
through the bluff as prove reluctant to go along with it. A target who succeeds by 
11 or more has seen through the bluff. 
 A successful Bluff check indicates that the target reacts as you wish, at 
least for a short time (usually 1 round), or believes something that you want him 
to believe. 
 Try Again: Varies. Generally, a failed Bluff check in social interaction 
makes the target too suspicious for you to try again in the same circumstances. 
 Synergy: If you have 5 or more ranks in Bluff, you gain a +2 bonus on 
Diplomacy, Intimidate, and Sleight of Hand checks, as well as on Disguise 
checks made when you know you’re being observed and you try to act in 
character. 
 

Bluff Examples 
Example Circumstances Sense Motive Modifier 
The target wants to believe you. –5 
The bluff is believable and doesn’t affect the 
target much.  

+0 

The bluff is a little hard to believe or puts the 
target at some risk.  

+5 

The bluff is hard to believe or puts the target at 
significant risk.  

+10 

The bluff is way out there, almost too incredible to 
consider. 

+20 

 
Climb (Str) 
Use this skill to climb a ladder, scale a cage, or even crawl on the outside of the 
Titantron. 
 Check: In a match involving a cage, ladder, or similar environment, an 
opposed Climb check is used to determine who escapes the confine or reaches 
the top first. You also use this skill during a chase on sloped surfaces. 
 

Climb DC  Example Surface or Activity 
5 A rope with a wall to brace against. 
10 A surface with ledges to hold on to and stand on, such as a 

ladder. 



15 Any surface with adequate handholds and footholds (natural or 
artificial), such as the wall of a cage. 

20 An uneven surface with some narrow handholds and footholds, 
such as the scaffolding of the Titantron. 

25  A rough surface, such as a brick or rough concrete wall. 
25  An overhang or ceiling with handholds but no footholds. 

 
Climb DC 
Modifier1  Example Surface or Activity 

–10 
Climbing where you can brace against two opposite walls 
(reduces DC by 10). 

–5  
Climbing a corner where you can brace against perpendicular 
walls (reduces DC by 5). 

+5 Surface is slippery (increases DC by 5). 
These modifiers are cumulative; use any that apply. 

 
Concentration (Con) 
You are particularly good at focusing your mind. 
 Check: You can try a Concentration check to recover Endurance during a 
match, when the opponent is ready to pounce on every opening. Outside a 
match, you make a Concentration check whenever you might potentially be 
diverted while engaged in some action that requires your full attention. If the 
Concentration check succeeds, you may continue with the action as normal. If 
the check fails, the action automatically fails and is wasted. A skill use also fails, 
and in some cases a failed skill check may have other ramifications as well. 
 If more than one type of distraction is present, make a check for each one; 
any failed Concentration check indicates that the task is not completed. 
 Try Again: Yes, though a success doesn’t cancel the effect of a previous 
failure. 
 Special: For every 5 ranks in Concentration, you gain a +1 bonus on your 
rolls to recover Endurance during a match and Will saving throws against 
submission. 
 
Diplomacy (Cha) 
Use this skill to persuade an official to make a ruling in your favor or grant you a 
special request, get an opponent to trust you temporarily, or negotiate offers to 
your best interest. 
 Check: You can change the attitudes of GM (nonplayer) characters with a 
successful Diplomacy check; see the “Influencing NPC Attitudes” sidebar, below, 
for basic DCs. In negotiations, participants roll opposed Diplomacy checks, and 
the winner gains the advantage. Opposed checks also resolve situations when 
two advocates plead opposite cases in a hearing before a third party. 
 Changing others’ attitudes with Diplomacy generally takes at least one full 
minute. In some situations, this time requirement may greatly increase. A rushed 
Diplomacy check can be made, but you take a –10 penalty on the check. 
 Try Again: Optional, but not recommended because retries usually do not 
work. Even if the initial Diplomacy check succeeds, the other character can be 



persuaded only so far, and a retry may do more harm than good. If the initial 
check fails, the other character has probably become more firmly committed to 
his position, and a retry is futile. 
 Synergy: If you have 5 or more ranks in Bluff, Knowledge (roster), or 
Sense Motive, you gain a +2 bonus on Diplomacy checks. 
 
INFLUENCING NPC ATTITUDES 
 Use the table below to determine the effectiveness of Diplomacy checks 
(or Charisma checks) made to influence the attitude of a nonplayer character. 
 

Initial Attitude ————— New Attitude (DC to achieve)————— 
 Hostile Unfriendly Indifferent Friendly Helpful 
Hostile Less than 20 20 25 35 50 
Unfriendly Less than 5 5 15 25 40 
Indifferent — Less than 

1 
1 15 30 

Friendly — — Less than 
1 

1 20 

Helpful — — — Less 
than 1 

1 

 
Attitude  Means  Possible Actions 
Hostile Will take risks to 

hurt you 
Attack, interfere, berate, flee 

Unfriendly Wishes you ill Mislead, gossip, avoid, watch suspiciously, 
insult 

Indifferent Doesn’t much 
care 

Expected interaction 

Friendly Wishes you well Chat, advise, offer limited help, advocate 
Helpful Will take risks to 

help you 
Protect, back up, aid 

 
Disguise (Cha) 
Use this skill to change your appearance or someone else’s. A disguise can 
include an apparent change of height or weight of no more than one-tenth the 
original. 
 Check: The Disguise check determines how good the disguise is. It is 
opposed by Spot checks. You get only one Disguise check per use of the skill, 
even if several people are making Spot checks against it. If you are not 
impersonating a specific person and do not draw attention to yourself, however, 
others don’t get to make Spot checks. 
 The effectiveness of your disguise depends in part on how much you’re 
attempting to change your appearance. 
 

Disguise Disguise Check Modifier 
Minor details only +5 
Disguised as different gender

1
 –2 



Disguised as different race
1
 –2 

Disguised as different age category
1 –22 

1. These modifiers are cumulative; use any that apply. 
2. Per step of difference between your actual age category and your disguised age 
category. The steps are: young (younger than adulthood), adulthood, middle aged, old, 
and venerable. 

 
 If you are impersonating a particular individual, those who know what that 
person looks like gain a bonus on their Spot checks according to the table below. 
Furthermore, they are automatically considered to be suspicious of you, so 
opposed checks are always called for. 
 

Familiarity Viewer’s Spot Check Bonus 
Recognizes on sight +4 
Friends or associates +6 
Close friends +8 
Intimate +10 

 
 Try Again?: Yes. You may try to redo a failed disguise, but once others 
know that a disguise was attempted, they’ll be more suspicious. 
 Synergy: If you have 5 or more ranks in Bluff, you gain a +2 bonus on 
Disguise checks when you know that you’re being observed and you try to act in 
character. 
 
Escape Artist (Dex) 
Use this skill to slip out of handcuffs, escape holding cells and locked car trunks, 
wriggle through tight spaces, or flee the grasp of an angry wrestler. 
 Try Again?: Usually no, though the GM may permit subsequent attempts 
for storyline purpose. 
 Special: You get a +1 bonus to break pin counts and submission holds for 
every 5 skill ranks in Escape Artist. 
 
Hide (Dex) 
Use this skill when you do not wish to be found by another character (or 
characters). Despite the skill name, you may be actively staying away from or 
avoiding a target, or even stalking him. You can also “get the drop” on someone 
with this skill, blindsiding an unaware opponent in a match or, more commonly, 
sneak-attacking him backstage. 
 Check: Your Hide check is used to oppose a target’s Spot check. You 
don’t need cover in order to attempt a Hide check, though having it may provide a 
bonus to your roll (+1 to +5 depending the size of cover). Total cover usually 
obviates the need for a Hide check, since nothing can see you anyway. You can 
use Hide as soon as your opponent fails to catch you in a chase, if you wish to 
ambush him. You can run around a corner or duck behind cover so that you’re 
out of sight and hide, but the others then know at least where you went. 
 If your observers are successfully distracted, though, you can hide. While 
the others turn their attention from you, you can attempt a Hide check if you can 



get to a hiding place of some kind. (As a general guideline, the hiding place has 
to be within 1 foot per rank you have in Hide.) 
 To ambush someone, roll your Hide check opposed by the target’s Spot 
check. Success means you surprise the opponent and he is considered stunned 
for one round. Failure means he sees you coming and all characters roll action 
count normally. 
 You can use Bluff to help you hide. A successful Bluff check can give you 
the momentary diversion you need to attempt a Hide check while people are 
aware of you. 
 Try Again: In a match, only once per round. Outside a match, not against 
the same target in the same segment unless he is distracted. 
 
Intimidate (Cha) 
 Check: You can change a GM character’s behavior with a successful 
check. Your Intimidate check is opposed by the target’s modified level check 
(1d20 + character level + target’s Wisdom bonus [if any] + target’s modifiers on 
saves against fear). If you beat your target’s check result, you may treat the 
target as friendly, but only for the purpose of actions taken while he remains 
intimidated. (That is, the target retains his normal attitude but will chat, advise, 
offer limited help, or advocate on your behalf while intimidated. See the 
Diplomacy skill, above, for additional details.) The effect lasts as long as one 
segment. After this time, the target’s default attitude toward you shifts to 
unfriendly (or, if normally unfriendly, to hostile). 
 If you fail the check by 5 or more, the target provides you with incorrect or 
useless information, or otherwise frustrates your efforts. 
 You can also use Intimidate to weaken an opponent’s resolve. To do so, 
make an opposed Intimidate check before a match, with both characters adding 
character level and Will save bonus to the roll. If you win, the target becomes 
shaken for 1 round. A shaken character takes a –2 penalty on maneuver checks, 
ability checks, and saving throws for the first round, and his opponent gains the 
initiative. 
 Try Again: Optional, but not recommended because retries usually do not 
work. Even if the initial check succeeds, the other character can be intimidated 
only so far, and a retry doesn’t help. If the initial check fails, the other character 
has probably become more firmly resolved to resist the intimidator, and a retry is 
futile. 
 Synergy: If you have 5 or more ranks in Bluff, you gain a +2 bonus on 
Intimidate checks. 
 
Jump (Str) 
 Use this skill to vault fences and walls or leap pits and chasms. 
 Check: You need to make a Jump check only when the action is significant 
to the current situation, such as hopping the obstacles in your path to gain ground 
in a hot pursuit. Almost never will you be asked to attempt a Jump check during a 
match. 



 The DC for jumping distance is 5 + the length in feet, and 4 x length in feet 
for a high jump. For example, a 15-foot leap has a 20 DC, and clearing a 5-foot-
high crate is a DC 20 check. 
 Special: For every 5 ranks (round down) in Jump, you gain a +1 damage 
bonus with maneuvers off a surface above your opponent, such as ladder, 
scaffold, top of a cage, top turnbuckle, diving over the top rope, etc. 
 Synergy: If you have 5 or more ranks in Tumble, you gain a +2 bonus on 
Jump checks. If you have 5 or more ranks in Jump, you gain a +2 bonus on 
Tumble checks. 
 
Knowledge (Int) 
Trained Only 
 Knowledge actually encompasses a number of unrelated skills. The eight 
wrestling Knowledge categories, and the topics each one encompasses, are as 
follows. 
 Maneuvers, Aerial: Acrobatic, high-risk moves and famous aerial 
wrestlers. 
 Maneuvers, Power: Punishing, high-impact moves and famous power 
wrestlers. 
 Maneuvers, Rough: Bruising, pier-six moves and famous brawlers. 
 Maneuvers, Savvy: Tricky veteran moves and famous savvy wrestlers. 
 Maneuvers, Simple: Easy, noncomplex moves such as punch, kick, and 
slap. 
 Maneuvers, Technical: Mat and submission moves, and famous technical 
wrestlers. 
 Roster: Detailed knowledge of the wrestlers, officials, and personnel on 
both Raw or SmackDown brands; their personal backgrounds, interests, match 
histories, wrestling styles, and dislikes. 
 Specialty Match: Techniques, strategies, and nuances of wrestling in a 
nonstandard, gimmick match, such as battle royale, cage, lumberjack, hell in a 
cell, ladder, bullrope, or even bras-and-panties. This category can be taken 
multiple times, each time for a new specific type of match, and you must buy skill 
ranks separately for each. 
 Check: Answering a question within your field of familiarity has a DC of 10 
(for easy questions), 15 (for basic questions), or 20 to 30 (for tough questions). In 
most cases, making a Knowledge check doesn’t take an action — you simply 
know the answer or you don’t. 
 An untrained Knowledge check is simply an Intelligence check. Without 
actual training, you know only common knowledge (DC 10 or lower). 
 Try Again: No. The check represents what you know, and thinking about a 
topic a second time doesn’t let you know something that you never learned in the 
first place. 
 Special: For every 5 ranks (round down) in the appropriate maneuvers 
group Knowledge skill, you gain a +1 knowledge bonus to maneuver checks 
when performing a maneuver in that group. 



 For every 5 ranks (round down) in the appropriate Knowledge (specialty 
match) skill, you gain a +1 knowledge bonus to maneuver checks when you’re 
involved in that type of match. 
 
Perform (Cha) 
 Like Knowledge and Profession, Perform is actually a number of separate 
skills. You could have several Perform skills, each with its own ranks, each 
purchased as a separate skill. The five wrestling Perform categories, and the 
qualities each one encompasses, are as follows. 
 Dance: You’re a talented dancer, capable of entertaining fans with 
rhythmic movements. 
 Musical Instrument: You’re a gifted musician, capable of playing a musical 
instrument. 
 Promo: You’re a born talker, capable of delivering sharp insults or witty 
boasts in an interview. 
 Sing: You’re a good singer, able to carry a tune and serenade the crowd 
with your voice. 
 Vignette: You shine in a backstage skit and can convince everybody of 
almost anything (that you have amnesia, that you’re not joining a certain faction, 
etc.) for both long and short term before revealing your true motive or master 
plan. 
 Check: Any Perform skill can be used to gain Heat in a segment (with 
GM’s approval) by either succeeding in a DC20 check or beating an opposed 
check by 10 or more. 
 Try Again: Not in the same segment. 
 
Profession (Wis) 
 Profession is actually a number of separate skills. You could have several 
Profession skills, each with its own ranks, each purchased as a separate skill. 
Profession relates to your ability to make money in a business outside the 
wrestling circle and demonstrates an aptitude at developing a side career. Many 
WWE superstars have professions away from the arena. JBL is a noted stock 
analyst. The Rock has become a hot-commodity action star in Hollywood. Since 
retiring from active ring activities, former wrestlers like The King and Tazz have 
certainly picked up ranks in the Profession: commentator skill. 
 Check: You know how to use the tools of your trade, how to perform the 
profession’s daily tasks, how to supervise helpers, and how to handle common 
problems. 
 If your GM deems it appropriate, you can add your Profession modifier 
when making a Reputation check to deal with a work- or career-related situation. 
 Try Again: Only once per task. The Rock, for example, rolls a Profession: 
actor skill check every time he stars in a film for the GM to gauge its box office 
success. 
 
Sense Motive (Wis) 



Use this skill to tell when someone is bluffing or lying to you. This skill represents 
sensitivity to the body language, speech habits, and mannerisms of others, as 
well as your intuitive feelings about a person. 
 Check: A successful check lets you thwart an attempt to bluff or distract. 
You can also use the skill to tell when someone is behaving oddly or to assess 
someone’s trustworthiness (DC 20). 
 Try Again: No, though you may make a Sense Motive check against a 
different character’s Bluff attempt. 
 Synergy: If you have 5 or more ranks in Sense Motive, you gain a +2 
bonus on Diplomacy checks. 
 
Sleight of Hand (Dex) 
Use this skill to successfully conceal small foreign objects (such as brass knux or 
a coin roll), pass them on to another character unnoticed, or perform a sneaky, 
illegal action without the ref detecting it (such as holding the rope for leverage). 
 Check: In a match, a Sleight of Hand check is opposed by the referee’s 
Spot check only if the referee is not a regular official (i.e., another wrestler, 
manager, valet, etc). The observer’s success doesn’t prevent you from 
performing the action, just from doing it unnoticed. Otherwise, you just have to 
overcome DC15 to avoid being caught and disqualified. No check is needed if the 
ref is distracted. You can hide a small object (such as a pair of brass knuckles or 
other light weapon) on your body. 
 

Sleight of Hand DC Task 
10 Palm a coin-sized object, make a coin disappear 
20 Lift/plant a small object from/on a person 

 
 Try Again: Yes, but after an initial failure, a second Sleight of Hand attempt 
against the same target (or while you are being watched by the same observer 
who noticed your previous attempt) increases the DC for the task by 10. 
 Synergy: If you have 5 or more ranks in Bluff, you gain a +2 bonus on 
Sleight of Hand checks. 
 
Speak Language (None) 
Trained Only 
 The Speak Language skill does not work like a standard skill. You 
automatically know how to speak your native language; no skill ranks are 
needed. Each additional language costs 1 rank. When you add a rank to Speak 
Language, you choose a new language that you can speak. 
 You never make Speak Language checks. You either know how to speak 
and understand a specific language or you don’t. 
Synergy: You gain a +2 language bonus on all Perform (promo, sing, and 
vignette) skills if you are able to do so in the native language of the foreign nation 
you are visiting, for instance, German in Germany, Japanese in Japan, Spanish 
in Mexico, French in Quebec, etc. 
 
Spot (Wis) 



Use this skill to notice opponents waiting in ambush or trying to blindside you, to 
see a manager slipping a foreign object to another wrestler, and to discern 
anything unusual about your surroundings that is overlooked by others. 
 Check: You roll a Spot check to oppose a Hide check. Against an ambush, 
success means you spot the sneak attack a mile away and all characters roll 
action count normally. Also use Spot check to spot a Sleight of Hand action and 
to sniff out someone in disguise (see the Disguise skill). 
 Try Again: You can make a Spot check every time you have the 
opportunity to notice something in a reactive manner (versus a Hide check, for 
instance). The GM determines the length of time before an opportunity is 
available for a retry, but sometimes not during the same segment or even the 
same show. 
 
Treat Injury (Wis) 
Trained Only 
 You can speed up your own recovery or help another character shake off 
stun effects with this skill (see “Damage and Recovery,” page <<XXX>>). 
 Check: The DC and effect depend on the task you attempt. 
 Restore Endurance after or between Matches (DC10): On a successful 
check, you restore Endurance equal to your Con modifier +1 (minimum 1) times 
the margin by which you exceeded the DC +1. For example, your check is 12 and 
you have a +2 Con modifier. You just recovered (3 x 3 =) 9 extra Endurance 
points. You cannot do anything but rest to attempt this check. 
 Restore Temporary Trauma (DC 15): You know how to close and bandage 
your (or other characters’) wounds sufficiently enough to restore Trauma points 
temporarily. This will take 1d4 segments, and a successful check restores 1d6 
Trauma for the rest of the show, after which these Trauma points are lost and 
must be recovered normally. This is normally done backstage during a show. 
 Recover Trauma (DC 20): You can improve the normal rate of Trauma 
recovery by doubling it with a successful roll each day. This can never be 
attempted during a show. 
 Revive a Stunned Character (DC 5 + damage dealt): This takes a whole 
action to do during a match. A successful check removes the stun condition from 
an affected character. For every 5 by which you exceed the DC (round down), 
reduce the stun duration by one extra round if the condition will last more than 
one round. 
 Try Again: No, for restoring Endurance and temporary Trauma. Yes, for 
recovering Trauma and reviving another. 
 Synergy: If you have 5 or more ranks in Treat Injury, you give a +2 
additional bonus when successfully aiding a target’s Fort save versus stun (for a 
+4 total bonus). 
 
Tumble (Dex) 
Trained Only 
 You can dive, roll, somersault, flip, and execute other types of gymnastic 
moves. 



 Check: You can replace a Reflex save with a Tumble check when rolling 
versus damage. You can land softly when you fall or quickly tumble past 
opponents. You can also tumble to entertain an audience (as though using the 
Perform skill). 
 Try Again: Usually no. You can try to reduce damage from a fall as an 
instant reaction only once per fall. 
 Special: For every 5 ranks in Tumble, you gain a +1 bonus on your 
maneuver check to tag out in a tag match. 
 Synergy: If you have 5 or more ranks in Tumble, you gain a +2 bonus on 
Balance and Jump checks. If you have 5 or more ranks in Jump, you gain a +2 
bonus on Tumble checks. 
 



TABLE 3-8: SKILLS 
 Power Aerial Rough Tech Savvy Manager 

Balance cc C cc cc cc cc 

Bluff cc cc C cc C C 

Climb C C C cc cc cc 

Concentration cc C C C cc cc 

Diplomacy cc C cc cc C C 

Disguise cc cc C cc C C 

Escape Artist cc C cc C C cc 

Hide cc C C cc C C 

Intimidate C cc C cc C cc 

Jump cc C cc cc cc cc 

Knowledge       

Maneuvers, Aerial* cc C cc C C cc 

Maneuvers, Power* C cc C C cc cc 

Maneuvers, Rough* C cc C cc cc cc 

Maneuvers, Savvy* cc C C cc C cc 

Maneuvers, Simple* C C C C C cc 

Maneuvers, Technical* cc C cc C C cc 

Roster* cc cc cc C C C 

Specialty Match* C C C C C cc 

Perform       

Dance cc C cc cc C C 

Musical Instrument cc cc cc cc cc C 

Promo cc C cc cc C C 

Sing cc cc cc cc C C 

Vignette cc cc C cc C C 

Profession C C C C C C 

Sense Motive cc cc cc C C C 

Sleight of Hand cc C C cc C C 

Speak Language* C C C C C C 

Spot cc cc cc C C C 

Treat Injury* cc cc C C cc C 

Tumble* cc C cc cc cc cc 

 
C: Class skill. 
cc: Cross-class skill. 
*: Cannot be used untrained. 
 



FEATS 
A feat is a special feature that either gives you an extra edge or improves your 
capabilities. For example, Booker T, a Rough wrestler, chooses to start with the 
Savvy Maneuver Proficiency and Great Fortitude feats at 1st level. Savvy 
Maneuver Proficiency enables Booker to use an additional set of moves without 
penalty, and Great Fortitude adds a +2 bonus to all his Fortitude saving throws. 
He gains a new feat at 3rd level and chooses Testicular Fortitude, which allows 
him a number of rerolls on Fortitude saves versus stun and unconsciousness so 
he has more than one chance to negate those effects. 
 Unlike a skill, a feat has no ranks. You either have it or you don’t. 
 
Gaining Feats 
Feats are not bought with points. You choose two feats when you start at 1st 
character level (except ultra-heavyweights, who have just one), one feat at 3rd 
level, and one feat every three character levels thereafter. Additionally, all 
training backgrounds and character classes offer bonus feats, chosen from their 
respective lists. 
 
Prerequisites 
Some feats have prerequisites. You must have the indicated ability score, 
attitude, feat, ranks in skill, base attack bonus, and/or reputation bonus in order to 
select or use that feat. You can gain a feat at the same level at which you meet 
all the prerequisites. 
 You can’t use a feat if you’ve lost or no longer meet a prerequisite. For 
example, if you change attitude from Face to Heel, you cannot use any feat you 
have that has Face attitude as a prerequisite. 
 Unless specified otherwise, a feat can be taken only once. 
 
FEAT DESCRIPTIONS 
This is the format for feat descriptions. 
 
Feat Name 
Description of what the feat does or represents. 
 Prerequisite: A minimum ability score, a minimum character level, a 
certain attitude, another feat or feats, a minimum base attack bonus, and/or the 
minimum ranks in a skill that you must have to acquire this feat. This entry is 
absent if a feat has no prerequisite. 
 Benefit: What the feat enables you to do. 
 Normal: What someone who does not have this feat is limited to or 
restricted from doing. If there is no particular drawback to not possessing this 
feat, this entry is absent. 
 Special: Additional facts about the feat that may help you decide whether 
to select it. 
 
Aerial Maneuvers Proficiency 
You are proficient with aerial maneuvers such as dropkick, flying body press, 
hurracarana, etc. 



 Benefit: You have no nonproficiency penalty when using aerial 
maneuvers. 
 Normal: –4 nonproficiency penalty when using aerial maneuvers without 
this feat. 
 
Bat Out of Hell 
When running after someone (or running for your life), you can book like a bat out 
of Hell! 
 Prerequisite: Dex 13+ 
 Benefit: You gain a +2 bonus to your Dexterity roll in a chase and Reflex 
save versus countout. Once per show, you can reroll a chase roll or countout 
Reflex save, unless the original roll is an automatic failure. You must use the new 
result. 
 
Cagey 
You are especially good at misleading and giving false impressions. 
 Benefit: You gain a +2 bonus on Bluff and Disguise checks. Once per 
show, you can reroll a Bluff or Disguise skill check, or a savvy maneuver check, 
unless the original roll is an automatic failure/miss. You must take the new result. 
 
Chain Wrestling 
You can string together wrestling moves like a virtuoso. 
 Prerequisite: Base attack bonus 3+, Maneuvers Group Proficiency, 
Maneuvers Focus 
 Benefit: Once per round, if you gain 1 Heat from a successful maneuver in 
the specified maneuver group, you may spend that Heat immediately to perform 
another move from the same group on the target. Use the target’s original action 
count for this new attack. This feat supersedes all counterattacks. 
 This feat may be taken multiple times, each time for a new maneuvers 
group. 
 Normal: You gain 1 Heat if you inflict more than 10 damage on one 
maneuver, but cannot follow up with an additional attack. 
 
Cheap Shot Artist 
When it comes to cheap shots, you are seldom beaten to the punch (or eye 
gouge, or brass-knuckle shot, or …). 
 Prerequisite: Rough Maneuvers Proficiency or Savvy Maneuvers 
Proficiency 
 Benefit: You gain a +2 bonus on maneuver checks and all relevant checks 
to avert referee detection and disqualification when performing an illegal move or 
action. If your attitude is Face, you must spend 1 Heat per segment/match to gain 
this feat’s benefit for the segment. 
 
Coordinated 
Your natural flexibility combined with deceptive agility make you one deft cat who 
is hard to nail down. 



 Benefit: You gain a +2 bonus on Balance, Escape Artist, and Tumble 
checks. You can do each of the following once per match (providing you are not 
stunned): roll a Balance skill check to prevent knockdown or being lifted (DC = 
opponent’s maneuver check), roll an Escape skill check in place of a saving 
throw when breaking a pinfall or submission against you, and roll a Tumble skill 
check as your action count to tag out. 
 
Crafty 
You have a knack for blindsiding opponents and catching them off balance with a 
cheap trick or two. 
 Benefit: You gain a +2 bonus on Hide and Sleight of Hand checks. Once 
per show, you can reroll a Hide or Sleight of Hand skill check, or a rough 
maneuver check, unless the original roll is an automatic failure/miss. You must 
take the new result. 
 
Dedicated Training 
You fanatically devote yourself to improving one aspect at the expense of 
neglecting other aspects. 
 Prerequisite: Character level 3+ 
 Benefit: Subtract one point from two different abilities to increase a third 
ability by two points. 
 
Determined 
You can focus your mind like a laser on the task at hand and possess a touch for 
reviving others. 
 Benefit: You gain a +2 bonus on Concentration and Treat Injury checks. 
Once per show, you can reroll a Concentration or Treat Injury skill check, or a 
technical maneuver check, unless the original roll is an automatic failure. You 
must take the new result. 
 
Entertaining 
You are a pleasant crowd pleaser and have a knack for amusing the fans. 
 Benefit: You gain a +2 bonus on any two Perform skills. Once per show, 
you can reroll a skill check for a Perform skill enhanced by this feat, unless the 
original roll is an automatic failure. You must keep the new result. You still cannot 
reroll the same check more than once per round/segment. 
 This feat may be taken multiple times, each time with two new Perform 
skills. 
 
Extra Finisher 
You have developed an additional finishing maneuver. 
 Prerequisite: Character level 6+ 
 Benefit: Select one additional maneuver as your finishing move. This feat 
may be taken multiple times. 
 
Fearless 



The word “fear” is not in your dictionary. Nothing scares you; you back down from 
nobody. You are indomitable. 
 Prerequisite: Intimidate rank 4+, Will save bonus 1+ 
 Benefit: You are immune to all fear effects and intimidation. Any Intimidate 
or Charisma-based roll to cow or “shake” you has no effect, even if it exceeded 
your opposed roll. 
 
Giant Killer 
Despite your size, you are quite capable of taking on, and beating, opponents 
who vastly outweigh you. 
 Prerequisite: Light Cruiserweight or Cruiserweight 
 Benefit: You gain a +1 bonus on all your maneuver checks and a +2 bonus 
on your pin attempt rolls when fighting a Super Heavyweight or Ultra 
Heavyweight. 
 
Great Fortitude 
You are tougher than normal. 
 Benefit: You gain a +2 bonus on all your Fortitude saving throws. 
 
Gut Check 
You don’t give up easily and always seem to give yourself another chance to end 
(or prolong) a fight. 
 Benefit: Whether pinning or being pinned, you may reroll a number of pin 
counts per match equal to your Wisdom modifier +1 (minimum 1), unless the 
original roll is an automatic failure. You must take the new result. You gain no 
more than one such reroll on a pin count, and your opponent retains his original 
roll (unless he also has this feat and decides to use it). 
 
Heat Machine 
You are a natural when it comes to building and retaining momentum. 
 Prerequisite: Cha 12+ 
 Benefit: You can have one more Heat than the usual maximum. This feat 
may be taken multiple times, each time increasing the maximum amount of Heat 
you can have by one. 
 Normal: You have a 4-Heat maximum. 
 
High Flying 
You love aerial moves. In a match, your feet hardly ever touch the mat. 
 Benefit: +2 on Climb and Jump checks. Once per show, you can reroll a 
Climb or Jump skill check, or an aerial maneuver check, unless the original is an 
automatic miss. You must take the new result. 
 
High Pain Threshold 
You have a higher tolerance for pain than usual. 
 Benefit: Your Constitution is considered to be 3 points higher when 
determining whether you need to make a Will save vs. submission and Fortitude 
save vs. stun on a foreign object hit. 



 Normal: You must make a save when the damage rolled from a 
submission hold or foreign-object attack exceeds your Constitution. 
 
Hulk Up 
After taking a beating, you can whip yourself into a frenzy and tear into your 
opponent like a berserk madman. 
 Prerequisite: Str 12+, Con 12+ 
 Benefit: Usable only if you have suffered 10 or more points of damage 
from an attack the previous round. Once per match, you gain temporary +4 
Strength and +2 Constitution, a +2 rage bonus on Will saves, and damage 
reduction equal to 1/2 your character level against all attacks (round down, 
minimum 1, stacks with all other damage reductions). This lasts for your 
Constitution modifier in rounds. You can use only power or rough maneuvers and 
Strength- or Constitution-based skills while “hulking up.” 
 You must spend 1 Heat to use this feat if your attitude is Heel, or if you’re 
a Neutral against a Face opponent. 
 This feat may be taken multiple times, each time raising the per-match 
maximum an additional one time. 
 
Impervious 
You have a preternatural aura of invincibility. You can remain unhurt from an 
attack, shaking off damage completely. 
 Prerequisite: Con 12+, Toughness 
 Benefit: You can reduce damage from one attack to 0 with a successful 
Fortitude save (DC = damage dealt). You can use this feat a number of times per 
match or segment equal to your Constitution modifier. 
 If you have an obvious, physical “source of power” (such as The 
Undertaker’s urn), increase the per-match/segment limit by +1, but you cannot 
use this feat if you lose possession of the source, until you retrieve it. 
 
Imposing 
You have an impressive physique, personality, or both, used to awe your target 
with ease. 
 Benefit: You gain a +2 bonus on Diplomacy and Intimidate checks. Once 
per show, you can reroll a Diplomacy or Intimidate skill check, or a power 
maneuver check, unless the original maneuver is an automatic failure/miss. You 
must take the new result. 
 
Improved Recovery 
You have a better recovery rate than normal. 
 Benefit: You can recover 1 additional Endurance on a successful recovery. 
 This feat may be taken multiple times, each time after the first increasing 
the Endurance recovered by one. 
 Normal: You recover your Constitution modifier (minimum 1) on a 
successful recovery. 
 
Intestinal Fortitude 



You have the grit to hang on against even the most excruciating submission 
holds. 
 Prerequisite: Iron Will 
 Benefit: You gain a +1 bonus on Will saving throws that stack with Great 
Fortitude. Each show, you may reroll against a number of Will saves versus 
submission (either breaking the hold or refusing to give up) equal to your Wisdom 
modifier + 1 (minimum 1), unless the original roll is an automatic failure. You 
must take the new result. No more than one such reroll per save. 
 
Iron Will 
You have a stronger will than normal. 
 Benefit: +2 on your Will save. 
 
Know Your Enemy 
You have scouted and studied your opponent to fully exploit his tendencies and 
weaknesses in a match. 
 Prerequisite: Int 12+, Knowledge (roster) 
 Benefit: When announcing your action, you can choose a target and make 
a DC 15 Reputation check with the target’s Reputation bonus and your 
Knowledge (roster) skill modifiers as bonuses. If you succeed, all his checks and 
die rolls against you are at –1 for every 5 by which you exceed the check (round 
down, minimum –1) for one round. This feat is usable a number of times per 
match equal to your Intelligence modifier +1. 
 
Learned 
You are especially adept at certain fields of study. 
 Benefit: +2 on any two Knowledge checks. Once per show, you can reroll 
a check for a Knowledge skill enhanced by this feat, unless the original roll is an 
automatic failure. You must keep the new result. 
 This feat may be taken multiple times, each time with two new Knowledge 
skills. 
 
Leverage 
You know different ways to take your opponent off the ground. 
 Benefit: +2 on your lift and knockdown checks. Once per show, you can 
reroll a lift or knockdown check, unless the original roll is an automatic failure. 
You must keep the new result. 
 
Lightning Reflexes 
You have faster than normal reflexes. 
 Benefit: +2 on your Reflex saves. 
 
Low Center of Gravity 
You are harder than usual to lift or knock down. 
 Benefit: +2 to your Lift DC. 
 
Low Profile 



You are less famous than others of your class and level, or you wish to maintain 
a less visible presence than others of your station. 
 Benefit: –3 to your Reputation bonus. One per show, you can force a target 
to reroll a check involving your Reputation bonus, unless the original roll is an 
automatic success or failure. The target must use the new result. 
 
Maneuvers Focus 
Choose a maneuvers group. You are especially good with the maneuvers in that 
group. 
 Prerequisite: Proficient with maneuvers group 
 Benefit: +1 on maneuver checks with one specific maneuvers group 
(power, aerial, rough, technical, savvy, simple). This feat may be taken multiple 
times, each time with a new maneuver group. 
 
Maneuvers Mastery 
You are a master with a group of maneuvers. 
 Prerequisite: Character level 10+, base attack bonus 6+, Maneuver 
Specialization in maneuvers group 
 Benefit: When you score a critical hit on an opponent with the chosen 
maneuvers group, you deal double the damage. 
 
Maneuvers Specialization 
You are highly skilled at attacking and dealing damage with a group of 
maneuvers. 
 Prerequisite: Character level 5+, base attack bonus 3+, Maneuver Focus 
in maneuvers group 
 Benefit: Your critical hit range improves to 19–20 for the selected 
maneuvers group. This feat may be taken multiple times, each time with a new 
maneuvers group. 
 
Martial Art Weapons Proficiency 
You are proficient with martial art weapons such as nunchaku, bo staff, kendo 
stick, etc. 
 Benefit: You do not take a nonproficiency penalty when using martial arts 
weapons. 
 Normal: –4 nonproficiency penalty when using martial arts weapons 
without this feat. 
 
Master of the Hold 
You have devoted much time and effort to perfect one maneuver in your offense. 
 Prerequisite: +6 Reputation bonus, +6 base attack bonus, 10 or more 
ranks in appropriate Knowledge (maneuvers group) skill, Moveset or Signature 
Move or a finishing maneuver 
 Benefit: Choose one maneuver. It must be a finishing maneuver or 
Signature Move, or come from your Moveset. Once per match, you can add your 
Reputation bonus to your maneuver check when performing the specified move, 



and you are free to modify the maneuver any way you desire for the round, even 
if that maneuver cannot be altered normally. 
 This feat can be taken multiple times, each time for a new maneuver. 
 
Moonlighting 
You are hard-working and have developed a nice career or two outside sports 
entertainment. 
 Benefit: Select two Profession skills. You gain a +2 bonus on those skill 
checks. Once per show, you can reroll a check for a Profession skill enhanced by 
this feat, unless the original roll is an automatic failure. You must keep the new 
result. 
 This feat may be taken multiple times, each time with two new Profession 
skills. 
 
Moveset 
You have a repertoire of favorite moves. 
 Benefit: Choose a number of maneuvers equal to your character level/3 
(round down, minimum 1). You gain a +1 maneuver bonus when performing 
these moves. Once selected, you cannot adjust these moves by more than +1 or 
–1 in modifiers. Hereafter, you gain one new maneuver to add to your moveset 
every three levels. 
 
Natural 
You have an innate affinity or hidden talent for certain fields of expertise. 
 Benefit: Choose two skills. They become permanent class skills for you. 
This feat may be taken multiple times, selecting two new skills each time. 
 
Opportunist 
Taking advantage of a stunned opponent for an easy pin is what you’re all about. 
 Benefit: You gain an additional automatic pin count when pinning a 
stunned opponent (two automatic counts total). 
 Normal: You have one automatic pin count when pinning a stunned target. 
 
Overpowering Strike 
You deliver devastating force on your moves against those not expecting you to 
knock them prone. 
 Benefit: When you roll a lift or knockdown check against an opponent and 
succeed, and the damage is 10 or more, the target must make a Fortitude save 
(DC = 5 + damage dealt) or be stunned. This is in addition to any other Fortitude 
saves necessary. 
 
Popular Appeal 
You have a certain quality that makes the fans want to see you more. 
 Benefit: Increases your appearance slots per show by +1. This feat may 
be taken multiple times and the bonus stacks. 



 Normal: Each show, you may appear in a number of segments equal to 
your Charisma modifier + 1 (minimum 1). This includes your scheduled match, 
interviews, promos, vignettes, ambushes, and impromptu matches. 
 
Power Maneuvers Proficiency 
You are proficient with power maneuvers such as body slam, powerbomb, 
suplex, etc. 
 Benefit: You do not take a nonproficiency penalty when using power 
maneuvers. 
 Normal: –4 nonproficiency penalty when using power maneuvers without 
this feat. 
 
Quicker than a Hiccup 
 Prerequisite: Lightning Reflexes 
 Benefit: You gain a +1 bonus on Reflex saving throws that stacks with 
Lightning Reflexes. Each show, you may reroll a number of saves versus 
damage equal to your Dexterity modifier + 1 (minimum 1), unless the original roll 
is an automatic failure. You must take the new result. No more than one such 
reroll per save. 
 
Renown 
You have a better chance of being recognized. 
 Benefit: +3 to your Reputation bonus. Once per show, you can reroll one 
of your own checks involving your Reputation bonus, unless the original roll is an 
automatic failure. You must take the new result. 
 
Resilient 
You stave off submission and hard foreign-object shots better than normal. 
 Benefit: +2 bonus on saves vs. submission holds and foreign-object 
knockouts. 
 
Rough Maneuvers Proficiency 
You are proficient with rough maneuvers such as choke, eye gouge, haymaker, 
etc. and with non-martial arts objects such as brass knuckles, chain, chair, 
garbage can, sledgehammer, timekeeper’s bell, steel steps, title belt, etc. 
 Benefit: You do not take a nonproficiency penalty when using rough 
maneuvers and foreign objects. 
 Normal: –4 nonproficiency penalty when using rough maneuvers and 
foreign objects without this feat. 
 
Savant 
You are a natural wrestler who adapts to performing unfamiliar moves more 
easily than normal. 
 Benefit: –2 nonproficiency penalty when using any maneuver group in 
which you are not proficient. 
 Normal: –4 nonproficiency penalty when using any maneuver group in 
which you are not proficient. 



 
Savvy Maneuvers Proficiency 
You are proficient with savvy maneuvers such as begging off, hair pull, suplex, 
through-the-rope toss, etc. 
 Benefit: You do not take a nonproficiency penalty when using savvy 
maneuvers. 
 Normal: –4 nonproficiency penalty when using savvy maneuvers without 
this feat. 
 
