Rules for Feud table- If a match ends in doubles refer to the proper chart (TV or House and check the modifiers). If the roll of doubles falls between those numbers you would then refer to the proper feud table. Feud or Non-Feud, Face wins (or lost by DQ) or Heel wins (orlost by DQ). This chart can be used even

in matches taking place in cages.

TV or PPV
doubles 1-6

House Show 
doubles 4-6

Modifiers
Face vs Face
add 2

Heel vs Heel
add 1

Example: Star Warrior beats Ghengis Khan on a house show (If the match ended in double 4,5 or 6) you would roll on the feud chart under either Feud or Non-Feud.

Example 2: Star Warrior defeats Massif on a PPV. (If the match ended in 4, 5 or 6) you would refer to the feud table.

Example 3: Star Warrior defeats Thantos on a TV show. (any roll of doubles would result in you referring to the feud table.

Face Wins- Feud Match

2
3
4
5
6
7
8
9
10
11
12

2-
ABC1
AO2
ABO2
ABC2
WB
ABC1
ABO4
ABO2
ABO3
AO1
AO4

3-
AO1
ABO1
ABO3
ABO1
ABO1
ABO1
ABO1
ABO4
ABO1
C
ABC2

4-
ABO1
ABO3
ABO2
ABO1
ABO3
ABO1
WB
ABO1
ABO1
ABO1
ABO1

5-
ABC2
ABO1
ABC2
C
AO1
AO2
ABO1
CAO1
ABO1
ABO5
C

6-
ABO1
ABO1
ABO1
ABO1
ABO1
C
ABO2
ABO1
ABC2
ABO2
ABO2

7-
ABO1
AO1
ABO1
ABO3
ABO1
C
WB
ABO1
ABO1
AO5
ABO1

8-
AO1
ABO1
ABO1
ABO1
WB
ABC1
ABO1
C
AO1
ABO1
ABC2

9-
ABO1
ABO1
ABO1
C
ABO2
ABO1
ABO2
ABO1
C
AO1
ABO1

10-
ABO1
WB
ABO2
ABO1
ABO1
ABO3
ABO1
ABO1
ABO1
ABO2
WB

11-
ABO2
ABO2
ABC1
ABO1
AO2
ABO2
ABO2
AO2
ABO1
ABO1
ABO1

12-
AO2
ABO2
ABO1
WB
ABC1
ABO1
ABO2
ABC1
AO2
C
AO3

Abbreviations



Injuries

AO-
Attack opponent


1- Aggressors finisher rating


ABO-
Attacked by opponent

2- Roll 1 die for injury


WB-
Wild brawl


3- Finisher rating plus 1 die

ABC-
Attacked by choice

4- Roll 2 dice for injury

 

CAO-
Choice attacks opponent

5- Finisher rating plus 2 dice

C-
Your choice

F-
Roll again on COTG feud table

Heel Wins- Feud Match


2
3
4
5
6
7
8
9
10
11
12

2-
AO1
AO2
AO1
ABO1
AO1
ABO1
C
AO1
AO3
AO1
ABO4

3-
ABC1
AO1
AO2
AO1
ABO1
AO1
AO1
AO1
AO1
AO2
AO1

4-
AO1
ABC1
AO1
C
AO1
C
WB
AO1
C
AO1
AO2

5-
WB
AO1
AO3
AO1
AO2
AO1
AO3
WB
AO1
AO3
AO1

6-
ABO2
AO2
AO1
AO3
AO1
AO2
AO1
ABO1
AO1
ABO2
WB

7-
AO1
ABO2
AO1
AO1
ABO2
C
ABC1
AO1
ABO2
AO1
AO1

8-
ABO1
AO1
WB
CAO1
AO1
AO1
AO1
AO1
AO2
ABO1
WB

9-
AO4
AO4
ABO1
WB
ABO1
C
ABC1
AO5
ABC1
AO1
AO1 

10-
AO2
AO1
ABO5
AO1
AO2
AO1
AO1
AO2
AO1
AO2
AO2

11-
AO1
C
AO2
AO1
AO4
AO1
ABC2
AO4
AO2
AO3
AO1

12-
ABO3
AO1
AO1
CAO1
AO1
ABC1
AO2
AO1
C
AO4
ABO2
 

Abbreviations



Injuries

AO-
Attack opponent


1- Aggressors finisher rating


ABO-
Attacked by opponent

2- Roll 1 die for injury


WB-
Wild brawl


3- Finisher rating plus 1 die

ABC-
Attacked by choice

4- Roll 2 dice for injury

 

