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with B refer to that book, not this one.
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Grappling skills in GURPS Fourth Edition provide a com-
plementary unarmed alternative to the timeless classic of
beating the snot out of someone via kicking and punching.
Grabbing, throwing, bending, and breaking people has a long
and storied history, readily combined with weapon fighting.

GURPS Martial Arts: Technical Grappling replaces or
expands the options presented in Unarmed Combat
(pp. B370-372) for grappling. It offers the skilled grap-
pler new tactics in the same fashion that GURPS
Thaumatology: Magical Styles “upgrades” mages or
GURPS Tactical Shooting treats trained gunmen.

Grappling in the GURPS Basic Set is designed to
produce results on the same gratifying time scale as a
blow with a weapon or fist. As soon as you grapple your
opponent, you receive decisive combat bonuses.
Achieving a pin brings on 10 seconds of heavily penal-
ized hell for your foe.

With Technical Grappling, this becomes a struggle
where the degree of restraint is variable. You will still be
able to achieve dominating positions, mighty take-
downs, and crippling locks and throws. But grappling is
hard, sweaty, and painful . . . you’re going to have to
work at it.

RECOMMENDED BOOKS
GURPS Martial Arts: Technical Grappling requires

both the GURPS Basic Set and GURPS Martial Arts to
use. Nearly all of the information herein has been
adapted and expanded from the unarmed combat rules
in those books.

ABOUT THE AUTHOR
Douglas H. Cole has been roleplaying since 1981,

and playing GURPS since 1988. He has been an active
playtester for both Third Edition and Fourth Edition,
and acted as lead playtester for GURPS High Tech and
GURPS Tactical Shooting. Douglas trained in Hwa
Rang Do from 2002-2011, until sidelined by injury. 

He enjoys watching movies, target shooting, and postponing
woodworking and home improvement projects. Douglas has
earned two doctorates: A real one, in materials science and
engineering, from Northwestern University, and a cool one, in
GURPS Ballistics, from Illuminati Online University. He is an
R&D manager for a major hard-disc-drive company.

 INTRODUCTION

INTRODUCTION 3

Of the single rapier fight between valiant men, having both
skill, he that is the best wrestler, or if neither of them can
wrestle, the strongest man most commonly kills the other, or
leaves him at his mercy.

– George Silver, Paradoxes of Defence

Glossary
Technical Grappling introduces new concepts and terms

that are central to the rules.

active control (p. 5): Control Points maintained on a location,
and the penalties which naturally result. As long as you are
grappling your foe and he does not attack to break free,
active control is maintained from turn to turn.

Control Points (pp. 5-6): A quantity – akin to damage or an
affliction – representing how firmly you have seized a per-
son or object, and the extent to which you are able to restrict
your target’s actions. Control Points (CP) impart penalties to
ST and DX, and may also be spent in Contests to lower your
foe’s chance of winning.

Grip CP (p. 12): The Control Points which must be overcome to
take a weapon or object away from you.

Grip ST (pp. 6-7): The effective combined ST of a body part or
group of parts (e.g., one arm, two arms and a leg, or five ten-
tacles and a toothy maw). The Grip ST of a mouth is also
called Bite ST.

referred control (pp. 5-6): Control Points which affect the
body parts that aren’t currently grappled, representing the
target’s inability to move freely. For example, grappling
an arm gives you active control over that arm and referred
control over every other part of the subject’s body.

Trained (Attribute) (p. 4): The specified attribute modified
by any training bonus. The most common is Trained ST
(ST plus training bonus).

training bonus (p. 4): A bonus, usually applied to ST or Grip
ST, based on the relative level of your grappling skill.
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CONTROL POINTS
When using Technical Grappling, there are various degrees

of “grappled.” A successful grappling attack inflicts Control
Points (CP) that hinder your foe’s actions. Control Points are
analogous to damage or an affliction (rather than a character’s
store of Hit Points or Fatigue Points). They represent the per-
sistent effects of a grapple and the leverage and position
required to cause injury. Determine how many CP you apply
by looking up your Trained ST on the Damage Table (pp. B16
or 48), using the “Thrust” column.

