GRAB

Eye Gouge Hold

Requirements: Eye Gouge, Brain Cracker

Learn: Boxing,Khabadi,Mu-tai,Sanbo.2, Any.4

The fighter head locks the victim and starts thumb jabbing him in the eye.

System: this hold is sustained the opponent dose NOT get stamina for soak.

Note: Each round the opponent is in the hold the attacker looses one temporary honor

Cost. Nil

Speed. +1

Damage. +1

Move. One

Choke Throw

Requirements: Grab OOO, Athletics OO, Jump, Throw

Learn: Kung Fu, Native American Wrestling, Special Forces, Wrestling 1; any 2

The attacker leaps up and catches the opponent either in mid-leap or upon landing. Either way, the attacker grabs the opponent by the throat and uses his momentum to force the opponent to the ground and choke her.

System:  This is an Aerial Maneuver, and can be used to interrupt an opponent performing an Aerial Maneuver or to attack a standing opponent. If the victim takes any damage, he suffers a knockdown. Once the actual Choke Throw is executed, the attacker has the opponent pinned by the neck, as per a Neck Choke (see Street Fighter p. 120). Both the attacker and the victim end the round in the same hex.

Cost: None

Speed: -1

Damage: +1/As per Neck Choke

Move: +0

Flying Tackle

Requirements: Grab OO, Athletics OO, Jump

Learn: Any 2

The attacker dives at his opponent and grabs onto them, throwing them to the ground.

System:  This is an Aerial Maneuver. If successful, the opponent is knocked down. Both the attacker and the defender end up on the ground in the same hex, and both suffer the usual -2 Speed penalty the next turn for getting to their feet.

Cost: None

Speed: +1

Damage: +1

Move: +2

Fanny Plant

Requirements: Grab. OOO, Athletics. OOO, Fanny Smash

Learn: Sumo.1,Any 3

The throws his opponent to the ground and then sits on him.

System: Two damage tests at the listed rating.  If the opponent does

Not avoid the first, she suffers a knockdown.

Cost: Nil

Speed: +0

Damage: +1/+2

Move: +1

Soul Shock

Requirements: Grab OO, Focus OOO

Learn:  LerDrit. 5

In this powerful attack the attacker grasps his opponent at the shoulders and infuses her with damaging psychic energy.

System: The opponent suffers a Knockdown in addition to damage.

Cost: 1 Chi

Speed: +0

Damage: +6

Move: None

Rusher

Requirements: Grab OOO, Athletics OO, Throw

Learn: Strauheim, Pro Wrestling. 2, Any 3

This is just a move enhance for grabs.

System: The warrior rushes forward to grab the opponent and execute a

Grab maneuver.  Play this card with a Grab maneuver to increase

The Move rating.

Cost: WP. 1

Speed: +0

Damage: +0

Move: +2

Double Slam

Prerequisites: Grab OOO

Power Points: Higland Fighting 4

Scottish Highlanders show off their strengh with this move, where they

pick their victim up, slam her to the ground, then hoist her up againn

without letting go to bring her overhead to slam her down again!

System: This Grab maneuver ignores Blocks.  The victim is hoisted overhead

to land for the first slam in the hex opposite where she was relative

to the Highlander, then is returned to her own hex after the second slam.

The Highlander must move into the same hex to grab, but steps back for

the slams, thus effectively not moving from his original position.

The victim is Knocked Down.  She also takes seperate damage from each

individual slam.

Cost: 1 Willpower

Speed: - 1

Damage: + 2, +1(for the second slam)

Move: One

Choke Throw

Grab Maneuver
To Learn: grab OO, athletics OO, jump

Power Points: spanish ninjitsu 1, lua, pankration 2, any 3

The fighter catches an ariel or normal opponent by the throat and hurls him to the ground
System: This maneuver can interrupt a airborne opponent, and can attack a standing character as well. Damage indicates a knockdown. Both the fighters end the turn in the same hex where this attack was made.

cost: None

speed –1

damage +2

move +0

Climb And Slam

Grab maneuver

To learn: Grab OO, Athletics OOOO

Power Points: Any 1

Description: This incredible maneuver allows the fighter to run up the victim's body, soar through the air, and slam back down on top of the victim.

System: This is a normal grab maneuver, but if the victim receives damage, he is Knocked Down. The fighter must enter the victim's hex to execute this Maneuver.