Simple Maneuvers Proficiency 
You are proficient with simple maneuvers such as punch, kick, side headlock, 
slap, etc. 
 Benefit: You do not take a nonproficiency penalty when using simple 
maneuvers. 
 Normal: –4 nonproficiency penalty when using simple maneuvers without 
this feat. 
 Special: All wrestler classes have this feat as a starting feat. 
 
Signature Move 
You have a specially designed maneuver that is synonymous with your name. 
 Benefit: +2 to hit with one specific non-finisher, usable once every three 
character levels (round down, minimum 1) per show. The wrestler must create a 
unique delivery to signify a Signature Move (for example, Cena’s routine for the 
Five-Knuckle Shuffle, or Victoria’s jiggle before her standing moonsault). If a 
Signature Move becomes a finisher later, the wrestler must designate a non-
finishing maneuver to replace it, and the new maneuver receives all benefits and 
limitations of this feat. 
 This feat may be taken multiple times, each time with a new maneuver. 
 
Skill Mastery 
Choose a skill. You are gifted in that field. 
 Prerequisite: 1+ ranks in selected skill 
 Benefit: You gain a +3 bonus on skill checks for one chosen skill. Once per 
show, you can reroll a skill check for that skill, unless the original roll is an 
automatic failure. You must keep the new result. You cannot reroll the same skill 
check more than once per round/segment. 
 This feat may be taken multiple times, each time with a new skill. 
 
Smelled a Fish 
You are no sucker when it comes to seeing and sensing something that’s out of 
place or just plain wrong. 
 Benefits: +2 on Sense Motive and Spot checks. Once per show, you can 
reroll a Sense Motive or Spot skill check, or a simple maneuver check, unless the 
original roll is an automatic failure/miss. You must take the new result. 
 
Spectacular Entrance 



You have a very impressive ring entrance that brings the fans off their feet in 
anticipation. (Elaborate, exciting entrances such as those of The Undertaker, 
Triple H, John Cena, and Eddie Guerrero come immediately to mind.) 
 Prerequisite: Character level 6+ 
 Benefit: Once per show, you gain 1 Heat automatically upon entering the 
ring with this feat. No one else may interrupt or alter the entrance. 
 Normal: Your entrance has no special benefit. 
 
Student of the Game 
You have studied a particular group of moves in depth so that you are better 
prepared against them. 
 Prerequisite: Knowledge (maneuvers group) skill rank 5+ 
 Benefit: By spending 1 Heat and making a DC20 Knowledge (maneuvers 
group) skill check, you can reduce the base damage of that maneuvers group by 
one die size or level for an entire match. For example, d8 becomes d6, d6 
becomes d4, and so on (down to ability modifier minimum). The opponent can 
still increase the die size or level by taking additional negative modifiers to offset 
the reduction. This may be taken multiple times, but you must specify a new 
maneuvers group each time. 
 
Superior Conditioning 
Thanks to some hard condition training, you are more durable than normal, 
lasting longer in the ring before becoming winded. 
 Prerequisite: +2 Constitution through Dedicated Training or ability 
increases from level advancement 
 Benefit: Add +10 on your fatigue penalty range. You suffer a –1 fatigue 
penalty to your rolls per 30 Endurance lost. 
 Normal: You receive a –1 fatigue penalty to your rolls per 20 Endurance 
lost to damage or exertion. 
 
Tag Team Specialist 
You have the quality to make you the consummate tag-team wrestler. 
 Benefit: +2 on action count when tagging in or out and on aiding another’s 
checks. You can mimic and execute a partner’s tag finisher or Signature Move 
without possessing it yourself by succeeding in a Knowledge (roster) check (DC 
15). 
 Normal: You cannot perform a tag-team finisher or Signature Move without 
both wrestlers having it. 
 
Technical Maneuvers Proficiency 
You are proficient with power maneuvers such as backslide, DDT, hip toss, 
sleeper hold, etc. 
 Benefit: You do not take a nonproficiency penalty when using technical 
maneuvers. 
 Normal: –4 nonproficiency penalty when using technical maneuvers 
without this feat. 
 



Tenacious 
It is more difficult for others to pin you. 
 Benefit: +2 on all saves when opposing pin attempts. 
 
Testicular Fortitude 
You have the guts to fight off blows that would knock an average wrestler for a 
loop. 
 Prerequisite: Great Fortitude 
 Benefit: You gain a +1 bonus on Fortitude saving throws that stacks with 
Great Fortitude. Each show, you may reroll against a number of saves versus 
stun or unconsciousness equal to your Constitution modifier + 1 (minimum 1), 
unless the original roll is an automatic failure. You must take the new result. No 
more than one such reroll per save. 
 
Toughness 
You are less susceptible to injuries than normal. 
 Benefit: +3 Trauma. This feat may be taken multiple times and the benefit 
stacks. 
 
Upset-Minded 
You have a knack for being involved in upsets, whether it’s an improbable victory 
against a greater opponent or an inexplicable loss to an inferior foe. Maybe it’s 
because nobody really knows enough about you to figure you out. 
 Prerequisite: Low Profile 
 Benefit: You gain and can choose the following as a Heat benefit (see 
“Heat Benefits” in “Chapter 3: Just Bring It,” page <<XXX>>): Add a +1 bonus to 
your base attack bonus for each Heat you have, when your opponent has a 
higher BAB than yours. This cannot increase your BAB above your opponent’s. 
When your opponent’s BAB is lower than yours, however, he gains and can 
choose this benefit against you. 
 You cannot use this feat if your current class is not a wrestler class (i.e., 
Power, Aerial, Rough, Technical, Savvy). 
 
Vigor 
You are more energetic and have more stamina than normal. 
 Benefit: Add one-half your Constitution (round down) to Endurance. This 
feat may be taken multiple times and the benefit stacks. 
 



CHARACTER CREATION EXAMPLE 
Skyler sets out to create a new wrestler for an upcoming game session. Given 
that he already has several large wrestlers, he decides to try out a smaller, more 
agile character. 
 
Concept 
He can borrow certain elements from his favorite wrestlers and combine them 
into a single grappler. He enjoys the fighting style of Rob Van Dam, so perhaps 
the new wrestler can take on an unorthodox high-risk approach that will dazzle 
crowds and surprise opponents. Skyler also gets a kick out of cocky wrestlers 
with smart mouths who can infuriate the fans with but a few well placed words – 
guys like Ric Flair, Superstar Billy Graham, and Randy Orton. He’d like to adopt 
such an attitude for his new creation. 
 With the basic idea (an arrogant aerialist) in place, Skyler begins thinking 
up a name, something catchy and representative of a wrestler who thinks he’s hot 
stuff. That’s it! The character’s nickname will be “Too Hot for TV.” Still, a 
nickname is only as good as a wrestler’s “real name.” Thinking back to his high 
school days, Skyler remembers a stuck-up jerk named Maxwell. Perfect! As for a 
last name, he searches for something that goes well with Maxwell and hits the 
bull’s-eye with “Heath.” The character’s name will be “Too Hot for TV” Maxwell 
Heath! 
 A mental image of Maxwell is beginning to form in Skyler’s mind. He 
envisions an athletically built man in his early twenties, with long dark-blond hair 
pulled into a ponytail. He wears white trunks with red flame designs (reinforcing 
the “Too Hot for TV” theme), red elbow and knee pads, and white boots. Simple, 
yet visually striking attire. 
 
Abilities 
Skyler’s General Manager wants the wrestlers’ ability scores to be generated 
randomly. He rolls the dice six times (4d6, dropping the lowest rolling die) and 
jots them down on scratch paper. His results are 12, 14, 14, 13, 14, and 16. 
 Skyler was hoping for at least one 17 or 18, but at least none of his scores 
is below average. 
 A risk-taker like Heath is going to need a healthy dose of Dexterity, so 
that’s where he places the 16. 
 He figures that if Heath is going to be a smart-mouth kind of guy, he’d 
better make him charismatic enough to make it worthwhile; he gives him a 14 
Charisma. 
 In addition to airborne attacks, Skyler wants Heath to be a proficient 
technical wrestler and places a 14 in Intelligence. 
  Despite Heath’s relatively small stature, Skyler gives him a 14 
Constitution to reflect that he’s in great shape and has a large endurance 
reserve. 
 While Heath isn’t a power guy, he’s no weakling, which warrants a 13 
Strength. 
 Given that the last score is 12, Skyler places it in Wisdom, making him 
fairly average in that area. 



 He checks Table 3-1 to find the modifiers for Heath’s abilities: 
 
STR: 13 (+1) 
DEX: 16 (+3) 
CON: 14 (+2) 
INT: 14 (+2) 
WIS: 12 (+1) 
CHA: 14 (+2) 
 
Weight Class 
This has been on Skyler’s mind since he first started developing the character 
concept. At first he considers making him a lower-end heavyweight, but 
eventually decides to go with making him a cruiserweight for a change of pace. 
The exact weight he selects is 225 pounds, which gives Heath a Lift DC of 11 (10 
+ 1 for every 25 pounds over 200). 
 The chosen Weight Class alters Heath’s abilities a bit as well. He receives 
a +2 bonus to Dexterity but suffers a –2 penalty to Strength. His abilities are now 
as follows: 
 
STR: 11 (+0) 
DEX: 18 (+4) 
CON: 14 (+2) 
INT: 14 (+2) 
WIS: 12 (+1) 
CHA: 14 (+2) 
 
 Skyler also learns that Heath will begin his career with two feats and has a 
special ability that gives him a +1 bonus to his roll when performing any aerial 
maneuver that costs extra Endurance. 
 
Character Class 
Heath’s character class is really a no-brainer, considering what Skyler has 
already established. That’s right — he’s an Aerial wrestler. 
 Aerial wrestlers receive two starting class feats: Aerial Maneuvers 
Proficiency and Simple Maneuvers Proficiency. Furthermore, they receive a 
talent from the available talent trees. Skyler chooses Risk Taker, which seems to 
suit the devil-may-care style that he wants Heath to possess. 
 Character classes establish other information about the wrestler too. 
Looking at Table 3-3, he jots down Heath’s Base Attack Bonus (+0), Fortitude 
save (+0), Reflex save (+2), Will save (+0), and Bonus Reputation (+0). 
 
Endurance and Trauma 
A character’s initial Endurance and Trauma are equal to his Constitution, so 
Heath has 14 Endurance and 14 Trauma. 
 
Training Background 



Skyler checks out the various training background options and only one of them 
suits Heath — Acrobatics. He sees Heath as a young man who had a long athletic 
history before graduating quickly from a wrestling school, then honed his abilities 
inside the squared circle of an independent promotion for many nights prior to his 
debut in the WWE. 
 This background also allows Skyler to choose two skills from a list and 
make them permanent class skills for his wrestler. Skyler chooses Jump and 
Spot. Since his Aerial class skills already include Jump, Heath will receive a +1 
competence bonus for that skill. 
 The Acrobatics training background also allows Skyler to choose between 
three different bonus feats. He selects Savvy Maneuvers Proficiency. 
 
Skills 
The Aerial wrestler class determines how many Skill Points Heath will have: (5 + 
Intelligence modifier) x 4. Heath’s Intelligence modifier is +2, so he comes out 
with 28 Skill Points. Class skills cost 1 Skill Point per rank, while cross-class skills 
cost 2 Skill Points per rank. Skyler selects Heath’s class skills first: 3 ranks of 
Balance, 3 ranks of Escape Artist, 2 ranks of Hide, 3 ranks of Jump, 4 ranks of 
Knowledge (aerial maneuvers), 4 ranks of Perform (promo), 3 ranks of Sleight of 
Hand, and 2 ranks of Spot. These cost 24 Skill Points. Heath also receives a +1 
bonus to Jump for his Acrobatics training (see “Training Background,” page 
<<XXX>>). 
 Skyler proceeds to pick up a cross-class skill: 2 ranks of Intimidate so 
Heath can better bully around the referees. That cost 4 Skill Points, using up the 
rest of them. 
 With all ranks allocated, Skyler adds the appropriate ability modifiers to the 
skill ranks. Heath’s final skill list looks like this: 
 
Balance +7 
Escape Artist +7 
Hide +6 
Intimidate +4 
Jump +4 
Knowledge (aerial maneuvers) +6 
Perform (promo) +6 
Sleight of Hand +7 
Spot +3 
 
Feats 
For being a starting 1st-level character, Heath receives two feats in addition to 
the starting class feats and bonus training background feat (Aerial Maneuvers 
Proficiency, Savvy Maneuvers Proficiency, and Simple Maneuvers Proficiency). 
 Skyler selects High Flying (adds a +2 bonus to Climb and Jump checks, 
and allows him to reroll either a skill check or aerial maneuver check!) and 
Technical Maneuvers Proficiency (which lets Heath perform technical maneuvers 
without a nonproficiency penalty). 
 



Finishing Maneuver 
Skyler likes the idea of Heath utilizing a top-rope finisher. He wants something 
that’s going to knock opponents for a loop, even ones larger than he is. He 
envisions Heath perching himself on the turnbuckle in a crouched position, 
grapping hold of the ropes while doing so. Using his arm and leg strength, he’ll 
launch himself directly at the opponent, connecting with a shoulder block. He 
won’t leap high into the air at a high trajectory, though. Rather, he wants Heath to 
shoot himself in a direct path … right into the unwitting opponent. Since it’s a 
shoulder block and the character’s moniker is “Too Hot for TV,” Skyler feels that 
the Censor Block will be a fitting name for the finishing maneuver. 
 Obviously, this will be an aerial move, so Skyler writes that down on his 
sheet. He glances at the list of effects/conditions for the maneuver components 
and sees that most high-risk maneuvers have d6 for base damage (no modifier to 
the maneuver check). But he wants to increase the number of dice rolled, 
bringing it up to 2d6 (–2 to the maneuver check). Shoulder blocks often cause the 
opponent to end up flat on his back, so he chooses “Knockdown check” (–1 to the 
maneuver check). Lastly, he realizes that if Heath misses the target, he’s going to 
be up the creek without a paddle due to the impact of slamming into the mat. For 
this reason, he selects “Possible stun on self if missed” (+1 to the maneuver 
check). This means that the final maneuver check modifier for the Censor Block 
is –2. 
 
Attitude 
This decision takes Skyler all of two seconds to make. Heath has “Heel” written 
all over him! 
 
“Too Hot for TV” Maxwell Heath 
Class: Aerial Wrestler 
Level: 1 
Height: 5'9" 
Weight: 225 (Cruiserweight) 
Lift DC: 11 
Attitude: Heel 
Training Background: Mat Wrestling 
Abilities: Str 11 (+0), Dex 18 (+4), Con 14 (+2), Int 14 (+2), Wis 12 (+1), Cha 14 
(+2) 
Endurance: 14 
Trauma: 14 
Base Attack Bonus: +0 
Save: Fort +0, Ref +6, Will +0 
Skills: Balance +7, Climb +3, Escape Artist +7, Hide +6, Intimidate +4, Jump +8, 
Knowledge (aerial maneuvers) +6, Perform (Promo) +6, Sleight of Hand +7, Spot 
+3 
Feats: Aerial Maneuvers Proficiency, High Flying, Savvy Maneuvers Proficiency, 
Simple Maneuvers Proficiency, Technical Maneuvers Proficiency 
Talents: Risk Taker 



Finishing Maneuver: Censor Block (aerial maneuver, 2d6 damage, knockdown 
check, possible stun on self if missed, –2 to maneuver checks) 
 



CHAPTER 3: JUST BRING IT! 
 
“This is it  This is for all the marbles!” !  
 

i
“You’re absolutely right, Tazz! Months of psychological ploys and backstage 

antics have led up to this climact c confrontation in the ring! We’re gonna blow the roof 
off with this one!” 
 
 Are you ready to open a can of whupass? Are you ready to cheat, lie, and steal 
your way to a victory? Are you ready to layeth the smacketh down on some jabroni? Are 
you ready to play the game? 
 A match in Know Your Role is every bit as hard-fought and furious as any WWE 
main event. Every bone-crushing blow or high-impact strike has a chance to finish your 
opponent (or you) off. You had best be on your toes, pounce on every opening your 
opponent gives you, because he’s sure to do the same. 
 Now can you dig that, sucka?!? 
 
RING THE BELL! 
A match proceeds in rounds. There isn’t a specific duration for a round — it lasts 
however long your GM (General Manager) says it does, or just enough for you to 
perform the actions in your description of the sequence that just happened. 
 
Sequence Checklist 
A round proceeds in this order: 

1. Determine Initiative 
A. Staredown (if starting a match) 
B. Order/tie-breaker: most Heat, highest Dexterity, highest Intimidate skill 

modifier, highest character level, highest random d20 roll 
2. Action Count 

A. Choose and declare action/maneuver 
B. Activate feats and talents, transfer Heat 
C. Choose Heat benefit 
D. Check for move limit 

3. Roll Action Count/Maneuver Check 
A. 1d20 + combat or skill modifier 
B. Tally and compare action count 

4. Resolve Action/Maneuver 
A. Opposed check (versus distraction, sneak attack, etc.) 
B. Check for lift/knockdown 
C. Roll damage and record effects (fatigue penalty, etc.) 
D. Saving throw (versus stun, DQ, submission, pinfall, etc.) 
E. Counterattack/multiple-target attack/extra attack 
F. Resolve nondamaging effect (countout roll, etc.) 
G. Narrate sequence 

 
DETERMINE INITIATIVE 
A match begins with the wrestler possessing the most current Heat holding initiative. If 
tied or nobody has Heat, no one has initiative. Wrestlers declare their action in 



ascending order from the lowest Dexterity to the highest, except for the initiative holder, 
who always declares his action last, after he has a chance to see what every one else is 
up to. 
 Initiative can switch from round to round. You have the initiative if you 
successfully hit your maneuver or perform an action in the previous round. Should 
everybody fail, determine initiative for the new round as for beginning a match. If 
multiple characters succeed, initiative is awarded to one character among them in this 
order: most Heat, highest Dexterity score, highest Intimidate skill modifier, highest 
character level, highest random d20 roll. 
 Example: John Bradshaw Layfield has 11 Dex, Eddie Guerrero has 15 Dex. 
Assuming both have same number of Heat, JBL has to declare his move first, so Eddie 
can see what his opponent is planning and offer his own counter. But should JBL beat 
Eddie to the punch this round and land a maneuver, he will have initiative for the next 
round and force Eddie to announce his move first. 
 
Staredown 
You can use Intimidate to weaken an opponent’s resolve. To do so, make an opposed 
Intimidate check when a match begins, with both characters adding character level and 
bonus on Will save to the roll. If you win, the opponent becomes shaken for the first 
round. A shaken character takes a –2 penalty on maneuver checks, ability checks, skill 
checks, and saving throws for the first round, and you take the initiative. 
 
ACTION COUNT 
Action count determines when and which maneuver or action happens. If you’re 
performing a move, your maneuver check result is your action count; it’s your skill/ability 
check if you’re initiating an action (such as distraction, ambush, taking a breather, etc.). 
A successful maneuver or action pre-empts all actions it targets and affects. 
 
Choose an Action 
Each round, you choose and announce any one of the following actions before rolling 
for action count, in the order described in “Initiative.” 
 Perform a Maneuver: In order to attack, you have to perform a maneuver either 
from the sample list (see “Sample Maneuvers” in Chapter 5, page <<XXX>>), a modified 
maneuver, or a custom-made one using the Maneuvers System (see “Maneuvers 
System,” page <<XXX>>). 
 Double-Teaming: Occurs when two wrestlers wish to work together to attack a 
common target. For convenience, this term also applies to coordinated attacks involving 
more than two wrestlers. 
 Distract: Divert a target’s attention to create opening for attack, or trick the 
referee so you are free to perform illegal moves without any chance of being 
disqualified. 
 Aid Another: Help another character by giving him a bonus to his action. 
 Pinfall: Attempt to pin an opponent. 
 Maintain or Escape Submission Hold: Try to break a submission hold or retain 
one you have on your opponent. 
 Tag Out: Tag a partner so he can enter during a tag match. 
 Recovery: Recover lost Endurance points. 



 Sneak Attack: Usually done as interference from someone not in the match. You 
are trying to ambush and beat down a target. 
 Delay: You can save certain actions and roll for them later in a turn. 
 
MANEUVERS GROUPS 
All maneuvers belong to at least one of the six following maneuvers groups: aerial, 
power, rough, technical, simple, savvy. Each group has its own key ability. The modifier 
for that ability is used as a bonus (or penalty) on rolls to execute all maneuvers in that 
group, as well as on damage rolls. 
 Aerial Maneuvers Group: You rely on Dexterity to perform the acrobatic, athletic 
moves that are the trademark of this group. 
 Power Maneuvers Group: Strength is the key ability for this group of mighty 
physical maneuvers. 
 Rough Maneuvers Group: The primarily brawling moves in this group use 
Constitution as the key ability. 
 Technical Maneuvers Group: Intelligence is the key ability to perform the complex 
holds in this group. 
 Simple Maneuvers Group: Insight is needed to maximize the simplest moves, 
such as a punch, making Wisdom this group’s key ability. 
 Savvy Maneuvers Group: It takes a shrewd, even audacious, person to get away 
with the sly maneuvers here, so Charisma is the key ability. 
 
TABLE 4-1: MANEUVERS GROUPS 
GroupKey Ability 
Aerial Maneuvers Dexterity 
Power Maneuvers Strength 
Rough Maneuvers Constitution 
Technical Maneuvers Intelligence 
Simple Maneuvers Wisdom 
Savvy Maneuvers Charisma 
 
Maneuver Limit 
 You can only perform similar moves for so long before the fans lose interest. 
Therefore, you may attempt as many maneuvers from any one maneuvers group 
consecutively as your key ability modifier for that group (minimum 1). Once you break 
the string by trying at least one move of another maneuvers group, you can return to 
doing moves of the first group until you once again reach the limit. 
 Example: Rey Mysterio, with 20 Dex (+5 modifier), can try up to five aerial 
maneuvers (key ability: Dex) in a row before he’s required to perform a non-aerial move. 
On the other hand, he is limited to attempting just one power maneuver (key ability: 
Strength) before having to switch to another maneuvers group, since his Strength is 11 
(+0 modifier, so the minimum 1). 
 
PERFORM A MANEUVER 
To attack, you must choose a maneuver and a target for the move. If your opponent 
wishes to attack you as well, he will do the same for his maneuver. After all moves have 
been announced, everyone does a maneuver check. 



 To make a maneuver check, roll: 
 

1d20 + combat modifier 
(Combat modifier = base attack bonus + ability modifier + maneuver modifier + 

miscellaneous modifiers) 
 
A maneuver check takes into consideration your experience (base attack bonus), 
natural aptitude (key ability modifier), difficulty of the maneuver (maneuver modifier), 
special training or circumstance (miscellaneous modifiers), and luck (the die roll). 
 Base Attack Bonus: Your base attack bonus according to your class and level. 
 Ability Modifier: Your key ability modifier for the maneuvers group of the move 
you are performing. 
 Maneuver Modifier: Every maneuver has a modifier based on how easy (positive) 
or hard (negative) it is to execute. 
 Miscellaneous Modifiers: Include bonuses provided by skill ranks, feats or talents 
you choose to activate, and penalties for nonproficiency, fatigue, shaken, and any other 
unfavorable conditions. 
 After rolling, the wrestlers compare action counts, and the one with the higher 
total successfully hits his move, while the opponent fails his. The winner then describes 
the sequence using both wrestlers’ selected maneuvers. 
 Example: Bradshaw is looking for a quick end and goes for a huge haymaker — a 
rough maneuver based on Constitution, something the Wall Street brawler has plenty of 
at 16 (giving him a +3 modifier). The haymaker maneuver has a –2 modifier. JBL has +7 
BAB and a +1 miscellaneous bonus from having 5 skill ranks in Knowledge (rough 
maneuvers). He rolls a mere 5 on a d20, so his maneuver check is (5 + 7 + 3 – 2 +1 =) 
14. 
 Eddie chooses to answer with a flying forearm smash, an aerial maneuver using 
his Dexterity ability modifier (+2). His BAB is +6. A flying forearm smash has a +2 
maneuver modifier. Eddie also receives a +1 miscellaneous bonus due to his skill ranks 
in Knowledge (aerial maneuvers) but opts not to use any feat or talent. He rolls 12, for a 
maneuver check of (12 + 6 + 2 – 1 =) 19. 
 Eddie’s action count is higher than JBL’s, so Latino Heat hits the flying forearm. 
As the winner of this round, he has initiative for the next round and narrates the 
sequence: “Bradshaw whips Eddie into the rope and winds up a roundhouse, but whiffs 
badly as Eddie ducks under the punch. Eddie rebounds off the other side, leaps at JBL 
like a missile, and staggers him with a mouthful of forearm shot!” 
 
Tie 
Initiative acts as tie-breaker for all action counts and opposed checks. So if they have 
the same result and Bradshaw had the initiative, he would have hit the haymaker. If no 
one has initiative, break the tie in this order for who succeeds, from highest to lowest: 
Heat, Dex, Intimidate skill modifier, character level, 1d20 roll. 
 
Automatic and Critical Hit/Miss 
Every time you roll a natural 20 (the d20 actually shows 20), it’s an automatic hit 
regardless of your opponent’s action count. Conversely, it’s an automatic miss when you 
roll a natural 1. 



 On an automatic hit you “threaten” a critical hit. Roll the d20 again with all the 
same modifiers of the previous roll. If this second check also beats the opponent’s 
action count, the maneuver is a critical hit and does the maximum possible damage, no 
dice roll needed; for instance, a 2d6 maneuver will do 12 points of damage, plus all 
other damage bonuses, on a critical hit. Otherwise, it’s a regular hit and you roll for 
damage normally. Should the confirm roll be another natural 20 (or fall within your 
current threat range), you have scored a “traumatic hit.” In this case, the damage is not 
maximized but is rolled normally and subtracted directly from the target’s Trauma, 
bypassing his Endurance entirely. 
 On an automatic miss, you also roll another d20 to confirm whether it’s a critical 
miss — a “fumble.” If the second check does not beat the original action count or is 
another natural 1, you have botched! Roll damage for the move anyway but apply all 
damage and effects to either yourself or an ally if one is present. Otherwise, it’s a 
regular miss. 
 You cannot threaten another critical on the confirm die roll. 
 On conflicting automatic successes, all make a confirm roll. As with skills, a 
critical success always supersedes an automatic success. If it remains a deadlock, tally 
the results for the confirm rolls and the higher total wins. Ties are broken, from the 
highest score to lowest, in the usual initiative order. 
 On head-to-head automatic misses, neither wrestler rolls a confirm roll, but they 
do the classic “double clothesline/bump heads off the rope/collide into each other” bit 
that leaves both down and dazed. Each wrestler rolls 2d6 and applies the result as 
damage (without bonuses) to the opponent. They are considered stunned each round 
(see “Stun” in “Damage and Recovery,” below) until they succeed with a Fortitude 
saving throw to unstun themselves, DC = 5 + damage received. Meanwhile, unless it’s a 
no-countout match, roll for countout (see “Countout,” page <<XXX>>) each round 
starting the following round, until either one or both wrestlers manage to shake off stun. 
If the count reaches 10, the match results in a double-countout draw. The first wrestler 
to unstun himself gains initiative and may act. Nobody has initiative if both regain their 
senses on the same round. 
 Whenever a wrestler rolls an automatic hit and his opponent rolls an automatic 
miss, it becomes a critical hit — no confirm roll necessary! 
 
Lift Check 
Naturally, the heavier you are, the harder it is to lift you or knock you prone. Every 
wrestler has a lift DC calculated from his weight, used to determine whether he is lifted 
off his feet after an opponent performs a maneuver such as a body slam, or knocked 
down to the mat by a move such as a clothesline. 
 Certain maneuvers (such as DDT, body slam, and small package) require lift 
checks (1d20 + maneuver’s key ability modifier + miscellaneous modifiers) after 
successful hits to inflict damage. A lift check is not necessary when the target’s lift DC 
does not exceed your maneuver key ability score. If his lift DC is higher, you must 
succeed in a lift check against it. Otherwise, the move fails because you are unable to 
hoist your opponent or muscle him to the ground, and you do not roll damage, although 
you still gain (or retain) initiative. 
 Example: As skilled a technical wrestler as Kurt Angle is, it is not certain he can 
elevate a behemoth like The Big Show for his finisher, the Olympic Slam, because the 



giant’s tremendous bulk (lift DC 22) surpasses even Angle’s amazing 18 Intelligence 
(key ability for the technical Olympic Slam). Even if he has a higher maneuver check, 
Angle must still pass a lift check (1d20 + 4 for his Intelligence modifier versus DC 22) to 
do damage to the Show. 
 The default ability for lift check is Strength, such as when you’re trying to overturn 
a car, topple huge crates, etc. 
 
Knockdown Check 
Some maneuvers (such as clothesline, dropkick, and elbow smash) require knockdown 
checks to see if the target is knocked prone. This is identical to a lift check in all aspects 
of the rules, except you may still roll damage — you just didn’t knock the target down. 
 Example: Angle clotheslines Show instead. He now rolls a lift check using his 
Strength modifier against Show’s lift DC to see if he knocks the big man down. 
Regardless of that result, he still rolls damage for the maneuver. 
 Automatic Hit Bonus: A lift or knockdown check after an automatic hit has a +1 
bonus for every point rolled on the maneuver check over the minimum threat range. An 
automatic hit totaling 25 on the maneuver check when you threaten on a 19–20, for 
instance, will add a (25 –19 =) +6 bonus on the lift/knockdown check. 
 
Prone 
If you are lifted/knocked down, you are considered to be prone until you hit a move of 
your own without the “prone self” modifier, someone tries a move without the “prone 
target” modifier against you, or an opponent fails to lift you/knock you down. 
 In short, you can use any maneuver with the “prone target” modifier against a 
prone opponent, giving you more moves to choose from. 
 
Multiple Characters 
When more than one character is involved in a round, you perform your action if (1) you 
are not the target of a successful action, and (2) your action count is higher than your 
target’s action count. 
 Example: It’s a fatal four-way match. Both RVD and Mysterio want to go after 
Kenzo Suzuki. Kenzo announces a karate chop on RVD. The fourth man, Rene Dupree, 
decides to distract the referee. The action count, in order, is Rey, Kenzo, RVD, and 
Dupree. 
 Rey resolves his action count first and executes a hurricarana on Kenzo. Kenzo 
is next, but his move is negated because Rey just hit him with a successful action. RVD 
follows, and although he hasn’t been on the receiving end of anything so far this round, 
his target, Kenzo, has a higher action count than his, so Van Dam does not get a shot at 
the Bronze Warrior (probably because Rey is in the way, or RVD is temporarily 
sidetracked). If RVD rolled higher than Kenzo, Kenzo would receive two attacks this 
round; had Dupree been chosen as the target instead, RVD would be able to perform 
his attack. Dupree goes last, but since nobody targeted him with any action, as long as 
his action count is higher than his target’s (the referee’s, which is always a static 10), he 
can begin distracting the official. Had the French Phenom opted to distract one of the 
three other competitors, he would never have the chance, because they all have higher 
action counts. 
 



Attacking Multiple Opponents 
You can attack more than one opponent in a round, rolling a new maneuver check for 
each attack, and the target must be someone you haven’t attacked previously this 
round. All maneuvers after the first are resolved normally against the targets’ original 
action counts, but with a cumulative –5 maneuver penalty added to each attack, i.e., –5 
vs. second target, –10 vs. third, etc. As soon as an attack fails (tie counts as a failure in 
this case) or a target successfully counterattacks you, you must stop and end your turn. 
Naturally, if you’re stunned by a prior attack or during your attack, you also lose all 
subsequent attacks. 
 Example: Chris Jericho decides to dropkick Christian in a match that also 
includes Batista, Tyson Tomko, and Rob Conway. Everybody rolls maneuver. Jericho 
rolls 24, which beats Christian’s 21, Batista’s 16, Tomko’s 13, and Conway’s 11. 
 After tagging Christian’s chin with flying boots and feeling really confident, 
Jericho decides to press on. He picks on Tomko next with a clothesline and rolls 19 for 
the check; –5 for this being the second attack gives Jericho a 14 — still higher than 
Tomko’s maneuver check of 13, so he lariats the tough man down to the mat. He then 
tries to unleash a flurry of punches on Batista with an 18. That would hit ordinarily, given 
Batista’s maneuver check, but not after the –10 penalty for this being the third attack in a 
round, so the blows just bounce off Batista’s thick skull without damage. Because of that 
miss, Jericho cannot attack Conway or anybody else this round. Had Jericho hit Batista, 
his maneuver check against Conway would be at a lofty –15 penalty. 
 Hitting your opponent’s tag partner while he’s outside the ring is illegal and will 
get you a referee warning (see “Disqualification,” page <<XXX>>). 
 You are still required to spend 1 Heat for each finishing maneuver you wish to 
perform when attacking multiple opponents. 
 
Finishing Maneuver 
You cannot perform more than one finishing maneuver per round on the same 
opponent, even if you gain extra attacks through talents, feats (such as Chain 
Wrestling), or special abilities. Each additional finishing maneuver you attempt in a 
round must target a new opponent. 
 
Hitting the Referee 
You can intentionally target the ref with a maneuver, receiving a warning for doing so 
each time. Nonwrestler refs always have an action count of 10, and they are always 
downed and stunned by an attack. Each round, a downed ref must roll a Fortitude save 
to regain his bearings (DC = 5 + damage received; a typical WWE ref has 10 Con and 
no save bonus). Until he succeeds the save, he remains stunned and cannot officiate or 
make pinfall counts. 
 You can try to revive a downed referee with a successful aid on another roll to 
give a +2 bonus to his saving throw. You can also attempt a Treat Injury check, DC = 5 
+ damage dealt. If successful, the ref recovers instantly and resumes his duties. 
 
DAMAGE AND RECOVERY 
You roll damage after hitting a maneuver. The damage runs from just d3 + ability 
modifier (simple punches and kicks) all the way up to d10 (for off-the-top-of-the-cage 
“Holy Cow!”-type moves). You can change the die size and/or adjust the number of 



damage dice rolled by accepting a bonus or penalty to your maneuver check. You also 
add your key ability modifier for the maneuver as bonus to the damage roll, plus any 
other bonuses from applicable skill ranks, talents, and feats. 
 Damage is always taken off your Endurance unless it’s a traumatic hit, in which 
case it’s subtracted from Trauma. For every 20 Endurance you lose due to damage 
and/or exertion (to use talents, feats, or other options), you suffer a –1 fatigue penalty on 
all your rolls (except damage). Thus, you’re at –1 when you’re down 20 Endurance from 
your normal total, –2 after you’ve lost 40 Endurance, –3 after 60 Endurance lost, and so 
on. 
 Example: Eddie rolls 2d6 for damage for his flying forearm smash on Bradshaw 
and gets 9. Adding +2 for his Dexterity modifier (because it is an aerial maneuver) 
makes a whopping 11 points of damage, dropping the self-made millionaire’s Endurance 
from 144 to 133. JBL will suffer his first fatigue penalty at (144 – 20 =) 124 Endurance. 
 When you reach zero or negative Endurance, you must make a Fortitude save 
versus DC 5 + Endurance spent + damage received at the end of every round in which 
you lose Endurance, until you recover enough Endurance to put you back into the 
positive. Failure means you become stunned next round from the punishment or 
exhaustion. 
 You can choose to take a recovery as your action instead of attacking your 
opponent, substituting your maneuver check with a Concentration skill check. This 
counts as a rough maneuver toward your move limit when you are an active participant 
in the match (for example, the “legal man” in a tag match). If it beats the opposing action 
count, you gain back Endurance points equal to your Constitution modifier (minimum 1), 
but you also lose initiative automatically. Otherwise, the opponent resolves his move 
and damage and you do not recover. Recovery is automatic (no roll necessary) and is 
not a maneuver when you are not an active participant or the target of a hostile action 
such as an attack (for instance, the “outside man” in a tag match). 
 Trauma damage is recovered daily at a rate equal to your Constitution modifier 
(minimum 1). Negative Trauma points (below 0), however, are recovered at 1 per day. 
Once you’re at 0 Trauma, the rate returns to normal. You make a Fortitude save as soon 
as you reach 0 or below Trauma to avoid unconsciousness, DC = 5 + damage received 
from the attack that put you there. You pass out automatically when you’re reduced to 
your Constitution score in negative Trauma. You cannot, of course, recover Endurance 
or Trauma above your original score. 
 Injury: Trauma damage is much more serious than losing Endurance; it 
represents injuries ranging from a concussion or knee sprain to broken bones and 
massive blood loss. You are out of action until your Trauma has returned to at least 0. 
 
Between-Time Recovery 
If you are a victim of a sneak attack or wrestle more than one match on a show (whether 
advancing in a tournament or accepting an impromptu challenge), you may not be at 
your full Endurance for the following bout. To see how much you’ve recovered between 
matches, roll a Concentration check. 
 On 1–5, you do not recover. You lose the next recovery as well on a critical 
failure. 



 For every increment of 5 beyond that, you gain your Constitution score in 
Endurance recovered, i.e., 6–10, Con; 11–15, 2 x Con; 16–20, 3 x Con; 21–25, 4 x Con; 
and so on. 
 You return to full Endurance on a critical success (two natural 20s in a row). 
 In order to roll between-time recovery, you cannot perform any action more 
exerting than an interview in the meantime or you forfeit the roll. 
 At the GM’s discretion, the increment can increase for a short rest time, from +5 
for a 10-minute breather to +10 for an immediate match. 
 You cannot recover Trauma until the show is over. 
 
Stun 
When you’re stunned, you cannot attack or initiate any action. You roll only a d20 with a 
–5 stun penalty but without any other modifier (BAB, ability, skill ranks, etc.) for your 
action count. The opponent misses you if it’s higher than his maneuver check. You’re 
still entitled to all saving throws and opposed checks as normal while stunned, and 
automatic/critical checks are still in effect. Stun usually lasts for one round, effective the 
round after it is first determined. 
 An automatic failure on a stun check doubles the duration to two rounds; a critical 
failure extends it to three rounds. 
 The duration of stun from different attacks or actions do not stack. Use the 
lengthiest stun effect determined when you fail multiple stun saves. 
 Example: Christian cheats and chair-shots Jericho, who autofails his Fortitude 
save versus stun (but does not critically fail, fortunately). Jericho is stunned for two 
rounds — the next round and the round after that. 
 You can remove the stun effects on a target with a successful Treat Injury roll, 
DC= 5 + damage received. A successful roll reduces the duration by one rounds, two 
rounds on an automatic success, and three rounds on a critical success. 
 
HEAT 
Heat points represent your momentum. Every time you deal 10 or more points of 
damage to an opponent in an attack (after damage reduction through saving throws, 
feats, and/or talents), you gain 1 Heat. Normally, you can have up to 4 Heat maximum at 
any time, unless you increase the limit through the Heat Machine feat. You must spend 
1 Heat to use your finishing maneuver, after you declare it as your action but before the 
die roll (so it’s used up whether you hit or not). 
 Example: Eddie’s flying forearm inflicts 11 points of punishment on Bradshaw. 
That beats the 10-point threshold, so he earns 1 Heat. 
 Several talents, feats, and special abilities require Heat expenditure to activate. 
Unless specified, you may spend the Heat after a die roll or in reaction when all 
conditions for the activation are fulfilled. 
 
Match Benefits 
When you have one or more Heat, you can choose one of the following advantages 
each round before rolling your action count: 

• You can attack one additional target per Heat you have when the turn began 
without the cumulative –5 penalty; such penalty does not start until you “run 
out” of Heat for the number of additional targets. So, you can attack an extra 



opponent beyond the first at no multiple-attack penalty if you have 1 Heat, two 
additional targets at no penalty with 2 Heat, and so on. 

• You increase the threat range for automatic hit/success on a maneuver or 
action by 1 for each Heat you have. This is the default benefit when you 
neglect to select one. 

• You gain a +1 bonus per Heat on a nonattack action (i.e., distraction, aid 
another, saving throw, ability check, skill check, etc.). 

 Using any of the benefits above does not cost you Heat and thus may not be 
canceled by the use of a talent, feat, or special ability. 
 
Transferring Heat 
You can transfer Heat to another character even during a match, when announcing your 
action. You must give up all your Heat, and the recipient still cannot exceed his normal 
maximum with the additional Heat; any Heat above the limit is lost. Only one transfer 
among allies is permitted each round. 
 Example: Before rolling to tag out from a terrible pounding, Tajiri decides to 
transfer the 1 Heat he has to his partner, Rhyno. Rhyno has 2 Heat of his own, so he 
has 3 after the gift. Now, let’s see if Tajiri can make a “hot tag” to Rhyno so he can come 
in like a house on fire with his 3 Heat. 
 