A successful grappling attack or Grabbing Parry (p. 42)
achieves a grip on your opponent, even if you roll 0 CP. Tech-
niques that are resolved with a Contest of skill can never obtain
a grip on your opponent or increase CP. Slams (p. B371) and
shoves (p. B372) do not use the Control Point mechanic.

Grappling is mutual. If an enemy grabs you, you may
exploit that grab to execute grappling techniques. You will still
suffer penalties for CP inflicted by his grapple, and you must
fulfill any requirements of your chosen technique.

Active Control
Once achieved, Control Points may be maintained until

you let go, expend them, or your foe breaks free. While you
maintain them, your opponent is less able to resist effectively.
These CP and the penalties they inflict are called active con-
trol. Active control replaces the usual -4 to DX from a success-
ful grappling attack (p. B370).

Active control reduces the coordination and power that a
grappled subject can bring to bear, lowering his ST and DX
while the CP are maintained. Every full 2 CP inflicted give -1
to ST and DX for actions involving that body part. (See Bigger
and Stronger!, p. 9, for scaling options for strong creatures.)
You do not have to spend CP (see below) to inflict these penal-
ties; it is an automatic, free consequence of your grapple.
Active control hinders all uses of ST and DX involving the
body part in question, including skill use, parries, Contests,
damage, and Control Point rolls. If an action would involve
multiple body parts, use the worst penalty among them.

Spending CP
A fighter who has accumulated CP on an opponent may

spend them:

• Control Points may be spent to reduce your foe’s ability
to win a grappling-related Contest (pp. B348-349) – including
Feints (see p. 21). Spending CP can reduce a HT-based or
Trained HT roll, but never to below the HT score itself. Your
opponent is at -1 for every 1 CP spent.

• Control Points must be spent when attempting to inflict
damage or pain using grappling skills and techniques; see below.

• You may spend your own CP when making an attack to
break free (p. 35) of a grapple. If your attack is successful, add
the CP spent to your Break Free CP roll.

• You may spend CP to reduce a striking hit location penalty
(at 1 CP per -1 removed). The modifier can be improved up to the
grappling penalty, but not more than that; e.g., when punching
the skull, you could spend up to 4 CP to improve the hit location
penalty from -7 to -3. If your foe has CP as well, he may spend
them to cancel out this effect, but not to make it more difficult.

Spending CP increases their effect for one turn, repre-
senting directed motion that hinders your opponent’s

response on offense or defense – or for breaking free, lever-
aging your own control to escape that of your foe. Point
expenditure must be declared before the dice are rolled –
though the spent CP are not lost until after the roll. 

Example: You have amassed 10 CP (-5 to your foe’s ST and
DX), and decide to spend 4 CP to further lower his roll in the
Quick Contest for a takedown. He will roll at -9 (-5 from active
control and -4 from spent CP). Successful or not, you lose the
4 CP after your takedown attempt. You retain 6 CP, keeping
him at -3 to ST and DX. 

Control Points are also spent to set the upper limit on pain
or injury that can be inflicted with a technique. For most
attacks, damage is limited to the lesser of CP spent or the mar-
gin of victory in the Contest to determine success – but the CP
are gone, even on a failed roll. Locks are more effective; the
maximum damage or pain from a lock is double the CP spent!

If you roll a critical success, any CP spent count double!
Your foe gets no active defenses vs. an attack, and may not roll
to defend himself in any Contest to resist a grappling tech-
nique. However, he may always roll vs. HT, vs. ST to resist pain
or injury, or vs. ST-4 when ST is a proxy for mass (p. 20).

Referred Control 
and Whole-Body Actions

Though Control Points are applied to specific hit locations,
restricting one body part impacts all others – a concept termed
referred control. This is still rated in CP, but these “referred CP”
cannot be spent.

• If a location is not actively grappled, apply penalties as
if half of the total active CP (round down) had been applied.

• If a location is actively grappled, and if the referred 
CP calculated above exceed CP from active control, 
apply penalties for referred CP instead.