Cost: none

Speed: -1

damage +2

move; One
Disengage* 

Grab Maneuver

To Learn: grab OO, athletics OO

Enables the fighter to extract himself from an opponent's grip
Power Points: ninjitsu 1, native american wrestling, sanbo, spanish ninjitsu, lua, pankration, wrestling 2, tai chi chaun 3, any 4

System: A fighter may play this move during any turn he is in a sustained hold. When played, the captive fighter rolls a second time to try to escape from his captor. However, for the second roll the fighter rolls his dexterity versus his opponent's strength. if he escapes and has any move left, he may continue moving away from his opponent.

cost; none

speed +1

damage: none

move -2

Dislocate Limb 

Grab Maneuver

To Learn: grab OOO, kick OO, athletics O

Power Points: Caporeia, ninjitsu, baraquah, lua, pankration 2, kabaddi, sanbo, native american wrestling, special forces, ju jitsu, tai chi chaun 3

The fighter pulls an arm out of it's socket
System: the turn after the fighter's arm has been dislocated, he suffers a -3 speed penalty. this is because he is forced to pop is arm back into it's correct position. Any punches made during this turn (the turn with the -3 speed) suffer a -2 damage modifer as well. 

  The victim may choose not to re-locate his arm. However, he may only throw kicks until he does.

cost: none

speed –1

dmage +1

move +1

Ripping Bite 
Grab Maneuver
To Learn: grab OOO, Fang Merit 

Power Points: Those with fangs 2

The fighter bites down and attempt to rip muscle and ligiments
System: The fighter leaps foward and indicates which limb he wishes to strike. A successful roll that inflicts damage causes the target to suffer -1 on both Strength and dexterity for the remainder of the combat. This maneuver can be preformed multiple times, and can finaly impair the victim. hen detiming damage inflicted by this attack, the Animal hybird background (or other simliar background) is used in place of the grab technique.

cost; 1 

willpower

speed –1

damage +1

move: One

Rising Storm Crow 

Grab Maneuver
To Learn: grab OOO, athletics OOO, throw

Power Points: majestic crow kung fu 4, kung fu 5

The fighter grabs the victim's head and flips over him, then flip-throws him foward
System: the fighter must start at least two hexes away from his target. he can throw the target in a straight line foward for as many hexes equal to his strength. the target takes two damage tests; one at the fighter's strength -3 (botches for this roll should be ignored and concidered to be 0 dmage, although the maneuver is NOT interrupted) when the forced flip is initiated, then another at twice the fighter's Strength when the victim crashes to the ground. Thus, a character with a high strength throws farther and harder. The opponent automaticaly suffers a knockdown whether or not he receives any damage form either test. Both damage tests combine to detirmine whether or not the victim is dizzied. 

Modifiers: cost 1 willpower, speed: -3, damage -3/x2, move +2 (minimum move 2)

Head Lock 
Grab Maneuver

To Learn: Grab O punch O

Power Points: Any 2

Description: The fighter places his foe's head in a lock under the arm and begins punching

System: This is a Sustained Hold. Use the modifers below. But use punch instead of grab for damage. 

cost: none

speed –1

damage +1

move: One

Improved Pin 
Grab Maneuver

To Learn: grab OOO, athletics OO, pin

Power Points: Aikido, Baraquah, Jiu Jitsu, Lua, Wrestling, Kung Fu, pankration, silat, special forces, tai chi chaun, wu shu 3, any 5

The fighter preforms a highly skilled Pin on an opponent, immobilizing him

System: (normal Pin):To preform a pin, the victim must have suffered a knockdown or have been dizzied. The fighter moves into his opponent's hex and makes his attack roll. If he preforms two more levels of damage, the opponent is held in a painful immobilizing hold until he can break free. 

  The fighter's strength is concidered to be raised by threeonly for purposes of holding the opponent (it does not add to the damage roll). The fighter may choose to inflict damage or not on each turn after the first; the target only gets thier stamina and grappling defense against this attack. This is a sustained hold. If the fighter is dizzied or knocked out by a third party's attack, the pin is automaticaly broken.

