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MAKE/MODEL TYPE TS SF ACL | DEF HP HND PSG REP
INJURY TABLE
2d6 Location 0 -1and -2 -3and -4 -5and -6 -7 and -8 -9.and -10 -11 or lower
Bleed Out: Roll 12-Stabilize
: " ~ ; - _ : - every round or die.
12-Balance or 1 Agility, 12 2 Agility, 12 -3 Agility, 12-Balance or fall = -4 Agility, 12-Balance or fall 5 Agility and fa.II prone, foot
2 Foot Balance or fall Balance or fall destroyed, missing foot -
fall prone prone prone, foot broken (useless) -5 Agility and fall prone, foot
prone prone flaw d L
estroyed, missing foot
flaw.
Stunned, 12- : 5 -2 Intellect, 12- -3 Intellect, 12-Still Standing -4 Intellect, 12-Still Standing ) g
3 Head Intellect or skip 1 st .1 2 Intellect or skip or fall unconscious for dé or fall unconscious for 2d6 € InTeIIect a il Eaidestoyediustnt
Intellect or skip turn ; . unconscious for 2d6 hours death.
turn turn minutes minutes
Bleed Out: Roll 12-Stabilize
Al - e | o _Anili ) e every round or die.
12-Agility or -1 Agility, 12-Agility 2 Agility, 12 Aglllty 3 Agility, 12-Agility or drop | -4 Agility and drop held object, 5 Aglllty and drop held
4 Arm drop held object = or drop held object = or drop held object held obi if brok: f object. Arm broken il d drop held
(if any) (if any) (ifany) eld object (if any) arm broken (useless) (Useless) -1 O_Agl ity and drop he
object. Arm destroyed,
missing limb flaw.
Internal Bleeding: Roll 17-
-2 Health, 12-Still -3 Health, 12-Still -4 Health, 12-Still Standing or -5 Health, 12-Still Standing or -5 Health and fall Stabilize every round or die.
5 Back -1 Health Standing or skip Standing or skip fall unconscious for d6 fall unconscious for 2d6 unconscious for 2d6 hours,
. . p " -10 Health and fall
turn turn minutes minutes Recurring Injury flaw ; p
unconscious until healed,
Recurring Injury Flaw.
-2 Health, 12-Still = -3 Health, 12-Still ' -4 Health, 12-Still Standing or -5 Health, 12-Still Standing or -5 Health and fall Heart destroved. Instant
6 Chest -1 Health Standing or skip Standing or skip fall unconscious for d6 fall unconscious for 2d6 unconscious for 2d6 hours, dea)t,h ’
turn turn minutes minutes Recurring Injury flaw ’
-2 Health, 12-Still -3 Health, 12-Still -4 Health, 12-Still Standing or -5 Health, 12-Still Standing or -5 Health and fall s s, (s
7 Chest -1 Health Standing or skip Standing or skip fall unconscious for d6 fall unconscious for 2d6 unconscious for 2d6 hours, dea)t,h :
turn turn minutes minutes Recurring Injury flaw ’
-2 Health, 12-Still = -3 Health, 12-Still ' -4 Health, 12-Still Standing or = -5 Health, 12-Still Standing or -5 Health and fall Heart destroyed. Instant
8 Chest -1 Health Standing or skip Standing or skip fall unconscious for d6 fall unconscious for 2d6 unconscious for 2d6 hours, dea¥h ’
turn turn minutes minutes Recurring Injury flaw ’
Internal Bleeding: Roll 17-
-2 Health, 12-Still -3 Health, 12-Still -4 Health, 12-Still Standing or -5 Health, 12-Still Standing or -5 Health and fall SO GUa R @ral:
9 Stomach -1 Health Standing or skip Standing or skip fall unconscious for d6 fall unconscious for 2d6 unconscious for 2d6 hours,
. N . ; -10 Health and fall
turn turn minutes minutes Recurring Injury flaw - y
unconscious until healed,
Recurring Injury Flaw.
Bleed Out: Roll 12-Stabilize
B " ~ ; - _ ; o every round or die.
12-Balance or 1 Agility, 12 2 Agility, 12 -3 Agility, 12-Balance or fall -4 Agility, 12-Balance or fall 5 Agility and f?” prone, leg
10 Leg Balance or fall Balance or fall destroyed, missing foot .
fall prone prone prone, leg broken (useless) -10 Agility and fall prone, leg
prone prone flaw P,
destroyed, missing limb
flaw.
Bleed Out: Roll 20-Stabilize
Stunned, 12-Still -1 Health, 12-Still -2 Health, 12-Still -3 Health, 12-Still Standing or -4 Health, 12-Still Standing or ST ere:
= X 2 X 5 . ; Throat destroyed. Instant
1 Neck  Standing or skip  Standing or skip Standing or skip  fall prone and can only crawl  fall prone and take no actions
N N -5 Health and fall prone. death.
turn turn turn until healed until healed q q
Take no actions until
healed.
Bleed Out: Roll 12-Stabilize
- - - - - . every round or die.
12-Agility or -1 Agility, 12-Agility = -2 Agility, 12-Agility =~ _ . Agili } . . -5 Agility and drop held
12 Hand drop held object = or drop held object = or drop held object 3 Agility, 12. Ag".'ty ordrop | -4 Agility and drop held object, object, hand destroyed, .
. . . held object (if any) hand broken (useless) U -5 Agility and drop held
(if any) (if any) (if any) missing hand flaw

object, hand destroyed,
missing hand flaw