• All locations grappled for more than 1/4 of total 
active CP reinforce one another. Eligible locations 
receive “bonus” CP equal to 1/4 of the sum (round 
up) of active CP maintained on such locations only.

Ready to Rumble
Technical Grappling provides enhanced detail for

grappling and ground fighting. Here are two cinematic
options geared toward faster and more exciting play.

Cranking It Up
Looking up CP based on thrust can result in small

changes in control from turn to turn. For more rapid and
decisive play, double CP inflicted from any source! This will
make a good grappler nearly irresistible, able to inflict dom-
inating restraint and crippling injury in a matter of seconds.

Quick and Dirty CP
For speed and simplicity, apply CP equal to (Trained

ST)/2 to your foe after a successful grappling attack. This
is fast and cinematic, representing a near-maximum CP
roll on every attack.



The noise of the battle drew closer . . . too close. Sterick the
Red, Baron of Felltower, heaved his bulk off of a rickety stool,
strapped on his shield, picked up his axe, and lumbered out of
his tent.

Yes, there they were, playing games behind the lines. One saw
Sterick, and left his companions to engage what looked to be a
large, soft target.

The man approached, spear at the ready; Sterick read his inex-
perience and waited. A tentative thrust . . . more than enough. Ster-
ick trapped the spear haft under his arm. Pivoting, Sterick applied
his massive bulk to his foe’s spear, flinging him to the ground. The
mercenary desperately raised his shield.

Sterick reached out with his axe, hooking the fallen man’s
shield out of line. Circling the weapon overhead and spinning it
in his hand, he brought the backspike down hard, punching
through metal and bone.

Grappling and weapons go together like peanut butter and
jelly: They work well on their own, but together they’re even
better. Melee Weapon skills include training in grappling
applications.

An armed grapple uses an attack roll, and CP are inflicted
upon a successful attack. Some weapons enable grappling
actions and techniques to be performed through them; others
only inflict penalties for active control.

GRABBING WEAPONS,
SHIELDS, AND OBJECTS

You may grab your opponent’s weapon or shield – or any-
thing else – using grappling skills. Out of combat, resolve this

with a Ready maneuver; see Lifting and Moving Things
(p. B353). Where there is disagreement as to who is the proper
owner, however, Control Points can make things more inter-
esting. Grabbing a weapon or shield can make it unusable. 
The Disarming technique (p. 36) is used to take things away,
while Retain Weapon (pp. 39-40) helps you hang on to stuff.

Seizing a Weapon or Object
Control Points applied to a weapon affect the weapon and

the limbs grasping it. A weapon grabbed in two hands is
treated as part of both hands; a shield strapped to an arm is
integral to the arm.

Grip CP
A weapon’s wielder automatically has Grip CP to resist it

being taken away. Grip CP is equal to 0.5¥ST for one-handed
weapons or 1¥ST for two-handed ones (or one-handed
weapons supported with both hands, like a braced pistol),
plus a training bonus based on Retain Weapon (pp. 39-40).
Retain Weapon uses the average training-bonus progression
(p. 48) regardless of weapon. (Remember that Retain Weapon
defaults to weapon skill, or to DX for ranged weapons.)

The minimum Grip CP needed to keep a weapon ready is half
of the weapon’s ST stat (round down) if it’s one-handed, or its
full ST stat if two-handed. Wielding a weapon when you are
barely strong enough to do so risks a fast disarm. If CP fall below
this minimum, the weapon is unready but still grasped. If Grip
CP fall below 0, the weapon has been taken away!

If unopposed, you may reestablish full Grip CP with a
Ready maneuver. If someone has grappled your weapon, you
must “attack” it to boost your Grip CP (see Retain Weapon,
pp. 39-40). Gripping a one-handed weapon with both hands
while that weapon is grappled by a foe requires an attack –
but, if successful, increases Grip CP based on both hands’
Grip ST if successful.

