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WOUND TABLE CUMULATIVE WOUNDS

VW WK AV ST VS SH PREV. NEW WOUND STATE
SW | LW | LW | LW | LW | LW vl\.lg\lnglP LW Sw Ccw MO0 M1 M2 M3 M4 M5 M6
SW | sw|ww ]| ww]|Lww]|Lw LW tw | sw/|cw | Mo | M1 | M2 ]| M3 | M4 | M5 | M6
CW | SW | SW | LW [ Lw | Lw sSwW sw|cw | Mo | M1 | M2 | M3 | M4 | M5 | M6 D
CW | CwW | SwW | sw | Lw | Lw cw cwW | MO | M1 | M2 | M3 | M4 | M5 | M6 D D
MO CW | CW | sSwW sSW LW MO MO M1 M2 M3 M4 M5 M6 D D D
M1 | Mo | cw | cw | sw | sw M1 M1 [ M2 | M3 | M4 | M5 | M6 D D D D
M2 |l m1 | mo lew !l cw | sw M2 M2 | M3 | M4 | M5 | M6 D D D D D
3 | m2 I w1t T mo Tew T cw M3 M3 | M4 | M5 | M6 D D D D D D
Ma | m3 1 m2 | m1 1 mo [ cw M4 M4 | M5 | M6 D D D D D D
M5 | M4 | M3 [ M2 [ m1 | mo M5 [ M5 | M6 b|bj|ob|ofb|bD
Mo | M5 | ma | m3 | m2 | mi M6 | Ms | D b [b]|]b|Db|D]D

D M6 | M5 [ M4 | M3 | M2

D D Me | ms | ma | m3 WOUND EFFECTS

D D D M6 [ M5 | M4 LIGHT WOUND (STUN 0)

D D D M6 M5 -No Additional Effetcs

D D D M6 ggmc;gs WOUND (STUN -1) -2 to all actions

D D D D Limb & Torso:1-2 broken bone, 1/2 MA, -2 attack/defend

WOUND RECOVERY

Roll after 1 week. If successful reduce severity by 1 level

VW WK AV ST VS SH

wil4 (5|6 ]7]8]09
SW| 3|4 (5|6 |7 |8
CW| 2 | 3[4 |5 |6 |7
MW(f 1 [ 2|3 ] 4]5]686
CONSCIOUSNESS SAVE

VW WK AV ST VS SH

LW | 5 6 7 8 9 10
SW | 3 4 5 6 7 8
CwW | 1 2 3 4 5 6
MO 0 1 2 3 4 5
M1 0 0 1 2 3 4
M2 0 0 0 1 2 3
M3 0 0 0 0 1 2
M4 0 0 0 0 0 1
M5 0 0 0 0 0 0
M6 0 0 0 0 0 0

Head: 1= Lose an eye
2-6 = Skull fracture, 1/2 INT, REF, COOL

SERIOUS Wounds become CRITICAL if untreated for 20 minutes.

CRITICAL WOUND (STUN -2) -4 to all actions

Roll 1d6

Limb: 1-2 = Limb was severed or must be amputated
3-4 = bone shattered, limb useless, -4 attack/defend
5-6 = No Additional Effects

Torso: 1-2 = lung punctured, no movement
3-4 = major damage to abdominal organs INT, REF, COOL, MA reduced to 1
5-6 = major lower abdominal damage cannot move or attack due to pain

Head: 1= lose 1d6/2 points of INT and REF due to brain damage
2 = amnesia, DIFF INT roll to remember names & events
3 = blinded in both eyes
4 = jaw shattered
5-6 = roll as if SERIOUS

CRITCAL Wounds become Mortal 0 if untreated for 2 minutes.

MORTAL WOUND (STUN -3 to -9) -6 to -12 to all actions
Roll 1d6
Limb: 1-2 = Limb Severed or destroyed

3-4 = bone pulverized

5-6 = roll as for CRITICAL

Torso: 1 = Lungs punctured, no move
2 = Heart punctured
3 =rib cage pulverized
4 = major organ damage
5 = spinal column damaged
6 = internal bleeding

Head: 1 =-1d6 to INT and REF
2 = both eyes destroyed
3 = neck broken
4 = INT and REF reduced to 1
5-6 = roll as for CRITICAL

MORTAL Wounds increase in severity one level every 1 minute (20 rounds) until treated




