Grappling Made Easy

#1 Start a grapple:  Normally this provokes an attack of opportunity and might lead to another attack of opportunity see 1b (improved grab nullifies this and is a free action).  Make a normal attack roll (you may attempt multiple times if you have multiple attacks) this is a melee touch attack and, if successful, results in a grab (if you fail the touch attack you fail to start a grapple…if you have the improved grab ability hitting is enough to successfully grab the opponent).


1a:  Once the opponent has been grabbed, check and see if you can get a hold on him/her.  Make an opposed grapple check (both grapplers role) with the highest die winning.  Role base attack + strength mod + size mod, if you beat your opponent you have successfully grabbed hold.  (note, you cannot hold an opponent 2 size categories larger than you)


1b:  If you have gained hold, you must now move into your subjects space (this provokes an attack of opportunity, from creatures besides your target, if the movement of the round exceeds 5 feet, just as normal movement rules, without exception to creatures with improved grab)


1c:  you and your target are now grappling

#2  Grappling (this occurs in the same round):  regardless of who started the grapple, the person who has won and has the other HELD may do one of the following:


2a:  Damage the creature held:  make an opposed grapple check (see above) if you are attempting to do actual damage you are at –4 otherwise you do subdual damage (1-3 for medium creatures; 1-2 for small creatures dealing the damage; see text for monks p. 137).


2b:  Pin the creature:  make an opposed grapple check (see above) if you are successful you hold your opponent immobile for 1 round --  you may use subsequent attacks to deal damage (pinned opponents suffer a –4 to their AC).


2c:  Escape or break another’s pin:  make an opposed grapple check (see above) if you are successful you can either break another persons grapple on an ally (note you must have already gotten hold of him/her) OR you can escape a person grappling with yourself as a standard action (you still get a move equivalent action).  NOTE:  if you are held by multiple opponents, you make one check against all of their grapples and apply the results individually.

Other grappling options:

· You may attack with light weapons while grappling (but not while pinned or pinning), though you cannot attack with 2 handed weapons

· You may attempt spell use while grappling or even while pinned provided its casting time is 1action or less and it has no somatic components (and you have any material or focus components in hand).  If the spell specifies that circles or other precise movements are necessary, the casting is impossible.  If you pass all this criteria for casting you must still succeed a concentration check DC20+spell level to complete the casting.

· You may attempt an escape artist check opposed by the opponents grapple check in order to wriggle free; this counts as a standard action and moves you from being pinned to being grappled, or from being grappled to being free, in which case you may take a move equivalent action to get away from the attacker.

Note that multiple grapplers will qualify for the “aid another” action

Aid another:  In combat, you can help a friend attack or defend by distracting or interfering with an opponent.  If you are in position to attack an opponent with which a friend of yours is engaged in melee combat, you can attempt to aid your friend as a standard action.  You make an attack roll against AC10.  If you succeed, your friend gains either a +2 circumstance bonus to attack that opponent or a +2 circumstance bonus to AC against that opponent (your choice).  This is also the action that you would use to wake a friend to snap them out of a hypnotic pattern spell q.v.

Size modifiers

Colossal
+16
Gargantuan
+12
Huge
+8
Large
+4

Medium
+0
Small
-4
Tiny
-8
Diminutive
-12

Fine
-16