Example: A bastard sword (pp. B271 and B274) requires ST
11 to use one-handed or ST 10 to use two-handed. The Grip CP
threshold before the weapon becomes unready is thus 5 CP for
one-handed use, and 10 CP for two-handed. A ST 12 warrior
with both Broadsword and Two-Handed Sword at DX+4 (+2
training bonus from Retain Weapon) would have Trained ST 8
one-handed, and Trained ST 14 with two hands.

If you succeed in taking a weapon or object away from a foe
(see Gimme That!, p. 13), you will need to take a Ready maneu-
ver before you can wield it.
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CHAPTER TWO

ARMED
GRAPPLING

The moment you go 
into a match worried about 
your opponent, you are 
at a disadvantage and 
are better off going home. 

– Jean Jacques Machado



If you have already grappled your foe’s arm, you may
resolve Handcuffing as a Quick Contest, spending CP as
desired. If you have not grappled the arm, you must attack
using a hand containing a ready pair of handcuffs, and the roll
is at -4.

Head Lock
see Martial Arts, p. 74

See Joint Locks (below).

Hook
see Martial Arts, p. 74

Default: prerequisite skill-5.
Prerequisite: Melee Weapon skill; cannot exceed prerequi-

site skill.

An appropriately constructed weapon can be used to grap-
ple a foe at its full Reach. A successful attack inflicts CP. You
may transition to any grappling technique that defaults to ST.
See Hooking (p. 15) for more details.

Joint Locks
Variable

Default: prerequisite skill.
Prerequisite: Judo, Wrestling, or appropriate Melee Weapon

skill; cannot exceed prerequisite skill+4.

These techniques replace Arm or Wrist Lock, Head Lock,
and Leg Lock.

Any attempt to force a foe’s joints to the limits of their phys-
iology to impair function or cause pain and injury is referred
to as a joint lock. While there are many types of locks, each fol-
lows similar rules.

To apply a lock, you must first grapple the location contain-
ing the targeted joint (you can use Grabbing Parry or Armed
Grapple). For your next attack, roll against your lock technique

– at no hit location penalty, because you have already grappled
the targeted location!

Your foe may parry or dodge; a Breakfall (p. 35) parry is
an option. If the attack gets past his defense, roll CP; the joint
is considered locked. Your foe may not use a location contain-
ing a locked joint for any purpose except to break free. This
grapple/lock sequence is a prime candidate for a Combina-
tion (p. 22).

Once the lock has been achieved, inflicting pain or injury is
a free action on your next turn (but see Locks, Throws, Damage,
and Multiple Attacks, p. 25, for optional rules). You must spend
CP to set the upper bound in injury, but Control Points spent
on a locked joint count double for this purpose. After spending
CP, roll a Quick Contest of your Trained ST vs. the better of the
defender’s Trained ST or Trained HT. (In both cases, use the
training bonus based on the lock technique being used.) When
inflicting injury, apply the lesser of the margin of victory or
twice the CP spent as crushing damage. You may also apply
pain (see Inflicting More Pain With Locks, below) or throw your
foe using Throws from Locks (p. 25).

To unlock a joint, your opponent must successfully Break
Free (p. 35). If his attack to break free succeeds and you fail
your own active defense, the joint is unlocked regardless of
whether there are CP remaining.

Arm or Hand Lock
Average

Arm or Hand Lock represents a body of techniques usually
taught together; it would be rare to learn arm locks without
also learning hand locks. Arm locks manipulate the large
joints of the elbow and shoulder; hand locks include the fin-
gers, hand, and wrist. It takes injury over HP/3 to cripple the
hand, or HP/2 for the arm.

Head Lock
Hard

Also known as a neck crank, Head Lock attempts to 
cause pain or injury directly to the vertebrae in the neck.
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You may inflict pain instead of injury with locks. Roll a
Quick Contest of your Trained ST or lock technique vs.
your foe’s Trained ST or Trained HT (all training bonuses
are based on the lock technique). The defender may substi-
tute Breakfall (p. 35) to try to flip-fall out of it. A defender
with Low Pain Threshold is -4 to HT in the Quick Contest,
while High Pain Threshold gives +3 to HT.