DISQUALIFICATON/DQ 
In a standard match, any time you have an automatic/critical success or do more than 
10 points of damage when performing an illegal maneuver and the ref is not distracted 
from the action, there’s a chance he will disqualify you on the spot and award the victory 
to your opponent! For every such infraction, you are given a referee warning. To avert 
disqualification, you must succeed in a Bluff, Diplomacy, Intimidate, or untrained 
Charisma check versus DC 5 + 5 for every warning you have received thus far. 
 Example: Carlito chokes Cena on the top rope in front of the ref and rolls a 
natural 20! He now must make a DC10 (5 + 5 for the first warning) Bluff, Diplomacy, or 
Intimidate check to stop the ref from disqualifying him. Later on, Carlito rams Cena into 
an exposed turnbuckle and does 12 points of damage. That is enough for another 
warning, so he must make a check vs. DC15 (5 +10 for two warnings) or be DQ’d. 
 Interferences such as blatantly attacking or aiding a wrestler when you are not an 
actual participant in a match will cause your ally to be disqualified and lose the match 
(assuming the referee isn’t distracted)! 
 Example: Shelton Benjamin mounts a comeback and begins to dominate 
Christian in their match. Tyson Tomko just runs into the ring and starts pounding on 
Benjamin. The referee sees the interference, so he calls for the bell and disqualifies 
Christian on the spot without a roll. 
 
DOUBLE-TEAMING 
Two or more wrestlers can coordinate their moves on a common target by spending 1 
Heat among attackers. They each select and announce a maneuver as usual, but the 
modifiers for every maneuver are combined and added to a single d20 roll. This is 
handled as a regular maneuver check, except the outcome is applied to all moves in the 
team (i.e., if successful, they all hit; if failed, they all miss). The action count must beat 



the target’s action count — a tie counts as a miss. An automatic/critical hit or miss also 
affects all moves! 
 Whoever spent the Heat rolls the d20. If successful, the maneuvers are resolved 
in any order decided by the attackers. The moves (such as a lift check) must still be 
completed individually to cause damage. If a move fails to complete, proceed to the next 
in the chain. 
 Example: Angle, Luther Reigns, and Mark Jindrak decide to concentrate their 
efforts on The Undertaker. Angle, having the most Heat, spends one to activate a 
double-team. Angle goes for the Olympic Slam (thereby costing him another Heat), 
Luther wants the Test Drive spinning neckbreaker (costing him a Heat as well for his 
finisher), and Mark Jindrak chooses a power slam. They combine all the combat 
modifiers for the moves (base attack bonus, key ability, maneuver, etc.). Angle rolls the 
d20 because he is the one spending Heat to initiate this. The trio beats The 
Undertaker’s action count, then decides to lead off with Jindrak’s power slam, followed 
by Reigns’ Test Drive, and put an exclamation mark on it with Angle’s Olympic Slam. If 
The Undertaker had beaten their total, he would have performed his move on his 
chosen target while stopping all the Heels’ moves at the same time. 
 In a regular match, you risk disqualification for double-teaming if the ref is not 
distracted. Roll 1d6 after it’s resolved. On a 6, somebody did not beat the five-count to 
leave the ring in time, and the wrestler who rolled the d20 must make a check to avoid 
being DQ’d as per the disqualification rule. Add a cumulative +1 to the 1d6 roll for every 
attacker beyond two in the double-teaming, as well as for each consecutive round of 
double-teaming after the first. If a double-team during a match involves outside 
interference (i.e., someone not a legal, scheduled participant in the match) without the 
ref being stunned or distracted from the action, it’s an immediate automatic 
disqualification. 
 
DISTRACTION 
Distraction uses a Bluff skill check as your action count. You choose the target of your 
distraction, then roll a Bluff check. If it’s higher than your target’s action count and you 
are not interrupted by an action targeting you, he must roll a Sense Motive check to 
oppose your Bluff check. If you win the opposed check, the target is distracted. He loses 
his action and is considered stunned for the next round, i.e., rolling 1d20 – 5, without any 
other modifiers and cannot initiate any action. A target who successfully opposes or has 
an action count higher than yours foils the distraction, and the round proceeds with the 
next-highest action count. A character gains 1 Heat for beating his opponent by 10 or 
more on the opposed roll. 
 You get a referee warning for each distraction attempt, regardless of success, 
against any target (including the ref) in a match and must roll versus disqualification. 
Each attempt also counts as a Savvy maneuver toward move limit. In a no-DQ match, 
roll against warnings as usual, except instead of disqualification, failing a warning roll 
stops you from further attempts to distract in the match. 
 A successful distraction lasts for one round. Automatic success doubles the 
duration to two rounds, and a critical success triples it (three rounds), but the target 
cannot be distracted by anybody again in the meantime. 



 You are disqualified on an automatic failure to distract, as the ref catches you 
red-handed! If you are not a legal participant in the match, you are ejected and sent 
backstage; your ally is disqualified as well on a critical failure. 
 You cannot try to distract a target again for the rest of the match/segment if he 
succeeds automatically with his Sense Motive check against you, or the entire show on 
a critical success. 
 Example: John Cena and Heidenreich both announce their intention to attack 
each other, but Carlito Caribbean Cool saunters out to distract Cena. Cena rolls 16 and 
Heidenreich 12 for their respective maneuver checks, while Carlito rolls 18 on the Bluff 
check, which in turn becomes his action count. Since that beats Cena’s action count, 
Carlito’s attempt to distract comes before Cena’s attack on Heidenreich. Cena must now 
roll a DC 18 Sense Motive check. If he beats it, Cena realizes what Carlito’s up to and 
refuses to lose his focus. The round proceeds with the next action count, meaning Cena 
performs his move on Heidenreich. If Cena fails the check, he is sidetracked by Carlito, 
loses his action, and becomes an easy mark next round for Heidenreich, since he will be 
rolling at a disadvantage. As for Carlito, he has to make a check to convince the referee 
to allow him to stay at ringside (i.e., stop the ref from ejecting him) after the distraction 
attempt. 
 Distraction takes many different forms, from the conventional taunts and insults to 
tripping a wrestler coming off the ropes or “accidentally” discharging entrance pyros. 
 Distracting Multiple Targets: Similar to attacking multiple opponents, you can try 
to distract more than one target in a round. You take a cumulative –5 penalty for each 
target after the first Bluff check versus the original maneuver check. You still receive one 
warning for each attempt. 
 
Distracting a Ref 
It’s DC10 to distract a referee. A distracted ref, of course, will not catch any illegal move 
performed by any other character, so any such attempt requiring a skill check (Sleight of 
Hand to gain leverage on the rope, for instance) is successful as long as the roll is not 
an automatic failure (in which case the character does not gain the extra free count). A 
distracted referee also cannot count a pinfall or submission, providing the distraction’s 
action count beats that of the pinfall or submission. 
 Usually the ref’s attention is on the distracting character, but you can divert the 
ref’s attention on someone else as well. The DC becomes 15 in that case, and you 
receive a warning only if you fail. 
 Example: Rob Conway wants to distract the ref and focus his attention on Rhyno, 
so he and Sylvain Grenier can double-team Tajiri behind the ref’s back. Conway’s Bluff 
check/action count must beat DC 15. He succeeds, so the ref is fooled into thinking 
Rhyno is about to do something illegal and goes over to lecture him next round, turning 
a blind eye to the Heels’ treachery on the Japanese Buzzsaw, while Rhyno cannot do 
anything lest he risk disqualification since the ref has his full, undivided attention on him. 
 
AID ANOTHER 
You can help another character in any situation, giving that character a +2 bonus to one 
maneuver check, skill check, ability check (including pin attempts), lift check, or saving 
throw of your choice. To do so, you declare “aid another” as your action for the round. 
It’s successful if you exceed a DC10 check, modified by either your BAB (if aiding a 



maneuver check), skill ranks (skill check), ability modifier (ability check), or saving throw 
bonus (saving throw). 
 Aiding another on an illegal maneuver makes the action also illegal and as such 
is subject to rules for illegal moves, and both characters can be disqualified (or sent 
backstage). 
 Aid another can be rolled for in response to a pin attempt, i.e., before or during a 
pinfall, as a delayed action. If successful, the aided character gains the bonus for one 
pin count, as you hold a leg for extra leverage, put a foot on the rope, keep opposing 
allies from interfering, and so on. Similarly, you can aid someone in breaking out of a 
submission (or retaining a hold). 
 The bonuses from multiple aids on the same task do stack. So two successful 
aids to the same action give it a +4 bonus, +6 for three, etc. 
 Example: The Dudleys go for a Wuzzup on Rey Mysterio, with Bubba aiding 
Spike on the maneuver check. Bubba rolls 11, Spike rolls 17, and Mysterio rolls 18. 
Normally, Mysterio will act first, but because Bubba’s aid gives a +2 bonus to Spike’s 
maneuver check and raises it to 19, Mysterio almost wriggles out of Bubba’s grip but not 
quite, as Spike comes crashing down on … well, you know where. 
 Later, Mysterio seeks revenge by executing his finisher, the West Coast Pop, off 
his partner RVD’s shoulders. If Van Dam makes an aid another check, it will give 
Mysterio a +2 bonus to the maneuver. 
 Aid another can be grounds for disqualification. As in double-teaming, roll 1d6. 
On a 6 the “illegal” man doesn’t leave the ring in time and must make a check to avoid 
DQ (or ejection). 
 
DELAY 
You don’t have to commit to a specific action, so you can choose to react later by 
announcing “delay” when stating your action. The drawback is that not all actions can be 
postponed. You can only save your action for recovery and aid another. 
 You cannot delay an attack maneuver. As soon as someone chooses to attack 
you, you must either respond with a countermaneuver of your own or take the hit, which 
causes you to lose your action. Delaying is a much better option in a tag-team or 
multiwrestler match, since you’ll have room to plan and maximize any held action 
without an engaged opponent breathing down your neck all the time. You can react if a 
partner or ally needs help with a move, or with getting out of a submission hold or pin 
with a timely aid another. If he doesn’t require your assistance, you can take a recovery 
as your delayed action. 
 You can take a delayed action at any time during a round and it is performed and 
resolved immediately. 
 Example: It’s Rhyno and Grenier in the ring for a tag-team match. The partners 
on the apron, Tajiri and Conway, both call “delay” to watch their boys’ backs. If they are 
winded and nothing demands their immediate attention, they’ll likely use the delayed 
action to recover Endurance. 
 Soon enough, Grenier’s maneuver check is one less than Rhyno’s, so Conway 
uses his delayed action to aid Grenier and succeeds. Tajiri can now respond in kind with 
an aid another of his own to put Rhyno back on top, wait and perhaps aid Rhyno in 
breaking a pin later, or use the delay to continue recovery. 
 



PINFALL 
You may try to pin a prone opponent by dropping prone yourself and covering him in a 
cross-body position. This is known as a “pinfall” or “pin attempt.” 
 You roll to start a pin attempt as if it’s a simple maneuver with a +6 maneuver 
modifier and all other combat modifiers. It does no damage but costs you 1 Endurance 
to perform. It can be interrupted by a higher action count and therefore might not occur 
for various reasons (took too long to pose, too exhausted to cover the opponent right 
away, too close to the ropes, pulled off by another wrestler, etc.). 
 When you successfully “hit” a pinfall, you engage your target in a series of three 
opposed checks immediately, one for each of the three pin counts. You, as the pinning 
wrestler, roll a Strength check, adding your base attack bonus. This in turn becomes the 
DC for the pinned target’s saving throw, using either a Reflex save (raise shoulder, grab 
the rope, pull hair/mask), Fortitude save (having enough in the tank to kick out or throw 
you off any way he can), or Will save (sheer determination). He can use each save only 
ONCE per pinfall. Under normal circumstances, the opponent must fail all three saving 
throws for you to score a pin and win. Otherwise, the opponent breaks the pin and the 
round is over with you holding initiative. 
 Automatic success/failure rule applies here as well. If the wrestler being pinned 
rolls a critical success, he reverses the pin attempt and may start one of his own 
immediately if wishes. Conversely, if the pinning wrestler rolls a critical success, he wins 
the next count automatically without rolling. 
 Example: Bradshaw successfully starts a pin on Eddie. On the first count, Eddie 
decides to use Fortitude save, his lowest of the three, to break it. JBL rolls 23 for his Str 
+ BAB check, and Eddie fails to beat that with his Fortitude save. JBL rolls 19 for the 
second count. Eddie cannot use the Fortitude save again, so he is left with a Reflex or 
Will save. He can go with Will and reserve Reflex — his best saving throw — for the last 
count just in case, or he can take a chance with Reflex to try to break the pinfall now. 
 You can spend 1 Endurance to hook the opponent’s leg for an automatic one-
count, giving him just two chances to break the pin. You cannot hook the leg after a 
maneuver with the “immediate pin attempt” modifier because that is already part of the 
maneuver. 
 You can also try a DC 15 Sleight of Hand skill check to either pull the opponent’s 
tights or use the rope for leverage. Each successful check also reduces the pin count by 
one. Any time you fail such a check, however, the referee catches you, stops the count 
immediately, and ends the pin attempt. 
 Neither hooking the leg, pulling tights, nor foot-on-the-rope gives you any 
additional benefit on a pin following a finishing maneuver. In any case, the target always 
has at least one chance to escape the pin. 
 Example: Randy Orton pulls Triple H’s tights for the first pin count. If Orton makes 
a DC 15 Sleight of Hand check, he wins the pin count automatically, leaving The Game 
two chances to kick out. The Legend Killer can get really ballsy and try to apply rope 
leverage for the second pin count; then Triple H will have only one chance to break the 
pin. Of course, this gives the referee another shot at catching him. 
 
Breaking Another’s Pin Attempt 



Unless you’re stunned, you can break a pinfall not involving you with either a higher 
maneuver check (illegal and risks disqualification in most matches) or an aid another 
check to the character being pinned to help him escape (not illegal). 
 
On a Stunned Target 
Pinning a stunned opponent gives you an automatic one-count (and you can still hook a 
leg, pull tights, get rope leverage, etc.), or two if you have the Opportunist feat. 
 
SUBMISSION 
A maneuver with the “submission” modifier is a submission hold. The advantage of a 
submission is that after you slap one on, you can choose to hold it and roll damage each 
round until the opponent breaks the hold or it is released. Trying to break the hold is the 
only thing a wrestler can do while trapped in a submission. 
 When you successfully put on a hold, the target takes damage, then he can try to 
escape the hold with a saving throw of his choice, DC is your maneuver check. 
(Fortitude save to “power out” or “pull hair/mask,” Reflex save to “reach the rope” or 
“wriggle out,” Will save to “outwit the opponent” or “drive his back into turnbuckle.”) 
 You can keep the hold next round if he fails the roll. You still roll a new maneuver 
check to maintain a hold each round with all the same modifiers on the original roll, but 
the new rolls are to determine the DC to break the hold only, as you are considered to 
have automatically “hit” the opponent and fulfilled all conditions (such as “require lift 
check,” but the target does not take weight damage again) until the hold is broken. 
 Similar to pinfalls, your opponent must use a saving throw he has not used 
previously during a submission, until he has gone through all three saving throws once, 
after which he can start a new “cycle” of saves. 
 Example: Chris Benoit beats Ric Flair with a maneuver check of 25 and locks on 
a sharpshooter. Benoit rolls 9 for damage. Flair takes it and can now try to break out by 
beating 25 with one of his saving throws. Flair uses Reflex to get a rope break but flubs 
the save, so the Rabid Wolverine can maintain the hold next round. In the new round, 
Benoit rolls 18 for his maneuver check, so he’s losing his grip a bit, but since he is 
retaining it, he rolls damage. Then Flair can try again to break the hold, but this time only 
needs to match or beat 18 with a different saving throw. 
 You can maintain a hold for additional rounds equal to your maneuver key ability 
modifier (minimum 0) after the initial hit (since you haven’t started maintaining yet) 
before you have to release it. 
 Example: Chris Benoit can keep a sharpshooter on for three more rounds after 
hitting the move, because it’s a technical submission and he has a +3 Intelligence 
modifier, as opposed to just two more rounds for a torture-rack backbreaker, since that’s 
a power submission and he has a +2 Strength modifier. 
 On a critical success when breaking a hold, you can opt to “reverse” it and clamp 
the exact same maneuver on your opponent next round. Neither you nor the opponent 
needs to roll a maneuver check, as it’s considered an automatic hit. You do still have to 
fulfill all conditions to complete the move, such as with a lift check. You then proceed 
normally with the submission. 
 Whenever the damage rolled on a submission hold exceeds the opponent’s 
Constitution score, he must succeed in a Will save to avoid submitting the match to you. 



The DC is the damage inflicted for the round. This saving throw, if necessary, occurs 
after the break-submission save. 
 Example: Nature Boy will have to make a Will save to avoid submitting the match 
when Benoit manages to do at least 14 points of damage (surpassing Flair’s 13 Con) in 
a round with a submission move. 
 You can use submission hold(s) when attacking multiple targets, but you must 
release the hold before attacking the next opponent. You gain a +1 bonus on your 
saving throws to break a submission hold for every 5 ranks in the Escape Artist skill. 
 A submission hold with the “illegal” maneuver modifier (e.g., Tajiri’s tarantula 
hold) can be maintained at the risk of the wrestler being disqualified every round, but 
there is no need to roll Will save versus submission in this case, since you can’t make 
an opponent tap out to an illegal move in a standard match. 
 
Submission Finisher 
You must spend 1 Heat each round to maintain a submission finishing maneuver in 
order to keep the double damage dice and two-count benefits. (Since more often than 
not it will do enough damage to gain you a Heat, you can use it for maintenance the next 
round.) Otherwise, it stops being a finishing move from that point on and does normal 
damage. 
 
Breaking Another’s Submission 
As with breaking a pinfall, unless you’re stunned, you can help break someone else’s 
submission hold with a higher maneuver check targeting that wrestler or by aiding 
another’s saving throw to escape the hold. 
 
COUNTOUT 
When one or both legal participants are outside the ring, roll 1d6 at the end of each 
round to determine how many counts the ref has reached. Add the result to the previous 
total if it is not the first round. You have until 10 counts to get back into the ring. It’s a 
Reflex save to beat it, and the DC is the total count reached. You roll the saving throw 
after all actions in the round have been resolved, but before rolling and adding the new 
count. You must return to the ring before the count of 10 or lose by countout. Either you 
or your opponent can restart the count by making the Reflex save and then announcing 
that you are starting a new countout (by quickly rolling into and back out of the ring). 
 Example: Edge and Shawn Michaels slug it out outside the ring. The ref rolls a 4 
at the end of the round, so the count reaches 4. Next round, they continue to brawl, but 
after everything is resolved, either wrestler can choose to roll a DC 4 Reflex save to go 
back into the ring. Both refuse, so the ref rolls 1d6 again and gets a 3. The count is now 
up to (4 + 3 =) 7. It’ll be close enough for them to consider coming back into the ring (or 
at least trying to restart the count) the following round, since if they don’t make a DC 7 
Reflex save, any roll above 2 by the ref on 1d6 will meet the 10 total count and end the 
match. 
 The GM has discretion to change the roll to 1d8 each round for a fast-counting 
ref, or 1d4 for a slow-counting official. 
 A wrestler’s distance to the ring also increases the DC, as follows: 
Area  DC 
Entrance ramp/over the barricade ---------------------------------------------------------- +5 



Arena seating/announcers’ table-----------------------------------------------------------+10 
Backstage----------------------------------------------------------------------------------------+15 
Dressing room ----------------------------------------------------------------------------------+20 
Other parts of the arena ----------------------------------------------------------------------+25 
Parking lot ---------------------------------------------------------------------------------------+30 
 
FOREIGN OBJECTS 
You can use a foreign object with almost all maneuvers. The damage is usually 
increased, starting at d8 base damage. Almost all maneuvers can be executed with a 
foreign object, such as a powerbomb through the table, baseball slide kick into the 
barricade, etc. Use the same key ability as the maneuver performed when a foreign 
object is used to do additional damage, not because of it; for example, a DDT on a title 
belt is still a power/technical maneuver, since DDT can cause damage by itself. This is 
opposed to a straight belt-shot, which is a rough maneuver since the belt cannot cause 
damage without you swinging it! When in doubt, default a move involving foreign objects 
to rough maneuvers. 
 Foreign objects are dangerous. There’s a chance for an instant knockout if you 
score an automatic hit involving a foreign object. The target must make a Fortitude save, 
DC = 5 + damage received, or is rendered unconscious for the match (or segment) 
immediately. A foreign-object attack doing damage that exceeds the target’s 
Constitution will require the target to make a Fortitude save, also DC = 5 + damage 
received, to avoid becoming stunned. 
 Example: Kane rolls a natural 20 when he swings a chair at Matt Hardy. It’s an 
automatic hit, so regardless of whether it’s critical, the Sensei of Mattitude has to make a 
Fortitude save against DC = 5 + chair-shot damage to avoid an instant knockout. Even if 
Matt is lucky enough to stay conscious, the damage is likely to exceed his Constitution 
score, necessitating another saving throw against stun. 
 In a standard match, the use of a foreign object when the ref is not stunned or 
distracted from the action causes the offender to be disqualified immediately. You can 
conceal and use a palm-sized object such as a short chain or coin roll without the 
referee spotting it on a successful Sleight of Hand check (DC 15). Of course, if you miss 
the check, you get an automatic DQ and lose the match. 
 
TAG TEAM 
In tag-team situations, initiative is determined individually by teams. If you have the 
initiative, all members of your team are considered to have initiative as well. Ties among 
teams with or without initiative are resolved in the usual order using the highest Heat, 
ability score, etc. for each team. Members declare actions in ascending Dexterity order 
when it’s their team’s turn. 
 You declare tagging out as your action for the round. It is rolled as a simple 
maneuver that does no damage, with a +4 maneuver modifier and all combat modifiers. 
If you’re not the legal man and your action count is higher than your partner’s when he 
decides to tag out, you can choose either to perform your announced action anyway or 
accept the tag. 
 You gain a +1 bonus on tagging out for every 5 skill ranks in the Tumble skill. 



 Any maneuver performed by a nonlegal wrestler against a legal wrestler in clear 
view of a ref is automatically deemed an illegal maneuver, and all rules regarding 
disqualification go into effect. 
 Use the same rule when tagging yourself into a match, but your team must have 
initiative for you to do that, and it pre-empts your partner’s action. 
 Example: During a John Cena/Eddie Guerrero vs. Luther Reigns/Carlito 
Caribbean Cool match, Carlito wants to tag out to Reigns, who announces his attack on 
Cena. Cena, the legal man in the ring for his duo, naturally wants more of Carlito. Eddie, 
on the other hand, opts to take a breather to recover Endurance. 
 The action count goes Reigns (22), Cena (16), Eddie (14), Carlito (11). Thus, at 
the highest action count, Reigns can choose to blindside Cena illegally with a cheap 
shot (and is then ordered back to his corner by the ref, if not disqualified) or wait for 
Carlito’s tag. Since Carlito’s roll doesn’t beat Cena’s and he therefore can’t tag out, 
Luther might be wiser to risk it and hit the Doctor of Thuganomics anyway, as that will 
void his attack on Carlito. 
 
Tag Finisher 
Any wrestler can choose to designate a finishing maneuver as a tag-team finisher 
instead. A tag-team finisher can be used only when a partner is present and both have 
the maneuver as a finisher. Any team member can spend 1 Heat for the purpose of 
activating the move, but at least one member must help the other with a successful aid 
another on the finisher, rolled before the maneuver check. More can assist on a tag-
team finisher if they all have the move. Should any aid another roll fail, however, the 
maneuver fails automatically as well (treat the maneuver check as having a 0 action 
count). The damage is rolled once, by the member actually performing the maneuver. 
The team can increase the damage dice with the aid another bonus instead (obtaining 
an extra die in lieu of the +2 bonus), but this must be decided before the maneuver is 
rolled. Tag-team finishers receive the same benefits as regular finishers (double 
damage dice, automatic two-count). 
 The same rules also apply to tag-team signature moves. 
 Example: Instead of a “personal” finisher, Bubba and D-Von Dudley both 
designate the 3-D as their tag-team finisher. When they perform the move, one of them 
must aid his partner successfully before the other rolls a maneuver check to land the 3-
D. If the aid another roll fails, it automatically drops the maneuver check/action count 
down to 0. Otherwise, they can trade in the +2 bonus to increase damage from 3d6 to 
4d6 (and rolling 8d6 damage on a hit since it is a finisher!), or keep it as a bonus on the 
maneuver check. 
 
COUNTERATTACK 
Certain talents, feats, and special abilities let you attack somebody in return under 
certain conditions. You perform a counterattack every bit as a regular attack — with a 
new maneuver check, against the target’s original action count. If higher, you hit; tie or 
lower, you miss. Your action count, for anything else not related to the counterattack, 
remains the same, however. 
 Counterattack is always a single attack on a single opponent; you cannot attack 
multiple targets or double-team a target with it. Counterattacks do not stack; you have 



only one counterattack per round. A successful counterattack does stop all subsequent 
attacks of a multiple-target attack, however. 
 If you’re locked in a submission hold, you must escape the hold in the same 
round before you can launch a counterattack. 
 
CHASE 
Know Your Role does not use measure exact movement. Hence, chases are resolved 
with opposed Dexterity checks. The chaser always has the initiative if he catches up to 
the target. 
 The target receives a bonus to his roll according to the distance between the two 
characters as follows. 
 
Distance Bonus 
Entrance ramp/ringside------------------------------------------------------------------------ +5 
Over the barricades/front-row seating ----------------------------------------------------+10 
Backstage/middle-row seating--------------------------------------------------------------+15 
Dressing room/upper-row seating----------------------------------------------------------+20 
Other parts of the arena ----------------------------------------------------------------------+25 
Parking lot ---------------------------------------------------------------------------------------+30 
 
For example, an opponent taunting you from the entrance ramp while you’re in the ring 
receives a +5 bonus to his roll in a chase due to the head start. 
 Use the bonus differential between areas for chases not originating in the ring. 
For instance, if you are in the parking lot (+30 distance bonus) and your opponent is 
backstage (+15 distance bonus) when a pursuit begins, the target has a (30 – 15 =) +15 
distance bonus on his roll. 
 
TRICKS 
Every wrestler knows or eventually learns a bag of tricks he can pull out to cover his 
behind. These are essentially options that everybody meeting the prerequisites (if any) 
can do in a match. 
 
Common Tricks 
These are tricks everybody can do. 
 Big Save: You can spend 1 Heat after a successful aid another to your target a 
give a +10 additional bonus on his roll to break a submission or pinfall. 
 Desperation Save: Once per show, you can try a Reflex saving throw to break up 
a pinfall or submission not involving you, even if you have already performed an action 
in the round. DC is the roll for the pin count or the maneuver/maintain check for the 
submission. Providing the referee isn’t distracted from the action, using this trick when 
you’re not a legal participant of the match will cause the saved wrestler to be disqualified 
automatically. Otherwise, you receive a ref warning and must roll against disqualification 
in a standard match. 
 Not So Fast: Once per round before the referee’s countout roll, you can slow it 
down with a DC 15 Intimidate check. If successful, the countout rolled for the round is 
halved (round down, minimum 1). Regardless, any extra “Not Done Yet” attempt in the 
same round has no effect. 



 Old Finisher, New Trick: Before you attempt a finishing maneuver, you can spend 
one additional Heat to modify it however you want (but still subject to GM’s approval), 
including raising/lower damage dice, positioning, etc. 
 Steal Finisher: Once per round, by making a Knowledge check and then 
spending 2 Heat, you can use an opponent’s finishing move. The check is DC 20, using 
Knowledge (maneuvers group) for the target’s finisher. If the check fails, you can’t quite 
grasp the nuances of the move and have to try some other maneuver. Otherwise, you 
may spend 2 Heat to mimic the finisher and receive all the benefits (automatic two-
count, double damage dice) if you hit. You still lose the Heat if the move fails. On the 
other hand, you gain 50 x your current character level in bonus experience points (see 
“Experience Points,” page <<XXX>>) for pulling it off successfully. 
 Stick a Fork in It: You can spend an additional Heat (2 total, or 3 if you stole a 
finisher) when performing a finishing maneuver to add a +10 pin bonus to the following 
pin attempt on the target. The opponent can negate this bonus by spending 1 Heat of 
his own. 
 Test of Strength: A trick almost as old as wrestling itself. Once per match, you 
can initiate a test of strength, locking hands with the opponent and trying to force him 
down to his knees. You roll a Bluff, Diplomacy, or Intimidate check for your action count. 
This is considered a power maneuver for move limit, but you gain no bonuses granted to 
power maneuvers. A participant wins the contest automatically if his Strength modifier is 
more than one better than his opponent’s. Otherwise, you and your opponent begin a 
series of opposed Strength checks, and the first person to win two consecutive checks 
in the winner. The winner gains initiative, the loser is stunned for one round. For tie-
breakers, use the following succession: Initiative, Heat, Strength score, 1d6 roll. 
 Work on a Body Part: You can weaken an opponent by working over an 
appendage (arm or leg) or a certain part of the body (such as the neck, back, sternum, 
etc.). You specify what part of the anatomy you want to concentrate on and take a –2 
trick penalty on your maneuver checks aiming at it. Once you have hit the target for 
consecutive rounds = his Con+1 modifier (minimum 2 rounds in a row) with this trick, the 
penalty changes into a +2 trick bonus on maneuver checks for the entire match when 
you perform moves that continue to target the softened part. 
 
Face Tricks 
Face wrestlers have these tricks at their disposal: 
 Hot Tag: Once per tag match, you can spend 1 Heat to tag in your partner without 
having to roll. You must have taken 10 or more points of damage from non-finishing 
maneuvers in the previous round and not be currently stunned or locked in a submission 
hold to use this trick. You announce the hot tag as your action. Your partner then takes 
your place immediately, gaining initiative and rolling to perform a maneuver as the legal 
man. A hot tag also ends a distraction on the referee instantly. 
 Let’s Finish This: Once per show, if your match ends in a DQ decision against 
your opponent, you can spend 1 Heat and make a DC20 Diplomacy check to convince 
the referee to restart the match. If successful, this counts as a new match for purposes 
of talents, feats, tricks, and experience points. The opponent can spend 1 Heat to make 
it an opposed Diplomacy roll (using his own skill against yours to convince the ref 
otherwise). 



 Monster Comeback: You have to be minimum 5th level to use this trick. Once per 
match, you can kick it up another gear when things look bleak for you, summoning your 
inner reserve to mount a tremendous comeback. You must be at 1/2 or below your 
normal Endurance and have less current Endurance than your opponent. Declared 
when announcing your action, Monster Comeback lasts a number of rounds equal to 
your character level/3 (round down, minimum 1). You instantly gain Heat up to your 
maximum allowed. For the duration, your fatigue penalty resets to and remains at 0, 
regardless of additional damage taken, and you cannot fumble (skip confirm rolls on all 
automatic misses). You can spend 1 Heat to break any one non-finisher pinfall or 
submission against you, and 2 Heat to break a finisher pinfall or submission. However, 
your lose all Heat (even those you gain in the duration) and your fatigue penalty returns 
to normal after the rounds expire or when the match ends, whichever comes first. 
 Never Surrender: You have to be trapped in a submission hold to use this trick. 
Before rolling a Will save to resist submitting, you can add a +1 bonus to the Will save 
for every 1 Endurance spent. 
 Victory Signal: When your opponent’s down and ready to be beaten, you stomp 
your foot, pump your shoe tongue, make a cutting motion across your throat, or 
pantomime reaching down your pants for a sweaty sock … and wait for him to get up to 
deliver the coup de grace. Once per match, if you choose not to attack a stunned 
opponent while you’re the legal wrestler, gain 1 Heat. You also gain a +1 maneuver 
bonus per round while the opponent is stunned, if the first move you perform afterward 
is a finisher. 
 
Heel Tricks 
Heel wrestlers can use the following tricks: 
 Cheat to Win: Once per match, before rolling the die, you can add a +1 bonus to 
your Hide or Sleight of Hand check for every Endurance you spend. 
 Desperation Move: You know how to land a swift cheap shot to give you the 
advantage in a fight. For your character level/5 (round down, minimum 1) times per 
match, you can seize initiative in a match instantly, even in response to a tie. There can 
be only Desperation Move per round, so the wrestler announcing it first (whether when 
declaring action or in reaction) uses it. 
 Grandstand: You are a bastion of arrogance who will ignore a downed opponent 
in favor of taunting and posing to the crowd. Once per match, if you choose not to attack 
or pin an opponent while he is stunned, gain 1 Heat or steal 1 Heat from him (your 
choice). You must be the legal in-ring participant in a match to use this trick, and are 
considered “stunned” for the same duration as your opponent. 
 Ref Bump: You are such a remorseless scum that you will deliberately put a 
referee in harm’s way. You must have Savvy Maneuvers Proficiency to use this trick. 
Once per match, either by succeeding in a Reflex saving throw (DC 10) or spending 1 
Heat before the damage is rolled, you can use the referee as a shield to take damage 
for you! The damage rolled for that maneuver is now applied to the referee instead, and 
he must recover as per “Hitting the Referee” (page <<XXX>>). This nets you a warning 
and you’ll have to make a roll to avoid disqualification when the referee comes to. 
Meanwhile, you can do all the dirty illegal deeds you wish…. 
 Show Superiority: You let the crowd know that your opponent is so inferior, you 
can pin him any time! Once per match, you can voluntarily break the final count when 



pinning an opponent (e.g., arrogantly pull your opponent up) to gain or steal 1 Heat 
(your choice). 
 Vicious Streak: Once per round, you can spend 1 Heat to convert your critical hit 
into a traumatic hit instead (roll for damage rather than maximum damage and apply it to 
Trauma). You still face the usual fines and suspensions when using this trick, unless it’s 
an anything-goes match. 
 
CALLING THE ACTION 
How often do you get a shot at calling and choreographing your own action scene? 
 Chances are, not often, if you don’t direct movies for a living. 
 But that is exactly what you get to do in Know Your Role, when you “win” the right 
to describe the round for having the highest action count. 
 Think of it as the dice telling you what the final outcome is, and you supplying the 
“how” to get there. You are free to embellish the sequence, from the set-up (collar-and-
elbow tie-up, bouncing off the ropes, or even a quick spat with the referee) all the way to 
the finish (the maneuver you selected and hit). It can be as exciting as you want to make 
it. A monkey flip could be as plain (and boring) as catching and dumping the opponent 
on the mat, or as colorful as “I unleashed a couple of backhand chops and tried to whip 
him into a corner. He reversed it, charged at me but found nobody home, smacking 
himself chest-first on the turnbuckles! I shoulderblocked him in the midsection, backed 
up, signaled to the crowd, leaped on him, and tossed him backward through the air in a 
huge arc!” 
 “But I didn’t choose backhand chops or shoulderblock! And how could I not roll 
damage if I did those moves?” 
 Flavor. That’s all they are, flavor. The backhand chops and shoulderblock could 
have easily been a swift eye poke and spin kick, slaps and elbowsmash, or any of a 
million other combinations. It’s not the minutiae that are important, but how you arrive at 
the conclusion — the various circumstances building up to you executing the move. 
 Go ahead and be creative. What do you want to happen when the dice rolls tell 
that your signature running bulldog bettered the opponent’s tilt-a-whirl slam, even after 
one of his cohorts tried to interfere? How would you interpret a near-miss opposing 
check for a submission or pinfall, where both parties received outside assistance? 
Answer: anything and any way you want; just make it exciting. If there was ever a cool 
sequence of moves from a WWE program that you always wanted to duplicate, or just 
show off unique blow-by-blows that have been percolating in your own noggin, here’s 
your opportunity! 
 Let’s take an example from an actual WWE match between Eddie Guerrero and 
Mark Jindrak. Eddie has the fans frenzied by going up to the top rope for his finisher, the 
frog splash, on a prone Jindrak. Thanks to his colleagues — Luther Reigns’ referee 
distraction and Kurt Angle’s cunning sleight of hand — Jindrak has a ring bell he can use 
without fear of disqualification. In game terms, Jindrak beats Eddie’s maneuver check 
for the round. An ordinary narration would have Jindrak get up and blast Latino Heat 
across the skull. A more creative description — and the actual ending — has Jindrak 
holding the steel bell over his torso while Eddie crashes full force down on it, stunning 
himself and making an easy target for Jindrak to pin. 
 A good narration involves everybody and plays up their characteristics, 
mannerisms, gimmicks — the whole nine yards. Plus, you earn bonus experience points 



for calling an awesome sequence that rivals the WWE broadcasting pros on their best 
days (see “Experience Points” in “Chapter 6: Desire,” page <<XXX>>). You’ll be 
entertaining other players and helping advance your character levels at the same time! 
 
SPECIALTY MATCHES 
A specialty match, unlike a standard match, has a unique set of stipulations governing it, 
from alternate rules to the goal for victory. Because they often have gimmicks, specialty 
matches are also alluded to as “gimmick matches.” 
 
Battle Royal  
Starts with all competitors in the ring. The goal is to be the last one remaining in the 
squared circle. The rule is everyone for himself. You are eliminated once you go over 
the top rope and touch the floor with both feet. Keep tossing others out until you’re alone 
in the ring and you win. 
 To throw (or pull) an opponent over the top rope requires you to spend 1 Heat for 
the attempt. The target may still catch himself and not go over by succeeding in a Reflex 
saving throw versus DC = your maneuver check. 
 On an automatic miss you must make a Reflex save to stop yourself from going 
over, DC = your intended target’s action count. If someone else just happens to try to 
toss you at the same time, you must make two saves: one against his attempt and one 
for your own folly! 
 
Cage Match  
One of the most brutal contests ever devised. Two competitors enter a 15-foot-high 
steel cage, one leaves. You win by being the first to escape through the cage door or to 
touch the ground with both feet after climbing over the cage fence. Until then, anything 
goes in the steel confines. Bust heads against unforgiving metal walls, shred faces into 
a crimson mask on cold hard wire mesh — it is all legal. 
 In order to leave the cage, your opponent must be stunned and you must spend 1 
Heat for the attempt. Both wrestlers then roll opposed Climb checks as their actions for 
the round. If you win, you successfully hop the fence or crawl through the door. If you tie 
or lose, your opponent has you and you do not escape. The match resumes normally 
next round. 
 Should both opponents be stunned, they can each opt to spend 1 Heat and roll a 
Climb check to get out of the cage as their action next round. The higher result wins and 
escapes the cage first. A tie means the match ends in a draw and may be restarted 
immediately by the referee or General Manager. 
 
Falls-Count-Anywhere Match  
Essentially a street fight. The competitors can fight anywhere in — or out of — the arena 
and are not limited to making pinfalls in the ring but can do that anywhere as well. They 
can use any foreign objects they find along the way but cannot bring their own to 
ringside. 
 The match can end only by pinfall, submission, foreign-object knockout, or DQ 
due to interference by a character not in the match. 
 
First Blood Match  



No pinfall, no submission, no disqualification. The match ends only when you are the 
first to draw blood from your opponent. 
 As the victory is awarded to the wrestler able to roll a traumatic hit first, this match 
favors heels (since they have the “Vicious Streak” trick). But you can conceal a bleeding 
wound from the ref by spending 1 Heat and making a Hide check, DC = 5 + damage 
received from the traumatic hit. Success means the referee fails to spot the bleeding, 
and the match continues until the next traumatic hit. 
 
Ladder Match  
A prize, usually a championship title belt, is suspended and dangling about 10 feet over 
the middle of the ring. To win, you must bring a ladder into the ring, climb up, snatch the 
prize, and come back down with it in your possession. 
 This is similar to a cage match in that to climb to reach the prize, your opponent 
(or any one participating opponent) must be stunned, and you must spend 1 Heat to 
initiate the attempt (position the ladder, start climbing, etc.). Both then roll opposed 
Climb checks as their actions for the round. If you win, you reach the top first and grab 
the prize. If you tie or lose, your opponent stops you somewhere on the ladder. The 
match resumes normally next round. 
 
