Grappler

 
	Grapplers focus on the unarmed combat style of wrestling, thus the name grappler.  The grappler may have learned his art from a formal school, such as a monk’s monastery, or he could be the local champion brawler.  Grapplers often go without weapons, for obvious reasons, and rarely wear armor as it would restrict their movements.  Monks will sometimes become grapplers as a way to specialize in a form of martial art.  Fighters and rogues are also likely candidates to become grapplers.


 
 
	Requirements

Feats: Improved Unarmed Strike, Weapon Focus (Grapple), Toughness
Skills(Ranks): Escape Artist(5), Jump(5), Tumble(5)
Base Attack +4

	Hit Die: 1d8

	Skill Points: 4 + Int modifier

	Class Skills

Balance (Dex), Climb (Str), Craft (Int), Escape Artist (Dex), Jump (Str), Perform (Cha), Profession (Wis), Swim (Str), Tumble (Dex)


 
 
	Level
	Attack
	Fort
	Reflex
	Will
	Special

	1
	+0
	+2
	+2
	+0
	Grapple Bonus (+2), Champion Wrestler, Monk Multi-Classing

	2
	+1
	+3
	+3
	+0
	Escape Hold (+2), Monk Unarmed Attack Bonus

	3
	+2
	+3
	+3
	+1
	Grappling Throw, Hard Body

	4
	+3
	+4
	+4
	+1
	Grappling Specialization

	5
	+3
	+4
	+4
	+1
	Grapple Bonus (+3), Diving Grapple

	6
	+4
	+5
	+5
	+2
	Escape Hold (+3), Agile Body

	7
	+5
	+5
	+5
	+2
	Leaping Grapple

	8
	+6
	+6
	+6
	+2
	Fast Grapple

	9
	+6
	+6
	+6
	+3
	Grapple Bonus (+4)

	10
	+7
	+7
	+7
	+3
	Escape Hold (+4), Herculean Wrestler


 
	Class Features

Weapon and Armor Proficiency: simple weapons
 
Grapple Bonus - The grappler gains the listed bonus to opposed grapple checks.  The grappler does not gain this bonus while wearing armor.
 
Champion Wrestler - The grappler does not provoke an attack of opportunity when he attempts a grapple.  In addition, the olympian does 1d6 points of damage instead of 1d3 (1d4 if he is small) and can inflict normal damage without the -4 penalty to his grapple checks.  If the grappler has monk levels then his grappling damage is increased above what his unarmed damage would normally be (see below).  The grappler cannot use this ability while wearing armor.
Small Grappler
1d4 becomes 1d6
1d6 becomes 1d8
1d8 becomes 1d10
1d10 becomes 2d6
2d6 becomes 2d8
2d8 becomes 2d10
 
Medium-Size Grappler
1d6 becomes 1d8
1d8 becomes 1d10
1d10 becomes 1d12
1d12 becomes 1d20
1d20 becomes 2d12
2d12 becomes 3d10
 
Monk Multi-Classing - The multi-classing restrictions placed on monks do not apply to the grappler.  A monk who gains grappler levels may continue to gain monk levels.
 
Escape Hold - The grappler gains the listed bonus to his Escape Artist checks.  The grappler does not gain this bonus while wearing armor.
 
Monk Unarmed Attack Bonus - If the grappler has monk levels then his grappler attack bonus stacks with his monk unarmed attack bonus when determining the number of unarmed attacks he gets using the full attack action.
 
Grappling Throw - When the grappler wins an opposed grapple check he may toss his opponent up to 10 feet in the direction of his choice.  For the throw to succeed, follow the standard rules for making a trip attack ignoring the initial melee touch attack (he already has his opponent grappled).  If the grappler wins then he throws his opponent, who lands prone.  If the grappler loses then his opponent may escape the grapple if he wishes to.
 
Hard Body - The grappler’s natural armor increases by +1.
 
Grappling Specialization - The grappler gains the Weapon Specialization feat for free.  Grapple is automatically chosen as the weapon to which the feat applies.  The feat is gained even if the grappler does not have 4 levels of fighter.
 
Diving Grapple - When the grappler uses the bull rush action to initiate a grab, he does not provoke an attack of opportunity.  The grappler cannot use this ability while wearing armor.
 
Agile Body - The grappler gains a +1 dodge bonus to Armor Class.  The grappler does not gain this bonus while wearing armor.
 
Leaping Grapple - The grappler gains a free grapple attempt after a jump (assuming there is a opponent nearby to attack).  The grappler cannot use this ability while wearing armor.
 
Fast Grapple - The grappler gains an additional grapple attack at his highest base attack bonus when using the full-attack action.  The grappler cannot use this ability while wearing armor.
 
Herculean Wrestler - The grappler’s grappling damage increases (see the Champion Wrestler ability above).  In addition, the grappler gains double his strength bonus to damage when grappling.  This replaces (does not stack with) his normal strength bonus to damage.  The grappler cannot use this ability while wearing armor.