Margin of victory is used to calculate the level of afflic-
tion (p. B428) suffered: mild pain at 1 point, moderate
pain at 2-3 points, severe pain at 4-5 points, terrible pain
at 6-9 points, or agony at 10+ points. You may reroll each
turn; your opponent may attempt to break free as usual.
Mild pain triggers a roll to avoid tapping out (below), but
imposes no other penalties. Following a lock, your mar-
gin of victory is capped at double your CP expenditure
(p. 5) – this is the key benefit to causing pain with locks!
There is no reason to spend more than 5 CP to set the

maximum pain level: 10 points for agony allows the most
severe result.

Tapping Out
In submission-based competitions, the goal is to force

your opponent to give up, or “tap out,” to avoid injury from
well-applied locks and holds. To determine if your foe feels
the urge to “tap,” make a HT or Will roll at the beginning
of each turn he suffers from any level of pain, suffocation,
or strangulation, applying any pain penalties (e.g. -4 for
severe pain) or -10 for Agony. This roll is akin to a Fright
Check. If he fails the roll, he feels the urge to give up –
whether he actually taps out is up to the player or GM! He
will drop an object being gripped (such as a weapon), and
be more compliant: Double any pain-induced penalties for
resisting posture changes, position changes, or disarms fol-
lowing a failed roll to tap out.

Inflicting More Pain With Locks



Active control, defined, 3, 5;
ST and, 9; see also Control
Points.

Advantages, 27-30.
Affects Others Only

enhancement, 29.
Aim maneuver, 23.
All-Out Attack maneuver, 20;

changes to, 20.
All-Out Defense maneuver, 

20.
Altered Time Rate advantage,

25.
Animals, styles, 44-45.
Arm or Hand Lock technique,

38.
Arm or Wrist Lock technique,

34, 38.
Arm ST advantage, 27.
Armed Grapple technique, 34.
Armed grappler lens, 43.
Armor, damaging, 8; grappling

and, 7-8; HT, 8.
Arms, advantage, 27-28; Grip

ST, 6-7; locks, 38; see also
Limbs.

Attack maneuver, 21.
Attacks, damage as, 25.
Attributes, 26-27; Contests and,

11; trained, 3, 4; see also
Trained HT, Trained ST.

Backbreaker technique, 41.
Bad Back disadvantage, 30.
Bear Hug technique, 23, 34;

weight and, 9.
Bear style, 44.
Beat maneuver, 21.
Belt Wrestling style, 45.
Bind Weapon technique, 35.
Binding perk, 28.
Binding technique, 41-42.
Bite ST advantage, 6, 28.
Bladed weapon characteristic,

14.
Blocks, 23.
Bloodlust disadvantage, 30.
Blunt Claws advantage, 27.
Body Control skill, 31.
Body, grappling with, 6; naked,

7; oiled, 7 referred control
and, 5-6; see also Limbs,
Torso.

Bolas skill, 31.
Boxing skill, 31.
Brawling, 31.
Break Free technique, 35.
Breakfall technique, 35.
Breath Control skill, 31.

Brute Parry combat option,
26.

Bucking Bronco combat
option, 26.

Canine style, 44.
Change Position technique, 35.
Change Posture maneuver, 21.
Characters, nonhuman, 6-7, 9;

superhuman, 6-7.
Chin tucks, 36.
Choke Hold technique, 36.
Choke technique, 36.
Chokes, 36.
Claws advantage, 27.
Clinch perk, 29.
Cloak skill, 31.
Clothing, damaging, 8;

grappling and, 7-8; HT, 8;
martial-arts style, 45.

Collegiate Wrestling style, 45.
Combat Art skill, 31.
Combat Sport skill, 31.
Combat, see Fighting.
Combination maneuver, 22.
Committed Attack maneuver,

21; changes to, 20.
Competitions, 32, 36, 38.
Concentrate maneuver, 23.
Constriction Attack

advantage, 27.
Constrictor Snake style, 44.
Contests, for resolving

grappling, 5, 11.
Control, see Active Control,

Control Points, Referred
Control.

