The Torture Chamber Match

I have been trying to figure out some way to make the Torture Chamber match THE most dangerous match in Wrestling. And I believe I have figured it out. I wanted the Torture Chamber to be the most unforgiving, the most vicious, feared, devise of pain in the Wrestling Universe. So, I got to thinking about the original rules of the Torture Chamber, and whereas those rules may have been hardcore, and bloody, it seemed to lack in the “most dangerous match ever devised” category. So, with the permission of Tom Filsinger, I have recreated the dreaded Torture Chamber Match. Now, in the Torture Chamber, there are an array of weapons in the Torture Chamber (hey, it wouldn’t be a torture chamber without tools of torture…right?). The following weapons are laid about the Torture Chamber: 1) 20 ft. Chain; 2) Stun Rod; 3) Crow Bar; 4) Sledgehammer; 5) Two Adamantium Plated Chairs; 6) Barbed Wire lines the cage, from top to bottom; 7) Nail Studded Bat; 8) Six Marked Electrified Cage Posts. When two (or more) men step inside the Torture Chamber, and the bars swing into place, not only are their careers on the line, but their very own lives are too. That is my vision of the Torture Chamber, and that is why I wanted to try my hand at revamping it before I make it that far in the GWF… Well, anyhow, here is my new variation of the most famous match in the history of the GWF…

· Use cage ratings.

· To win, the opponent absolutely cannot continue. In other words, to win, you first must “pin” your opponent three times (now, just so you understand, in the Torture Chamber, there are no pins, this is just to symbolize the other guy getting the crap beat out of him).Well, let me rephrase that, you must first have the opponent acquire 3 tokens on his cage rating, then the “pin attempts” begin to take place. After you have “pinned” him three times, Dale Bloomquist’s rules for the “I Quit” match comes into play. After each “successful pin”, the losing wrestler rolls 2 dice, and the number must be higher than his cage rating plus whatever number “pin” has been done. Now, for all intended purposes, a wrestler cannot quit in the Torture Chamber. If he “quits” (again, using Dale Bloomquist’s I Quit rules), this only means that he is completely unconscious, and he cannot continue. Now, once the wrestler is deemed not able to keep fighting, the match is over. The wrestler that loses, is injured, roll 1 6-sided die, and add that number to 6. This is to symbolize the “Torture” his body has went through. Now, the winner will also be injured, so long as he has accumulated 6 tokens. Roll one die for his time of injury. Note that the Torture Chamber is meant to be a long match. It has to be, for one, wrestlers won’t enter into the Chamber, unless they are intent on next to killing their opponent. Also, the wrestlers involved are fighting for their lives!! When you are fighting for your life, you will fight a lot longer than if you were just fighting to not say the words, I Quit.

· Use the following chart anytime Into the Ropes, Into the Turnbuckle, Out of the Ring, or Deathjump is rolled. Use a 20-sided die to determine what happens (“You” refers to the wrestler on offense) Also note, that if the match continues after a “pin attempt”, the wrestler on offense roll Level 2 Offense:

ROLL
OUTCOME

1
You grab hold of the chain, and wrap it around the opponents throat. After you choke him for a few moments, you send him flying through the air (by way of the chain wrapped around his neck) into the cage wall. Add 1 to opponents cage rating. You Roll Level 3 Offense.

2
You grab the Stun Rod, and switch it to full power, you then take a swing at the opponent, but he ducks, and by your own momentum, you stumble head first into one of the electrical poles, zapping yourself. Opponent rolls Level 3 Offense.

3
You grind the opponents face into the Barbed Wire wrapped around the cage, taking him full circle. Add 2 to Opponents cage rating. You roll Level 3 Offense.

4
You take the opponents head, and you slam it into the 6 marked electrified cage poles. Opponent rolls Level 3 Defense.

5
You take hold of the crow bar, but at the same time, your opponent grabs hold of the Sledgehammer. You both swing your weapons at the same time, and, you both hit each other at the same time. Add 1 to both cage ratings. Roll one die, if it is odd, the opponent gets up first, and rolls this chart. If the roll is even, you get up, and roll on Level 3 Offense.

6
You set one of the Adamantium-Plated chairs up, and sit the opponent in it. You then blast him with a few punches, knocking him into a daze. You pick up the other chair, and make a running chair shot!! The opponent goes head over heels, and lands face down!! Add 2 to  opponents cage rating. If opponent has at least 3 tokens, roll opponents cage rating for a “pin”.

7
You pick up the nail bat, and unmercilessly beat the opponent from head to toe!! Add 2 to opponents cage rating, If opponent has at least 3 tokens, roll opponents cage rating for a “pin”

8
You pound the opponent with the chain. Opponent rolls Level 3 Defense.

9
You chain the opponent to the cage, and after several hard punches, you grab hold of the Stun Rod. You measure the opponent with the Stun Rod several times, before you finally unchain him, and he crumbles to the ground. Add 2 to opponents cage rating. If  opponent has at least 3 tokens, opponent rolls cage rating for “pin”

10
You begin to choke the opponent with the crowbar, but somehow, he is able to stand back up, with you on his back. He then rushes backwards into the barbed wire cage, with you on his back!! But, he is not done yet!! He then rushes forward and slams your head into the barbed wire on the opposite cage wall!! Add 1 to your cage rating. Opponent rolls on this chart.

11
You throw the opponent into one of the electrified cage bar, and then charge, but at the last second, the opponent is able to move out of the way, and you run face first into the electrified bar!! You roll Level 3 Defense.

12
You hang a chair in the barbed wire, hanging it from the cage. You then throw the opponent into the opposite ropes and on the rebound, you toss him into the chair. Opponent rolls Level 3 Defense.

13
You hit a powerbomb into one of the electrified posts, zapping the opponent. Roll Level 3 Offense.

14
You put the opponent into a powerslam position, and nail him with a slam into the barbed wire cage. After that, you tombstone piledriver him onto a chair. Add 1 to opponent’s pin. Roll Level 3 Offense.

15
You choke the opponent with the nail bat until he is nearly unconscience. You then level him with a shot tot he back. Add 1 to opponent’s pin. Opponent rolls Level 3 Defense

16
You smash the opponent in the face with the chain after wrapping it around your hands. Roll Level 3 Offense

17
You set up a chair in the middle of the ring. You then toss the opponent into the ropes and try for a spinesmasher onto the chair, but the opponent counters with a knee lift, followed up with a DDT onto the chair. Opponent rolls this chart.

18
You wrap the chain around the bat, then beat the opponent down with it. Add 2 to opponent’s cage rating. Roll Level 3 Offense.

19
You lock the opponent into a full-nelson, along with choking him with the chain. But somehow, he reverses it and nails a full-nelson suplex into the barbed wire cage. Roll Level 3 Defense.

20
You grab a piece of barbed wire and pull it loose. You wrap it around the opponents neck, and you then take one of the chairs, and crack the opponent three times in the head!! He is hanging from the Barbed Wire, lifeless. You unwrap the barbed wire, and he falls to the ground. Add 3 to opponents cage rating. Opponent also rolls for “pin”. 