Lights Out Match  
The only way you can win is to knock your opponent unconscious. 
 Foreign objects are legal. Outside interference, however, is not. The interfering 
character is ejected automatically. 
 In game terms, you try to do enough damage to put your opponent into negative 
Endurance. Roll a countout at the end of every round that he is stunned while in 
negative Endurance. When the count reaches 10, he is considered to be knocked out 
and loses the match. 
 The other way to achieve a win, of course, is by foreign-object knockout. 
 
No-Disqualification Match  
The competitors cannot be disqualified for any reason. There must be a definitive 
winner. 
 You are free to break rules and use outside interference. Any interfering 
character must still spend a show appearance to do so. 
 
Table Match  
You win by putting your opponent through a table before he does the same to you. 
 You have to spend 1 Heat for each attempt and the target must be stunned. Any 
maneuver immediately following that automatically becomes a rough maneuver, 
requiring you to use Constitution as the key ability. If it’s successful, you break the table 
with your opponent’s body and win the victory. 
 
OPTIONAL RULES 
These are not official parts of the Know Your Role game system but suggestions you 
can adopt to suit your own tastes. 
 
Escalating Heat Cost 



Should the wrestlers in your game seem to accumulate Heat rather easily, and thus are 
able to perform finishers with greater frequency, consider charging 2 Heat for the 
second attempt with a finisher in a match, 3 Heat for the third, etc., up to the wrestler’s 
Heat maximum. 
 Example: Having performed the West Coast Pop already once before in the 
match, Rey Mysterio poises himself on the ring apron for a second try. This will cost him 
2 Heat instead of 1 for Attempt #2 under the Escalating Heat Cost rule. 
 
Free-For-All 
In a free-for-all match, such as battle royal or fatal four-way, it is better to break it into 
smaller, independent clusters of mini matches for easier record-keeping. 
 Example: Eugene, Shelton Benjamin, Gene Snitsky, and Simon Dean are in a 
fatal four-way. Eugene and Snitsky want each other, while Benjamin and Simon Dean 
look to hook up. They all roll maneuver checks, with Eugene at 20, Snitsky at 9, 
Benjamin at 23, and Dean at 15. So Eugene works over Snitsky on their side of the ring, 
and Benjamin pounds on Dean in their fight. 
 
Old-Fashioned Psychology 
For those preferring a slower pace to build up matches the old-fashioned way, try this: 
The number of the present round equals the maximum number of damage dice you can 
roll for a maneuver. Thus, any successful move in the first round does only one die of 
damage, tops, regardless of die size, then up to two dice in the second round, three dice 
in the third round, and so on. 
 This restriction comes before doubling the dice for a finisher. For an even more 
gradual build-up, you can apply the restriction to the total amount of dice rolled, so a 
maneuver bought as a three-die finisher, for instance, cannot be attempted until the 
sixth round, as you will be rolling six dice for damage. 
 This option is not recommended for inclusion with Escalating Heat Cost, unless 
you have the patience for long matches. 
 Example: The Undertaker is hot to seize Heidenreich’s neck for a mighty 
chokeslam. He will have to wait until at least three rounds into the match before he can 
attempt it, since the maneuver does three dice of damage. 
 
Permanent Injury 
Wrestling is a rough business in which unfortunate accidents do happen, when one 
might suffer debilitating pain and effects for the rest of his life. With this optional rule, an 
injury is permanent whenever you critically miss your Fortitude saving throw on a 
traumatic hit. You lose 1 Trauma and 1 point off an ability permanently for every 10 
points of Trauma damage inflicted by the attack (round up, minimum 1). The ability 
damaged is determined either randomly or by the GM as appropriate to the situation, for 
example, Strength from a muscle tear in the arm, Dexterity from a leg fracture, 
Intelligence from a hard blow to the head, etc. 
 Example: Triple H critically clocks a rookie wrestler in the guts with his 
sledgehammer for 21 points of damage. When rolling versus knockout, the new wrestler 
fumbles his Fortitude save! So the hit causes a lasting injury, as the poor rook loses 2 
Trauma and 2 points off Constitution for damage to the midsection — permanently. 
 



Time Limit 
There are two ways to measure time in matches where it is crucial, such as a 60-minute 
iron-man match or the Royal Rumble. One is to roll 1d3 after each round to determine 
the time lapsed (usually in minutes) and add it to the previous total rolled to determine 
how close the match is to the end or when the next wrestler can join the fray. Both die 
size and time interval can be modified to fit the match better. The other is to preset a 
number of rounds after which the match will expire or signal the next participant’s 
entrance. 
 Example: Kurt Angle and Eddie Guerrero tangle in an hour-long iron-man bout. 
After Round 1, the GM rolls a 2 on 1d3, so two out of the allotted sixty minutes have 
elapsed. He rolls again after Round 2 concludes and gets a 1, so it was a quick 
exchange between the two, and we hit the (2 + 1 =) 3-minute mark of the match. 



CHAPTER 4: “WHAT A MANEUVER!” 
 
“Oh, what a move! I want to see you describe that! He used all of his vertical leaping 
ability to get out of the pred cament and take h s man down!” i i
 
 
 

“When I wrestled, my vertical leap didn’t help me.” 
“What was it, Tazz, like three inches?” 
“Are you making fun of me, Mr. Air Cole?” 

 
MANEUVERS SYSTEM 
 Know Your Role uses a flexible system that enables you to build and customize 
any move you want. Choose how much damage you want to do and what effects you 
want for the maneuver, and they translate into bonuses or penalties to your maneuver 
check. You tally the modifiers for a final bonus or penalty to the maneuver, roll, and 
resolve the effects. You can tweak any maneuver by changing the effect components to 
make it your own. (Your General Manager is the final authority on whether the 
modification is permissible in his game.) 
 
Effect/Condition Maneuver Check Modifier 
1d3 base damage (simple maneuvers) .............................................................. +2 
1d4 base damage (basic and wear-down maneuvers) ....................................... +1 
1d6 base damage (high-impact/high-risk maneuvers)........................................ +0 
1d8 base damage (most foreign objects and ring post)....................................... –1 
1d10 base damage (through table, on concrete floor, off ladder top) .................. –2 
+1d base damage ............................................................................................... –2 
Ability modifier base damage ............................................................................. +3 
Automatic disqualification................................................................................... +2 
Extra Endurance cost ......................................................................................... +1 
Illegal.................................................................................................................. +1 
Immediate pin attempt if knocked down or lifted.................................................. –1 
Knockdown check ............................................................................................... –1 
Not proficient with maneuver ............................................................................... –4 
Possible stun (DC 5 + damage Fortitude save for target vs. stun)....................... –2 
Possible stun on self .......................................................................................... +2 
Possible stun on self if missed ........................................................................... +1 
Prone self ........................................................................................................... +1 
Prone target ....................................................................................................... +1 
Requires lift check .............................................................................................. +1 
Save for half damage ......................................................................................... +1 
Save negates damage ....................................................................................... +2 
Stagger................................................................................................................ –1 
Submission.......................................................................................................... –1 
 
 Base damage: Almost every move has a base die type for damage. Select the 
one that you feel most represents the maneuver (as suggested in parentheses). 
 A move with ability modifier base damage means you do not roll dice but cause 
damage equal to your key ability modifier only (minimum 0). 



 +1d base damage: Every extra die of base damage you want beyond one for the 
maneuver imposes a –2 penalty on the maneuver check. Two extra dice of damage is –4, 
for instance. You can increase the amount to reflect the additional force and impact you 
put behind it, such as flying off the top rope, Irish-whipping your opponent, running 
toward your target, etc. 
 The maximum additional dice you can have beyond the base first die is your 
maneuver key ability modifier + 1 (minimum 1), regardless of die size. For example, a 
wrestler with +2 Str modifier will be able to increase the number of damage dice for any 
power maneuver by three, to four damage dice in all. The doubling benefit of finishers is 
not affected, though the maximum dice before doubling is. 
 Automatic disqualification: A successful hit with this maneuver in clear view of the 
referee will cause you to be disqualified automatically in a standard match. This modifier 
is +0 in a no-DQ match or any match permitting illegal moves. 
 Endurance cost: This maneuver costs Endurance to perform, at the rate of 1 
Endurance per +1 modifier, up to +3 maximum, which must be paid whether you hit or 
not. For submission holds, you must pay the cost every round you retain the hold. 
 Illegal: An automatic/critical hit or inflicting more than 10 damage points with this 
maneuver in full view of the referee risks disqualification (DC10 Bluff or Diplomacy 
check to avoid). A move with Automatic Disqualification cannot also have this modifier. 
This modifier is +0 in a no-DQ match or any match permitting illegal moves. 
 Immediate pin attempt: You may attempt a pin immediately after lifting or 
knocking down the opponent without having to wait until the next round and before any 
other action can resolve this round. You cannot use the “hook the leg” pinning option 
with this maneuver, as it is already figured into it (or does not apply in the case of 
backslides). 
 Knockdown check: You roll a knockdown check to see if the target falls prone 
from the impact. The target still suffers damage even if the knockdown check fails. 
 Not proficient with maneuver: You suffer this penalty if you do not have the 
appropriate proficiency feat for the maneuver you’re attempting. 
 Possible stun: The target must make a Fortitude save or be stunned for 1 round. 
DC is 5 + damage rolled. No save needed if the damage is completely negated. 
 Possible stun on self: Hit or miss, you must make a DC5 + damage dealt 
Fortitude save or be stunned for 1 round. 
 Possible stun on self if missed: Same as above, except you roll Fortitude save 
only if you miss (i.e., the opponent beat your maneuver check). Roll damage as if you hit 
for purpose of stun save. A move cannot have both “Possible stun on self” and this 
modifier. 
 Prone self: You become prone — thus opening yourself to pin attempts and 
maneuvers that require the target to be prone — in your attempt to perform this 
maneuver. 
 Prone target: The target must be prone for you to perform this maneuver. 
 Requires lift check: You must succeed in a lift check versus your opponent after a 
hit or the maneuver fails. 
 Save for half damage: A successful saving throw (Fortitude, Reflex, or Will at 
GM’s discretion) at DC10 + attacker’s BAB allows target to reduce damage in half. 
 Save negates damage: Same as above, except the target will not take any 
damage on a successful save. 



 Stagger: The impact from this maneuver can stagger the target and provide 
additional leverage to lift or knock him down. For every –1 penalty on the maneuver 
check, every wrestler, including you, gains +2 on lift checks against the target until next 
round, effective immediately (thus, the bonus is good even for the lift or knockdown 
check of this maneuver). The stagger bonus from other maneuvers in the same round 
also stacks. 
 Submission: The maneuver is a submission hold and can be maintained. 
 
Creating Maneuvers 
Some of the best, most popular wrestlers in the world are also innovators in the ring. 
From the rope-to-rope acrobatics of Rey Mysterio and RVD to the unorthodox styles of 
Tajiri and Rico, to the technical improvisations of Chris Benoit and Kurt Angle, new, 
impromptu moves keep the opponents guessing and the crowd buzzing on its feet with 
excitement. 
 Possessing an original maneuver, or a unique variation of an existing move, often 
sets you apart from the rest. It is a marker others will identify you by, a legacy its 
originator can leave to wrestling for generations long after he has retired. Imagine 
having a move named and used in your honor, much like the Lou Thesz press! 
 Creating a maneuver is easy in Know Your Role Because the system is, at its 
foundation, end-effect/condition-based, you just need to match the maneuver modifiers 
to the creation you have in mind, and take only the logical ones in structuring the move. 
 Let’s take it from top to bottom. Say you imagine a move where you leap 
backward off the top turnbuckle, do a corkscrew turn in midair, and impact your feet into 
your opponent’s chest like a missile dropkick — something definitely flashy enough to get 
the fans’ attention. 
 First, decide how much damage it should do. It’s certainly a high-risk maneuver, 
so the base damage ought to be d6. You’re flying off the top rope to hit the opponent, so 
there should be an extra die for the force, maybe two. Let’s go for the gusto and make it 
two more dice. The modifier for d6 base damage is +0, and –2 for each of the two extra 
dice. The maneuver starts off with 3d6 damage and a –4 maneuver modifier. 
 Next, go through every maneuver modifier to see which ones fit the picture. 
Because it is a legal move, you can dismiss “Automatic disqualification” and “Illegal” 
right off the bat. It’s surely not a hold to make an opponent submit, thus eliminating the 
“Submission” modifier too. Judging from other similar acrobatic moves, you take “1 
Endurance cost” for a +1 maneuver modifier since it seems to require extra energy to 
perform. “Immediate pin attempt” doesn’t feel appropriate because you really can’t pin 
the opponent in the same motion — the hit would send the two of you in opposite 
directions, not put you in a pinning position. It could cause a “Knockdown,” however, so 
that’s in for a –1 maneuver modifier. 
 Continuing, while it does not require your target to be prone, you will end up in a 
prone position after executing the move, and the impact from missing it and landing hard 
on the mat can possibly stun you! There’s the “Possible stun on self if missed” (+1) and 
“Prone self” (+1) modifiers. You can safely forego both “Save for half” and “Save 
negates” since it’s not a move that offers the target a second chance against damage. 
“Stagger,” on the other hand, makes sense and is a possibility, though not totally 
necessary if you have a high key ability and can knock normal targets down reliably. 
Assuming that is the case, you can also skip that for the moment. 



 Now figure out which maneuvers group this move belongs in, and it’s probably 
the easiest answer yet: leaping, gymnastic move = aerial maneuver! It needs a 
flamboyant name for the finishing touch. Well, it looks like a combination of a moonsault 
and a missile dropkick, with a corkscrew in between … hmm, how about “Moontwister?” 
 This is how this custom move, the Moontwister, ends up on the character sheet: 
Aerial maneuver, 3d6 damage (–4), 1 Endurance cost (+1), knockdown (–1), possible 
stun on self if missed (+1), prone self (+1); total maneuver modifier: –2. A hefty move 
with a total modifier that won’t cripple your chance to hit. Not shabby at all. 
 How about a move that is actually a series of moves, like Chris Benoit’s 
trademark German Tripecta suplexes? Easy, you simply increase the damage for a 
single German suplex by three, and take the appropriate additional modifier penalty. So, 
it’s 3d6 damage for an extra -4 modifier instead of 1d6 damage at +0 modifier. If you 
successfully performed the move, you hit all three and roll 3d6. Otherwise, the opponent 
blocked at least one of them and the damage is negligible. 
 What if a move is really two different moves in one, like, say, a corner clothesline 
into a bulldog? Well, first figure out the damage you want to do; you can do that simply 
by combining the base damage for the maneuvers. Then, decide on the “end effects” for 
the move: do you want the opponent to end up prone? Do you need to lift the opponent 
at any time to execute it? Do you want it to possibly stun the opponent? Is it illegal at 
any point along the way? Finally, add up all the maneuver modifiers and you have 
created the move. Like the example above, when you hit, you completed all the moves; 
if not, something got botched or blocked and you don’t do damage. 
 
Defining Maneuvers Groups 
You’ve created a move, or want to adopt one you just saw a WWE superstar perform. 
What type of maneuver should it be? Here are the basic parameters to figure out what 
maneuver group a move belongs in: 
 Aerial Maneuver: An athletic, acrobatic move relying on good speed, balance, 
and a dash of flair. Just about any maneuver that requires you to jump, fly, flip, twirl, or 
otherwise get your feet off the ground to perform is aerial. 
 Power Maneuver: Strength, strength, and more strength. If it involves pressing or 
crushing your opponent with pure muscle power, it is surely a power maneuver. 
 Rough Maneuver: Most moves in this category can be summed up in two words: 
hardcore and illegal. Any roughhouse tactics you would employ in a bar fight or street 
brawl, from back elbow to the windpipe to smashing a bottle over someone’s head, has 
this distinction. 
 Savvy Maneuver: A move that takes no small part of cunning, finesse, and, well, 
underhandedness to execute should be a savvy maneuver. Almost all deeds of the, 
ahem, dastardly cheating variety are swept under this rug. 
 Simple Maneuver: A maneuver needing no special training or attribute to perform, 
something nobody has to think twice to do. It comes as easily and naturally as 
breathing. 
 Technical Maneuver: Punishing holds and locks on any part of the body, or any 
move that would twist an opponent into a pretzel. If it looks like something out of an 
Olympic wrestling match and takes some brainpower to learn how to apply, it’s a 
technical maneuver. 
 



Modifying Maneuvers 
If modifying maneuvers itself were a move, it would be a simple maneuver — that’s how 
easy it is. At its heart it’s nothing more than adding or removing modifiers. 
 Maneuvers are not static, however, and certain tactics are involved when juggling 
modifiers. Take the “stagger” modifier, for instance. On the surface, it might appear to be 
insignificant and negligible. Really, just +2 to your knockdown or lift check? But once 
you realize that there is no ceiling to the maximum amount of stagger bonus you can 
pile on, it becomes a godsend against an ultra-heavyweight character like The Big 
Show, when your key ability won’t be enough to make him automatically prone. Stack 
several “staggers” on a maneuver and suddenly you have a much greater chance to lift 
him for an earthshaking slam or put him on his back with a dropkick. Conversely, you 
can take off the modifier when you are facing an opponent against whose lift DC you do 
possess sufficient key ability to make a knockdown. That will save you from taking a 
needless –1 penalty to hit. 
 On the other hand, not all modifiers fit a maneuver, and any inappropriate 
adjustments are disallowed. For example, it is impossible for you to stun yourself while 
executing a hip toss, nor is a clothesline illegal, a toss over the top rope will not allow an 
immediate pin attempt, and so on. Rather than presenting volumes of specific rules just 
to bar nonsensical combinations, the General Manager is given the power of final 
approval. At the GM’s discretion, the offending player’s character is penalized and 
considered stunned for the round, for no other reason than trying to improve a 
maneuver’s statistics with preposterous modifications. 
 
Foreign Objects 
How much damage does a steel chair whacked across the back do? A garbage can lid 
on the skull? A bowling ball to the crotch? How about one of Triple H’s sledgehammer 
shots? 
 The answer: as much damage as you care to put into it. 
 As with all other maneuvers, you build a foreign object with modifiers, starting 
with base damage, but doing so on an even more frequent impromptu basis. Foreign 
objects usually start with d8 base damage, then go from there however you like. 
 It is quite possible to have, say, a frying pan do 2d8 damage in somebody’s hand 
one round, only to have the same pan inflict 4d8 damage the next in the hand of 
someone else. A high-level character’s greater base attack bonus would in part offset, if 
not negate completely, the penalties caused by the extra damage, while a low-level 
character would (and ought to) opt for smaller damage so as still to retain a reasonable 
chance to hit. The rationale behind it is this: Who would you fear more with a chair in his 
hand, Kane (who has enough BAB to hit and do unbelievable damage), or a debuting 
rookie from the latest Tough Enough? Experience and proficiency do make a difference, 
thus a foreign object does not always do the same damage every time. It all hinges on 
how much punishment the wielder wishes to deal to the opponent and altering the 
modifiers accordingly. 
 
SAMPLE MANEUVERS LIST 
Below is a list of sample maneuvers built using the Maneuvers System, with modifiers 
and the total maneuver modifier for each entry. 



 For maneuvers with more than one maneuvers groups, you can decide which 
group it belongs in — thus, which key ability, talents, and feats you can use for it — when 
you perform that move. You can also change the group designation for a multigroup 
maneuver from round to round. 
 
Abdominal Stretch 
The abdominal stretch is a common technical maneuver. You move behind your 
opponent and wrap your leg around his body, hooking it between the opponent’s legs in 
the process. You then bend the opponent sideways to hyperextend the abdominal 
region. 
 Technical maneuver: 1d6 damage (+0). 
 Maneuver modifier: 0. 
 
Airplane Spin 
The airplane spin performed by superstars such as Eugene is a devastating technical 
maneuver. You begin by lifting the opponent up across your shoulders, then spin around 
several times to make him dizzy before dumping him to the mat. 
 Technical maneuver: 2d6 damage (–2), +2 stagger (–1), possible stun (–2), 
requires lift check (+1), 2 Endurance cost (+2). 
 Maneuver modifier: –2. 
 
Anklelock 
The anklelock is a submission move made famous by Kurt Angle but also used by a 
number of superstars. You grab one of a prone opponent’s legs and twist the ankle. 
Occasionally, you can go to the mat and apply a scissor lock to the held leg to exert 
more pressure. 
 Technical maneuver: 1d6 damage (+0), prone target (+1). 
 Maneuver modifier: +1. 
 
Armbar 
The armbar starts with you wrapping your arms around one of your opponent’s arms so 
his elbow is locked straight out. You then apply pressure to the arm, causing 
excruciating pain. 
 Technical maneuver: 1d4 damage (+1). 
 Maneuver modifier: +1. 
 
Armdrag 
To perform an armdrag, you use your arm to hook one of the opponent’s arms. You drop 
to the mat while pulling the opponent down with you. 
 Technical maneuver: 1d4 damage (+1), requires lift check (+1), prone self (+1). 
 Maneuver modifier: +3. 
 
Backbreaker 
You lift your opponent at the waist, abruptly kneel forward with one knee extended 
outward, and slam your opponent’s lower back across that knee. 
 Power/rough maneuver: 2d6 damage (–2), requires lift check (+1). 
 Maneuver modifier: –1. 



 
Backslide 
The backslide is a good pinning move. You stand back to back with your opponent and 
hook both of his arms. You drop to your knees and lean forward, leveraging and sliding 
your opponent over your shoulders to the mat. You push with your legs to keep him 
pinned down. 
 Aerial/technical maneuver: Ability modifier damage (+3), requires lift check (+1), 
immediate pin attempt (–1), 1 Endurance cost (+1). 
 Maneuver modifier: +4. 
 
Backdrop 
You bend over as you opponent charges toward you. You catch him when he reaches 
you with a hand on each of his thighs, straighten your back, and toss him up and over. 
It’s also a common counter to an attack when the attacker is in a bent position, such as 
for a piledriver or powerbomb. 
 Aerial/technical maneuver: 1d6 damage (+0), requires lift check (+1), Reflex save 
for half damage (+1), possible stun (–2). 
 Maneuver modifier: +0. 
 
Baseball Slide 
The baseball slide is a common maneuver against an opponent standing on the floor 
when you are in the ring. You run and slide feet first at your opponent and kick him. 
 Aerial maneuver: 1d6 damage (+0), +4 stagger (–2), knockdown check (–1), prone 
self (+1), possible stun on self if missed (+1), 1 Endurance cost (+1). 
 Maneuver modifier: +0 
 
Banzai Drop 
With your opponent prone in a corner of the ring, you climb to the first or second 
turnbuckle, launch yourself off the ropes, and crash down on him in a sitting position 
with all your weight. 
 Aerial/power maneuver: 1d8 damage (-1), prone target (+1), stuns self if missed 
(+1), possible stun (-2). 
 Maneuver modifier: -1. 
 
Bearhug 
The bearhug is a common (and powerful) maneuver, used by such superstars as Mark 
Henry and The Big Show. You simply wrap your arms around your opponent’s body and 
squeeze the air out of him. 
 Power maneuver: 2d6 (–2), submission (–1), 1 Endurance cost (+1). 
 Maneuver modifier: –2. 
 
Belly-to-Back Suplex 
You move behind your opponent, grab his waist or legs, then hoist him until his back is 
parallel to the mat. You complete the arc, driving him backward into the mat. This is 
often used as a counter to the headlock. 
 Technical maneuver: 2d6 damage (–2), requires lift check (+1). 
 Maneuver modifier: –1. 



 
Belly-to-Belly Suplex 
This move is used by the stronger WWE superstars such as Mark Henry. You stand 
face to face with your opponent, lock your arms around his waist, lift him off the mat, 
pivot 180 degrees, and slam his back to the mat while landing on top of him. 
 Power maneuver: 1d6 damage (+0), requires lift check (+1). 
 Maneuver modifier: +1. 
 
Big Boot 
As your opponent is running toward you, you lift a leg, extending it fully parallel to the 
ground, and kick him in the face. This maneuver is popular with the larger superstars, 
especially Kane. 
 Power/rough maneuver: 2d6 damage (–2), knockdown check (–1), 1 Endurance 
cost (+1). 
 Maneuver modifier: –2. 
 
Body Slam 
Facing your opponent, you reach with one arm between his legs and the other arm over 
his shoulder, pick him up, and slam him down on his back. 
 Power/rough maneuver: 1d6 damage (+0), requires lift check (+1). 
 Maneuver modifier: +1. 
 
Boston Crab 
A submission maneuver popularized by Chris Jericho’s Lion Tamer. You grab a prone 
opponent’s legs and turn him on his stomach, then you lean or sit back to apply 
pressure on his lower back. 
 Technical maneuver: 1d6 damage (+0), submission (–1), prone target (+1). 
 Maneuver modifier: +0. 
 
Brainbuster 
This move is performed when you are facing your opponent, with him either standing or 
doubled over. You wrap an arm around his head, grab his tights around the waist, 
quickly snap him up, hold him vertically upside down, then drop him straight down, 
ramming his head into the mat. 
 Power/technical maneuver: 2d6 damage (–2), requires lift check (+1), possible 
stun (–2). 
 Maneuver modifier: –3. 
 
Bulldog 
You apply a side headlock on your opponent and drop him on his face. If you’re running 
while doing this, it’s called a running bulldog (or, in the case of superstar Spike Dudley, 
the Dudley Dawg). 
 Aerial maneuver: 2d6 damage (–2), requires lift check (+1), possible stun (–2). 
 Maneuver modifier: –3. 
 
Camel Clutch 



A finisher of the Iron Sheik, the camel clutch starts off with the opponent face down on 
the mat. You sit on his back and hook his arms over your knees. You then link your 
hands under his chin and pull back. 
 Power/technical maneuver: 2d6 damage (–2), submission (–1), prone target (+1). 
 Maneuver modifier: –2. 
 
Chicken Wing 
You stand behind your opponent and hook one of his upper arms. You fold it at the 
elbow behind his back, applying pressure to the shoulder. Doing this to both arms is 
called a double chicken wing. 
 Technical maneuver: 1d4 damage (+1). 
 Maneuver modifier: +1. 
 
Chinlock 
The chinlock is similar to a camel clutch but not as devastating. To apply a chinlock, you 
stand over your opponent’s back, who is either sitting or prone on his stomach. You link 
your hands under his chin and pull back. 
 Simple maneuver: 1d3 damage (+2). 
 Maneuver modifier: +2. 
 
Choke 
You throttle your opponent by seizing his throat with one or both hands. It’s an effective 
(and illegal) maneuver. 
 Rough maneuver: 1d4 damage (+1), illegal (+1). 
 Maneuver modifier: +2. 
 
Chokelock (also known as the Tazzmission) 
The chokelock (Taz’s Tazzmission) starts with you standing behind your opponent. You 
snake underneath his right arm to apply a half-nelson and push his head forward. You 
then grab his right hand (or wrestling outfit) and pull it toward his left shoulder, 
squeezing the carotid artery and depriving the brain of oxygen. You can also apply 
additional pressure by lifting him up at an angle. 
 Technical maneuver: 2d6 damage (–2), submission (–1), prone target (+1), prone 
self (+1), possible stun (–2). 
 Maneuver modifier: –3. 
 
Chokeslam (also known as the Showstopper) 
The devastating chokeslam (also known as The Big Show’s Showstopper) starts with a 
choke. You then hoist your opponent by the throat and toss him down to the mat. 
 Power/rough maneuver: 2d6 damage (–2), possible stun (–2), requires lift check 
(+1), illegal (+1). 
 Maneuver modifier: –2. 
 
Chop 
This is popular with many wrestlers, but Ric Flair’s knifehand chops are particularly well 
known throughout the WWE. You swing the heel or outer edge of your hand with full 
force at your opponent’s chest. 



 Rough/technical maneuver: 1d4 damage (+1), knockdown check (–1). 
 Maneuver modifier: +0. 
 
Clawhold 
You place your hand on the stomach, head, thigh, or any other body part of your 
opponent and apply pressure. 
 Technical maneuver: 1d6 damage (+0), submission (–1). 
 Maneuver modifier: –1. 
 
Clothesline/Lariat 
You simply stick an arm out and hit your opponent across the neck or chest with it. John 
Bradshaw Layfield’s Clothesline from Hell is one of the best in the business. 
 Power/rough maneuver: 1d6 damage (+0), knockdown check (–1). 
 Maneuver modifier: –1. 
 
Corner Avalanche Splash 
While your opponent is leaning on the corner turnbuckles or the ring post, you charge 
and crash into him with your full body weight. 
 Power/rough maneuver: 2d6 damage (–2), knockdown check (–1), stun self if 
missed (+1). 
 Maneuver modifier: –2. 
 
Cradle/Schoolboy Rollup 
You stand behind your opponent, reach between his legs, hook his waist, then pull him 
down and pin his shoulders to the mat. 
 Technical maneuver: Ability modifier damage (+3), requires lift check (+1), prone 
self (+1), immediate pin attempt (–1). 
 Maneuver modifier: +4. 
 
Crossface Armbreaker 
Best known as the Crippler Crossface used to devastating effect by Chris Benoit, this 
maneuver starts with the opponent prone on his stomach. You reach around his head 
and put your arm across his face. You then lock your hands together and pull back, 
hyperextending the victim’s neck and shoulder. 
 Technical maneuver: 2d6 damage (–2), requires lift check (+1), prone self (+1), 
submission (–1). 
 Maneuver modifier: –1. 
 
DDT 
You grab a doubled-over opponent’s head and place it under your arm. Locking his 
head under the chin, you sit straight down or backward, driving his head into the mat. 
Many of The Rock’s foes are well acquainted with his DDT. 
 Power/technical maneuver: 2d6 damage (–2), requires lift check (+1). 
 Maneuver modifier: –1. 
 
Death Valley Driver (DVD) 



You lift your opponent up and across your shoulders in a fireman’s carry, then fall 
sideways, dropping him on his head. John Cena’s FU is a good variation of the death 
valley driver. 
 Technical maneuver: 2d6 damage (–2), requires lift check (+1), possible stun (–2). 
 Maneuver modifier: –3. 
 
Double Axehandle Smash 
Locking both of your hands together, you strike your opponent in an axing motion. 
 Rough maneuver: 1d6 damage (+0), knockdown check (–1), 1 Endurance cost 
(+1). 
 Maneuver modifier: +0. 
 
Dragon Screw/Leg Drag 
You grab your opponent’s leg, spin and drop down while twisting the leg, then drag him 
over your shoulder to the canvas. 
 Technical maneuver: 1d6 damage (+0), requires lift check (+1), possible stun (–2). 
 Maneuver modifier: –1. 
 
Drop Toehold/DTH 
You drop down to the ground against a charging opponent. You hook his ankle with one 
foot and trip him by pushing on the back of his calf with your other foot. 
 Technical maneuver: 1d6 damage (+0), +2 stagger (–1), requires lift check (+1), 
prone self (+1). 
 Maneuver modifier: +1. 
 
Dropkick 
You leap, extend both legs, and kick your opponent in the head, face, torso, back, or leg 
with your feet. Shelton Benjamin is known for his dropkicks. 
 Aerial maneuver: 1d6 damage (+0), +4 stagger (–2), knockdown check (–1), prone 
self (+1), possible stun on self if missed (+1), 1 Endurance cost (+1). 
 Maneuver modifier: +0 
 
Elbow Smash 
You strike your opponent with the point of your elbow. 
 Simple maneuver: 1d4 damage (+1), knockdown check (–1). 
 Maneuver modifier: +0. 
 
Elbowdrop 
You bend an arm 90 degrees at the elbow and drive the point onto your opponent. The 
Rock’s most electrifying move, the People’s Elbow, is a very elaborate elbowdrop. 
 Rough maneuver: 2d4 damage (–1), prone target (+1), prone self (+1), possible 
stun on self if missed (+1). 
 Maneuver modifier: +2. 
 
Enzuigiri 



The enzuigiri is a popular move for superstars with “educated feet.” You leap and strike 
the back of the opponent’s skull with a swift kick. A common counter when an opponent 
is holding one of your legs. 
 Aerial maneuver: 1d6 damage (+0), possible stun (–2), knockdown check (–1), 
prone self (+1), 1 Endurance cost (+1). 
 Maneuver modifier: –1. 
 
Eye Gouge/Face Rake 
You poke your opponent’s eye (or eyes) with your fingers. This “dirty” maneuver is 
among Ric Flair’s vast repertoire of moves, as well as other superstars fond of illegal 
maneuvers. 
 Rough/savvy maneuver: 1d3 damage (+2), illegal (+1) 
 Maneuver modifier: +3. 
 
Facebuster 
You grab your opponent’s head, jump slightly, extend one of your knees as you’re 
landing, and smash his face on it. Used frequently by Triple H to break his enemy’s 
momentum. 
 Rough maneuver: 1d6 damage (+0), possible stun (–2), knockdown check (–1), 1 
Endurance cost (+1). 
 Maneuver modifier: –2. 
 
Facedriver 
Another favorite maneuver of Triple H, the Facedriver (or the Pedigree) begins with your 
opponent’s head between your legs. You pull and double-underhook his arms behind 
his back, and abruptly drop to your knees to drive him face first to the ground. 
 Technical maneuver: 2d6 damage (–2), possible stun (–2), requires lift check (+1). 
 Maneuver modifier: –3. 
 
Fallaway Slam 
The fallaway slam (also called the Last Call by JBL) starts with you lifting your opponent 
up horizontally across your chest. You then fall backward while throwing him over your 
head. 
 Power maneuver: 2d6 damage (–2), requires lift check (+1). 
 Maneuver modifier: –1. 
 
Figure-Four Leglock 
This submission maneuver is a trademark of Ric Flair. With the opponent on his back, 
you grab one leg, bend it around one of your own legs, and put it over his other leg to 
form a “4.” You then secure his bent leg by placing your free leg over the ankle. Now in 
position, you hold the straight leg and rock back to exert pressure. 
 Technical maneuver: 2d6 damage (–2), submission (–1), prone target (+1), prone 
self (+1). 
 Maneuver modifier: –1. 
 
Fisherman Suplex 



You lock your arm around your opponent’s head, toss an arm across your shoulders, 
and cradle a leg. You lift your opponent and fall backward as in a suplex maneuver. You 
keep the leg hooked, and bridge to keep his shoulders held to the mat for a pin. 
 Technical maneuver: 1d6 damage (+0), requires lift check (+1), immediate pin 
attempt (–1), prone self (+1). 
 Maneuver modifier: +1. 
 
Fistdrop 
You clench a hand and drive the fist onto a prone opponent. John Cena calls his version 
the Five-Knuckle Shuffle. 
 Rough maneuver: 1d6 damage (+0), prone target (+1), possible stun on self if 
missed (+1) 
 Maneuver modifier: +2. 
 
Flying Bodypress/Plancha 
The flying bodypress is a common aerial move in the WWE. You leap horizontally and 
impact your opponent with your upper body, sending both of you to the mat with him 
under you in a pinning situation. 
 Aerial maneuver: 1d6 damage (+0), requires lift check (+1), immediate pin 
attempt (–1), possible stun on self if missed (–1), prone self (+1), 1 Endurance cost (+1). 
 Maneuver modifier: +1. 
 
Flying Frog Splash 
With your opponent prone on the ground, you jump, pumping your arms and legs in 
midair for extra impact, and land abdomen first on him. Rob Van Dam favors this move, 
calling it the Five Star Frog Splash. 
 Aerial maneuver: 2d6 damage (–1), prone target (+1), prone self (+1), immediate 
pin attempt (–1), 1 Endurance cost (+1) 
 Maneuver modifier: +0. 
 
Flying Splash 
You leap and crash onto a prone opponent, abdomen first. This is the finisher of Val 
Venis, called the Money Shot. 
 Aerial maneuver: 2d6 damage (–2), prone target (+1), prone self (+1), immediate 
pin attempt (–1), 1 Endurance cost (+1) 
 Maneuver modifier: +0. 
 
Forearm Smash 
You strike your opponent with your forearm, either in an overhand clubbing motion or as 
an upward forearm blast (called the European forearm uppercut by William Regal). 
 Power/rough maneuver: 1d6 damage (+0), knockdown check (–1), +2 stagger (–
1). 
 Maneuver modifier: –2. 
 
Full Nelson 



A renowned submission hold in professional wrestling. You stand behind your opponent, 
slip both arms under his arms, and lock hands behind his neck. You press hard on the 
neck to elicit his submission. 
 Power/technical maneuver: 1d6 damage (+0), submission (–1), 1 Endurance cost 
(+1). 
 Maneuver modifier: +0. 
 
German Suplex 
You lock your arms around your opponent’s waist from behind, then lift him up and fall 
backward, dropping him on his neck and upper back. 
 Power/technical maneuver: 1d6 damage (+0), possible stun (–2), requires lift 
check (+1). 
 Maneuver modifier: –1. 
 
German Suplex-and-Bridge 
This maneuver combines power and technique to put an opponent in pinning position. 
You lock your arms around your opponent’s waist from behind, lift him up, fall backward, 
and drop him on his neck and upper torso. You retain the waistlock and arc your back in 
a bridge position for the pin. 
 Technical maneuver: 2d6 damage (–2), requires lift check (+1), immediate pin 
attempt (–1). 
 Maneuver modifier: –2. 
 
Gutbuster 
As your opponent is bent over, you grab him by one leg and across his chest, lift him 
parallel to the mat, and drop his abdomen across an extended knee. 
 Power maneuver: 2d6 damage (–2), requires lift check (+1). 
 Maneuver modifier: –1. 
 
Hair Swing 
The hair swing is a painful (and illegal) maneuver, commonly used by diva superstar 
Trish Stratus. You simply grab your opponent’s hair (or hook his mask) and swing him 
through the air and down to the ground. 
 Rough/savvy maneuver: 1d6 damage (+0), requires lift check (+1), +2 stagger (–
1), 1 Endurance cost (+1), illegal (+1). 
 Maneuver modifier: +2. 
 
Haymaker 
A haymaker punch, such as William Regal’s Power of the Punch (usually backed by 
brass knuckles), has more follow-through (and thus is mightier) than a normal punch. 
 Power/rough maneuver: 1d6 damage (+0), knockdown check (–1), possible stun 
(–2), illegal (+1). 
 Maneuver modifier: –2. 
 
Headbutt 
Popular with superstars of monstrous size such as The Big Show. You bash your 
opponent’s forehead with the top of your skull. 



 Rough maneuver: 1d6 damage (+0), knockdown check (–1), possible stun on self 
if missed (+1). 
 Maneuver modifier: +0. 
 
Headlock 
You stand next to your opponent, facing the same direction. You wrap one arm around 
his head, clasp your hands together, and squeeze. 
 Simple maneuver: 1d3 damage (+2). 
 Maneuver modifier: +2. 
 
Hip Toss 
You hook an arm under one of your opponent’s arms and lever him over your hip, 
causing him to flip onto the mat. 
 Aerial/technical maneuver: 1d4 damage (+1), requires lift check (+1). 
 Maneuver modifier: +2. 
 
Hurricarana 
The hurricarana is a favorite maneuver with the more athletic superstars in the WWE 
(such as Lita and her Litacanrana). You leap at your opponent and clamp both legs 
around his head or neck. You abruptly swing yourself upside down and backward, 
taking him down in a slinging arc. 
 Aerial maneuver: 2d6 damage (–2), requires lift check (+1), +2 stagger (–1), prone 
self (+1), 1 Endurance cost (+1). 
 Maneuver modifier: +0. 
 
Irish Whip into Turnbuckle 
You grab your opponent’s arm, extend it, and swing him into a turnbuckle, either chest 
first or back first. If the turnbuckle is exposed, add the “illegal” modifier and adjust the 
damage die to d8. 
 Rough maneuver: 1d6 damage (+0), requires lift check (+1), 1 Endurance cost 
(+1). 
 Maneuver modifier: +2. 
 
Jawbreaker 
You put your head under your opponent’s chin, hold his head, then sit down abruptly 
and drive his jaw into the top of your skull. 
 Rough/savvy maneuver: 1d6 damage (+0), knockdown check (–1). 
 Maneuver modifier: –1. 
 
Kick 
You strike your opponent with the flat of your foot. When striking with the point of your 
foot, the kick does 1d6 damage but becomes an illegal maneuver. 
 Simple maneuver: 1d4 damage (+1). 
 Maneuver modifier: +1. 
 
Knee Clip 
You dive at your opponent from behind and bash the back of a knee. 