Control Points (CP), cinematic
options, 5; defined, 3, 5-6;
maximum, 6; powers and,
28; quick and dirty, 5;
spending, 5; weapons and,
14.

Control Resistance advantage,
7, 15, 27.

Cotton Stomach perk, 29.
Counterattack technique, 36.
Crippling foes, 19.
Cuffs, see Handcuffs.
Damage, Control Points and,

5, 19; locks and, 19, 25;
table, 48; treated as attack,
25; see also Pain.

Deceptive Attack combat
option, 22.

Decreased Time Rate
disadvantage, 30.

Defenses, 22-23; ST-based,
26.

Defensive Attack maneuver,
21.

Defensive Feints maneuver,
21.

Dexterity (DX) attribute, 
9, 26-27; size and, 9.

Disadvantages, 30-31.
Disarming technique, 36.
Disarms, 13-14, 36; instant,

13-14.
Disengaging limbs, 23-24.
Dodge, 22.
Double-Jointed advantage, 28.
Encumbrance, see Grappling

Encumbrance.
Enhancements, special, 27-29.
Entangle technique, 36.
Entangling weapons, 17;

characteristic, 15; using, 14,
33, 34, 36, 48.

Enveloping enhancement, 28.
Enveloping weapons, 17;

characteristic, 15; using, 14,
33.

Equipment, see Gear,
Weapons.

Escape skill, 31-32.
Escaping Parry technique, 36.
Extra Arms advantage, 27.
Extra Attack advantage, 28.
Extra effort, 6.
Extra Flexible enhancement,

27-28.
Extra Head advantage, 27.
Extra Legs advantage, 27.
Eye-Gouging technique, 37.
Facing, 10-11; exploiting, 18;

relative, 11.
Fast-Draw skill, 32.
Fat disadvantage, 8, 30.
Feet, see Legs.
Feints, 23; maneuver, 21.
Feline style, 45.
Fighting, actions after

grappling, 23-25; armed
opponents, 19; choosing
tactics, 18-19; disengaging,
23-24; grappling concepts,
5-11; groups, 19, 37; other
grapplers, 19; resolving
moves, 11; unarmed
strikers, 19; under
opponent, 9, 10; see also
Maneuvers, Techniques.

Firearms, grabbing, 13; see
also Weapons.

Flail weapons, 17;
characteristic, 15.

Flexibility advantage, 28.
Flexible weapons, 17;

characteristic, 15; using, 6,
14, 32.

Foot Lock technique, 39.
Force Posture Change

technique, 37.
Games, skill 32.
Garrote skill, 32.
Gear, grabbing, 7-8, 12-14;

grappling encumbrance
and, 8; gripping, 12-13; 
see also Weapons.

Gigantism disadvantage, 31.
Glossary, 3.
Grab and smash tactics, 24.
Grabbing Parry technique, 

42.
Grappling encumbrance, 8-9;

multiple, 8; penalty, 8; table,
8.

Grappling Only limitation, 
28.

Grappling weight modifier, 
8.

Grip, shifting, 24.
Grip CP, defined, 3, 12; gear to

improve, 13; see also
Control Points, Grip ST.

Grip ST, advantages, 27-28;
arms, 6-7; defined, 3, 6;
disadvantage, 31;
disengaging limbs and,
23-24; legs, 6-7; limitation,
28; mouth, 6-7; nohuman,
6-7; perk, 19; shifting grips,
24; superhuman, 6-7; table,
47; weapons and, 14; see
also Control Resistance,
Grip CP.

Ground fighter lens, 43.
Ground Fighting technique,

18.
Ground Guard perk, 18, 29.
Guns skill, 32.
GURPS, 4, 6, 8, 10, 11, 20, 25,

26, 28, 36; Basic Set, 3, 9,
13, 17, 21, 23, 26, 29, 30,
34; High-Tech, 32; Horror,
46; Low-Tech Companion
2: Weapons and Warriors,
8; Martial Arts, 3, 4, 6, 7,
10, 13, 15-42, 44, 46;
Powers, 28.