  (Improved Pin): The fighter may use an improved pin on nay one target in his hex or adjacent hex, regaurdless of whether or not his opponent has been knocked down or is dizzied. It uses the modifiers below. Otherwise, it acts as a normal pin (as listed above).

cost; 1 willpower on the first turn only

speed +0,  damage +2 (first turn)/+1 (all other turns)

move: +1 (first turn), Two (all other turns)

Face Slam 
Grab Maneuver
To Learn: grab OOO

Power Points: native american wrestling, sumo 2, sanbo 3, any 5

The fighter picks his victim up by the face and slams the back of his head into the ground
System: use the modifiers below. if any damage is scored, the victim suffers a knockdown. 

cost: none

speed –1

damage +3

move: One 

Flying Tackle 
Grab Maneuver

To Learn: grab OO, athletics OO

Power Points: any 2

The fighter slams into an opponent, taking them both to the ground
System: Both the attacker and the defender suffer a knockdown, but only if damage is scored. After impact, attacker and defender fly back two hexes and end the turn on the ground, occupying the same hex. The attacker gains a bonus of +2 to his speed if his next maneuver is a Grab maneuver. 

cost: none

speed –1

damage +0

move +2

Jaw Spin 
Grab Maneuver

To learn: grab OOOO, athletics OOO, tearing bite, Fangs merit

Power Points: Those with fangs: 3

The fighter bites  an opponet's limb in his arm and begins to shake and spin viloently

System: To be successful, the fighter must actually allow a slower attack to hit. If the opponent's attack is faster, th fighter cannot play this maneuver. Once the blow has landed (assuming the fighter is still able to attack), he then executes the Jaw Spin. 

cost; 1 will

speed +1

damage +5

move; none

Multi-Arm Pummel 

Grab Maneuver

Prerequisites:  grab OOOOO, Punch OOO,Brain cracker, Extra arms merit. 

Power Points: any 6

Description: The incerdibly strong fighter takes two arms and grabs his opponent, picking him up off the ground. He then uses his other two arms to pummel the opponent in rapid succession.

System: Use the modifiers below. The attacker makes two damage tests. Use punch to determine damage. This is a sustained hold. The character dose not get the normal extra arm merit bonuses for this move.

Cost: none

Speed: -2

Damage: +2 

Move: One

Pin

Grab Maneuver

To Learn: {grab 2}

Power Points: Aikido, Jiu Jitsu, lua, pankration, tai chi chaun, wrestling 2, baraquah, jeet kune do, kung fu, shotokan karate, silat, wu shu 3, special forces 4, any 5

The fighter attempts to pin his foe to the ground.
System: To preform a pin, the victim must have suffered a knockdown or have been dizzied. The fighter moves into his opponent's hex and makes his attack roll. If he preforms two more levels of damage, the opponent is held in a painful immobilizing hold until he can break free. 

  The fighter's strength is concidered to be raised by threeonly for purposes of holding the opponent (it does not add to the damage roll). The fighter may choose to inflict damage or not on each turn after the first; the target only gets thier stamina and grappling defense against this attack. This is a sustained hold. If the fighter is dizzied or knocked out by a third party's attack, the pin is automaticaly broken.

cost; 1 willpower on the first turn only

speed -1 

damage +2 (first turn)/+0 (all other turns)

move: +1 (first turn), none (all other turns)

Sleeper

Grab Maneuver

To learn:  grab OOO

A special head lock that lessens blood flow to the brain and causes unconciousness.

Power Points: sanbo, native american wrestling, baraquah, lua 3, sumo, special forces 4, any 5

System: if the character can maintain his grip for three rounds, he will automatically dizzy his opponent. This is a sustained hold.

cost; 1 willpower on the first turn only,

speed –1

damage +2

move: One

Spin and Toss 

Grab Maneuver

To Learn: Grab OOO, Throw

Power Points: Any 2

System: The victim of this Maneuver must be Knocked Down the previous turn, and then attacked before he makes his next action. He may pick up his victim by the legs, and spin him round and round, finaly throwing him in the direction he choses, at a distance of Strength + 1 in hexes. In all other reguards, this works exactly as a Throw.

Cost: None

Speed: +0

Damage: +3

Move: One

Tearing Bite 
Grab Maneuver
To learn: grab OOO, Fang merit

Power Points: Those with fangs 2

The fighter chomps down on the head/neck, then flips the target over his back
System: After applying the damage, the attacker then throws his opponent in the opposite direction from the one he is facing. The victim travels a number of hexes equal to the fighter's strength -1. Use the animal hybird (or similar strange background) rating to detirmine damage in place of the grab technique.

cost; 1 chi

speed +1

damage +4

move: One