 Power/rough/savvy maneuver: 1d4 damage (+1), knockdown check (–1), –2 
stagger (–1), 1 Endurance cost (+1). 
 Maneuver modifier: +0. 
 
Knee Spike 
You grab one of your opponent’s legs when he is prone, lift it up, and drive it down knee 
first. 
 Rough maneuver: 1d6 damage (+0), prone target (+1) 
 Maneuver modifier: +1. 
 
Kneebreaker 
You bend your opponent’s knee, lift him in the air, then send the bent knee crashing 
down across your own extended knee. 
 Power maneuver: 1d6 damage (+0), requires lift check (+1), possible stun (–2). 
 Maneuver modifier: –1. 
 
Kneedrop 
You jump and land on a prone opponent with the point of your knee. 
 Aerial/rough maneuver: 1d6 damage (+0), prone target (+1), possible stun on self 
if missed (+1) 
 Maneuver modifier: +2. 
 
Kneelift 
You run at a doubled-over opponent, raise your knee sharply, and uppercut his head or 
chest. 
 Power/rough maneuver: 1d6 damage (+0), knockdown check (–1). 
 Maneuver modifier: –1. 
 
Kneesmash 
As an opponent is regaining his feet, you rush forward and smack the side of his head 
with your knee. The Hurricane is quite accomplished with his own kneesmash, the 
Shining Wizard. 
 Aerial/rough maneuver: 1d6 damage (+0), knockdown check (–1), –2 stagger (–1). 
 Maneuver modifier: –2. 
 
K.O. Shot with Foreign Object 
You grab a foreign object (title belt, chair, fire extinguisher, sledgehammer, etc.) and 
swing for the fences with the full intention of knocking your opponent out! 
 Rough maneuver: 3d8 damage (–5), automatic disqualification (+2), knockdown 
check (–1), possible stun (–2), 2 Endurance cost (+2). 
 Maneuver modifier: –4. 
 
Legdrop 
You jump, extend a leg parallel to the ground, and drop it onto your prone opponent. 
Rey Mysterio’s version is called Dropping the Dime. 
 Aerial maneuver: 2d6 damage (–2), prone target (+1), prone self (+1), possible 
stun (–2), possible stun on self if missed (+1). 



 Maneuver modifier: –1. 
 
Low Blow 
A deliberate strike to the crotch. The dirtiest player in the game, Ric Flair, is the master 
of the low blow. 
 Rough/savvy maneuver: 2d6 damage (–2), possible stun (–2), knockdown check (–
1), disqualification (+2). 
 Maneuver modifier: –3. 
 
Martial Kick 
You kick your opponent in an upward angle from the side, a la Tajiri’s Kick of Death. 
 Aerial/technical maneuver: 2d6 damage (–2), knockdown check (–1). 
 Maneuver modifier: –3. 
 
Moonsault 
Launching from the top rope and facing away from the ring, you perform a fully extended 
somersault and impact stomach to stomach onto your opponent. Lita is one of many 
WWE superstars proficient in the moonsault. 
 Aerial maneuver: 2d6 damage (–2), knockdown check (–1), immediate pin attempt 
(–1), prone self (+1), possible stun on self is missed (+1). 
 Maneuver modifier: -2. 
 
Piledriver 
You clamp your legs around a kneeling opponent’s head and lock hands around his 
midsection. You lift him upside down, then either drop to your knees (as in The 
Undertaker’s tombstone piledriver) or sit down (the conventional piledriver), burying his 
head in the mat. 
 Power maneuver: 3d6 damage (–4), requires lift check (+1), possible stun (–2), 2 
Endurance cost (+2). 
 Maneuver modifier: –3. 
 
Powerbomb 
You secure a bent opponent facing you in a waistlock, lift him over your head, and slam 
him neck and back first against the canvas (or a turnbuckle). Batista does a sit-down 
version of the powerbomb to start a pin attempt right away. 
 Power/rough maneuver: 3d6 damage (–4), requires lift check (+1), 2 Endurance 
cost (+2). 
 Maneuver modifier: –1. 
 
Powerslam 
You lift your opponent, run or spin, and slam him to the mat with all your weight and 
momentum on top. 
 Power maneuver: 2d6 damage (–2), requires lift check (+1), 1 Endurance cost 
(+1), possible stun (–2). 
 Maneuver modifier: –2. 
 
Punch 



A closed-fist strike. (Striking with an open hand is considered a chop.) 
 Simple maneuver: 1d3 damage (+2), illegal (+1). 
 Maneuver modifier: +3. 
 
Russian Legsweep 
You stand next to your opponent while facing the same direction, wrap one arm around 
his neck, and hook one leg around his leg. You then fall backward, sweeping his legs 
out from under him while twisting his neck all at once. 
 Technical maneuver: 2d6 damage (–2), requires lift check (+1). 
 Maneuver modifier: –1. 
 
Scissors Kick 
This move is performed by Booker T. You extend a leg straight up in the air and drop it 
down on the head or shoulder of a bent opponent like an axe. 
 Aerial/rough maneuver: 1d6 damage (+0), knockdown check (–1). 
 Maneuver modifier: –1. 
 
Sharpshooter 
You hold up a prone opponent’s legs and step in between them, crossing his legs 
around your leg in a grapevine and clasping them in place with your hands. You turn him 
over on his abdomen and crouch to pressure his spine. The Rock has one of the 
deadliest sharpshooters in the WWE. 
 Technical maneuver: 2d6 damage (–2), prone target (+1), submission (–1). 
 Maneuver modifier: –2. 
 
Shoulderblock 
You run toward your opponent and hit him with your shoulder. 
 Power maneuver: 1d4 damage (+1), knockdown check (–1). 
 Maneuver modifier: 0. 
 
Shoulderbreaker 
You lift your opponent as if to perform a body slam, but instead kneel and drive his 
inverted shoulder into your knee. 
 Power/technical maneuver: 1d6 damage (+0), requires lift check (+1). 
 Maneuver modifier: +1. 
 
Sidewalk Slam 
You lasso your opponent across the chest and under the arms, lift him, and slam him 
backward onto his back. 
 Power/rough maneuver: 2d6 damage (–2), requires lift check (+1). 
 Maneuver modifier: –1. 
 
Slap 
An open-hand slap across the face; more insulting than damaging. A favorite move 
among WWE divas, the slap doesn’t have the staggering power of a chop, but is 
otherwise very similar. 
 Simple maneuver: Ability modifier damage (+3). 



 Maneuver modifier: +3. 
 
Sleeper Hold 
You stand behind your opponent and wrap one arm around his neck and the other arm 
across his forehead. You then apply pressure to cut off the blood flow to his brain, 
causing him to pass out. If you put your arm across his throat instead, it becomes an 
illegal chokehold. 
 Technical maneuver: 2d6 damage (–2), submission (–1). 
 Maneuver modifier: –3. 
 
Small Package 
Facing your opponent, you hook his head with one arm and a leg with the other arm, 
then pull down to pin his shoulders to the mat. 
 Technical maneuver: Ability modifier damage (+3), requires lift check (+1), prone 
self (+1), immediate pin attempt (–1). 
 Maneuver modifier: +4. 
 
Snap Suplex 
Face to face, you grab a bent opponent by the head and the waist, then quickly elevate 
and flip him over your head in one snappy motion. 
 Technical maneuver: 2d6 damage (–2), requires lift check (+1). 
 Maneuver modifier: –1. 
 
Spear 
A common takedown in amateur wrestling. You dive at and topple a standing opponent 
while grabbing his legs, tackling him down to the ground. Edge’s Spear and Rhyno’s 
Gore, aimed at their opponent’s midsections, are feared throughout the WWE. 
 Aerial/power maneuver: 3d6 damage (–4), knockdown check (–1), possible stun 
on self if missed (+1), 1 Endurance cost (+1). 
 Maneuver modifier: –3. 
 
Spinebuster 
Standing face to face with your opponent, you lock your arms around his waist, lift him 
up, pivot 180 degrees, and slam him spine first onto the canvas. 
 Power maneuver: 1d6 damage (+0), immediate pin attempt (–1), requires lift 
check (–1). 
 Maneuver modifier: –2. 
 
Spinning Heel Kick 
A maneuver used by Booker T and modified by RVD (spinwheel kick). You twirl in a big 
circle while kicking a leg upward, hitting your opponent in the head with your heel. 
 Aerial maneuver: 1d6 damage (+0), +2 stagger (–1), knockdown check (–1), 1 
Endurance cost (+1). 
 Maneuver modifier: –1. 
 
Stepover Toehold Facelock (STF) 



You hold apart a prone opponent’s legs and step between, putting a foot on one side of 
his hip. You bend a leg so his shin crosses your thigh, turn him over on his stomach, 
and scissor both of his legs over your own. You then reach forward, lock both hands 
under his chin, and pull back. William Regal is masterful at this painful submission 
maneuver. 
 Technical maneuver: 2d6 damage (–2), prone target (+1), prone self (+1), 
submission (–1). 
 Maneuver modifier: –1. 
 
Stomp 
You strike a prone opponent with the flat bottom and sole of your boot. 
 Rough maneuver: 1d6 damage (+0), prone target (+1), illegal (+1). 
 Maneuver modifier: +2. 
 
Stunner/Cutter 
The stunner and cutter are similar moves. You stand with your back to your opponent 
and wrap an arm around his head. For a stunner, you sit straight down, driving his chin 
into your shoulder. The cutter ends when you drop to your back, connecting his face 
with his shoulder or the mat itself. Randy Orton is very good at the cutter (or the RKO). 
 Technical maneuver: 2d6 damage (–2), requires lift check (+1), possible stun (–2), 
1 Endurance cost (+1). 
 Maneuver modifier: –2. 
 
Sunset Flip 
As you flip over a standing opponent, you lock your arms around his waist. You land on 
your back and roll to a sitting position, grabbing his thigh as you tumble so he is dragged 
over onto his back. You finish the move by pinning his arms to the ground with your 
legs. 
 Aerial maneuver: 1d4 damage (+1), requires lift check (+1), prone self (+1), 
immediate pin attempt (–1). 
 Maneuver modifier: +2. 
 
Superkick 
You start a short distance away, take a quick jump skip, then thrust a foot into your 
opponent with devastating force and momentum. Shawn Michaels and Steven Richards 
are proficient in this maneuver, known as Sweet Chin Music and the Stevie Kick, 
respectively. 
 Aerial maneuver: 2d6 damage (–2), –4 stagger (–2), knockdown check (–1), 2 
Endurance cost (+2). 
 Maneuver modifier: –3. 
 
Suplex 
Facing your opponent, you put one of his arms around your neck and the other on his 
tights, lift him upside down with his feet pointing skyward, then fall backward and send 
him crashing to the ground back first. 
 Power maneuver: 1d6 damage (+0), requires lift check (+1), prone self (+1). 
 Maneuver modifier: +2. 



 
Swinging Neckbreaker 
The swinging neckbreaker is a quick and brutal technical move, used as the Twist of 
Fate finisher by Matt Hardy. You grab a bent opponent’s neck, spin to one side, and 
twist his head in a corkscrew motion while falling to the mat. 
 Technical maneuver: 2d6 damage (–2), requires lift check (+1), prone self (+1). 
 Maneuver modifier: +0. 
 
Taunt 
A move or sequence executed with minimum damage, followed by insults, mockeries, or 
showboating to upset and aggravate an opponent. Rene Dupree’s French Tickler is a 
dance that often infuriates those he faces. 
 Savvy maneuver: Ability modifier damage (+3). 
 Maneuver modifier: +3. 
 
Tiger Driver/Tiger Bomb 
Facing a bent opponent, you hook both of his arms behind his back, lift him up so his 
back is parallel to the ground, then drive him down on his neck and spine with great 
force. 
 Power/technical maneuver: 2d6 damage (–2), requires lift check (+1). 
 Maneuver modifier: –1. 
 
Tornado Slam 
You hoist your opponent onto your shoulders in the fireman’s carry position. With a burst 
of strength, you lock one arm around his head and use the other to throw him in the air 
as you fall backward, driving him head first into the canvas. 
 Power maneuver: 3d6 damage (–4), requires lift check (+1). 
 Maneuver modifier: –3. 
 
Torture Rack Backbreaker 
This is a dominating power maneuver. You lift your opponent up and place him so that 
he is hanging across your shoulders. You hook his neck and leg and apply pressure, 
stretching them across your shoulders and back. 
 Power/rough maneuver: 2d6 damage (–2), requires lift check (+1), submission (–
1). 
 Maneuver modifier: –2. 
 
Toss Over Top Rope 
You grab your opponent by the hair, mask, or tights and fling him over the top rope out 
of the ring onto the floor below. This maneuver is essential to eliminate competitors in 
certain events such as the Royal Rumble and other battle royal matches. 
 Power/rough maneuver: 2d10 damage (–4), requires lift check (+1), Reflex save 
for half damage (+1). 
 Maneuver modifier: –2. 
 
Toss through Ropes 



Instead of throwing the opponent over the top rope, you throw him out between the 
ropes. 
 Savvy maneuver: 1d10 damage (–2), requires lift check (+1), Reflex save negates 
damage (+2). 
 Maneuver modifier: +1. 
 
Turnbuckle Smash 
You grab and ram your opponent’s head into a turnbuckle. If the turnbuckle is exposed, 
add the “illegal” modifier, increase damage die to d8, and count it as a foreign-object 
maneuver. 
 Rough maneuver: 1d6 damage (+0), knockdown check (–1). 
 Maneuver modifier: –1. 
 
Uranage 
Best known as the Rock Bottom. Facing your opponent and standing to his side, you 
throw an arm over his opposite shoulder across his torso, lift him up, and drive him onto 
the mat. 
 Technical maneuver: 2d6 damage (–2), requires lift check (+1), possible stun (–2). 
 Maneuver modifier: –3. 
 
Victory Roll 
You leap from behind onto your opponent’s shoulders. You then tumble forward, 
hooking his shoulders with your legs while grabbing his ankles as you do, and roll into a 
sitting position for a pin. 
 Aerial/technical maneuver: Ability modifier damage (+3), requires lift check (+1), -
2 stagger (–1), prone self (+1), immediate pin attempt (–1). 
 Maneuver modifier: +3. 



CHAPTER 5: ANYTHING CAN HAPPEN IN THE WWE! 
 
“That’s … that’s The Rock! I can’t believe he’s here! He’s coming down the aisle fixin’ to 
get him some! It’s gonna get volatile here! Business is about to pick up, folks ” !
 
The WWE has made a reputation as a venue where anything can happen. The action-
packed thrill you see in the ring is just part of the unpredictable package offered by the 
WWE. On any given day, at any given time, something can happen anywhere at a WWE 
event that will surprise you, whether it’s the unannounced return of a legendary 
superstar, a despised heel’s unspeakably evil plan for revenge, or a ground-breaking, 
unprecedented bombshell dropped by Mr. McMahon himself! 
 
THE SHOW MUST GO ON 
Each Know Your Role game session is a “show,” which can be equivalent to an episode 
of any of the current WWE TV programs (Raw, SmackDown!, Heat, Velocity), a pay-per-
view feature (Judgment Day, Wrestlemania, Summer Slam, etc.), or a tour card (“house 
show”) at a local arena. 
 A show is further broken down into “segments,” which encompass not just the 
wrestling matches, but interviews, skits, sneak attacks, contract signings, and all other 
interactions between the members of the WWE as well. Anytime you want to do any of 
the above, such as roughing up a foe in the parking lot or barging into the General 
Manager’s office and demanding a match, you are initiating a segment. 
 Although there is no limit to how many segments can be in a show, each 
character is limited to how many times he can initiate a segment per show. This is 
known as “appearances.” Your number of appearances is determined by your Charisma 
modifier +1 (minimum 1). Each time you wrestle a match, provide ringside commentary, 
search for somebody backstage, run out to the ring to interfere in a match, show clips of 
your latest exploits, play a prank on your enemy, or otherwise do something worthwhile 
to warrant camera time, you use up one appearance. When you’re out of appearances, 
you cannot do anything (except become the target of another’s taunts and schemes) 
until the next show. This also means that if your opponents ambush you when you have 
no appearances left, you have to wait till the following episode to pay them back! 
 A “scheduled match” includes any additional matches in the same show or 
tournament stipulated by the contract. So winning a battle royal for a title shot later on 
the same card counts as one match as a whole, not two (thus, one appearance). If you 
do not have a match planned, you can use the slot for another on-air activity. Any 
impromptu challenge accepted after all your appearances have expired becomes your 
scheduled match on the next show. 
 As a general rule, in nonmatch situations, you gain 1 Heat for each opposing 
check you exceed by 10 or more, and you can also choose to steal Heat from a target 
instead (provided he has one for you to transfer). It is possible to steal Heat from one 
person only to lose it to another opponent who beats your roll by sufficient margin on the 
same check. 
 
REPUTATION 
In general, you don’t have a choice of whether to apply a Reputation bonus. When the 
GM decides that your Reputation can be relevant to an encounter, you must apply the 



Reputation bonus to the check. Roll the appropriate skill check and add the character’s 
Reputation bonus. 
 In situations where your reputation or fame can help sway another character’s 
reaction, the bonus adds to the skill check. In situations where your reputation can make 
another character react poorly toward you, the Reputation bonus is subtracted from the 
skill check; for example, HHH’s Reputation bonus is now subtracted from his Bluff or 
Diplomacy roll to manipulate Eugene, after The Game has turned on him. The bonus 
stays negative until HHH turns face, or Eugene — God forbid! — becomes a heel. 
 
INTERVIEW: TALK THE GOOD TALK 
Whether it’s a backstage reporter such as Josh Matthews or Todd Grisham bombarding 
you with questions about your opponent, or you power-walking out to the ring and 
grabbing a stick yourself, you are doing an interview, also known as “cutting a promo.” 
 It costs you an appearance to initiate a promo. You roll a Perform (promo) check 
to see how well (or little) the fans react to your spiel. You are not mandated to give an 
interview in character and deliver the actual lines, since it may be difficult to emulate the 
off-the-chart magnetism and presence of certain characters (such as The Rock). A 
simple skill roll will suffice if you choose. You do receive a bonus on your roll if you “act 
out” (i.e., roleplay) the promo, however. 
 Cutting an actual promo lets you brag about yourself, verbally run down your 
opponents, and take the crowd on an emotional ride as they hang on to your every 
word. After delivering the promo, the General Manager (in conference with other 
players) will give you a promo bonus from +1 to +5, depending on how entertaining an 
interview you just gave: 
 

• Average (+1). “What happened is not my fault, but I’ll beat you again if you come 
after me!” Simple stuff, nothing fancy or particularly exciting. You receive this 
bonus just for trying. 

• Good (+2). “I am a refined technical wrestler, like Jack Brisco and Bret Hart. I’m 
not supposed to get into hardcore matches with a brawler like Hardcore Holly, 
where there are no rules and anything is legal! I’m a respectable, skilled world 
champion!” You displayed the proper attitude and intensity (or lack thereof) 
befitting your character, with a good line or two thrown in. 

• Excellent (+3). “I’ve heard you ramble on for the last ten minutes, so I want to tell 
you what myself and these people out here are thinking: Please, shut … the hell … 
up! And don’t you never, EEEEVER!, interrupt the Ayatollah of Rock ‘n’ Rolla 
again, ass clown!” You stood up and mimicked snatching a mic, went off on an 
attention-grabbing tirade sprinkled with witticisms throughout — equivalent to 
water-cooler conversation material for WWE fans the next day. 

• Amazing (+4). (in caveman voice) “Me Neanderthal man, here comes the pain. 
God built me strong, forgot to give me brain …” (in normal voice) “You hop all day 
around like there are potatoes in your crack, that’s a nice tattoo … of your mother 
on your back! Yo, I’m untouchable, you can’t beat my ability. I’m just a basic math 
problem, chump, you can’t finish me!” You blasted your entrance music on the 
speakers and rattled off genuinely creative lines with passion. An incredibly 
inspired performance! 



• Classic (+5). “Do you like pie? … It doesn’t matter what you like! Now go take a 
walk down to the corner of Know Your Role Boulevard and Jabroni Avenue, turn 
left and check yourself into the Smackdown Hotel!” You go the whole nine yards, 
totally immersing yourself in the character with perfect mannerisms, and 
launched all your catch phrases in such an innovative way that it would make 
even the most electrifying sports entertainers today take notes! 

 
 You then roll 1d20 + Cha modifier + Perform (promo) ranks + promo bonus 
against DC 20. You gain 1 Heat on a success. You also gain your rolled result in 
experience points (XP), plus 20 XP for each +1 promo bonus you have. You lose 1 
Heat, if you have at least one, on a critical failure. 
 You can interrupt someone else’s interview to make it a “dueling” promo, but you 
must decide to do so before the opponent rolls his skill check, and it costs you a show 
appearance. The participants make opposed Perform (promo) rolls. The highest result 
wins, and that wrestler gets “the last word” (insult, mockery, repartee, sucker punch, 
etc.) in the interview, while the loser gets to swallow his response and act indignant. You 
gain 1 Heat by either beating DC 20 or exceeding your opponent’s roll by a margin of 10 
or more — the latter allows you to steal 1 Heat from your opponent (or an ally 
accompanying him instead. The loser also gains 1 Heat if he crack the DC 20 threshold 
or rolls an automatic success. No Heat-stealing is possible on a double auto-success, 
as both interviewees give sterling efforts. Regardless, they receive XP individually as in 
a solo promo. 
 Usually in the case of a multiple-wrestler stable or faction, one character is 
selected to roll the promo check as the spokesman, although anybody can choose to be 
an eligible, independent participant at the cost of one show appearance and roll for 
himself. Other characters can assist and improve a roll via aid another, but they also 
become legal targets to have their Heat stolen in a promo. 
 
VIGNETTE: WALK THE GOOD WALK 
A vignette is much more elaborate than a promo. There is often a scene or incident 
involved, with flexible location (from anywhere in the arena to anywhere in the world) 
and theme. Think of it as a short play: an advanced clip heralding your arrival, a 
comedic skit spoofing an opponent, a rousing locker-room pep talk, an extensive 
celebration of your title victory, a flashback to your grueling training sessions, a snippet 
of your lifestyle, an emotional tribute to a legendary mentor, or anything in between. It’s 
your chance to be in the spotlight and tell a little story. 
 Performing a vignette is similar to cutting a promo. Each vignette uses up a show 
appearance. You describe and roleplay the vignette. The GM, with other players’ input, 
decides the vignette bonus on your roll. 
 

• Average (+1). “You’re not cool. And you know what? Carlito hates people who 
don’t wanna be cool. In fact (bites an apple), Carlito spits in the faces of people 
who don’t wanna be cool! (spits the apple at vendor)” Short, but to the point. 

• Good (+2). “OK, Master Eugene, now this here is called a step-over facelock, the 
STF, a devastating submission. It is very complicated to execute, but why don’t 
you give it a try … yes, on me. Like I said, it’s probably too difficult for you … bloody 



hell! Ow! Ow! You can let go now! (taps) … That-that’s enough for today.” 
Advanced a story angle and/or developed a character well. 

• Excellent (+3). “Howdy there, ‘lil Taker. … Strange, you looked taller on TV! You 
sure you wanna fight me for the championship? Because that’ll be a ‘short’ match 
for you, ha-ha-ha! I see that one went over your head. … Tell you what, you want 
to ‘stand up’ to me so bad, why don’t we have that match right now! … Hold on, let 
me get down on my knees so you can look me right in the eye.” A gripping set-up 
with props and sceneries, plus a lot of fun or intense moments. Definitely one for 
the recap reel. 

• Amazing (+4). “I don’t believe Orton had the guts to pull that, J.R.! The kid ruined 
Triple H’s world title celebration by popping out of the giant cake, humiliated our 
champion, and took out the rest of Evolution! Look at the ring, what a mess!” 
Unique and interesting premise, perhaps some over-the-top action, with an 
unexpected twist(s). The video package will find its way onto a pay-per-view or 
commemorative DVD for sure. 

• Classic (+5). “Rock, this is your life!” With that, Mick Foley began one of the most 
memorable segments in WWE history. You packed your vignette so similarly full 
of riveting emotions and absorbing performances that fellow players applaud you 
with a standing ovation. A clip destined for the “Best of the Best” archive. 

 
 You then roll 1d20 + Cha modifier + Perform (vignette) skill ranks + vignette 
bonus against DC20. A success gives you 1 Heat, and you gain XP as per cutting a 
promo regardless. You also gain a +2 synergy bonus if you have 5 or more ranks in a 
skill that can contribute to the vignette, as deemed by the GM. For instance, Tumble 
would complement an acrobatic act, and a decent Bluff or Sleight of Hand would 
enhance a gambling skit. 
 Vignettes are normally solo. Any ally wishing to star alongside you must also 
spend an appearance slot, which entitles him to narrate his part, plus a die roll for XP 
and possible Heat. Otherwise, he only puts in a “cameo” and plays minor parts without 
all the benefits — you are the centerpiece of the segment. 
 Unlike a promo, no one can interrupt a vignette until it’s finished. Afterward, 
however, any wrestler currently feuding with you (or one intending to feud) can choose 
to intrude, using the same rules as for dueling promos, or just outright retaliate with a 
sneak attack. The GM can disallow the intrusion if it is not possible due to a remote 
location or the nature of the vignette. 
 
BACKJUMPS AND BEATDOWNS 
Seldom is a wrestler, especially a heel, above ambushing an unaware opponent, 
jumping him from behind to administer a horrible beating. 
 A sneak attack is initiated with an opposed Hide versus Spot check; the initiator 
using Hide and the target uses Spot. The initiator’s success ends the round and the 
target is “surprised,” starting next round. The duration is also lengthened by one extra 
round for every 10 (round down) by which the initiator succeeds the target’s check. A 
surprised character is considered “stunned”: cannot attack or initiate any action, and 
rolls just 1d20 –5 with no other modifiers in the meantime. If the target wins the opposed 
check, he sees the attack coming, the round ends, and the action proceeds normally 
next round. 



 Anyone beating an opponent in the opposed check by 10 or more also gains 1 
Heat. 
More than one character can try to sneak attack the same target, using their combined 
Hide ranks and Dexterity modifiers on the roll, much as in double-teaming but without 
the Heat cost to initiate the sneak attack. It does cost an appearance slot for everybody 
who wants to join in on the beatdown. 
 To “make a save,” i.e., help a target fight off the ambushers, you must first 
succeed in a DC 15 Spot check starting the next round (even if you are nearby; failure 
means you parted with the target for one reason or another) and then spend an 
appearance slot to join the fray (initiating your own sneak attack). Once you’re involved 
in a sneak attack, you do not need to roll Spot check to “rejoin” any subsequent fight 
stemming from it. 
 Example: Evolution sneak-attacks Randy Orton. On the following round, Christ 
Benoit wants to help out. He makes a Spot check to notice the cowardly ambush and 
spends an appearance slot. Benoit arrives on the scene and may initiate a sneak attack 
of his own against Evolution. The very next round Edge expresses his interest to 
backjump Benoit. He makes his Spot check as well, spends an appearance slot, and 
shows up at the scene. Since Evolution and Orton are already in the fracas, they don’t 
need the DC 15 Spot check to see if they can join in. 
 A character can substitute Disguise for Hide if he has masked his identity in an 
ambush attempt, a la Stone Cold Steve Austin dressing up as a law enforcement 
member and ambushing Mr. McMahon. 
 Unlike in a standard match, if you are ambushed elsewhere (e.g., backstage, 
during an interview, etc.), you gain 1 Heat for every successful attack that does 10 or 
more damage to you while you are stunned or double-teamed! The initiators are in 
essence putting Heat on their prey, and targets can use the Heat in their revenge later. 
 Unless the referee is distracted from the action, attacking a participant during a 
standard match causes the target’s opponent to be automatically disqualified. 
 
INTERFERENCES 
A timely distraction can turn the tide of a match — or stop the indignity that you would 
otherwise suffer in a clean loss, if nothing else. 
 Initiating an interference, such as coming out to distract a target at ringside, or 
attacking or aiding a participant in a match, costs the initiator an appearance slot as 
usual. Use the rules for distraction, aid another (see “Distraction” and “Aid Another” in 
“Chapter 3: Just Bring It,” page <<XXX>>), or sneak attack (see above) depending on 
how you want to interfere. 
 
FINES AND SUSPENSIONS 
Being a superstar doesn’t give you a license to do whatever you want without 
repercussion. You might be able to get away with gross conduct sometimes, but not all 
the time. 
 Fines and suspensions are levied when you have, in the General Manager’s 
judgment, stepped out of line. You can be both fined and suspended for any given 
violation. The severity, of course, depends on the result of your action — perhaps with a 
little punitive extra on top to warn you against further infractions. 



 You cannot participate in (or manage) a match until you have paid off a fine. 
Although this does not impair your ability to perform promos, vignettes, or ambushes, it 
does hinder your advancement, since matches are a big part of that. You can attempt to 
pay off a fine before every show with a Reputation check (1d20 + Reputation bonus). 
You also receive a +2 synergy bonus for every Profession skill in which you have at 
least 5 ranks, as well as for every 5 ranks in Diplomacy. The DC is 10 + 1 for every 
$1,000 in fines but declines by 5 DC each week thereafter, to minimum DC 10. 
Managers with the Here Comes the Money talent can use resource checks instead for 
fines and add the appropriate synergy bonuses. 
 Example: The SmackDown! GM, Teddy Long, slaps a steep fine of $10,000 on 
Paul Heyman for his orchestrated assault on The Undertaker. Heyman can make a 
Reputation check versus DC 20 (10 + 10 for $10,000) before the start of the next show 
to see if he can pay it all off. Regardless, the DC drops by 5 every week afterward until 
it’s at the minimum (DC 10), so Heyman will roll against DC 15 the second week after 
the fine was first levied, DC 10 the third week, etc. Until he pays it off, he cannot 
manage anybody in a match, though he can still cut promos and vignettes. 
 Suspensions are harsher than fines, because you are barred from the show. 
While suspended, you can only do vignettes (usually off-premises) and perform sneak 
attacks, though the latter might lengthen your suspension! 
 You can appeal a suspension with a successful Reputation check, adding your 
Charisma bonus and a +2 synergy bonus if you have 5 or more ranks in Diplomacy. The 
DC is 10 + 10 per month of suspension (round up), up to DC 30 maximum for an 
indefinite suspension or one stretching beyond two months. Regardless, you must miss 
at least one show completely during the suspension (making no appearances). 
Managers can also substitute the Here Comes the Money talent as for fines. 
 Example: The Raw GM, Eric Bischoff, suspends Chris Jericho for a month for 
humiliating him in public. Jericho can try a Reputation check versus DC 20 (10 + 10 for 1 
month) once before every show during that time to lift the suspension, but he must sit 
out at least one show in the meantime. 
 The GM can dole out fines and suspension for disciplinary reasons, to ensure the 
same offense does not happen again, and to warn others from taking similar actions. 
 
Assaulting a Referee 
Striking a referee is grounds for a fine. It’s a $5,000 fine for hitting a referee and $100 
per point of damage. If you are disqualified or ejected for manhandling a referee, you 
must succeed in a DC 15 Bluff or Diplomacy check to avoid being suspended for a week 
as well. 
 
Injuring a Helpless Opponent 
You are fined for a traumatic hit on an opponent when he is at 0 or negative Trauma. It’s 
a base $5,000 fine, plus $500 per Trauma point caused. If you are disqualified or 
ejected for injuring an opponent in such a manner, you must succeed in a DC 20 
Diplomacy check to avoid being suspended for 1d4 weeks too. 
 The same applies to striking an unconscious opponent, whether it’s a regular or 
traumatic hit. 
 
“X” MARKS THE DOTTED LINE 



All the badass head-bashings aside, the WWE is a business, and as such operates on 
substantially more than just handshakes. There are legal contracts and agreements to 
bind all WWE members, from Mr. McMahon himself to every superstar on the roster, 
through each official referee and staff, on down to the ring crew and concessionaires. 
Other than keeping the attorneys happily employed, these signed documents ensure 
that everybody understands and follows the obligations they consented to and that any 
punitive action for failure to fulfill those obligations is justifiable. 
 
Signed, Sealed, Delivered 
The WWE makes a habit of televising the signing of high-profile matches featuring 
marquee superstars and future legends. Such signings usually happen in a ring before a 
live audience. Also present will be the General Manager, an announcer serving as the 
master of ceremony, perhaps attorneys and agents, and of course the wrestlers 
themselves. 
 Although the contract signing counts as a segment, often the General Manager’s 
Mouthpiece talent will cover all participants sufficiently, sparing them from using up a 
show appearance. After all, why go through all the trouble only to have a star attraction 
be a no-show? 
 The GM or announcer will explain or reiterate the details, special clauses, and 
stipulations of the match for the benefit of the wrestlers and the audience. After some 
jawing, posturing, consultation with a manager or lawyer, and maybe some prompting 
from the General Manager, both sides put their respective John Hancocks on the 
document to officially cement the contract. 
 The signing itself can be treated as a vignette, following the full vignette rules for 
Heat gain and other details. Any intention to ambush a character must wait until after the 
announcer or GM consummates the proceeding with a public declaration, then anything 
goes! You can immediately follow up with a promo or in-ring sneak attack if you like, but 
it will be regarded as a new segment, so you must spend an appearance slot. 
 Example: There’s a lot of suspense surrounding The Big Show’s match at 
Summer Slam going into his contract signing. Will he choose Eddie Guerrero, the man 
who took his U.S. title, or Kurt Angle, the former General Manager of SmackDown!, 
whom he chokeslammed off a balcony and injured prior to his forced leave of absence? 
 All participants show up for the signing: Big Show, Guerrero, and Angle with his 
ever-present “assistant,” Luther Reigns. Both Latino Heat and Your Olympic Hero are 
given the opportunity to voice their opinions. Guerrero expresses no reservations about 
fighting Show; Angle basically begs off. Two contracts are put before Show, who signs 
the one with Guerrero’s name on. He has a brief staredown with Guerrero, while Angle 
applauds and taunts in the background … until Show abruptly tears the contract he just 
signed in half, grabs the pen, and signs Angle’s contract! 
 SmackDown! GM Theodore Long verifies the match, and Michael Cole wraps up 
the segment with an official announcement of Big Show versus Angle for Summer Slam. 
A fuming Angle and Luther Reigns, however, are not quite done yet. They each spend 
an appearance slot to initiate a sneak attack on Show and Latino Heat. The targets fail 
their Spot checks, practically giving Angle and Reigns a free shot at them …. 
 
Proper Representation 



Normally, service contracts between wrestlers and managers are negotiated privately. A 
wrestler retains a manager as his official representative in all business dealings; the 
manager in turn collects a fee from the wrestler for the services. The manager also 
provides an extra pair of eyes to watch the wrestler’s back (and is usually not above 
providing an extra hand to “help out” the wrestler, either). For ease of play, you as a 
wrestler can pair yourself with a manager through mutual consent; you can also fire the 
manager at any time, but the manager has the same liberty to severe the relationship 
and align with any other client! 
 There is no limit to the number of clients a manager can have at one time. The 
most attractive point to hiring a manager is to make sure you receive the best matches 
possible, and when necessary, a spokesman who can cut through the red tape to get 
you those important matches the way you want them! Because of the dedication needed 
to make that happen, a manager usually cannot afford to have his attention divided 
between too many charges; anything beyond a stable of four tends to be difficult for 
even the most astute agent. 
 
“Tonight, In This Very Ring …” 
Frequently, match-ups will suggest themselves; a GM has only to observe the course 
and development of a show. As wrestlers interfere, sneak-attack, or intrude upon one 
another’s interviews, they provide the impetus for matches on the following shows. 
 While only General Managers can make and approve a match, anybody can 
demand one. You can use one appearance slot during a show to request a match with 
your General Manager, if such a match has not yet been announced. You specify your 
desired opponent only and roll an opposed Diplomacy or Intimidate skill check (your 
choice), adding any Match Demand modifier to your roll as listed below. Success means 
you persuaded the GM and the fight is on! Failure, however, indicates it’s denied — 
you’re shown the door and cannot lobby for another match again till the next show. 
 Should you and/or your opponent have no more appearance slots left, the match 
is postponed till the following show, or possibly saved for a pay-per-view event if it’s of 
“historical magnitude.” Unless your current class is Manager or you have the appropriate 
talent (such as No Chance in Hell), a successful roll does not include any match type or 
condition (cage, hardcore, handicap, loser-becomes-winner’s-servant, etc.) — though 
you can certainly present ideas to the GM. It is solely the GM’s power to determine and 
authorize the rules for all matches. 
 This does not prevent you from challenging an opponent to any kind of match 
with any special rule. Seldom will a GM prohibit or alter the match when both sides 
agree to it on the spot, though because once again it’s business, the General Manager 
will save all “confrontations of epic proportion” for a special show or pay-per-view 
feature. 
 Example: Heidenreich demands that Teddy Long give him a match against The 
Undertaker now. He chooses Intimidate as the opposed check. He has a +5 modifier 
because he is at least five character levels lower than Taker, but also a –20 modifier for 
having already wrestled. Our GM survives the check, thanks to the lofty penalty on the 
psychotic poet’s roll, and denies the match on the grounds that Heidenreich has already 
fought one opponent tonight (plus the Dead Man isn’t there, anywhere). However, Mr. 
Long will consider it for the SmackDown! show next week, or maybe the upcoming pay-
per-view …. 



 
Match Demand Modifier 
You have the same Attitude as the GM +5 
You are 5 or more character levels above or below your opponent +5 
The opponent interfered with or ambushed you on the show +5 
The opponent has the opposite Attitude as the GM +5 
The opponent has threatened or attacked the GM +10 
You are scheduled to wrestle a different opponent* –10 
You have already wrestled* –20 
Opponent is scheduled to wrestle a different opponent* –10 
Opponent has already wrestled* –20 
Each special clause or stipulation (match type, condition, etc.)** –5 
 
*If demanding the match to take place later on the same show. 
**Can be requested only by a manager. 
 
WINNER TAKES ALL 
The WWE definitely isn’t lacking on the “entertainment” side of sports entertainment. It 
recognizes the business is not all about grappling and beating your opponent down in 
the squared circle; sometimes a little “fun” competition is a good change of pace and still 
keeps the competitive juices flowing. Staging unconventional contests is a great way to 
showcase your special talent — or “assets” for divas. It’s an opportunity to show off a skill 
you can rarely display in a wrestling-oriented environment. 
 A contest is a segment that costs one appearance slot from all competitors. It 
does not involve direct physical confrontation as in a wrestling match (though can 
certainly lead to that afterward), and victory is usually awarded by subjective judgment 
from the audience. Resolving the competition is a matter of opposed ability or skill 
checks, with the highest result declared the winner and getting to describe the climactic 
outcome. As usual, you gain 1 Heat if your result is 20 or more or you defeat an 
opponent’s check by a margin of at least 10 (which enables you to steal 1 Heat). 
 You can pick any one ability or skill the GM deems relevant to the competition for 
your check, plus synergy bonuses from all applicable skills of at least 5 ranks. It is often 
quite easy to tell what ability or skill can be used based on the nature of the contest; you 
couldn’t use Profession (model) in a “battle rap,” for instance, but could in a swimsuit 
posedown. 
 The GM can arbitrarily declare the winner of a competition without rolling checks 
if one contestant is obviously superior to the other. The Hurricane will never beat Kane 
in arm-wrestling, nor will Kane beat the masked superhero in a straight foot race, for 
example. When the key ability modifier is more than 2 apart between the participants 
without the disadvantaged character having sufficient skill ranks to offset it, the GM 
should offer the better character the option of taking an automatic win but gaining no 
Heat. That character in turn can choose to risk it for a chance to earn Heat. 
 Example: Stacy Keibler is challenged to a dance contest by Molly Holly. Stacy 
opts to use her Perform (dance) skill, whereas an unskilled Molly is left to roll a plain 
Charisma check. Stacy’s provocative gyrations beat Molly’s stiff attempt at a ballerina 
pirouette by a landslide and are more than enough to gain 1 Heat. 
 