Hand Catch technique, 42.
Handcuffing technique, 37.
Handcuffs, 17; escaping, 17.
Handholds, targeting, 7-8.
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Hands, adding, 24; freeing, 24;
locks, 38; releasing, 23;
technique, 42; weapons in,
7; see also Arms, Limbs.

Head Lock technique, 38-39.
Heads, advantage, 27-28;

grappling with, 6; locks,
38-39; parry, 23; see also
Limbs.

Health (HT) attribute, 27; of
gear, 8, 42; see also Trained
HT.

Hit locations, 7-8.
Hook technique, 38.
Hooking weapons, 16;

characteristic, 15.
Hooves advantage, 27.
Horizontal disadvantage, 10,

31.
Immobilizing foes, 19.
Impact weapons, 17;

characteristic, 15.
Impaling weapons, 17

characteristic, 15.
Incrementing weapons, 17;

characteristic, 16.
Intrinsic encumbrance, 8.
IQ attribute, 27.
Iron Body Parts perk, 29.
Jacket Wrestling style, 45.
Jitte/Sai skill, 32.
Jo’baak Wrestling style, 45.
Joint locks, 38-39.
Judo skill, 18, 32.
Judo Throw technique, 39;

realism option, 39.
Karate skill, 32.
Killing foes, 19.
Knot-Tying skill, 32-33.
Kusari skill, 33.
Lasso skill, 33.
Leg Grapple technique, 39.
Leg Lock technique, 39.
Legs, advantage, 27-28;

grappling with, 6; Grip ST,
6-7; locks, 39; see also
Limbs.

Lenses, for grapplers, 43-44.
Lifting ST advantage, 28.
(Limb) Grip ST advantage, 

28.
Limbs, advantages, 27-28;

disengaging, 23-24;
grappling with, 6; locks, 38-
39; naked, 7; passing, 24-
25; oiled, 7; referred control,
5-6; switching, 24; see also
Arms, Hands, Legs.

Limitations, special, 28.
Locks, damage and, 25;

inflicting pain, 38; joint, 38-
39; throws from, 25.

Long enhancement, 28.
Maneuvers, 20-23; attacks

options, 22; damage after,

25; disallowed, 23; see also
Techniques.

Mass, see Weight.
Melee Weapon skill, 33.
Melee weapons, 16-17;

characteristic, 16; using,
32-34, 48.

Metabolism Control
advantage, 28.

Mighty Blows option, 6.
Mouths, Grip ST, 6-7; see also

Heads.
Move and Attack maneuver,

21.
Move maneuver, 21.
Naked skin, grappling and, 7.
Neck Control perk, 30.
Neck Snap technique, 39.
Net skill, 33.
Night Way style, 46.
No Fine Manipulators

disadvantage, 31.
No Grasping Hand limitation,

28.
No Manipulators

disadvantage, 31.
Nonhuman grapplers, 6-7, 9.
Oiled skin, grappling and, 7.
One Foe attack option, 22.
Orientation, 11; changing, 23;

exploiting, 18.
Overweight disadvantage, 8,

30.
Pain, Control Points and, 5;

locks and, 38; see also
Damage.

Pack Tactics perk, 30.
Parries, 22-23; brute, 26; ST-

based, 26; technique, 36.
Pass limb, 24-25.
Passive Restraint style, 46.
Perfect Balance advantage, 29.
Perks, 29-30.
Pickups, 24; weight and, 9.
Piledriver technique, 42.
Pins, 24.
Position, 10-11; changing, 23;

exploiting, 18; impossible,
11.

Posture, 9-10; changing, 10,
18-19; 21, 37.

Power Blow skill, 33.
Power Grappling perk, 28, 30.
Powers, 28.
Prehensile Feet enhancement,

28.
Pressure Points skill, 33.
Pressure Secrets skill, 33.
Push skill, 33.
Quick Contests, for resolving

grappling, 5, 11.
Ranged attacks, 23.
Rapid Retraction perk, 30.
Rapid Strike combat option,

22, 25.

