
Pin them down! Idea by Johnny Bremer 
 

It’s not always the best solution just to chop people down, sometimes you need to pin them to the ground and prevent 

them from doing further damage. But the rules presented in Players Handbook, although useful, don’t take into 

consideration the characters/creatures relative strength (muscle), only the actual size in terms of differences in height.  

 

It would be much more relevant to let the actual strength of the parties involved take part in the decision of who pins 

who down. Below is a set of rules that tries to do just that.  

 

The defender can attack anyone trying to overbear if his initiative is better than that of the attacker. If multiple 

attackers, then the initiative for the slowest attacker is used for the attacking group.  

 

In order for the attacker to overbear and pin the defender, he must make an attack-roll (using the best THAC0 if 

multiple attackers) against the defender’s normal armor class (AC 10 for most PCs). To this, only counting magical 

and Dexterity adjustments (you are as easy to knock over when wearing Plate Mail as when wearing Leather Armor) 

modified by +1 for each additional attacker.  

 

If the attack is successful, the attacker(s) must make an opposed Strength (muscle) check against the defender to see if 

he/they can drag him down or not. Use the Strength (muscle) of the largest attacker and apply the modifiers described 

below:  

 

1. Each difference in strength (muscle) that the attacker has more than the defender, will give him a +1 bonus to his 

attack-roll 

2. Each difference in strength (muscle) that the attacker has less than the defender, will give him a -1 penalty to his 

attack-roll 

3. Each difference in size that the attacker is larger than the defender, will give him a +1 bonus to his attack-roll. 

4. Each difference in size that the attacker is smaller than the defender, will give him a -1 penalty to his attack-roll. 

5. If multiple attackers are all attempting to pin down a single defender, each attacker beyond the first adds a +1 

bonus to the attacker’s attack-roll. Always use the to-hit number of the weakest attacker (cooperation always 

depends upon the weakest link.) 

 

An opposed check is made by rolling a d20 against the score indicated. The one who gets the highest number without 

going over the limit has won the check.  

 

For example, a group of one fighter and two thieves decides to use their numbers against a single fighter and overbear 

him. The single fighter has a strength of 17 and the group has the following strength-scores: fighter (16), 1
st
. thief (14), 

2
nd

. thief (11).  

 

Since the 2
nd

. thief is the weakest of the three they use his strength score as base for the opposing strength check. This 

results in the following modifiers to the check:  

 

-6 for the difference in strength between the defender and that of the weakest attacker. 

+2 for the additional attackers 

 

Which means that in order to pin the defending fighter to the ground and keep him there, the group must make an 

opposing check with a score of 7 against the score of 17. This they need to do each round following the first if they 

want to continue their hold.  

 

Looking back, it has come to my attention that something similar is to be found within the pages of the "Players 

Option: Combat & Tactics" book. But since not all players and DM’s has access to this book, and considering the 

sheer amount of text within it, I still find this optional rule relevant.  

 