LIGHTS, CAMERA, ACTION! 
The regular WWE programs and pay-per-views aren’t the only places you’ll see the 
superstars. From Hollywood Hogan’s famous portrayal of Thunderlips in Rocky III and 
The Rock’s recent conquest of Hollywood box offices, to John Cena’s commercial 
endorsements and revealing centerfolds featuring the likes of Torrie Wilson and Trish 
Stratus, they have showed they don’t excel only in the wrestling ring, but garner fortune 
and fame outside it as well. 
 You too can parlay your ring success into potential stardom in mainstream 
entertainment. No feat is required, but you do need to have made yourself a name first. 
You must have a minimum Reputation bonus of 3+ and be at least of 3rd character 
level. Then roll an endeavor check, adding your Reputation bonus and any applicable 
skill modifiers, against the DC of your desired venture outlined below. You can attempt 
as many endeavor checks per level as your normal show-appearance slots minus 1 
(minimum 0). 
 On a success, you receive the call to star or perform in the chosen endeavor and 
miss the time listed away from the arena, during which you cannot appear on a show 
except via satellite interviews or remote vignettes, as you’re busy pursuing the new 
interest. On a failure, you’re passed over for some reason, or the project has been 
shelved — in short, you didn’t get the job. In all cases, you cannot roll for the same 
endeavor until your next character level. 
 
Endeavor DC Time Missed 
Product endorsement, talk-show guest, photo shoot 10 1 show 
Cameo/guest star in a feature film or TV series 15 1d3 shows 
Recurring role in a feature film or TV series 20 1d3 weeks 
Support role in a feature film or star in a TV series 25 1d3 months 
Lead role in a feature film or TV series 30 1d6 months 
 
Adjust the role importance to fit the endeavor. Chris Jericho would play the equivalent of 
a lead role for his rock band when they decide to record a new album or go on tour, 
whereas John Bradshaw Layfield’s financial analyst gig is comparable to a recurring 
role. 
 The financial payoff and prestige earned are gauged by an appropriate 
Profession (or untrained) skill check after you complete the project. Use Table 5-1: 
Professional Success as a yardstick for how well (or poorly) you did. 
 Finally, like everything else, you gain 1 Heat if you break DC 20 on the check, or 
lose 1 Heat on a critical failure. 
 Example: Triple H wants to try his hand at product pitching. He is sufficiently 
reputable with enough character levels to qualify, to say the least, but he must still make 
an endeavor check against DC 10 for a basic endorsement. He succeeds without a 
problem, finding a manufacturer of energy drinks eager to tout him as its spokesman. 
For that, he’ll miss one show to shoot a commercial and use one of the four slots he has 
per level for endeavor purposes. He put his skill in Profession (actor) to good use and 
rolls an Excellent! on the Professional Success Table, gaining great marks, a temporary 
Reputation bonus, and 1 Heat. 
 Riding high, The Game aims for the moon, this time the coveted title role of a flick 
based on a fictional fantasy warrior. Even with his temporary bonus and considerable 



renown, however, he fails the DC 30 endeavor check. Maybe the producers just didn’t 
feel he was right for the part, or perhaps some sleazy Hollywood agents backroom-
politicked him out. He won’t miss any more time from wrestling, though, since the bid is 
unsuccessful. It still costs him the second of his four slots, leaving him with two attempts 
at other endeavors for this level. 
 
TABLE 5-1: PROFESSIONAL SUCCESS 
Profession Skill 
Check Result Comment 
Automatic Failure The mother of all embarrassments! You cannot try another 

endeavor until you gain a level. This employer refuses to work with 
you ever again! 

02–10 Abysmal! Critics universally pan you. This employer refuses to work 
with you again until you gain a new level. 

11–15 Average. Mixed bag of reviews. Won’t stand out on your resume, 
but at least you were paid. 

16–25 Good. Decent effort with favorable feedback. You are at least 
popular enough to warrant future considerations. You gain a +1 
temporary Reputation bonus on your next endeavor and 
professional success checks. 

26–30 Excellent! You are swamped by positive responses and perhaps 
receive incentives from a happy boss. You gain a +3 temporary 
Reputation bonus on your next endeavor and professional success 
checks. 

31+ or Automatic Success Amazing! You are adored and loved for your award-worthy 
work. People are knocking down your door to sign you up, 
practically making offers you can’t refuse! You gain a +5 temporary 
Reputation bonus on your next endeavor and professional success 
checks. 

 
“NARRATIVE MODE” 
While Know Your Role is designed to handle just about every situation in and out of the 
ring, occasionally there’s a need to play the game without the baggage of game 
mechanics. This tends to happen due either to time constraints or a desire for dramatic 
“angles” (i.e., storyline). 
 Narrative Mode is an optional shortcut that rests chiefly on narrations and 
cooperation among players as compared to strict adherence to dice rolls. When you feel 
a predicament or a feud can be advanced more dramatically without fate’s intervention 
(i.e., random rolls), with the GM’s consent you can describe the sequence to the other 
players as if you were scripting a play. Should the players cooperate (and perhaps 
contribute their own ideas to further the drama), the GM then awards Heat to each 
character according to the degree of victimization suffered in the narrated encounter, 
along with additional experience points (see “Experience Points” in “Chapter 6: Desire,” 
page <<XXX>>) for their cooperation. 
 Example: The Big Show decides to make his return from a lengthy suspension in 
the midst of a gigantic brawl involving virtually the entire SmackDown! roster. Rather 
than rolling dice, he asks for the GM’s permission to “storyline” this encounter, in which 



he angrily enters the rumble and decimates everyone in his path with a chokeslam, 
climaxing with Kurt Angle, who had suspended him originally. The GM permits it and 
gives every character whose player complies 1 Heat for taking the beating, plus some 
bonus experience points (probably in the neighborhood of 50 x current character level). 
A nice way to close out a SmackDown! show. 
 
REFEREES, ANNOUNCERS, AND RETIRED WRESTLERS 
Referees and Announcers are special types of characters. They are considered “0-level” 
characters. They are created as 1st-level managers, except they never gain experience 
points or advance in character levels until the referee decides to “promote” them to a 
regular 1st-level character in one of the six classes. In that case, the character starts 
accumulating experience as a 1st-level Manager and may choose any new class upon 
attaining 2nd level as per a normal character. Whenever the character returns back to 
full-time refereeing or announcing, he stops gaining experience immediately, but retains 
all experience, character levels and classes up till then. 
 Example: Nick Patrick is a referee. He is made as a 1st-level manager, but never 
gains experience until such time as he becomes a full-time manager or competitor. 
 For retired wrestlers, each year in game time of inactivity, they lose one level in a 
wrestler class (Aerial, Power, Rough, Savvy, Technical) and lose benefits accordingly, 
until they are either at 1st character level or have only Manager class levels left. They 
may choose which class level to lose. Inactivity is defined as not having at least three 
matches in a year’s time. 
 Example: The last time Sgt. Slaughter wrestled three matches in one year was 
about decade ago. He loses 10 wrestling class levels and the benefits at each level, 
until he has lost 10 levels, is at 1st character level, or has only Manager levels 
remaining. 
 



CHAPTER 6: DESIRE! 
 
“When you are with me, I’m free, 
I’m careless, I bel eve, i
Above all the others we’ll fly, 
This brings tears to my eyes, 
My sacrifice.” 
 
EXPERIENCE POINTS 
Experience points (XP) measure how much you have learned and how much you 
have grown in personal power. You earn XP by wrestling in matches and 
immersing yourself in other WWE activities, such as interviews, promotions, 
feuding with other wrestlers, etc. The GM doles out XP individually as the show 
progresses. You accumulate XP from one show to another. When you earn 
enough XP, you attain a new character level (see Table 6-1: Experience). 
 
Advancing a Level 
When your XP total reaches at least the minimum XP needed for a new character 
level (see Table 6-2), you “go up a level.” For example, when our sample 
beginning creation, “Too Hot for TV” Maxwell Heath, obtains 1,000 or more XP, 
he becomes a 2nd-level character. As soon as he accumulates a total of 3,000 
XP or higher (2,000 more than he had when he attained 2nd level), he reaches 
3rd level. Going up a level provides you with several immediate benefits (see 
below). 
 You can advance only one level at a time. If, for some extraordinary 
reason, your XP reward from a single show would be enough to advance you two 
or more levels at once, you instead advance one level and gain just enough XP to 
be 1 XP short of the next level, forfeiting the excess XP. 
 Example: Maven has a fantastic outing which earns him 7,000 XP. Adding 
the 7,000 XP to the 3,500 XP he already has will put him at 10,500 — enough to 
jump him from 3rd level to 5th level! Since he can advance a maximum of only 
one level per show, he goes up to 4th level, his total XP becomes 9,999 — 1 XP 
short of what he needed to reach 5th level — and he loses the rest. He’ll have to 
get that after the next show to attain 5th level. 
 
Level-Up Benefits 
Each character class description includes a table that shows how the class 
features and statistics increase as a member of that class. When you gain a new 
level, make these changes. 
 1. Choose a Class: You can continue and add another level in your 
previous class, or select another character class and gain a level in that class. 
(see “Multiclass Characters” in “Chapter 2: Know Your Role,” page <<XXX>>). 
 2. Base Attack Bonus: Different character classes have different base 
attack bonus progressions. If your base attack bonus changes, record it on your 
character sheet. 



 3. Base Save Bonus: As with base attack bonuses, base save bonuses 
improve at varying rates as you increase in level. Check the table for your 
character class and record any changes. 
 4. Ability Score: Upon reaching 4th, 8th, 12th, 16th, 20th character level, 
and every fourth character level thereafter, choose one of your ability scores and 
raise it by 1 point. 
 5. Endurance and Trauma: Add your Constitution score to your Endurance 
when you gain a level. Your Trauma is always the same as your Constitution 
score, so any alteration to your Constitution (ability gain through level 
advancement, for instance) changes your Trauma as well. 
 6. Skill Points: You obtain new skill points to spend on skills as detailed in 
the appropriate class description. You buy skills based on the class you have 
advanced in, so that only those skills given as class skills for the new class can 
be purchased as class skills for this level, regardless of what other classes you 
may have previously. 
 7. Feats: Upon reaching 3rd character level and at every third level 
thereafter (6th, 9th, 12th, 15th, and 18th level), you gain one additional feat of 
your choice. You must meet any prerequisites for the feat to select it. As with 
ability score increases, it is your character level, not class level, that determines 
when you gain a new feat. 
 8. Class Feature: Check your character class description for any new 
talent or bonus feat you may receive. 
 
Recording Experience Points 
Once you add up all your XP gain, you are done for the day and cannot make 
another appearance for the rest of the show, even if you still have appearance 
slots left. Unless you deliberately want to leave early, record your experience 
points but do not tally them until the show is over! 
 
Winning and Losing 
You gain 100x your current character level in basic XP for each match you win by 
pinfall or submission; 75x for draw, no decision, double countout, double DQ, or 
win by disqualification; and 50x for a loss. 
 
Title Match 
The basic XP awarded is triple that of a standard match for a primary title (WWE 
Champion, WWE Tag Team, World Heavyweight, World Tag Team) and doubled 
for a secondary title (Intercontinental, U.S., Cruiserweight, Women). 
 
Gimmick/Stipulation Bonus 
Regardless of win or loss, add a +20x your current character level in XP bonus 
per gimmick, stipulation, or clause. 
 For example, a basic cage match has a gimmick and a stipulation: There’s 
a cage, and you can win by climbing over the cage or through the door. 
Therefore, it’s worth 40x current level of bonus XP. If you add a no-
disqualification clause to it, it’s now worth 60x. 
 



Level Disparity Bonus 
You gain extra XP for taking on wrestlers of higher levels. For every character 
level your opponent is above yours, add another 50 XP if you win or draw, 25 if 
you lose. 
 Example: The Hurricane (6th level) beating Triple H (15th level) will earn 
(15 – 9, then x 50 =) 450 bonus XP, or half of that (225 XP) if he loses. The Game 
does not gain any disparity bonus since he is the higher-level wrestler. 
 In handicap, fatal X-way, and tag matches, use the total levels of all 
opposing wrestlers or teams and subtract your level (handicap match) or the total 
levels of your team (tag match). For battle royal and other elimination-style 
matches, add together the character levels of wrestlers eliminated by you, then 
subtract your character level. If you don’t eliminate anybody or those whose 
combined levels do not exceed your own, you receive no disparity bonus. 
 Example: The Survivor Series features the team of Triple H, Batista, Edge, 
and Gene Snitsky, at a combined 35 character levels, in an elimination match 
against Randy Orton, Chris Benoit, Chris Jericho, and Maven, totaling 32 
character levels. Because the Face team has fewer combined levels, all its 
members (Orton, Benoit, Jericho, Maven) are eligible for a (35 – 32 =) 3-level 
disparity bonus. 
 
Narrative Bonus 
You can earn bonus XP too when you’re knee-deep in action. Unlike participation 
XP, though, these must all go to the character(s) involved. 
 Calling an Entertaining Match: Not every sequence can be described with 
the elegant theatrics of a five-star match, but you can still receive 10 to 20 bonus 
XP for a great narration, one that is creative and worthy of the WWE highlight 
reel. If your description raises the GM and other spectators’ eyebrows, or elicits 
any sort of positive reaction (applause, compliment), you deserve bonus XP. 
 Narrative Mode: You earn a bonus for cooperating with others’ narration to 
further a storyline or angle, even if it’s at your expense. It’s up to the GM to 
decide how your sacrifice (or victimization) enhanced the drama and award you 
between 50 to 100 x current character level in XP bonus accordingly. 
 Roleplaying: You are entitled to up to 100 x current character level in 
bonus XP if, in the GM’s opinion, you roleplayed exceptionally well. 
 
Interference and Sneak Attack XP 
You gain XP for interference and sneak attacks as well. Any form of interjecting 
yourself in a match, from distraction to aid another, when you’re not a legal 
wrestler counts as interference. It runs from 50 to 200 bonus XP per match, 
based on the GM’s opinion of the interference’s impact on the outcome and the 
magnitude of the match. 
 Example: Kurt Angle distracts Eddie Guerrero, allowing Mark Jindrak to 
steal a win. Though Latino Heat is a major competitor and it’s definitely an upset, 
it’s not a main event and carries no special implications, so the GM awards Angle 
100 XP for the interference. Later, Guerrero returns the favor and costs Angle his 
title match in Eddie’s typically unique “cheat, lie, steal” way. GM gives Latino 
Heat the full 200 bonus XP for his creative intervention on an important match. 



 The same range is given for a sneak attack, based on the success and 
drama of the ambush. 
 A wrestler with Face attitude receives only half the XP for interfering and 
sneak attacking if he initiates it without any prior, sufficient provocation from his 
target. 
 
Participation XP 
A Know Your Role game should be an interactive experience for all. No one 
should be sitting quietly without a thing to do if there’s a show going on! To 
encourage participation, you can earn bonus XP for taking on extracurricular 
roles when you are not involved in a match. 
 The XP for participation ranges from 50 to 200 each show, depending on 
how much and how well you contribute to it. The participation XP are considered 
a “general pool” you can divide among your characters however you like. 
 Example: You control four characters: three wrestlers and a manager. You 
receive 120 participation XP after a show. You can distribute the 120 XP in any 
combination you like between your four characters, even those who did not 
appear or did nothing to earn normal XP on the show. 
 Play a Referee: Don a striped shirt and ref a match! You’ll be playing dual 
roles. The first is the character of an actual referee who interacts in the match, 
enforces the rules, admonishes rule-breaking, perhaps even takes abuse from 
the wrestlers. The second is that of a deputy GM, overseeing the match and 
interpreting rules if necessary. 
 An interesting side effect of this is that since they are played by different 
persons, every referee will develop his own personality and quirks over time. One 
referee may have a short fuse and be quick to disqualify, another may employ a 
slow or fast count, and still a third may favor wrestlers of a certain attitude. You 
will have to learn and adjust to the tendencies of the ref assigned to your 
matches, just as in real life, adding another dimension to game. 
 Provide Running Commentaries: Put yourself in the shoes of J. R., The 
King, Michael Cole, or Tazz and see what it’s like for a day. Of course, you don’t 
necessarily have to take on the personas of these WWE broadcasting mainstays 
or pretend to be them to spice up a match. You can pump volumes of excitement 
into a ring battle simply by offering a play-by-play on the side, recounting the 
action in your own imitable style and words! Whereas kibitzing is not often 
allowed in other games, you are expected to do just that when commenting on a 
match in Know Your Role (“Why is he wasting time? He should be going for a 
pin!” “He’s gotta capitalize on that move and follow up with another devastating 
attack!” “I would finish him right here, right now!”) 
 Conduct Interviews: These will be the shoes of Todd Grisham and Josh 
Matthews you’re wearing. Ask journalistic questions a backstage reporter would 
pose to an interviewee, and break or follow up on a story. What does a challenger 
think about his upcoming title fight later on the show? What’s the status of the 
injured wrestler taken to the hospital last week? Is there an update on the Board 
of Directors’ latest decision to change the WWE? When there’s a break in the 
action, put on a reporter hat, grab somebody willing to talk, and start asking 
questions. 



 Contribute Drama to Segments: Maybe you’re not good with words, or 
maybe you have a keen sense of drama. Either way, you are always free to 
suggest ideas or changes to improve a segment, even if you’re not involved. Did 
a twist ending just occur to you while watching others play out a vignette? How 
about a brilliant catch phrase during someone else’s promo? Would a 
conversation in a dark boiler room work better for a conspiracy angle? Whatever 
it is, toss it out. If it makes for a more entertaining segment, the GM will “edit” it in 
on the spot or retroactively. Remember, everybody’s in it not just to win, but also 
to create the best show possible. You achieve that by cooperating and helping 
each other out. 
 Act as Fans: OK, so broadcasting and creative narration ain’t your cup of 
tea. Just be the fans and enjoy the action! Cheer and jeer as they do during a 
match. Hold up clever impromptu signs and banners, letting the participants in a 
match know how you, the fans, feel about them! 
 
Heat XP 
You can turn your Heat in after a show for additional experience. For each Heat 
traded, you gain 100 x your current character level in experience points, but you 
must give up all your Heat. 
 Example: Bubba Ray Dudley has his maximum 4 Heat at the end of a 
SmackDown! show. If he chooses to exchange them for experience, he will 
receive (100 x 8 for his current character level x 4 Heat =) 3,200 XP to add to his 
current total. 
 
Manager XP 
All the above rules apply to managers and valets. Unless they are actual 
participants in a match (i.e., as legal wrestlers), however, they do not receive the 
XP for winning or losing a match. Instead, they earn XP for interference on their 
charges’ behalf and sneak attacks. 
 
TABLE 6-1: EXPERIENCE 
Character Experience Class Skill Cross-Class 
Level Points Max Rank Skill Max Rank Special 
 1 0 4 2 two feats 
 2 1,000 5 2 1/2 
 3 3,000 6 3 new feat 
 4 6,000 7 3 1/2 ability increase 
 5 10,000 8 4 
 6 15,000 9 4 1/2 new feat 
 7 21,000 10 5 — 
 8 28,000 11 5 1/2 ability increase 
 9 36,000 12 6 new feat 
 10 45,000 13 6 1/2 — 
 11 55,000 14 7 — 
 12 66,000 15 7 1/2new feat, ability increase 
 13 78,000 16 8 — 
 14 91,000 17 8 1/2 — 



 15 105,000 18 9 new feat 
 16 120,000 19 9 1/2 ability increase 
 17 136,000 20 10 — 
 18 153,000 21 10 1/2 new feat 
 19 171,000 22 11 — 
 20 190,000 23 11 1/2 ability increase 
 
TEN POUNDS OF GOLD 
The pot at the end of a rainbow. The goal for every wrestler who’s ever walked 
that aisle. The ultimate representation of success in sports entertainment, and the 
reason behind Ric Flair’s credo “To be The Man, you got to beat The Man!” — 
championship gold. 
 Although the WWE annals boast a parade of champion wrestlers, from the 
original “Nature Boy” Buddy Rogers to future Hall of Famers such as Triple H, the 
list is even longer of others who never achieved their title dreams. For every 
champion reaching the pinnacle of this business, countless challengers have 
stepped inside the ring and failed to taste the gold. 
 It takes skill, training, experience, maybe some luck, and above all 
dedication to wear a championship belt, the “ten pounds of gold.” When you hold 
it over your head or strap it around your waist, it more than reflects your superior 
ability, says more than you’re the absolute best and someone deserving of 
mention alongside the legends before you — it symbolizes your blood, your sweat, 
the sacrifices you made along the journey to get here, a journey no ordinary-
caliber grappler can make. It’s a token of acknowledgment and a symbol of 
respect. 
 
Title Benefits 
 In addition to prestige (and bragging rights), each title confers in-game 
benefits to its holder. Upon winning a championship, the champion receives an 
increase to his Reputation bonus, an advantage usable once per match or show, 
and a bonus feat selected when the belt is first won. For tag-team titles, both 
members receive the benefits. These benefits continue for the length of the reign, 
until a new champion is crowned, at which time they are passed onto the new 
king (or queen). 
 The benefits stack if you own multiple titles at once. 
 Example: Carlito Caribbean Cool defeats John Cena for the U.S. Title. As 
the new champion, Carlito has +2 to his Reputation bonus, is able to reroll one 
saving throw each match, and has his choice of the Great Fortitude, Iron Will, or 
Lightning Reflexes feat, for as long as he remains the champ. 
 
World Heavyweight Title (Raw) 
The premier championship of the Raw brand was created in 2002 after then-
WWE Titleholder Brock Lesnar became exclusive to the SmackDown! brand. Not 
wanting to be left without a title for the brand’s superstars to compete for, Raw 
General Manager Eric Bischoff brought back the legendary “big gold belt” 
formerly worn by the WCW Champion and awarded it to Triple H, making “The 
Game” the very first man to hold the new World Heavyweight Title. 



 Though its history is much shorter than that of the WWE Title, the World 
Heavyweight Title has been held by some of the biggest names in pro wrestling. 
Among those who’ve worn the belt are “The Heartbreak Kid” Shawn Michaels, Bill 
Goldberg, Chris Benoit, and recently Randy Orton, the youngest world champion 
in WWE history. In a short period of time, the “big gold belt” has entrenched itself 
as the Raw brand’s top prize and regained the prestige it had when it was worn 
on so many past occasions by “Nature Boy” Ric Flair. 
 Reputation Bonus: +3. 
 Benefit: Once per show, you can add your Reputation bonus to a die roll 
before rolling. 
 Bonus Feat: Popular Appeal. 
 
WWE Heavyweight Title (SmackDown!) 
The premier championship of the SmackDown! brand traces its proud lineage to 
1963, when legendary “Nature Boy” Buddy Rogers became the very first man to 
wear the belt after winning an international tournament in Rio de Janeiro, Brazil. 
In the forty years following, some of the greatest names in the history of the sport 
have held the title, including Bruno Sammartino, Bob Backlund, Hulk Hogan, 
André the Giant, Randy “Macho Man” Savage, “Nature Boy” Ric Flair, Bret “The 
Hitman” Hart, “The Heartbreak Kid” Shawn Michaels, The Undertaker, “Stone 
Cold” Steve Austin, The Rock, The Big Show, Chris Jericho, Triple H, and Kurt 
Angle. 
 In 2001, this already prestigious title was temporarily unified with the 
former WCW World Title, creating the first Undisputed Heavyweight 
Championship in pro wrestling history, a distinction it carried until the Raw 
brand’s World Title appeared in 2002. Still a top prize in pro wrestling, the man 
who holds the WWE Championship has not only proven himself to be the best the 
SmackDown! brand has to offer, he has added his name to a legendary list of 
past champions. 
 Reputation Bonus: +3. 
 Benefit: Once per show, you can add your Reputation bonus to a die roll 
before rolling. 
 Bonus Feat: Popular Appeal. 
 
WWE Tag Team Titles (Raw) 
Currently exclusive to the Raw brand, the WWE Tag Team Titles trace their 
history to 1971, when Luke Graham and Tarzan Tyler won a tournament to 
become the very first belt-holders. In the thirty years following, some of the 
greatest teams in the history of the sport have been champions, including the 
British Bulldogs, the Hart Foundation, Demolition, the Legion of Doom, the New 
Age Outlaws, the Hardy Boys, the Rock & Sock Connection, Edge and Christian, 
and the Dudley Boys. 
 Since 2002, the WWE Tag Team Titles have been defended only on the 
Raw brand, when Raw General Manager Eric Bischoff signed then-champions 
Lance Storm and Christian to exclusive contracts. Though the SmackDown! 
brand created its own tag team title shortly thereafter, the WWE Tag Team 



Champions take great pride in the more-storied history surrounding the belts they 
wear. 
 Reputation Bonus: +2. 
 Benefit: Once per match, you can reroll an aid another check, unless the 
roll is an automatic failure. 
 Bonus Feat: Tag Team Specialist. 
 
World Tag Team Title (SmackDown!) 
When the WWE Tag Team Titles made a shocking jump to the Raw brand in 
2002, then-General Manager Stephanie McMahon responded with a tournament 
to crown new champions who would defend their belts only on SmackDown!. The 
tournament produced a number of classic matches, with the team of Kurt Angle 
and “The Crippler” Chris Benoit eventually emerging victorious. Since that time, 
outstanding teams such as Los Guerreros, the World’s Greatest Tag Team 
(Charlie Haas and Shelton Benjamin), Dudley Boys, and Kenzo Suzuki and 
Renee Dupree have also worn the World Tag Team Title belts. 
 Despite its short time in existence, the level of competition inspired by the 
World Tag Team Title has demonstrated its status as one of the most sought-
after titles in pro wrestling. It continues to be challenged for and defended by 
some of the top competitors in the sport. 
 Reputation Bonus: +2. 
 Benefit: Once per match, you can reroll an aid another check, unless the 
roll is an automatic failure. 
 Bonus Feat: Tag Team Specialist. 
 
Intercontinental Title (Raw) 
Though second in prestige to the World Heavyweight Title, the Intercontinental 
Title is second to none in terms of the great men who’ve worn it over the years. 
Starting with Pat Patterson, winner of the legendary 1979 Rio de Janeiro 
tournament to crown the first champion, the Intercontinental Title has been held 
by Pedro Morales, Greg “The Hammer” Valentine, Don Muraco, Ricky “The 
Dragon” Steamboat, Randy “Macho Man” Savage, and the Honky Tonk Man. 
 Already important in its own right, the Intercontinental Title grew in 
significance in 2002 when Rob Van Dam pinned first WWE European Champion 
Jeff Hardy and then WWE Hardcore Champion Tommy Dreamer to unify the 
three titles. Later that year, the Intercontinental Title itself was briefly unified with 
the World Heavyweight Title, only to return as a separate championship a few 
months later in a battle royal that crowned Christian the first holder of the reborn 
title. 
 Today, the Intercontinental Title is defended only on the Raw brand but 
has lost none of its importance. One has only to look at the number of former 
Intercontinental Champions who went on to hold WWE’s top titles for proof.
 Reputation Bonus: +2. 
 Benefit: Once per show, you can reroll any one saving throw. 
 Bonus Feat: Great Fortitude, Iron Will, or Lightning Reflexes. 
 
United States Title (SmackDown!) 



Originally a stepping stone to the old WCW World Title, the U.S. Title is now worn 
by the top competitors of the WWE SmackDown! brand. Then-General Manager 
Stephanie McMahon resurrected the title in a 2003 tournament that saw Eddie 
Guerrero emerge victorious. Since then, the belt has also been worn with pride 
by the likes of The Big Show, John Cena, Booker T, and Carlito Caribbean Cool. 
 The U.S. Title is in an important championship in its own right, but 
moreover marks the man who wears it as a force to be reckoned with in the 
WWE. 
 Reputation Bonus: +2. 
 Benefit: Once per show, you can reroll any one saving throw. 
 Bonus Feat: Great Fortitude, Iron Will, or Lightning Reflexes. 
 
World Women’s Title (Raw) 
After a 27-year-long reign as champion, this title was already synonymous with 
the legendary Fabulous Moolah when the WWE first recognized the Women’s 
Title in 1983. Despite hiatuses lasting from 1990 to 1993 and from 1996 to 1998, 
wrestling fans eventually grew to appreciate the athleticism and competition the 
Women’s Title engendered. Today, it is one of the most sought-after 
championships in the WWE. 
 Over the years, competitors as diverse as “Sensational Sherri” Martel, 
Sable, Debra, Ivory, Stephanie McMahon, Lita, Chyna, Molly Holly, Victoria, and 
Trish Stratus have held the belt. As its record attests, the Women’s Title 
exemplifies the phrase “anything can happen in the WWE!” 
 Reputation Bonus: +1. 
 Benefit: Once per show, a nonparticipating ally of your choice may 
interfere in your match without risk of ejection or your disqualification. 
 Bonus Feat: Maneuver Focus (Simple Maneuvers) or Opportunist. 
 
Cruiserweight Title (SmackDown!) 
Only SmackDown! superstars under 220 lbs. can vie for this belt, but beyond 
that, there are no limits on the action and excitement of a Cruiserweight Title 
match. It has been that way from the very start, when Shinjiro Ohtani won a 1996 
double-elimination tournament in Nagoya, Japan and was crowned the first WCW 
Cruiserweight Champion. 
 When WCW ceased operation in 2001, WWE recognized the title, 
preserving its lineage and unparalleled history of memorable matches. Between 
the two organizations, the Cruiserweight belt has been worn by the likes of Dean 
Malenko, Rey Mysterio, Jr., Billy Kidman, Chavo Guerrero, Jr., The Hurricane, 
and Spike Dudley. 
 Cruiserweights aren’t the largest competitors on the card, but they often 
have the best matches. Tune into any show featuring the SmackDown! brand for 
proof. 
 Reputation Bonus: +1. 
 Benefit: Once per match, you can use a Trick of your opposite Attitude 
(i.e., Face can use any Heel Trick and vice versa, Neutral can use Face or Heel 
Trick). 
 Bonus Feat: Coordinated or Savant. 



 
COULDA BEEN A CONTENDA 
The WWE contender rankings can often seem arbitrary. Frequently, there isn’t 
really a clear-cut No. 1 Contender to a title, forcing the General Manager to 
decree one big match between all qualified candidates for that distinction. 
 You can certainly adopt the same method to determine the challenger to a 
crown every month (or every week). If you desire better organization, we have a 
system to help clear up the all-important championship-contender ranking 
picture. 
 
Climbin’ the Ladder 
You earn Contender Points for each sanctioned match you wrestle. You gain title 
shots by accumulating enough Contender Points to put you high up in the 
rankings. 
 Contender Points are given for wrestling and winning good matches. A 
two-round pin is not a good match, nor does it earn you many Contender Points. 
Conversely, if you enter the ring and win a war, you earn more Contender Points, 
because the fans will want to see you fighting for the championship. 
 Contender Points are recorded on the Contender Sheet for every wrestler 
after every match. At any time, the GM can get a good grip of who’s on top, who’s 
hot, and who’s not at a glance and use the point total to designate top title 
challengers. The GM also decides the cycle for Contender Points; he can start 
everybody anew at 0 points each month (recommended), as long as every three 
months, or as short as every two weeks. 
 A win is worth 2 Contender Points; a draw or no-contest, 1. From the 
match itself, add both wrestlers’ ending fatigue penalty together and change the 
result from negative to positive. Take the loser’s character level and subtract the 
winner’s character level. Now, tally everything for the final Contender Points 
added to the winner’s total (or both wrestlers on a draw/no-contest). The loser of 
a match receives no Contender Points. 
 Example: Christian tries to get back into contention for the Intercontinental 
belt by defeating Rhyno. The match ends with Captain Charisma at –3 fatigue 
penalty and the Man-Beast at –4, or +7 Contender Points by adding them and 
turning the result positive. Christian is actually a level higher than Rhyno, so he 
takes a –1 hit for the difference, but he does receive the 2 points for the victory. 
The GM adds (2 + 7 – 1 =) 8 Contender Points to the Leader of Peepulation’s 
current total. Sadly, Rhyno receives no Contender Points, because he lost the 
hard-fought battle. 
 
Tag Team Picture 
Contender Points are given the same way for tag team matches, except to the 
winning team as a whole, not individually. You use a new entry if you switch 
partners. 
 Example: Any Contender Points earned by the team of Rey Mysterio and 
RVD in a tag match go to the tag team only. If Rey teams up with John Cena, the 
new team has a new entry for the Contender Points it earns in tag-team matches. 
 



Something Extra 
You earn bonus Contender Points that can put you over the top under these 
circumstances: 
 
Situation Bonus 
Defeating a World Champion in a nontitle match +10 
Defeating Tag Team Champions in a nontitle tag match +10 
Defeating an IC/U.S. Champion in a nontitle match +5 
Winning a specialty/gimmick match +5 
 
Top of the Ladder 
Once everybody has a rating (even if it’s 0), the GM can figure out who’s on top 
by comparing numbers and ranking them from highest to lowest. The character 
with the most Contender Points is the No. 1 Contender to the World 
Championship for that cycle, and the one with second most points becomes the 
No. 1 Contender to the secondary title (IC or U.S.). The highest-rated 
cruiserweight is the first in line to challenge for the Cruiserweight Title, while the 
highest-rated diva should have the next shot at the Women’s belt. 
 
Champs and Contender Ranking 
As a champion, you do not earn Contender Points for title defenses, but you still 
track them in other matches for the purpose of going after titles you do not 
currently hold. 



CHAPTER 7: IN THE INTEREST OF FAIRNESS! 
 
“But never let i  be said that I, Mr. McMahon, am not a fai  man. Oh no-no-no! On 
the contrary, I have the well-being of every WWE superstar backstage in mind, 
and I do what’s the best for my company. So, in the interest of fairness ….” 

t r

 
THE SACRED RULEBOOK 
Yes, Virginia, there are rules in pro wrestling. 
 While it’s true that nobody, maybe even Senior Referee Earl Hebner 
himself, has ever seen an actual copy of the rulebook, wrestling is still a sport 
governed by a set of regulations. 
 The short version: Two men wrestle in a wrestling ring. Most of the time, it 
doesn’t seem to be more complicated than that — anything goes during a match, 
and usually does. But even the dirtiest player in the game has to obey the rules at 
some point. Otherwise, the referee steps in and he goes home with the loser’s 
share of the purse. 
 
Disqualifications 
It’s a whole lot easier to list the things wrestlers can’t do than what they can. 
Some violations are so far outside the rules, the referee can immediately call for 
the bell and end the match when they happen, disqualifying the guilty party and 
making him an instant loser. 
 Physically assaulting the referee, hitting an opponent with a foreign object 
(such as a steel chair or brass knuckles), outside interference by someone not 
involved in the match, and using a “low blow” can all draw an automatic DQ if the 
referee calls for it — if he sees it happen, of course. Lots of times, that’s a big “if.” 
 Other fouls are not nearly as serious, such as pulling an opponent’s hair, 
throwing a closed-fist punch, applying a chokehold, and refusing to break a hold if 
one (or both) competitors are touching the ring ropes. The rule-breaker gets a 
verbal warning from the referee, and then a count of five to stop what he’s doing. 
If he doesn’t stop by “five,” the ref can DQ him. 
 Otherwise, if the wrestler obeys the ref’s instructions before “five,” the 
match continues normally. The rule-breaker can even go back to doing whatever 
illegal thing he was doing before, with a brand-new five-count. This is why a 
competitor can use a series of “four-second chokeholds” and get away with it. 
 Of course, it’s not always just one person who’s guilty. Matches can 
become out-of-control slobber-knockers where both wrestlers are breaking every 
rule in the book, and if things get too far out of hand, the referee can DQ both 
competitors. On a double-DQ, both men go home losers. 
 Nobody likes to lose — even by DQ — but there’s good news for champions 
who put their titles on the line. Under standard match rules, a title belt cannot 
change hands on a DQ, regardless of who was actually disqualified. Over the 
years more than a few champions have used this to hold onto their titles by 
deliberately drawing a DQ. Sure, they lose the match, but more importantly, they 
keep the belt. 
 
Win, Lose, or Draw 



If both wrestlers stay within the rules (at least as far as the referee can tell), there 
are three ways to win a match: pinfall, submission, and countout. The ways are 
not hard to explain, but never forget that they take a lot of skill, effort, and plain 
old luck to make happen. 
 
Pinfall 
First is the classic win by pinfall. You simply cover an opponent who has both 
shoulders in contact with the ring mat. The cover can be done with the upper 
body (and a classic Greco-Roman hook of the leg), an arrogant foot on the 
opponent’s chest, or one exhausted competitor’s tired arm. However it’s done, if 
both the opponent’s shoulders stay down for the referee’s count of three, you win. 
 There are only a couple of exceptions. It is illegal to grab the opponent’s 
ring attire for leverage during a pin attempt, and the rules call for the hold to be 
broken and no pin counted in these instances. Likewise, the referee cannot start 
or continue a pinfall count if either or both wrestlers are in contact with the ring 
ropes. Many a wrestler looking for a shortcut has grabbed the ropes for extra 
leverage during a pin attempt, and many a seemingly beaten man has avoided 
losing by getting a foot on the ropes at the last second. 
 
Submission 
Some of the most feared names in professional wrestling — the Figure-Four 
Leglock, the Crippler Crossface, the Anglelock, the Walls of Jericho — belong to 
holds applied with one brutal objective in mind: to inflict so much pain on an 
opponent that he has no choice but to give up. A win is a win is a win, but there’s 
another level of domination shown when you can make an opponent “tap out.” 
 Submitting is easy enough to do. A wrestler either tells the ref he’s had 
enough or taps his hand on the ring mat, and then the other guy has his hand 
raised in victory. Like we said, it’s easy to do, if it weren’t for pride. 
 Even the toughest wrestlers can quit when they’re trapped in a hold such 
as the sharpshooter, but some prefer the pain to the humiliation of tapping out. If 
someone’s skill isn’t as great as his pride and he can’t escape the hold, sooner or 
later, the human body reaches its limits and he loses consciousness. If he ends 
up lying on his shoulders, the ref counts the pinfall. Otherwise, the referee checks 
to make sure he’s really out (usually by raising his hand three times, seeing if it 
falls each time), and if so calls for the bell and gives the match to the opponent. 
 
Countout 
We said at the start a match is two guys wrestling in a wrestling ring. If one or 
more of the wrestlers doesn’t follow that simple description and takes it outside 
the ring, he risks giving the match to his opponent. 
 Anytime one or both wrestlers are outside the ring, the referee starts a 
count of ten, and any wrestler not back inside the ring when he reaches “ten” 
loses the match by countout. If his opponent is inside the ring at that point, he 
wins the match by countout. Otherwise, it’s a double countout and both wrestlers 
lose. 
 A wrestler who stays in the ring is obligated to let his opponent re-enter the 
squared circle. If he doesn’t, the referee suspends the ten count until the two 



wrestlers separate, at which point he restarts the ten count from “one.” 
 When a title is on the line, it cannot change hands if the match ends in a 
countout, regardless if the champ, the challenger, or both were counted out. 
Many a titleholder has taken a hike and a countout loss rather than give up his 
belt. 
 
No Contest 
In addition to double disqualifications and double countouts, there are a few other 
ways a match can end with no winners. They don’t happen as often as pinfalls 
and submissions, but never forget, anything can happen in professional 
wrestling. 
 If one or both wrestlers are attacked (usually by the opponent) before the 
bell sounds and the match is officially started, the referee may rule the bout a no 
contest. This is especially likely if one or both wrestlers are too badly injured to 
compete in a match. 
 Sometimes both wrestlers are incapacitated during a match, either due to 
exhaustion, a collision, or both men hitting a devastating move on each other at 
the same time. When this happens, the referee begins a ten count, and if neither 
man can get to his feet before “ten,” the match ends in a draw. 
 There are also times when both wrestlers are in a pinning predicament at 
the same time, or one wrestler is trapped in a submission hold while also pinning 
his opponent. If both wrestlers’ shoulders are still on the mat when the referee 
counts three — or one wrestler taps out at the same time he unknowingly scores a 
pinfall on his opponent — the match ends in a double-pin, and both wrestlers win. 
 In any of the above situations, a title cannot change hands. Consider them 
luckier ways for a champion to retain his title than the norm. 
 