Ready maneuver, 23.
Realism options, 7, 39.
Referred control, defined, 3, 

5-6; see also Control Points.
Restraint Only limitation, 28.
Retain Weapon technique, 

39-40.
Retreats, 23.
Rigid weapons, characteristic,

16; using, 6, 14, 33.
Ripostes, 23.
Rolling (position), 10, 37.
Rounding conventions, 4.
Ruse maneuver, 21.
Sacrifice Throw technique, 

40.
Sadism disadvantage, 31.
Scissors Hold technique, 40.
Secret Lock technique, 42.
Shields, grabbing, 12-14, 23.
Shifting grapples, 24.
Shoves, 5, 25, 30.
Shoves and Tackles perk, 30.
Shuai Jiao style, 46.
Sitting on opponent, 18, 25;

stability, 10.
Size Modifier (SM), 9, 18.
Skill Adaptation perk, 30.
Skills, 31-34; choosing, 18.
Skinny disadvantage, 30.
Slams, 5.
Slings, 13.
Slippery advantage, 29.
Snap Weapon technique, 42.
Sprawling Parry technique,

40.
Stand-up fighter lens, 43-44.
Stick weapons, 16, 17;

characteristic, 16; using, 33.
Strangle technique, 36.
Straps, 13.
Strength (ST) attribute, 9, 11,

26; advantages of, 18; see
also Trained ST.

Stretching advantage, 29.
Styles, character, 45-46.
Submission-based

competitions, 38.
Sumo Wrestling skill, 18, 33.
Superhuman grapplers, 6-7.
Sweat, grappling and, 7.
Sweep technique, 40.
Tables, damage, 48, grappling

encumbrance, 8; Grip ST,
47; takedown, 19; training
bonus, 48.

Takedowns, 25; table, 19.
Talent advantage, 29.
Tapping out, 38.
Techniques, advice, 25, 34;

cinematic, 41; defaulting,
26; Quick Contests and, 11;
realistic, 34-41; training
bonus and, 4.

Teeth advantage, 29.

Telegraphic Attack combat
option, 22.

Telekinesis power, 28.
Testicle Grab technique, 40.
Thrown weapons, 17;

characteristic, 16; using, 
13, 15, 16, 33, 48.

Throws, from locks, 19, 25;
techniques, 39, 40.

Torso, grappling with, 6; see
also Body, Limbs.

Trained (Attribute), 3, 4;
Contests and, 11; see also
Trained HT, Trained ST.

Trained by a Master
advantage, 29.

Trained HT, 4, 24; Control
Points and, 5; techniques,
41, 42.

Trained ST, 3, 4; Control
Points and, 5, 6; grappling
weapons, 14; locks and, 38;
realism option, 7; scaling,
7; shoving and, 25; size
and, 9; training bonus and,
4, 7; weapons and, 14-17.

Training bonus, 3, 4;
exceptions, 4; table, 48;
techniques and, 4; Trained
ST and, 4.

Trapping weapons, 17;
characteristic, 16; using, 
13, 32, 35, 36.

Trial by combat, 44.
Two-handed weapons, 17;

characteristic, 16; using, 12.
Very Fat disadvantage, 8, 30.
Wait maneuver, 22, 23.
Weapon Master advantage, 

29.
Weapons, advantage, 29;

characteristics, 14-16;
Control Points and, 6, 14;
Control Resistance and, 27;
DR of, 42; example
grappling, 16-17; grabbing,
12-14, 24; grabbing, 13-14;
48; grabbing cutting, 13;
gripping, 7, 12-13; HP of,
42; HT of, 42; perk, 30;
readying, 23; reorientating,
14; skills, 31-34; style lens,
43; tactics against, 18, 19;
techniques, 34-36, 38-42;
training bonus and, 4;
using unskilled, 26; see also
Disarms, Grip ST.

Weight, advantage, 9, 18, 35;
grappling and, 8; moves
based on, 9.

Whip skill, 34.
Wrench (Limb) technique, 

41.
Wrench Spine technique, 41.
Wrestling skill, 18, 34.
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