CAO-
Choice attacks opponent

5- Finisher rating plus 2 dice

C-
Your choice 

F-
Roll again on COTG feud table

Face Wins- Non-Feud Match


2
3
4
5
6
7
8
9
10
11
12

2-
ABC2
AO1
ABO2
ABC1
ABC1
AO1
ABC2
C
ABC2
ABC1
AO5

3-
ABC1
AO1
ABC1
ABC1
AO2
ABC2
ABC1
ABC1
AO3
ABO3     ABC1 4-
CAO1
ABC1
C
ABO1
ABC2
AO1
AO2
ABC1
ABC1
AO4     
ABO5    5-
C
ABC1
ABO2
ABO4
ABC1
WB
ABC1
ABC2
WB
ABC1
ABO3

6-
ABC1
ABC1
ABC1
ABC1
ABO3
WB
ABC1
ABO4
ABC1
ABO3
ABC1

7-
ABO4
ABC2
WB
ABC2
ABC1
C
C
ABC1
ABO2
ABC1
WB

8-
ABC2
ABC1
ABC1
ABC1
ABO2
ABO1
ABC1
ABC1
ABO2
ABO4
ABC1

9-
ABC1
ABC1
ABO4
WB
ABC1
ABO3
WB
ABO2
ABC1
ABC2
ABC2

10-
ABO1
ABC1
ABC1
C
ABC2
ABC1
ABC2
ABC1
C
ABC1
ABC1

11-
ABC2
ABO1
AO1
ABC1
AO1
ABC1
ABC1
ABO1
ABC1
WB
ABO3

12-
ABC1
ABC2
ABC1
ABO1
ABC1
ABC1
ABC1
ABC1
ABO1
ABC2
ABO2
 
 

Abbreviations



Injuries

AO-
Attack opponent


1- Aggressors finisher rating


ABO-
Attacked by opponent

2- Roll 1 die for injury


WB-
Wild brawl


3- Finisher rating plus 1 die

ABC-
Attacked by choice

4- Roll 2 dice for injury

 

CAO-
Choice attacks opponent

5- Finisher rating plus 2 dice

C-
Your choice 

F- 
Roll again on COTG feud table

Heel Wins- Non-Feud Match


2
3
4
5
6
7
8
9
10
11
12

2-
AO3
ABO1
CAO1
CAO1
C
CAO1
AO2
ABO2
ABC1
CAO1
CAO1 

3-
AO1
AO1
CAO1
CAO1
CAO1
CAO1
CAO1
AO1
CAO1
AO2
CAO1

4-
CAO1
CAO1
ABO4
WB
AO1
ABO2
CAO1
CAO1
WB
CAO1
AO5

5-
AO1
AO1
C
CAO1
WB
CAO1
AO2
AO1
AO1
CAO1
ABC1 

6-
CAO1
ABC1
CAO1
AO2
CAO1
ABC1
CAO1
ABC1
CAO1
ABC2
CAO1 

7-
ABC1
CAO1
C
CAO1
CAO1
C
AO1
CAO1
AO1
ABC1
WB 

8-
CAO1
ABO1
CAO1
CAO1
CAO1
AO1
ABO1
CAO1
AO4
CAO1
WB 

9-
AO2
AO1
ABO3
AO3
CAO1
CAO1
CAO1
ABC2
ABO1
AO3
CAO1 

10-
AO3
CAO1
CAO1
AO3
C
ABC2
C
AO1
CAO1
CAO1
CAO1 

11-
CAO1
WB
ABO1
CAO1
ABO1
WB
CAO1
WB
CAO1
ABO5
ABC2 

12-
CAO1
AO2
CAO1
AO1
AO1
CAO1
AO1
C
AO3
ABC2
C 
 

Abbreviations



Injuries

AO-
Attack opponent


1- Aggressors finisher rating


ABO-
Attacked by opponent

2- Roll 1 die for injury


WB-
Wild brawl


3- Finisher rating plus 1 die

ABC-
Attacked by choice

4- Roll 2 dice for injury

 

CAO-
Choice attacks opponent

5- Finisher rating plus 2 dice

C-
Your choice 

F- 
Roll on COTG feud table

* Use the suspension table below to find out if there's a possibility for a wrestler or wrestlers to be suspended. Roll 2 dice. For injuries of  5 or more cards, roll 1 die to find out which attackers might be suspended. If there was only one wrestler in on an attack, ignore this instruction. Refer to your appropriate Commissioners card to find out if they are and for how long.

Injury

Possible Suspension
1 card

No suspension

2-4 cards
Roll of 2-4, Main attacker only

5-6 cards
Roll of 2-6, 1-2: All attackers Odd: Main attacker only   

7-9 cards
Roll of 2-8, Even: All attacker Odd: Main attacker only

10+ cards
Roll of 2-10, 1-4: All attackers 5-6: Main attacker only