Tag-Team Matches 
Just because more wrestlers are added to a match doesn’t mean the rules 
change. In fact, unless we say so below, all the above rules apply to tag-team 
matches, regardless of whether four, six, eight, or ten men are involved. 
 Australian Rules: In the standard four-man (or Australian rules) match, a 
couple of two-man teams compete against each other, trying to score a victory by 
any of the same means as a singles match. They have to follow the same rules 
as far as disqualifications and the rest, as well as some additional considerations 
discussed in the following section. 
 The Legal Man: No matter how many men are involved in the match, only 
one from each team is legally allowed inside the ring at any given time. The two 
legal men are the only participants who can win (or lose) the match for their team 
— their partners cannot officially be pinned or score a pinfall, submit or force a 
submission, or be counted out. Any member can still get his team disqualified if 
their actions warrant it, however. 
 Partners can trade off being the legal man by “tagging” each other and 
making bodily contact, usually by slapping hands. The wrestler who tags out has 
a five-count to leave the ring or face disqualification. This rule is why timing can 
make or break a team. Some of the greatest tag teams of all time pulled off 
devastating double-team maneuvers on their opponents, and did so before the 



referee could reach “five.” 
 Wrestlers who have not legally tagged into a match must stay outside on 
the ropes and on the ring apron, in opposite corners from each other. They must 
hold onto the slender white tag-rope hanging in their corner at all times, or face a 
five-count and possible DQ from the ref. Wrestlers who don’t have much use for 
any other rules tend to follow this one — the tag-rope is perfect for choking an 
opponent who’s trapped in your corner. 
 
GETTIN’ THE SHOW ON THE ROAD 
The rest of this chapter is divided into two sections. The first part is intended to 
help players master the art of smash-mouth roleplaying. You’ll find lots of tips and 
suggestions that should be useful to all players, new and old alike. 
 The second section is geared toward giving the GM a lot of advice for 
running Know Your Role. This game requires a rather unconventional style of 
play, so we wanted to help GMs make a smooth transition from traditional 
roleplaying to smash-mouth roleplaying. 
 
IT’S ALL ABOUT THE GAME AND HOW YOU PLAY IT 
In a traditional RPG, each player takes on the role of a single character who is 
played continuously throughout the game. For better or worse, this isn’t plausible 
in a game designed to reflect the format and pacing of a WWE program. 
 If you were to play only one character in Know Your Role, you would either 
be sitting around while the other players had all the fun or end up stealing the 
spotlight in an effort to participate in the show as much as possible. Neither path 
is conducive to an enjoyable gaming session. 
 Playing numerous characters per show may be a bit jarring to players 
accustomed to traditional RPGs. If you find it awkward at first, take a deep breath 
and relax. Controlling multiple characters will become easier after you do it a time 
or two. In no time at all, you’ll be switching between characters like a pro. The 
thing to remember is that you won’t often have to play more than one character at 
one time. Instead, you’ll hop from character to character as the show progresses. 
Each of your characters will have his own matches and feuds to attend to, so 
there will be little (if any) interaction between them, unless they are tag-team 
partners. As you become more comfortable with this style of play, you can freely 
choose to increase the amount of interaction between your characters. You 
might, however, eventually find your characters booked to face each other in a 
match. When this happens, you can opt to allow another player or even the GM 
take on the role of one of the characters during the match. 
 
Responsibility 
As a player, you possess a lot of freedom, but this freedom is attached to a 
measure of responsibility. Smash-mouth roleplaying is all about controlled chaos. 
The GM doesn’t lay out a path for you to follow blindly. You are free to start 
feuds, team up with another character, take the mic to cut a promo, and so much 
more. But be warned — the GM may step in and put a stop to it if you begin to 
overstep your bounds. In other words, you must use your freedom wisely and 
responsibly. Below, you’ll find some advice on how to do this. 



 
Pick Your Spots 
If, while watching a WWE program, you saw one particular wrestler 
overshadowing everyone else by horning in on their matches and interviews 
every chance he had, how would you react? You’d get pretty darn sick of seeing 
him on your television screen, wouldn’t you? Now ask yourself if you really want 
to be playing a character like that. 
 For one thing, hogging the spotlight sucks the fun out of the game for the 
other players. This alone should be enough reason to refrain from doing it. 
Eventually, they’ll probably get tired of your shenanigans and quit. Without 
players, there is no campaign. Period. 
 If your character has already been “on screen” once or twice during a 
show and you’d like to bring him out to do something else, ask the GM and the 
other players if it’s okay with them. If no one objects, go ahead! If they do object, 
be a good sport and skip it. There’s always the next show! 
 
Avoid Gang Mentality 
Since you control more than one character, you might be tempted to have all your 
characters watch each other’s backs. After all, it would increase your chances of 
winning, right? 
 Right, but it’s very bad form! Such tactics are cheesy and downright 
against the spirit of the game. Just because the characters belong to you doesn’t 
mean that they’d realistically want to help each other out when they get in a tough 
spot. If this kind of behavior was tolerated, then the game would devolve into a 
“my gang versus your gang” scenario, and that’s just not what pro wrestling is all 
about. 
 The exception to this is with tag teams. You can control both members of a 
tag team without disrupting the game. But once you start piling all your characters 
together, problems arise. 
 Some players may argue that stables and factions such as Evolution, the 
Heenan Family, and the New World Order have been staples of pro wrestling for 
many years, and they would be correct in that statement. If you’d like to create 
your own faction, you should discuss it with other players and the GM so that 
each participant can contribute one or more characters. A faction made up of 
characters controlled by multiple players can be a lot of fun for all involved, and 
game balance is maintained. 
 
What Do Characters Do? 
Many staples of traditional RPGs do not apply to smash-mouth roleplaying. This 
may put off gamers who are accustomed to sending their stalwart characters 
down into dark, creature-infested dungeons on quests for gold coins, magic 
items, and other such treasure. 
 Matches: It goes without saying that wrestlers involve themselves in 
wrestling matches. This is where most of the action is, and while it’s a radical 
departure from blasting away at intergalactic shock troopers while darting through 
the labyrinthine corridors of a space station, it’s no less exciting. In fact, it could 



be argued that a well done match with loads of near falls and close calls can be 
even more exciting! 
 Promos: Wrestlers almost always have something to say and seldom pass 
up the chance to speak their minds if a microphone is nearby. In most cases, 
promos are utilized to make themselves look good or to insult whomever they’re 
currently feuding with. There are numerous exceptions to this, but the overall 
point is for you, the player, to have your wrestlers cut promos in order to make 
the feud more interesting. 
 Other wrestlers (usually your character’s enemies) often involve 
themselves in your promos, thus adding further fuel to the proverbial fire. Such 
verbal interplay can be a great deal of fun and is encouraged. So if the wrestler 
your character is currently feuding with snags the microphone and starts tossing 
out insults, don’t be afraid to have your wrestler come out and return the favor. 
 Vignettes: All manner of things can happen during a wrestling show, and 
not all of it goes down in or near the ring. The backstage area (locker rooms, 
offices, parking lots, etc.) can be the perfect stage for sneak attacks, 
confrontations with WWE officials, snippets of a love triangle, seedy dealings, or 
even plot-furthering conversations between characters. Collectively, these 
scenes are known as vignettes. 
 
Cooperation 
Nobody likes to lose. Unfortunately, it’s inevitable than everyone has to take his 
lumps from time to time, especially in a game that focuses on in-ring competition. 
This means that the characters controlled by the players will often become 
opponents … or even enemies! 
 But this doesn’t mean the players should be opponents and enemies. 
Quite the opposite! Despite the competition aspect of Know Your Role, the 
players should work together and with the GM in order to create an entertaining 
show with intriguing feuds, fun plot twists, and unforgettable matches. Win, lose, 
or draw, the goal of the game is to enjoy yourself. As long as that criterion is met, 
then everyone comes out a winner. 
 It’s perfectly acceptable for players to work out ideas among themselves or 
with the GM. If, for example, you have a great plan to have your character break 
up a tag team so that he can replace one of the members, discuss it with one or 
both of the players controlling the existing team, allowing them to add to your 
already cool concept. This added interactivity is part of what makes smash-mouth 
roleplaying so much fun. 
 
Narrating Move Sequences 
One of the most interesting facets of smash-mouth roleplaying is that you’ll find 
yourself in temporary control of your opponent’s wrestler during a match 
whenever your action count is higher than his (see “Action Count” in “Chapter 3: 
Just Bring It!,” page <<XXX>>). Of course, this is a two-way street; he’ll be 
controlling your wrestler when his action count is higher. 
 Primary and Secondary Moves: The maneuver you used for your action 
count can be thought of as the “primary” or “BIG” move of the sequence. It’s the 
one that is going to deal the actual damage. It doesn’t have to be the only move 



you execute in a sequence, however. In order to tell an interesting story (which is 
what smash-mouth roleplaying is all about), you may utilize one or more other 
moves as well. These are best thought of as “set-up” moves. Set-up moves have 
no real in-game effects, nor are they rolled for. They are used only to make the 
narrative more entertaining and to lead up to the primary move. 
 Example: Eugene is attempting to execute a belly-to-belly suplex on 
Christian, who is going for a DDT. Eugene’s player rolls a total action count of 20, 
while Christian’s player has 18. This means that Eugene nails Christian and gets 
to narrate the sequence: “Eugene stuns Christian with a flurry of punches before 
Irish-whipping him into the ropes. As he rebounds, Eugene captures him and 
sends him flying through the air and onto the canvas with his belly-to-belly 
suplex.” In that, the flurry of punches and Irish whip are set-up moves and the 
suplex is the big move. 
 You Think You Know Me: Just because you’ll be controlling the opponent’s 
wrestler while describing a sequence doesn’t give you the right to make him look 
foolish or incompetent. Be even-handed with your narration, and be true to both 
characters’ personalities. Resist the urge to depict, say, John Cena as cowering 
in fear while your beat him down relentlessly. That’s just not something he would 
do! 
 Turnabout Is Fair Play: You may have managed to roll the highest action 
count, but don’t forget to let your opponent mount some offense from time to time 
in your description. It adds drama to the sequence and can make for some 
interesting narratives. After all, you won’t suffer real damage from it anyway, so 
what’s it going to hurt? If anything, it makes you look better to come back from 
taking all those hits! 
 Length: Know Your Role is an interactive game, so please let the other 
player interact. A move sequence doesn’t need to be extremely long to be 
entertaining. Keep it snappy and move on to the next round. 
 
LIVE, LARGE, AND IN CHARGE 
You are the General Manager. 
 This is not a task to be taken lightly, though it can be extraordinarily 
rewarding. Taking the mantle of GM means that you’re given a great deal of 
power, not to mention responsibility. You’re the one in charge. The big shot. The 
authority. The man with the plan. 
 But being a GM is much more than all that. You’ll be wearing several 
different hats during the game. Let’s take a look at them. 
 
Promoter 
Ultimately, you arrange the matches that take place in the game. The players will 
undoubtedly make suggestions along the way, but you should exercise caution 
about the matches you sign. Listen to them and consider their requests, but don’t 
let them push you around. Don’t sign Shannon Moore versus Triple H as next 
week’s main event simply because one of the players is pouting about it. Use 
your own judgment, tempered by the players’ ideas, to create what you feel will 
be an interesting line-up of matches. It’s advisable to write down a handful of 
matches before each session, but don’t be afraid to add new ones created by the 



events that transpire during the show. Spontaneity is a fantastic quality for GMs 
to possess. 
 
Actor 
The WWE is a big federation, filled with interesting and colorful characters. 
Guess what? You play all the characters who aren’t controlled by the players. 
From the opposing wrestlers to the commentators and even the General 
Managers — they are all yours. This may seem overwhelming, but remember, you 
won’t usually be playing more than one or two of them at a time. 
 
Rule Arbitrator 
Know Your Role covers a lot of ground, but no set of rules, regardless of how 
detailed they are, can ever hope to cover every possible situation. When such 
cases arise, it’s up to you to make on-the-spot decisions about how to resolve 
them. This means that you should be very familiar with the game system and how 
it works. After all, how can you interpret rules that you aren’t familiar with? 
 
Boss 
When all is said and done, you are the ultimate authority when it comes to 
maintaining plausibility in your WWE. You have the right to veto outlandish 
actions taken by the players via their characters. If a player wants to have his 
character do something that totally wrecks continuity or believability, you can put 
your foot down like Mr. McMahon himself will do from time to time and ask him to 
rethink that. 
 
Booker 
One of your most frequent duties involves the act of initiating and maintaining 
feuds and other events that happen during the shows. This often requires a bit of 
preparation, especially for your first few shows. Heck, all you really need to do is 
jot down a few occurrences, such as a backstage sneak attack, an NPC wrestler 
acting as guest commentator for a significant match, a manager looking to sign 
one of the PCs, and so forth. 
 
Multiple Matches 
The focus of any wrestling show is obviously going to be the wrestling matches. 
Unfortunately, running one match at a time leaves the players whose characters 
aren’t involved with the match out in the cold. Many players will be content with 
watching the match unfold, just as they would watch a match on television. Other 
players might balk or, worse yet, become bored. Nothing kills a game faster than 
boredom. 
 This game’s combat system was constructed so that matches can be 
played without GM supervision if necessary. This means it’s possible to have 
more than one match going on at one time, as long as you aren’t playing NPCs 
involved in more than one match. If you are, you can attempt to persuade inactive 
players to play the NPCs for one or more of the matches. 
 Allowing simultaneous matches has the additional benefit of saving time 
as well. 



 
Filling Out the Roster 
Most roleplaying games encourage each player to take on the role of a single 
character. This character is typically played throughout the entire session. In 
Know Your Role, we encourage players to control multiple characters. 
 Playing more than one character has several benefits. First of all, the 
“show” format doesn’t lend itself well to having one single character being 
featured throughout the whole session. A WWE show features a wide array of 
wrestlers, managers, and valets. Since this is the case, it makes sense to 
emulate this in the RPG. 
 Second, variety is the spice of life. This may be a cliché, but it’s eternally 
true. By playing multiple characters, a player is less likely to become burned out 
on playing a particular character. If by chance he does, all he needs to do is talk 
to you about creating a new one and giving the old one a rest for a while. 
 Last but not least, no one likes to lose. A character’s loss in a match won’t 
be as frustrating if the player knows that another of his wrestlers is slated for a 
match later in the show, thus granting him another chance to come out victorious. 
 The only true downside to playing more than one wrestler comes when a 
player finds himself in the awkward position of having a match between two or 
more of them. Careful booking can prevent this to a large degree, but it can still 
happen. One solution is for the GM and (or) other players to take on the role of 
excess characters temporarily. 
 
Player Characters 
One thing that you must consider is how many PCs you’ll allow each player to 
have and at what level you’ll allow those PCs to be. Every GM is going to have 
his own thoughts on the matter, which is great! There is no right or wrong method 
of determining this. We don’t want to leave you without any guidelines to work 
from, however, so we’ll make a few suggestions. 
 The method of choice involves instructing each player to make a certain 
number of PCs and give them a set number of levels to spread out among those 
characters. For example, you might ask the players to create five characters with 
16 levels to split up between them. One player might make a 1st-level character, 
two 2nd-level characters, a 3rd-level character, and an 8th-level character. 
Another player might spread things out more evenly by creating four 3rd-level 
characters and one 4th-level character. 
 If you’d like to add a bit more structure to the process detailed above, you 
could require each player to make certain types of characters. This enables you 
to ensure that a decent amount of variety will be in place. For example, you might 
make the following requirements: one nonwrestler (manager, valet, bodyguard, 
etc.), one cruiserweight or diva, one tag team (i.e., two characters), and one 
heavyweight, super-heavyweight, or ultra-heavyweight wrestler. 
 Finally, try to encourage your players to utilize a good mix of attitudes for 
their PCs. If one player chooses to create all of his characters as heels, it might 
throw things off balance. If nothing else, it severely limits the matches that can 
take place, unless you and your players don’t mind an abundance of “Face 
versus Face” and “Heel versus Heel” matches. 



 
Controlled Chaos 
The WWE is notoriously wild and unpredictable, which is one of its greatest 
assets. This whimsical atmosphere is a goal you should unquestionably aim for. 
Allowing the players a large degree of freedom in their actions best attains this 
goal. If a player wants his character to come out and “Pearl Harbor” another 
wrestler while he’s participating in an interview, then you probably shouldn’t 
object. Let him do it. In fact, use it to enhance the fun by setting up a match 
between them next week or maybe even at the next pay-per-view event. 
 That being said, you shouldn’t just let the players run amok. If a player 
attempts to do something that’s questionable, such as having one of his wrestlers 
run out to help another one of his wrestlers, ask him what his motivation is. Find 
out what method, if any, lurks behind the madness. If it’s apparent that he’s doing 
it for selfish reasons, such as wanting his wrestler to help out his other wrestler 
because he controls them both, then you should politely tell him that you don’t 
think it’s a good idea. 
 Players can inject a lot of chaos into the show and this is to be 
encouraged, but too much of a good thing is still too much. You need to stay alert 
and keep the players from running roughshod over you. 
 
Rotating GMs 
If everyone agrees beforehand, it might be advisable to take turns General 
Managing with the other participants. This method gives everyone a chance to 
experience the game both as player and as GM. 
 On selecting this option, you’ll need to put your heads together and 
determine how often you’d like to switch off. We recommend swapping GMs after 
each pay-per-view event, as it enables the current GM to build carefully toward 
said event without worrying about whether or not next week’s GM is going to 
tamper with crucial elements of the current storylines and feuds. After all, a 
subsequent GM might cancel the match that the previous GM was going to 
include as the main event of the upcoming pay-per-view event. Such a drastic 
action can derail the game and create discontent. 
  
Improvisation 
General Managing is more art than science. You should strike a balance between 
structure and ad lib that works for you and your players. Don’t be afraid to redirect 
something you had planned if you suddenly come to the conclusion that going off 
the beaten path would be more fun for everyone involved. Play it by ear and 
gauge the reactions of the players. 
 No matter how much planning you do prior to a show, the players will most 
likely do something you didn’t anticipate, sending your structured notes straight 
into the dumpster. It happens. Rather than panicking or becoming grumpy about 
it, improvise wildly! Sure, you could possibly shoehorn the players back onto your 
original course, but that’s no fun for them. The most unique aspect of roleplaying 
games is the freedom it affords the players. By stripping that freedom away, they 
will probably grow tired of the game after a while and stop showing up for 



sessions. Don’t risk such a fate simply because you wanted the show to go a 
certain way. 
 A General Manager who learns to improvise will become incredibly well 
rounded and will be able to handle nearly any sticky situation that comes along! 
 
Communication with the Players 
The players aren’t just players — they are also the audience. Much of the 
enjoyment of participating in Know Your Role comes from watching the various 
stories, feuds, and matches unfold as the game progresses. For this reason, you 
should collaborate with the players as much as possible. Not only does this 
involve them more in the game, it also makes more intricate storylines and events 
possible. 
 If, for example, you have a great idea for making the WWE’s top Face 
(played by Player A) betray his staunchest ally (played by Player B), talk to 
Player A by himself. Ask him if he’d be interested in going through with such a 
drastic change. Don’t force him to do it by any means, but let him know some of 
your ideas for the storyline. If he agrees, encourage him to withhold the 
information from the other players, so that it will be a jaw-dropping surprise when 
it happens on the show! 
 It all goes back to the players being the audience. 
 
Mixing and Matching 
If you feel your players are up to it, you might try letting them team their 
characters up with each other. For example, Player A and Player B decide that 
they could each play one half of a tag team, or Player C wants to create a valet 
for Player D’s wrestler. 
 This approach puts cooperation in the forefront, which is never a negative 
thing. Sure, Know Your Role has an element of competition, but it should be 
friendly rather than serious competition. By teaming characters up, the “my 
wrestlers versus your wrestlers” mentality should fade into oblivion (if it was ever 
present in the first place). 
 
Continuity 
One of the greatest things about WWE is the sense of history that grows over 
time. An incident that happened months or even years ago can suddenly have an 
impact on the show. This is called continuity, and it can be both your best friend 
and your worst enemy, depending on how you look at it. 
 On the plus side, establishing continuity will bring the game to life in a 
particularly vivid manner. It adds depth and realism to the mix, making the entire 
experience much more immersive for the players as well as yourself. 
 There’s a slight downside in that maintaining continuity can be a bit 
demanding. Unless you have a razor-sharp memory, you’re likely to forget many 
of the details that can later be useful for reinforcing continuity later on down the 
line. The obvious solution is to take detailed notes, something that can become 
very time-consuming. Despite that fact, keeping records can be rewarding in its 
own right. There’s nothing like looking nostalgically over past results years after 
they came to pass. 



 If you aren’t interested in writing down all the details, at least try to keep 
major points intact. If Vince McMahon suspended Shelton Benjamin a few 
sessions ago, you shouldn’t schedule him for a match on next week’s show 
unless you have an idea for bringing him back. He shouldn’t just show up as if 
nothing had ever happened. Consistency is of utmost importance when running 
Know Your Role. 
 
RUNNING A SHOW 
While there’s no hard-and-fast rules for how to build a show, we can give you a 
sample blueprint that breaks a show down into several segments for simplicity’s 
sake. 
 
Segment One: Intro Pyro! 
The opening sequence is extremely important, as it establishes the tone for the 
rest of the show. For this reason, extra care should be taken to plan it out in 
advance. This isn’t to say that you, as GM, should dominate the opening 
sequence (or any sequence at all, for that matter). All you need to do is set things 
in motion and allow the PCs to participate. For example, let’s say that you decide 
to open the show with JBL coming out to the ring to issue an open challenge to 
anyone in back who thinks he can give the champ a challenge. The first player 
who acts on this challenge can come out and take him up on the offer. The GM 
set the scene but allowed a player to take the ball and run with it. 
 On the show following a pay-per-view show, it’s common practice for the 
wrestler who came out on top in the main event to kick off the show. If that 
character is controlled by one of the players, you might consider asking him to 
kick the show off with a promo. Or you could have the defeated character from 
the pay-per-view match cut a promo of his own, prompting the winner to respond 
in some way. Perhaps you could arrange for a rematch later in the show! 
 Not every show should start off with a promo or backstage segment. Often, 
the show gets underway with a match. The old-school train of thought is to utilize 
lower-level wrestlers in the opening match and work your way up to the more 
prominent wrestlers as the show progresses. In recent years, however, it has 
become common to begin with some of the higher-level wrestlers. 
 However you open the show, it should be highly entertaining and draw the 
“audience” in. That’s what the WWE is all about! 
 
Segment Two: Raise the Curtain! 
Once the intro is finished, the low- to mid-level wrestlers are often showcased. 
Tag-team matches are common during this stretch of the show, as are bouts 
between cruiserweights. There’s an emphasis on extremely fast action, which is 
great for exciting the fans in attendance. 
 The early part of the show is also used to increase the intensity of one or 
more matches to be shown later — scathing promos from one wrestler to another, 
backstage ambushes, heated verbal exchanges, an authority figure adding a 
stipulation, or whatever else adds interest to the upcoming match. Alternatively, 
the same methods could be used to create a main or semimain event if one has 
not already been announced. 



 Segments One and Two collectively represent the first hal -hour of the 
show. 
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Segment Three: Building Up Steam! 
It is during this phase that pretty much anything can happen. Mid- to high-level 
wrestlers strut their stuff, and fuel is added to the fire of grudges and rivalries. 
Indeed, this is the bulk of any show. Don’t be afraid to experiment. In fact, if you 
plan to experiment with new and interesting ideas, you should consider doing so 
in Segment Three. While other segments of the show have very specific 
purposes, Segment Three is more or less a free-for-all. 
 Segment Three represents the one-hour stretch following Segment Two. 
 
Segment Four: Business Is About to Pick Up! 
By this point, the show should be heading toward the inevitable climax. The high-
level wrestlers are out in force and are proving their worth in the ring. Additionally, 
the high-profile feuds are often advanced in some manner. Major plot 
developments are common, as are surprise appearances by popular wrestlers 
who haven’t been around for some time. The overall feeling that should be 
conveyed is that the stakes are higher than they were earlier in the show. 
 
Segment Five: Main Event Finale! 
This is what everyone has been waiting for: the moment that should glue the fans 
to their seats; the moment that everything is on the line, for all the marbles! Yes, 
the Main Event. 
 When deciding on the main event, you should take care to make it capture 
the imagination. This isn’t the time to pit a couple of 4th-level wrestlers against 
one another; this match is reserved for the “big guns” of the WWE! 
 One time-honored tradition is to schedule a match in which one of the 
WWE’s most prestigious titles is on the line. This tradition dates back to pro 
wrestling’s earliest years and continues even to this day. A more recent notion 
involves booking a match that includes numerous main-eventers in one big bout, 
such as a six-man tag match. This option is ideal because it gives more wrestlers 
a chance to participate. 
 Sometimes, matches go awry. This trend seems even more common 
during main events — a wrestler interferes, an authority figure uses his power to 
mess things up, or the match simply degenerates into a gigantic brawl that results 
in a no-contest decision by the ref. Such endings can add spice to a feud if used 
conservatively. If you allow it to happen too much, however, the main events 
become pointless and dull. After all, everyone will know there won’t be a true 
winner or loser and will stop caring about it. 
 Segments Four and Five represent the last hal hour of the show. The 
main event, though, often runs longer than the normal allotted time by as much 
as fifteen or twenty minutes. 



CHAPTER 8: THE MOST ELECTRIFYING ROSTER IN SPORTS 
ENTERTAINMENT! 
 
“These are some of the best athletes on the face of this planet, folks. It takes hard 
work, blood, sweat, and tears to make it in this business, especially in the WWE. 
There’s no short cut, no substitute for the dedicat on and sacri ices they made to
become the wor d-class talent you see today. They lay i  on the line night in and 
night out, giving their all for the fans, and for that, they should be saluted.” 
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 The WWE has had illustrious rosters over its decades of existence, but 
arguably never had one comparable to the current generation of superstars. 
Surefire hall-of-famers such as The Rock, The Undertaker, Triple H, and Kurt 
Angle continue to electrify and entertain millions in packed arenas throughout the 
world each year, while the steady infusion of hungry, thrilling new stars such as 
Edge, Randy Orton, and Shelton Benjamin constantly reinvigorates the company, 
poised to take the WWE to the next level. 
 



THE ROCK 
The most electrifying man in sports entertainment! The Brahma Bull! The 
people’s champion! Whichever moniker he goes by, The Rock is one of the most 
popular and charismatic superstars ever to compete in the WWE. From taunting 
his opponents to laying the smackdown on their candy asses inside the squared 
circle, The Rock has become a sensation not just in the world of wrestling but in 
other walks of life as well. 
 After a brief pro football career, The Rock decided to follow in the 
footsteps of his father (Rocky Johnson) and grandfather (High Chief Peter 
Maivia) by trying his luck in the WWE. Fortunately for him, Lady Luck was on his 
side. His razor-sharp wit, good looks, and natural athleticism thrust him to 
superstardom, and he’s been electrifying the fans everywhere he shows! 
 Since making his WWE debut at the 1996 Survivor Series, this 
megasuperstar has held nearly every championship that can be held. Time and 
time again, he has taken on the greatest competitors the WWE has to offer over 
the years — from Chris Jericho to HHH — and more often than not, he comes out 
on top. 
 
Aerial Wrestler 2/Power Wrestler 1/Rough Wrestler 1/Savvy Wrestler 9/Technical 
Wrestler 3 
Attitude: Face 
Height & Weight: 6'5", 275 
Weight Class: Heavyweight 
Lift DC: 13 
Reputation: +13 
Abilities: Str 15, Dex 14, Con 15, Int 14, Wis 13, Cha 20 
Endurance: 225 
Trauma: 14 
Base Attack Bonus: +11 
Save: Fort +12, Ref +12, Will +11 
Training Background: Legacy 
Skills: Bluff +15, Climb +7, Concentration +7, Diplomacy +15, Hide +10, 
Intimidate +15, Jump +7, Knowledge (aerial maneuvers) +7, Knowledge (power 
maneuvers) +7, Knowledge (roster) +10, Knowledge (savvy maneuvers) +7, 
Knowledge (technical maneuvers) +7, Perform (promo) +17, Perform (sing) +5, 
Perform (vignette) +17, Profession (actor) +12, Sense Motive +5, Sleight of Hand 
+5, Spot +5 
Feats: Aerial Maneuvers Proficiency, Cagey, Entertaining (promo and vignette), 
Great Fortitude, Gut Check (2/match), Heat Machine, Hulk Up, Improved 
Recovery, Iron Will, Know Your Enemy, Moonlighting (actor and singer), 
Moveset, Power Maneuvers Proficiency, Renown, Rough Maneuvers Proficiency, 
Savvy Maneuvers Proficiency, Signature Move (Sharpshooter), Simple 
Maneuvers Proficiency, Spectacular Entrance, Technical Maneuvers Proficiency 
Talents: Badass, Blazing Speed, Instinct, It Doesn’t Matter, No Chance in Hell, 
Ring Smart, Stomping a Mudhole, Stroke, Textbook, You Can’t See Me 
Moveset: DDT (technical maneuver, 2d6 damage, requires lift check, possible 
stun, Moveset bonus; –2 on maneuver check) 



 Laying the Smacketh Down (rough maneuver, 2d6 damage, Moveset 
bonus; –1 on maneuver check) 
 Spinebuster (power maneuver, 2d6 damage, knockdown check, Moveset 
bonus; -2 on maneuver check) 
Signature Move: Sharpshooter (technical maneuver, 3d6 damage, prone target, 
submission, Signature Move bonus; –2 on maneuver check, 5/show) 
Finishing Maneuver: Rock Bottom (power maneuver, 3d6 damage, requires lift 
check, possible stun, 2 Endurance cost; –3 on maneuver check) 
 The People’s Elbow (rough maneuver, 3d6 damage, prone target, prone 
self, immediate pin attempt, –3 on maneuver check) 



TRIPLE H 
“The Game” Triple H/Hunter Hearst Helmsley is the biggest name in sports 
entertainment. He’s had countless title reigns over his career — one that’s not 
even nearly over yet! The “Cerebral Assassin” is currently the only person on the 
roster ever to have been a Grand Slam Champion, having held every belt in the 
WWE at one time or another. He has emerged victorious in both the King of the 
Ring tournament and the Royal Rumble; he’s been a World Champion ten times, 
split evenly between the WWE World Title and the World Heavyweight Title. 
Suffice it to say, “The Game” certainly knows his way around the squared circle. 
 Hunter’s career nearly came to an end in 2001, when he suffered a 
massive left quadriceps tear in a tag-team championship match with Stone Cold 
Steve Austin against Chris Benoit and Chris Jericho. He courageously finished 
the match before being rushed off to a long, painful eight months of recovery and 
rehabilitation. HHH returned to Raw in 2002 to major applause — especially after 
divorcing his wife, Stephanie McMahon-Helmsley! 
 Soon, though, his popularity with the fans soured as he aligned himself 
with Raw General Manager Eric Bischoff, fueled by a lust for the World 
Championship belt. He teamed up with the legendary Ric Flair, brought rising 
hopefuls Batista and Randy Orton into his fold, and forged the powerful force 
called Evolution. Randy Orton has since turned on Triple H, and the Cerebral 
Assassin doesn’t take betrayal well. The Game is constantly battling for (or to 
retain) the coveted World Title, but even without the belt his athletic skill, 
underhanded tactics, and lethal Pedigree finisher keep him atop the WWE game. 
 
Power Wrestler 2/Savvy Wrestler 10/Technical Wrestler 3 
Attitude: Heel 
Height & Weight: 6'4", 250 
Weight Class: Heavyweight 
Lift DC: 12 
Reputation: +11 
Abilities: Str 16, Dex 13, Con 15, Int 14, Wis 13, Cha 16 
Endurance: 225 
Trauma: 15 
Base Attack Bonus: +11 
Save: Fort +8, Ref +10, Will +7 
Training Background: Mat Wrestling 
Skills: Bluff +13, Climb +8, Concentration +7, Diplomacy +13, Escape Artist +7, 
Hide +11, Intimidate +13, Jump +5, Knowledge (aerial maneuvers) +7, 
Knowledge (power maneuvers) +7, Knowledge (roster) +10, Knowledge (rough 
maneuvers) +5, Knowledge (savvy maneuvers) +6, Knowledge (simple 
maneuvers) +5, Knowledge (specialty match: Hell in a Cell) +5, Knowledge 
(technical maneuvers) +5, Perform (promo) +13, Perform (vignette) +13, 
Profession (actor) +5, Sense Motive +7, Sleight of Hand +10, Spot +8, Treat 
Injury +5 
Feats: Cagey, Cheap Shot Artist, Dedicated Training (Str), High Pain Threshold, 
Imposing, Know Your Enemy, Moveset, Popular Appeal, Power Maneuvers 
Proficiency, Renown, Rough Maneuvers Proficiency, Savvy Maneuvers 



Proficiency, Simple Maneuvers Proficiency, Spectacular Entrance, Student of the 
Game, Technical Maneuvers Proficiency 
Talent: Cerebral Assassin, I Am the Game, Juggernaut, Just That Damn Good, 
Mat Technician, No Chance in Hell, Ring Tactician, Stroke 
Moveset: Facebuster (rough maneuver, 1d6 damage, knockdown check, possible 
stun, 1 Endurance cost, Moveset bonus; –1 on maneuver check) 
 High Knee (aerial maneuver, 1d6 damage, knockdown check, 1 
Endurance cost, nonproficiency, Moveset bonus; –2 on maneuver check) 
 Sledgehammer (rough maneuver, 2d8 damage, automatic DQ, knockdown 
check, 1 Endurance cost, Moveset bonus; +0 on maneuver check) 
 Sleeperhold (technical maneuver, 2d6 damage, submission, Moveset 
bonus; +2 on maneuver check) 
 Spinebuster (power maneuver, 1d6 damage, requires lift check, immediate 
pin attempt, Moveset bonus; +1 on maneuver check) 
Finishing Maneuver: Pedigree (technical maneuver, 2d6 damage, requires lift 
check, possible stun, –3 on maneuver check) 



CHRIS JERICHO 
The self-professed “Ayatollah of Rock ‘n’ Rollah!” is a Winnipeg, Manitoba, 
Canada native who has been wrestling since 1990, when he learned his skills in 
the infamous “Dungeon” of Stu Hart. The training from his legendary mentor held 
him in good stead as he toured Mexico and Japan, as well as won such belts as 
the NWA Middleweight Championship. 
 Jericho hit the big time when he debuted on ECW in 1996 and went on to 
capture the ECW Television Championship belt. Dubbing himself “Lionheart” 
Chris Jericho, he soon moved to WCW in 1997, won the Cruiserweight 
Championship Title, and feuded with Rey Mysterio over the belt. He also clashed 
with Dean Malenko, when Jericho announced himself the “Man of 1,001 Moves” 
(which was one more hold than in Malenko’s own claim). 
 Jericho’s star continued to rise. In 1999, “Y2J” arrived in the WWE, 
publicly resolving to save the company from mass boredom with his natural 
charisma and star power. Within months, he won the WWE Intercontinental 
Championship. Later at WrestleMania 2000, he defeated both Chris Benoit and 
Kurt Angle in a triple-threat match for the European Championship. But neither 
accomplishment above was as monumental as the one he achieved in December 
2001, when he bested The Rock and Stone Cold Steve Austin in succession to 
become the first Undisputed World Champion! 
 The turn of the millennium may have come and gone, but Y2J continues to 
excel in the WWE. His finishing move, The Walls of Jericho, has caused many a 
submission and victory. Out of the ring, Chris Jericho is equally as ambitious. 
Whether he’s hosting his own controversial segment, “The Highlight Reel,” on 
Raw or touring with his rock band Fozzy, Y2J is constantly adored by legions of 
Jerichoholics while redefining the meaning of a superstar! 
 
Aerial Wrestler 4/Savvy Wrestler 3/Technical Wrestler 2 
Attitude: Face 
Height & Weight: 5'10", 235 
Weight Class: Heavyweight 
Lift DC: 11 
Reputation: +4 
Abilities: Str 13, Dex 16, Con 13, Int 14, Wis 14, Cha 15 
Endurance: 117 
Trauma: 13 
Base Attack Bonus: +7 
Save: Fort +3, Ref +10, Will +7 
Training Background: Mat Wrestling 
Skills: Balance +5, Bluff +8, Climb +5, Concentration +5, Diplomacy +5, Disguise 
+5, Escape Artist +5, Hide +7, Intimidate +7, Jump +6, Knowledge (aerial 
maneuvers) +8, Knowledge (roster) +5, Knowledge (savvy maneuvers) +5, 
Knowledge (simple maneuvers) +5, Knowledge (technical maneuvers) +10, 
Perform (dance) +2, Perform (musical instrument) +3, Perform (promo) +10, 
Perform (sing) +5, Perform (vignette) +10, Profession (rock band lead vocalist) 
+5, Sense Motive +5, Sleight of Hand +5, Spot +4, Tumble +7 



Feats: Aerial Maneuvers Proficiency, Entertaining (promo and vignette), Heat 
Machine, Learned (savvy maneuvers and technical maneuvers), Moveset, 
Opportunist, Popular Appeal, Power Maneuvers Proficiency, Savvy Maneuvers 
Proficiency, Signature Move (Lionsault), Simple Maneuvers Proficiency, 
Spectacular Entrance, Technical Maneuvers Proficiency, Tenacious 
Talent: Daredevil, Instinct, Ring Smarts, Risk Taker, Stroke 
Moveset: Knifehand Chop (rough maneuver, 2d6 damage, knockdown check, 
Moveset bonus; –2 on maneuver check) 
 Leaping Bulldog (aerial maneuver, 2d6 damage, requires lift check, does 
stun, prone self, Moveset bonus; –2 on maneuver check) 
 Springboard Dropkick (aerial maneuver, 2d6 damage, knockdown check, 
prone self, Moveset bonus; –1 on maneuver check) 
Signature Move: Lionsault (aerial maneuver, 3d6 damage, prone target, prone 
self, possible stun on self if missed, immediate pin attempt, Signature Move 
bonus; +0 on maneuver check, 3/show) 
Finishing Maneuver: The Walls of Jericho (technical maneuver, 2d6 damage, 
prone target, submission; –2 on maneuver check) 



EDGE 
You think you know him. As one of the brightest young superstars of the WWE, 
this Toronto favorite son vowed to become a wrestler while witnessing the classic 
confrontation between the immortal Hollywood Hogan and the Ultimate Warrior at 
WrestleMania VI in the Skydome. Since fulfilling the dream, Edge has had an 
impressive record. He won the Intercontinental Championship in 1999, but that 
accomplishment was dwarfed by the prolific tag-team record he quickly amassed. 
With his brother Christian, he was a seven-time Tag Team Champion, in addition 
to headlining some of the most memorable tag matches in recent history, such as 
the ladder match at WrestleMania 2000 and the three TLC (Tables, Ladders, and 
Chairs) matches, which will always have their place in the annals of tag-team 
wrestling. 
 After his win in the 2001 King of the Ring tournament, Edge rejoined the 
ranks of singles wrestlers, eventually defeating his own brother in a ladder match 
to regain the Intercontinental Championship, a belt he has owned numerous 
times since. As other WWE superstars fall to his dreaded spear, it looks not only 
as if Edge is not slowing down, but will soon figure as a prominent part in the 
World Title picture. Those arguing otherwise just think they know him. 
 
Aerial Wrestler 2/Savvy Wrestler 4/Technical Wrestler 2 
Attitude: Neutral 
Height & Weight: 6'4", 240 
Weight Class: Heavyweight 
Lift DC: 11 
Reputation: +1 
Abilities: Str 14, Dex 14, Con 13, Int 14, Wis 11, Cha 15 
Endurance: 104 
Trauma: 13 
Base Attack Bonus: +6 
Save: Fort +2, Ref +9, Will +4 
Training Background: Mat Wrestling 
Skills: Balance +5, Bluff +7, Climb +5, Concentration +6, Diplomacy +5, Disguise 
+3, Escape Artist +5, Hide +10, Intimidate +5, Jump +5, Knowledge (aerial 
maneuvers) +5, Knowledge (technical maneuvers) +5, Perform (mic) +8, Perform 
(vignette) +8, Profession (actor) +3, Sense Motive +5, Sleight of Hand +6, Spot 
+5 
Feats: Aerial Maneuvers Proficiency, Entertaining (promo and vignette), Low 
Profile, Moveset, Power Maneuvers Proficiency, Savvy Maneuvers Proficiency, 
Signature Move (Edgecution), Simple Maneuvers Proficiency, Tag Team 
Specialist, Technical Maneuvers Proficiency, Upset-Minded 
Talent: Blazing Speed, Dirty Player, Instinct, Stroke 
Moveset: Downward Spiral (technical maneuver, 2d6 damage, requires lift check, 
Moveset bonus; +0 on maneuver check) 
 Edge-O-Matic (aerial maneuver, 2d6 damage, requires lift check, 
immediate pin attempt, prone self, Moveset bonus, +0 on maneuver check) 



Signature Move: Edgecution (technical maneuver, 3d6 damage, requires lift 
check, 1 Endurance cost, Signature Move bonus; +0 on maneuver check, 
2/show) 
Finishing Maneuver: Spear (power maneuver, 3d6 damage, knockdown check, 
stun self if missed, 1 Endurance cost; –3 on maneuver check) 



RHYNO 
The man-beast known as Rhyno has a great deal in common with his namesake 
— strong, sturdy, and deceptively fast! At the same time, he’s extraordinarily 
methodical in his approach, taking his time in whittling down opponents before 
moving in for the kill, usually by planting them with his feared, explosive charge — 
the Gore. When Rhyno launches his thick, muscular frame into a poor 
unfortunate soul like that, it invariably signals the end of a match. 
 Rhyno exudes intensity at all times and is fearful of no one. He may not be 
the tallest superstar, nor is he the most acrobatic, but he gets the job done with 
frightening efficiency. In the WWE, that’s all that matters. 
 Rhyno first caught the attention of wrestling fans early in his career, when 
he quickly climbed to the top of ECW’s roster, eventually capturing that 
promotion’s Television Championship and even its World Championship. In fact, 
he was the last man to hold both of those titles. The year 2001 marked his WWE 
debut, and he made an immediate impact by pounding, slamming, and goring his 
way through the other superstars. He has held the United States Title as well as 
the Hardcore Title on several different occasions. 
 The man-beast has formed a successful tag team with fellow ECW 
alumnus Tajiri. Rhyno’s raw power and Tajiri’s martial arts expertise have proven 
to be an effective combination that has enabled them to rack up an impressive 
win streak. 
 
Power Wrestler 3/Rough Wrestler 3 
Attitude: Neutral 
Height & Weight: 6'3", 285 
Weight Class: Heavyweight 
Lift DC: 15 
Reputation: +3 
Abilities: Str 17, Dex 12, Con 17, Int 10, Wis 10, Cha 10 
Endurance: 102 
Trauma: 20 
Base Attack Bonus: +4 
Save: Fort +9, Ref +3, Will +4 
Training Background: Streetfighting 
Skills: Climb +5, Concentration +8, Hide +5, Intimidate +9, Knowledge (power 
maneuvers) +7, Knowledge (rough maneuvers) +7 
Feats: Fearless, Hulk Up, Imposing, Low Center of Gravity, Maneuver Focus 
(power maneuvers), Power Maneuvers Proficiency, Resilient, Rough Maneuvers 
Proficiency, Simple Maneuvers Proficiency, Toughness 
Talent: Hardcore, Immovable Object, Juggernaut, Tough Enough 
Finishing Maneuver: Gore (power maneuver, 3d6 damage, knockdown check, 
stun self if missed, 1 Endurance cost; –3 on maneuver check) 



TAJIRI 
Full of cunning and guile, this deft martial artist poses a serious threat to anyone 
he faces in the ring. Tajiri is known as the “Japanese Buzzsaw” because of his 
aggressive, relentless fighting style. Whether he’s ensnaring opponents in the 
painful tarantula hold or knocking them into next week with his handspring back-
elbow smash off the ropes, Tajiri is not one to be taken lightly. He’s as quick as a 
cat and as fierce as a cornered mountain lion, much to the chagrin of his 
opponents. 
 Tajiri first began wrestling in Mexico, where he combined the Lucha Libre 
style with his martial arts training to create a form of wrestling that has yet to be 
duplicated. He stormed into ECW and seized the Television Championship and 
the Tag Team Championship. His presence has made a strong impact in the 
WWE, and he has captured numerous titles since that time, including the defunct 
Light Heavyweight Title, the Cruiserweight Title, the World Tag Team Title, and 
(most notably) the coveted United States Title. 
 Tajiri has formed an unlikely tag team with another former ECW superstar, 
Rhyno. Together, they have risen through the Raw tag-team ranks as a 
formidable duo and perennial contenders to the tag belts. 
 
Aerial Wrestler 1/Rough Wrestler 2/Technical Wrestler 3 
Attitude: Neutral 
Height & Weight: 5'9", 205 
Weight Class: Cruiserweight 
Lift DC: 10 
Reputation: +1 
Abilities: Str 12, Dex 15, Con 12, Int 14, Wis 15, Cha 12 
Endurance: 78 
Trauma: 13 
Base Attack Bonus: +4 
Save: Fort +5, Ref +5, Will +8 
Training Background: Martial Arts 
Skills: Balance +6, Bluff +3, Climb +5, Concentration +4, Diplomacy +3, Disguise 
+6, Escape Artist +9, Hide +9, Jump +5, Knowledge (rough maneuvers) +5, 
Knowledge (technical maneuvers) +7, Perform (vignette) +4, Sense Motive +9, 
Sleight of Hand +5, Speak Language (English), Spot +9, Tumble +6 
Feats: Aerial Maneuvers Proficiency, Crafty, High Flying, Martial Art Weapons 
Proficiency, Moveset, Rough Maneuvers Proficiency, Signature Move (Green 
Mist), Simple Maneuvers Proficiency, Smelled a Fish, Technical Maneuvers 
Proficiency, Vigor 
Talent: 10,000 Holds, Educated Feet, Ring Tactician, Stomping a Mudhole 
Moveset: Handspring back-elbow smash (aerial maneuver, 2d6 damage, 
knockdown check, Moveset bonus; –2 on maneuver check) 
 Tarantula (technical maneuver, 2d6 damage, illegal, submission, Moveset 
bonus; –1 on maneuver check) 
Signature Move: Green Mist (rough maneuver, 2d8 damage, automatic DQ, 
possible stun, Signature Move bonus; –1 on maneuver check, 2/show) 



Finishing Maneuver: Kick of Death (technical maneuver, 2d6 damage, 
knockdown check, possible stun, 3 Endurance cost; –2 on maneuver check) 



TRISH STRATUS 
Trish Stratus may be beautiful and sultry, but she’s as wicked as they come, with 
a bona-fide mean streak to match! One would be hard-pressed to name another 
diva who has more to offer in the ring than the “Internet Babe of the Year” — she’s 
crafty, athletic, and rugged, and will do whatever it takes to come out on top, even 
if it means bending (or outright breaking) the rules. Her only real weakness is her 
arrogance, which has made her mistake-prone in the past. 
 Trish began her sports entertainment career as a manager, but she wasn’t 
content with a passive role. She wanted to be directly involved in the action rather 
than watching from the sidelines, and thus rapidly catapulted herself to the top of 
the women’s division in no time at all. Since then, she has held the Women’s Title 
on numerous occasions, proving her prowess and savvy in the ring on a 
continuous basis. Even when Trish isn’t holding the belt, she’s never more than a 
step or two away from it. This tenacity and drive are a large part of what make her 
such a successful superstar in the WWE. 
 
Manager 3/Savvy Wrestler 2/Technical Wrestler 1 
Attitude: Heel 
Height & Weight: 5'4", 125 
Weight Class: Light Cruiserweight 
Lift DC: 7 
Reputation: +7 
Abilities: Str 10, Dex 14, Con 12, Int 14, Wis 14, Cha 18 
Endurance: 78 
Trauma: 12 
Base Attack Bonus: +3 
Save: Fort +2, Ref +6, Will +5 
Training Background: Fitness 
Skills: Bluff +11, Concentration +2, Diplomacy +11, Hide +9, Intimidate +7, 
Knowledge (roster) +7, Knowledge (technical maneuvers) +5, Perform (dance) 
+8, Perform (promo) +12, Perform (vignette) +12, Profession (model) +7, Sleight 
of Hand +8, Spot +7, Treat Injury +7 
Feats: Aerial Maneuvers Proficiency, Bat Out of Hell, Entertaining (promo and 
vignette), Moveset, Rough Maneuvers Proficiency, Savvy Maneuvers Proficiency, 
Signature Move (Chick Kick), Simple Maneuvers Proficiency, Technical 
Maneuvers Proficiency, Vigor 
Talent: 10,000 Holds, Educated Feet, Entering the Stratusphere, Interference, 
Mouthpiece (7 characters), Ring Tactician, Stomping a Mudhole 
Moveset: Hair Swing (rough maneuver, 2d6 damage, illegal, Moveset bonus; +0 
on maneuver check) 
 Handspring Hurricarana (aerial maneuver, 2d6 damage, knockdown 
check, Moveset bonus; –2 on maneuver check) 
Signature Move: Chick Kick (rough maneuver, 2d6 damage, knockdown check, 
Signature Move bonus; –1 on maneuver check, 2/show) 
Finishing Maneuver: Stratusfaction (aerial maneuver, 2d6 damage, requires lift 
check, possible stun, 1 Endurance cost; –2 on maneuver check) 



THE HURRICANE 
“Stand back! There’s a hurricane coming through!” 
 That proclamation can only herald one thing — a fast-paced, high-flying 
match from the superhero known as The Hurricane! Win, lose, or draw, The 
Hurricane, using his beloved “Hurri-Powers,” never fails to deliver a pulse-
pounding performance, much to the delight of citizens all around the world. 
 Clad in his vivid costume, mask, and cape, The Hurricane presents quite 
an interesting visage. Many villains underestimate him, thinking perhaps his light-
hearted, comical appearance equates to incompetence. Needless to say, such a 
dastardly misconception is proved wrong as soon as the bell rings. He’s lightning 
on his feet and isn’t afraid to take extreme risks in order to put his opponents 
down for the one-two-three. 
 It’s certainly hard to argue with his success. The Hurricane has amassed 
numerous titles since his heroic 2001 WWE debut, including the Hardcore Title, 
Cruiserweight Title, European Championship, and even the World Tag Team 
Title (with an unlikely partner in Kane). 
 These days, The Hurricane partners up with another full-fledged 
superhero, Rosey, to form a surprisingly effective crime-fighting — and tag — 
tandem. While they have yet to conquer the World Tag Team Title, they are 
always a mere step away from it. One wonders how long it will be before the belts 
are clasped triumphantly around their waists. 
 
Aerial Wrestler 6 
Alignment: Face 
Height & Weight: 5'10", 191 
Weight Class: Cruiserweight 
Lift DC: 9 
Reputation: +2 
Abilities: Str 11, Dex 17, Con 11, Int 13, Wis 12, Cha 14 
Endurance: 66 
Trauma: 11 
Base Attack Bonus: +4 
Save: Fort +2, Ref +5, Will +2 
Training Background: Acrobatics 
Skills: Balance +8, Climb +7, Diplomacy +4, Escape Artist +8, Jump +10, 
Knowledge (aerial maneuvers) +6, Perform (promo) +5, Perform (vignette) +7, 
Profession (mild-mannered reporter) +2, Sleight of Hand +8, Spot +6, Tumble +8 
Feats: Aerial Maneuvers Proficiency, High Flying, Maneuver Focus (aerial 
maneuvers), Moveset, Natural (Perform: vignette and Spot), Popular Appeal, 
Power Maneuvers Proficiency, Simple Maneuvers Proficiency, Technical 
Maneuvers Proficiency 
Talent: Blazing Speed, Daredevil, Risk Taker 
Moveset: Hurri-Chokeslam (power maneuver, 2d6 damage, requires lift check, 
Moveset bonus; +0 on maneuver check) 
 Shining Wizard (aerial maneuver, 2d6 damage, knockdown check, 
Moveset bonus; –1 to maneuver check) 



Finishing Maneuver: Eye of the Hurricane (aerial maneuver, 2d6 damage, 
requires lift check, prone self, immediate pin attempt; –1 on maneuver check) 



 JONATHAN COACHMAN 
The former voice of Sunday Night HEAT may look like just an arrogant 
sycophant, but this McPherson College graduate is no slouch athletically, having 
been the three-time NAIA Conference Player of the Year. Hailing from Wichita, 
Kansas, “The Coach” originally hosted Sunday Night HEAT with Al Snow but 
soon became Eric Bischoff’s “confidant” when he sided with the General Manager 
against Shane McMahon at SummerSlam 2003. His allegiances revealed, he 
exhibited a strong dislike of Jim Ross, going so far as to actually steal the Raw 
announcer slot on Monday from him for a short time. Currently he has become 
completely enamored with Bischoff, doing whatever is asked of him. 
 
Manager 4 
Attitude: Heel 
Height & Weight: 6'3", 230 
Weight Class: Cruiserweight 
Lift DC: 11 
Reputation: +4 
Abilities: Str 12, Dex 13, Con 12, Int 12, Wis 12, Cha 13 
Endurance: 48 
Trauma: 12 
Base Attack Bonus: +1 
Save: Fort +2, Ref +2, Will +2 
Training Background: Sports 
Skills: Bluff +6, Diplomacy +6, Hide +5, Knowledge (roster) +6, Knowledge (rough 
maneuvers) +6, Perform (promo) +5, Perform (vignette) +5, Profession 
(announcer) +5, Profession (sportscaster) +2, Sense Motive +5, Spot +5, Treat 
Injury +6 
Feats: Bat Out of Hell, Popular Appeal, Rough Maneuvers Proficiency, Savvy 
Maneuvers Proficiency, Simple Maneuvers Proficiency 
Talent: Entering the Stratusphere, Interference, Mouthpiece (5 characters) 
Signature Move: None 
Finishing Maneuver: None 



EARL HEBNER 
Among referees, Earl Hebner is a staple. Even at 55 years of age, this Richmond, 
Virginia native has been wearing the stripes and calling the shots since 1978. 
Now the WWE Raw Senior Referee, Earl is often the trusted eyes to officiate 
prestigious main events and World Title matches, and his reputation of calling it 
right down the middle and of not being easily pushed around by the wrestlers in 
the ring has earned him a lot of respect throughout the WWE. 
 
Attitude: Neutral 
Height & Weight: 5'9", 156 
Weight Class: Cruiserweight 
Lift DC: 8 
Reputation: +5 
Abilities: Str 10, Dex 10, Con 10, Int 10, Wis 10, Cha 10 
Endurance: 15 
Trauma: 10 
Base Attack Bonus: +0 
Save: Fort +0, Ref +0, Will +2 
Training Background: Sports 
Skills: Diplomacy +5, Intimidate +2, Knowledge (roster) +5, Sense Motive +5, 
Spot +5 
Feats: Iron Will, Renown, Simple Maneuvers Proficiency 
Talent: None 
Finishing Maneuver: None 



ERIC BISCHOFF 
The unscrupulous General Manager of Raw enjoys his position of power. He 
regularly shocks the fans by making selfish — yet entertaining — decisions 
regarding what happens on his show. It could be said that he thrives on creating 
surprise matches, instituting unusual stipulations, and suspending wrestlers who 
are thorns in his proverbial side. He’s not a fair man by any means, and he 
seldom makes any pretenses about it. If anyone gives him lip about his self-
serving nature, he will occasionally use his “extensive martial arts training” to 
teach the offender a lesson in the ring — though he often finds himself on the 
losing end of these matches. 
 Bischoff came into fame first as a WCW announcer, then as its head 
honcho, leading the WCW to becoming the WWE’s biggest competition. He 
eventually left the WCW before its blockbuster acquisition by the WWE, but found 
himself in the WWE later, hired by Mr. McMahon to manage Raw in a shocker. 
Things just haven’t been the same since! 
 
Manager 10 
Attitude: Heel 
Height & Weight: 5'10", 180 
Weight Class: Cruiserweight 
Lift DC: 9 
Reputation: +12 
Abilities: Str 11, Dex 12, Con 10, Int 14, Wis 16, Cha 14 
Endurance: 100 
Trauma: 12 
Base Attack Bonus: +3 
Save: Fort +3, Ref +4, Will +6 
Training Background: Entertainment 
Skills: Bluff +14, Diplomacy +12, Disguise +14, Hide +6, Knowledge (roster) +12, 
Knowledge (technical maneuvers) +7, Perform (promo) +7, Perform (vignette) 
+12, Profession (announcer) +8, Profession (promoter) +13, Sense Motive +12, 
Sleight of Hand +6, Spot +8 
Feats: Cagey, Martial Art Weapons Proficiency, Renown, Savvy Maneuvers 
Proficiency, Simple Maneuvers Proficiency, Technical Maneuvers Proficiency 
Talent: Got Your Back, Here Comes the Money, Motormouth, Mouthpiece (14 
characters), The Brain 
Finishing Maneuver: None 



THE UNDERTAKER 
With more than a decade of destruction, The Undertaker reigns as the baddest of 
badasses in the WWE. The towering Phenom from Death Valley has battled 
legends as diverse as Shawn Michaels, HHH, The Big Show, Kurt Angle, and 
The Rock — none has matched his record of success so far. Not only is The 
Undertaker a multiple-time champion, he has an unrivaled 12-0 Wrestlemania 
winning streak. From the Lord of Darkness to the American Badass to Dead Man, 
Inc., his persona and visage always strike fear into the opponents’ hearts like a 
cold dagger. This menacing monster has walked through the shadows of death to 
claim many a soul in some of the most brutal matches ever witnessed, from 
casket to “buried alive,” not to mention his specialty — the infamous Hell in the 
Cell, in which he remains undefeated. The omens still do not appear fortuitous for 
anybody crossing The Undertaker’s path, and the foretelling signs indicate more 
souls falling to the aptly named tombstone piledriver to come. Rest … in … peace. 
 
Power Wrestler 10/Rough Wrestler 8 
Attitude: Face 
Height & Weight: 6’'8", 328 
Weight Class: Heavyweight 
Lift DC: 15 
Reputation: +6 
Abilities: Str 21, Dex 12, Con 20, Int 13, Wis 15, Cha 14 
Endurance: 360 
Trauma: 23 
Base Attack Bonus: +14 
Save: Fort +18, Ref +6, Will +11 
Training Background: Streetfighting 
Skills: Bluff +7, Concentration +15, Hide +12, Intimidate +20, Knowledge (power 
maneuvers) +6, Knowledge (rough maneuvers) +6, Knowledge (simple 
maneuvers) +6, Knowledge (specialty match: casket) +6, Knowledge (specialty 
match: hell in a cell) +11, Perform (promo) +7, Perform (vignette) +10, Profession 
(actor) +5, Sleight of Hand +8 
Feats: Aerial Maneuvers Proficiency, Chain Wrestling (rough maneuvers), Crafty, 
Extra Finisher (Chokeslam), Fearless, Great Fortitude, High Pain Threshold, Hulk 
Up, Impervious (5/segment), Imposing, Iron Will, Maneuver Focus (rough 
maneuvers), Moveset, Natural (Perform: promo and Perform: vignette), Popular 
Appeal, Power Maneuvers Proficiency, Rough Maneuvers Proficiency, Simple 
Maneuvers Proficiency, Spectacular Entrance, Technical Maneuvers Proficiency, 
Toughness 
Talent: Badass, Big Badass, Brute Force, Hardcore, Juggernaut, Rest in Peace, 
Tough Enough, Tough S.O.B., Tougher Than a Two-Dollar Steak 
Moveset: Big Boot (rough maneuver, 2d6 damage, knockdown check, possible 
stun, 1 Endurance cost, Moveset bonus; –3 on maneuver check) 
 Dragon Sleeper (technical maneuver, 3d6 damage, submission, Moveset 
bonus; –2 on maneuver check) 
 Flying Clothesline (aerial maneuver, 2d6 damage, knockdown check, 
possible stun on self if missed, Moveset bonus; –1 on maneuver check) 



 Old-School Forearm Smash (aerial maneuver, 2d6 damage, knockdown 
check, possible stun on self if missed, Moveset bonus; –1 on maneuver check) 
 Soupbone Punches (rough maneuver, 2d6 damage, Moveset bonus; –1 on 
maneuver check) 
 Uppercut to Throat (rough maneuver, 1d8 damage, illegal, Moveset bonus; 
+1 on maneuver check) 
Finishing Maneuver: Chokeslam (rough maneuver, 3d6 damage, requires lift 
check, possible stun, 2 Endurance cost; –3 on maneuver check) 
 Tombstone Piledriver (power maneuver, 3d6 damage, requires lift check, 
possible stun, 2 Endurance cost; –3 on maneuver check) 



KURT ANGLE 
Kurt Angle first achieved fame in 1996 when he won the gold medal for the 220-
pound freestyle-wrestling competition in the Atlanta Olympic Games. That was 
only the first taste of gold for him. Four years afterward, he entered the WWE and 
parlayed his wrestling expertise to fast glory. He is still the only man to snatch the 
European Title, the Intercontinental Title, the King of the Ring honor, and the 
WWE Title all in his rookie year. Kurt has been a successful (if unpopular) WWE 
superstar and perennial champion. At Wrestlemania XIX, he defended the World 
Title with a broken neck and lost it, only to return a few months later after an 
amazing recovery to reclaim the championship. Your Olympic Hero just had a 
stint as the General Manager of SmackDown! but is currently back on the active 
roster. It will be interesting to see if Kurt’s intensity, integrity, and intelligence will 
see him through to being a champion again. 
 And he does not suck. Just ask him. 
 
Manager 1/Power Wrestler 1/Savvy Wrestler 1/Technical Wrestler 9 
Attitude: Heel 
Height & Weight: 6'2", 235 
Weight Class: Heavyweight 
Lift DC: 11 
Reputation: +9 
Abilities: Str 15, Dex 14, Con 15, Int 18, Wis 16, Cha 16 
Endurance: 165 
Trauma: 23 
Base Attack Bonus: +10 
Save: Fort +7, Ref +7, Will +11 
Training Background: Mat Wrestling 
Skills: Bluff +12, Climb +4, Concentration +12, Escape Artist +10, Hide +10, 
Intimidate +9, Knowledge (aerial maneuvers) +11, Knowledge (power 
maneuvers) +12, Knowledge (roster) +11, Knowledge (specialty match: 
submission) +11, Knowledge (technical maneuvers) +15, Perform (promo) +12, 
Perform (vignette) +12, Sense Motive +10, Sleight of Hand +7, Spot +10, Treat 
Injury +10 
Feats: Chain Wrestling (technical maneuvers), Coordinated, Extra Finisher 
(Olympic Slam), Iron Will, Learned (aerial maneuvers and technical maneuvers), 
Maneuver Focus (technical maneuvers), Maneuver Specialization (technical 
maneuvers), Natural (Bluff and Perform: vignette), Power Maneuvers Proficiency, 
Renown, Savant, Savvy Maneuvers Proficiency, Signature Move (Moonsault), 
Simple Maneuvers Proficiency, Technical Maneuvers Proficiency 
Talent: Brute Force, Instinct, Intensity-Integrity-Intelligence, Interference, Mat 
Technician, The Mood’s About to Change, Mouthpiece, Stroke, Textbook 
Signature Move: Moonsault (aerial maneuver, 2d6 damage, prone target, prone 
self, immediate pin attempt, nonproficiency, Savant, Signature Move bonus; –1 on 
maneuver check, 4/show) 
Finishing Maneuver: Anglelock (technical maneuver, 3d6 damage, prone target; –
3 on maneuver check) 



 Olympic Slam (power maneuver, 3d6 damage, requires lift check; –3 on 
maneuver check) 



EDDIE GUERRERO 
The Latino Heat debuted as a part of The Radicals faction alongside Chris 
Benoit. Although Eddie Guerrero is a relative newcomer to the WWE Title scene, 
he’s certainly no stranger to gold. His career has seen him as a European 
Champion, Intercontinental Champion, U.S. Champion, and WWE Tag Team 
Champion. Eddie’s talent in the ring shouldn’t come as a surprise, for many great 
Guerreros have been in the ring over the years, including his brother Chavo and 
former tag tem partner Chavo Jr. With wrestling in his blood, Eddie employs a 
large arsenal of styles, from technical holds to brawling to high-impact moves 
with equal ease. Whether using his Lasso from El Paso to knock down an 
opponent or his Frog Splash to finish them off, Eddie’s versatility has made him a 
champion time and again. Although Eddie’s fight with addiction is well 
documented to SmackDown! fans, it hasn’t dampened his amazing rapport with 
the fans or his ability to arouse them with his trademarked low-rider. He’s found a 
new addiction — a drive to win — and he’s willing to cheat, lie, and steal for any 
title. 
 
Aerial Wrestler 3/Savvy Wrestler 4/Technical Wrestler 2 
Attitude: Face 
Height & Weight: 5'8", 230 
Weight Class: Heavyweight 
Lift DC: 11 
Reputation: +8 
Abilities: Str 13, Dex 15, Con 13, Int 16, Wis 14, Cha 16 
Endurance: 117 
Trauma: 13 
Base Attack Bonus: +7 
Save: Fort +3, Ref +9, Will +7 
Training Background: Legacy 
Skills: Balance +5, Bluff +15, Climb +5, Concentration +5, Diplomacy +8, Escape 
Artist +6, Hide +10, Jump +5, Knowledge (aerial maneuvers) +8, Knowledge 
(savvy maneuvers) +8, Knowledge (technical maneuvers) +5, Perform (dance) 
+4, Perform (promo) +14, Perform (vignette) +14, Sense Motive +5, Sleight of 
Hand +8, Spot +7 
Feats: Aerial Maneuvers Proficiency, Cagey, Cheap Shot Artist, Entertaining 
(promo and vignette), High Flying, Moveset, Power Maneuvers Proficiency, 
Rough Maneuvers Proficiency, Savvy Maneuvers Proficiency, Signature Move 
(Three Amigos Triple Suplex), Simple Maneuvers Proficiency, Spectacular 
Entrance, Technical Maneuvers Proficiency 
Talent: Blazing Speed, Educated Feet, Instinct, Ring Smarts, You Can’t See Me 
Moveset: Lasso from El Paso (technical maneuver, 2d6 damage, prone target, 
submission, Moveset bonus; –1 on maneuver check) 
 Taunt (savvy maneuver, ability modifier damage, Moveset bonus; +4 on 
maneuver check) 
 Toss Over Top Rope (rough maneuver, 2d10 damage, illegal, requires lift 
check, Reflex save negates damage, Moveset bonus; +1 on maneuver check) 



Signature Move: Three Amigos Triple Suplex (power maneuver, 3d6 damage, 
requires lift check, Signature Move bonus; –1 on maneuver check, 3/show) 
Finishing Maneuver: Frog Splash (aerial maneuver, 2d8 damage, prone target, 
prone self, possible stun, possible stun on self if missed, immediate pin attempt; –
3 on maneuver check) 



THE BIG SHOW 
The seven-foot-tall giant known as The Big Show isn’t just another “big guy.” He 
is charismatic, witty, and far more mobile than most other similarly sized 
competitors. And let’s not forget his temper! Big Show doesn’t get angry … he 
becomes enraged! This often entails the total destruction of his opponents and a 
great deal of property damage to the arena. It’s unwise to infuriate someone with 
the size and strength of a 500+-pound monster! 
 “Show” started his career in the mid-1990s, choke-slamming his way to the 
pinnacle of the WCW. In 1999, he signaled his signing with the WWE by throwing 
“Stone Cold” Steve Austin through the cage during a steel cage match! It was 
obvious to all that the behemoth’s impact was going to be felt for many years to 
come, and indeed it was. In fact, it is still felt today. The former World Champion 
continues to use his gargantuan size and immense physical power to mow 
opponents down unmercifully each and every week on SmackDown!. 
 
Power Wrestler 10/Rough Wrestler 2 
Attitude: Face 
Height & Weight: 7'2", 525 
Weight Class: Ultra-Heavyweight 
Lift DC: 23 
Reputation: +4 
Abilities: Str 24, Dex 8, Con 18, Int 11, Wis 10, Cha 13 
Endurance: 117 
Trauma: 21 
Base Attack Bonus: +11 
Save: Fort +16, Ref +2, Will +6 
Training Background: Streetfighting 
Skills: Balance +3, Concentration +5, Disguise +5, Hide +3, Intimidate +12, 
Knowledge (power maneuvers) +5, Knowledge (rough maneuvers) +5, Perform 
(promo) +7, Perform (vignette) +8, Profession (comedy actor) +3 
Feats: Chain Wrestling (power maneuvers), Chain Wrestling (rough maneuvers), 
Entertaining (promo and vignette), Great Fortitude, High Pain Threshold, Hulk 
Up, Imposing, Maneuver Focus (power maneuvers), Maneuver Specialization 
(power maneuvers), Moveset, Natural (Balance and Perform: vignette), Popular 
Appeal, Power Maneuvers Proficiency, Rough Maneuvers Proficiency, Signature 
Move (Final Cut Elbowdrop), Toughness 
Talent: Biggest Show on Earth, Immovable Object, Juggernaut, Rest in Peace, 
Smack into a Brick Wall, Tough Enough 
Moveset: Big Boot (power maneuver, 2d6 damage, knockdown check, possible 
stun, 1 Endurance cost, Moveset bonus; –3 on maneuver check) 
 Chest Slap (rough maneuver, 2d6 damage, Moveset bonus; –1 on 
maneuver check) 
 Corner Butt Squash (rough maneuver, 2d6 damage, knockdown check, 
Moveset bonus; –2 on maneuver check) 
 Headbutt (rough maneuver, 2d6 damage, knockdown check, possible stun 
on self if missed, Moveset bonus; –1 on maneuver check) 



Signature Move: Final Cut Elbowdrop (rough maneuver, 2d8 damage, requires lift 
check, prone self, immediate pin attempt, +0 on maneuver check; 4/show) 
Finishing Maneuver: Show Stopper (power maneuver, 3d6 damage, requires lift 
check, possible stun; –5 on maneuver check) 



BUBBA RAY DUDLEY 
Bubba Ray Dudley is a tough customer who has no compunction about hurting 
his opponents and can even be described as psychotic — evident in the dazed, 
euphoric expression he wears after putting unfortunate souls through a table (a 
favorite tactic of his). 
 Bubba Ray, along with brother D-Von, terrorized the ECW tag-team 
division for many years, crushing other duos night in and night out. They wore the 
ECW Tag Team belts eight times before transplanting their brand of brutality to 
WWE in 2000. Many at the time speculated the Dudleys would flounder in the 
“big pond” as a “small fish,” but this wasn’t the case at all. In virtually no time, the 
brothers established dominance on the tag-team scene, racking up victory after 
victory in the process. They’ve even made history as the first tandem to win the 
ECW, WCW, and WWE Tag Team Titles — no small feat, to be sure! 
 In addition to his success as a part of the Dudley clan, Bubba Ray has 
done well for himself as a singles competitor after he and his brother temporarily 
separated. During this stint, he acquired the Hardcore Title a whopping eight 
times in a two-month span. His solo career ended at Survivor Series in 2002, 
when the Dudleys reunited to once again rule their division. 
 
Power Wrestler 5/Rough Wrestler 3 
Attitude: Heel 
Height & Weight: 6'2", 280 
Weight Class: Heavyweight 
Lift DC: 13 
Reputation: +2 
Abilities: Str 14, Dex 12, Con 15, Int 11, Wis 13, Cha 12 
Endurance: 127 
Trauma: 15 
Base Attack Bonus: +6 
Save: Fort +9, Ref +3, Will +5 
Training Background: Streetfighting 
Skills: Bluff +5, Hide +5, Intimidate +8, Knowledge (rough maneuvers) +6, 
Knowledge (specialty match: tables) +8, Perform (vignette) +5, Sleight of Hand 
+3 
Feats: Cheap Shot Artist, Crafty, Moveset, Popular Appeal, Power Maneuvers 
Proficiency, Rough Maneuvers Proficiency, Signature Move (Bubba Bomb), 
Signature Move (Wazzup), Simple Maneuvers Proficiency, Toughness, Vigor 
Talent: Badass, Brute Force, Hardcore, Juggernaut, Nailz 
Moveset: Bubba Jive Punch (rough maneuver, 2d6 damage, knockdown check, 
Moveset bonus; -2 on maneuver check) 
Bubba Elbowdrop (rough maneuver, 2d6 damage, prone target, prone self, 
possible stun if missed, Moveset bonus; +2 on maneuver check) 
Signature Move: Bubba Bomb (power maneuver, 3d6 damage, requires lift 
check, Moveset bonus; -2 on maneuver check, 2/show) 
 Wazzup (tag-team Signature Move, aerial maneuver, 2d8 damage, prone 
target, prone self, possible stun, possible stun if missed, nonproficiency, 
Signature Move bonus; -4 on maneuver check, 2/show) 



Finishing Maneuver: 3-D/Dudley Death Drop (tag-team finisher, rough maneuver, 
2d8 damage, requires lift check, prone self, 1 Endurance cost; +0 on maneuver 
check) 



D-VON DUDLEY 
D-Von Dudley is widely known for his viciousness and willingness to take things 
to the extreme. While not as thickly built or strong as his brother, Bubba Ray, he 
is much quicker and more maneuverable. 
 Along with Bubba Ray, D-Von is a tag-team specialist. Their move to the 
WWE in 2000 was a smooth transition for the Dudleys. They picked up where 
they left off in the ECW by defeating any and all tag teams that stepped in their 
way — and quite a few who just happened to be in the wrong place at the wrong 
time. In other words, their dominance continued! 
 
Power Wrestler 3/Rough Wrestler 5 
Attitude: Heel 
Height & Weight: 6'1", 250 
Weight Class: Heavyweight 
Lift DC: 12 
Reputation: +2 
Abilities: Str 12, Dex 13, Con 13, Int 12, Wis 11, Cha 10 
Endurance: 104 
Trauma: 16 
Base Attack Bonus: +6 
Save: Fort +8, Ref +3, Will +5 
Training Background: Streetfighting 
Skills: Bluff +5, Climb +5, Concentration +6, Hide +6, Intimidate +5, Knowledge 
(power maneuvers) +6, Knowledge (rough maneuvers) +6, Knowledge (simple 
maneuvers) +6, Knowledge (specialty matches: tables) +6, Perform (vignette) +4, 
Sleight of Hand +4 
Feats: Aerial Maneuvers Proficiency, Cheap Shot Artist, Maneuver Focus (rough 
maneuvers), Opportunist, Popular Appeal, Power Maneuvers Proficiency, Rough 
Maneuvers Proficiency, Signature Move (Wazzup), Simple Maneuvers 
Proficiency, Tag Team Specialist, Toughness 
Talent: Badass, Brute Force, Hardcore, Nailz, Space Mountain 
Signature Move: Wazzup (tag-team Signature Move, aerial maneuver, 2d8 
damage, prone target, prone self, possible stun, possible stun on self if missed, 
Signature Move bonus; +0 on maneuver check, 2/show) 
Finishing Maneuver: 3-D/Dudley Death Drop (tag-team finisher, rough maneuver, 
2d8 damage, requires lift check, prone self, 1 Endurance cost; +0 on maneuver 
check) 



TORRIE WILSON 
This Boise, Idaho blonde bombshell burst onto the professional wrestling scene 
with WCW in 1999, but it wasn’t until she moved to the WWE in 2001 that people 
really started to stand up and take notice of the former fitness model and Miss 
Galaxy winner. Since then, she’s graced the cover of Playboy twice (once in May 
2003 and once in March 2004), but she’s still willing to put on the wrestling boots 
and compete in the ring. 
 
Manager 2/Savvy Wrestler 2 
Attitude: Face 
Height & Weight: 5'9", 132 
Weight Class: Light Cruiserweight 
Lift DC: 7 
Reputation: +10 
Abilities: Str 9, Dex 14, Con 11, Int 13, Wis 12, Cha 18 
Endurance: 49 
Trauma: 11 
Base Attack Bonus: +1 
Save: Fort +0, Ref +5, Will +1 
Training Background: Fitness 
Skills: Bluff +7, Diplomacy +9, Hide +5, Knowledge (roster) +6, Knowledge (savvy 
maneuvers) +4, Knowledge (simple maneuvers) +6, Knowledge (technical 
maneuvers) +3, Perform (dance) +5, Perform (promo) +5, Perform (vignette) +5, 
Profession (model) +12, Profession (ring announcer) +4, Sense Motive +6, Spot 
+4 
Feats: Aerial Maneuvers Proficiency, Heat Machine, Moonlighting (model and 
ring announcer), Renown, Savvy Maneuvers Proficiency, Signature Move (DDT), 
Simple Maneuvers Proficiency, Technical Maneuvers Proficiency, Vigor 
Talent: Lucky, Mouthpiece (6 characters), Stroke 
Signature Move: DDT (technical maneuver, 2d6 damage, requires lift check, 
possible stun, Signature Move bonus; –1 on maneuver check, 1/show) 
Finishing Maneuver: Neckbreaker (technical maneuver, 2d6 damage, requires lift 
check, prone self; +0 on maneuver check) 



PAUL HEYMAN 
“Paul E.” has worn many hats during his illustrious career: manager, owner of the 
ECW, and General Manager of SmackDown!. More impressive is the fact that he 
has excelled in each of these roles. But make no mistake, Paul Heyman is an 
opportunistic snake in the grass who cares little for anyone but himself. Every 
success he ever pilfered has been through treachery, deceit, and manipulation. 
 In 2001, Paul Heyman set his sights on the WWE, where he led many ex-
ECW wrestlers and conspired with Shane and Stephanie McMahon to form The 
Alliance. With their combined efforts, they invaded the WWE in hopes of a hostile 
takeover — a plan that was ultimately thwarted. 
 When he resurfaced months later, Heyman demonstrated his managing 
acumen by guiding different wrestlers to three consecutive WWE Titles, among 
them Kurt Angle and The Big Show. That’s a feat even beyond the reaches of 
legendary managers of the past! 
 
Manager 11 
Attitude: Heel 
Height & Weight: 6'0", 235 
Weight Class: Heavyweight 
Lift DC: 11 
Reputation: +12 
Abilities: Str 10, Dex 8, Con 10, Int 17, Wis 16, Cha 14 
Endurance: 110 
Trauma: 10 
Base Attack Bonus: +3 
Save: Fort +3, Ref +3, Will +3 
Training Background: Entertainment 
Skills: Bluff +12, Diplomacy +10, Hide +7, Intimidate +10, Knowledge (roster) 
+15, Knowledge (savvy maneuvers) +8, Perform (promo) +16, Perform (vignette) 
+16, Profession (announcer) +11, Profession (promoter) +13, Sense Motive +11, 
Sleight of Hand +7, Spot +8, Treat Injury +8 
Feats: Cagey, Cheap Shot Artist, Entertaining (promo and vignette), Heat 
Machine, Know Your Enemy, Learned (roster and specialty match: hardcore), 
Moonlighting (announcer and promoter), Natural (Intimidate and Knowledge: 
savvy maneuvers), Popular Appeal, Renown, Savvy Maneuvers Proficiency, 
Simple Maneuvers Proficiency 
Talent: The Brain, Here Comes the Money, Entering the Stratusphere, Got Your 
Back, Interference, Mouthpiece (13 characters), The Weasel 
Signature Move: None 
Finishing Maneuver: None 



THEODORE R. LONG 
The current SmackDown! General Manager has spent a lot of time a manager 
and even had a stint as one of the top ring officials in the WWE. In his time, 
“Teddy” has learned a lot about the business, and that level of leadership, 
courage, and attitude is why Vince McMahon made him the General Manager of 
SmackDown!. Even though his reign is just beginning, he has already made a 
major impact on the roster and shows no signs of slowing down. 
 
Manager 6 
Attitude: Face 
Height & Weight: 5'10", 160 
Weight Class: Cruiserweight 
Lift DC: 8 
Reputation: +10 
Abilities: Str 10, Dex 11, Con 9, Int 14, Wis 17, Cha 14 
Endurance: 54 
Trauma: 9 
Base Attack Bonus: +2 
Save: Fort +1, Ref +2, Will +5 
Training Background: Entertainment 
Skills: Bluff +7, Concentration +2, Diplomacy +10, Hide +6, Intimidate +7, 
Knowledge (roster) +12, Knowledge (savvy maneuvers) +3, Perform (dance) +5, 
Perform (promo) +7, Perform (vignette) +9, Profession (business manager) +5, 
Profession (referee) +8, Sense Motive +12, Spot +10, Treat Injury +8 
Feats: Entertaining (dance and vignette), Learned (roster and savvy maneuvers), 
Moonlighting (business manager and referee), Natural (Concentration and 
Intimidate), Popular Appeal, Renown, Simple Maneuvers Proficiency, Smelled a 
Fish 
Talent: Holla Holla, Lucky, Motormouth, Mouthpiece (8 characters) 
Signature Move: None 
Finishing Maneuver: None 
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