
 

Wound Result Result Pain Damage Bleeding Penalty  Strain 

Bruise/Graze 1 1d6  Minor (2/m)         

Struck  2 2d6  Minor (2/m) -1  1d6 

Injured  3 10d6  Major (2/r)  -2  2d6     

Broken  4 20d6  Major (2/r) -5  10d6 

Crushed 5 100d6 (350) Major (2/r) NA  NA     

Shattered 6 200d6 (700) Severe (10d6/r) NA  NA     

Destroyed 7 1000d6 (3500) Severe (10d6/r) NA  NA     

Severed 8 2000d6 (7000) Severe (10d6/r) NA  NA     

 Result is the amount past the victim’s Toughness (10 for a normal human sized combatant) on 

the damage roll – 11 is a Bruise, 14 is a Break, 15 is a Crush, and so forth. 

 Pain is the initial amount of damage to Willpower a victim suffers. A PC can always choose to 

keep fighting as long as they have Willpower left, but antagonists and NPCs often decide to abandon 

aggression at anywhere from 90% willpower (for men-at-arms and thieves) to 50% (evil humanoids and 

henchmen). Only crazed, fanatical, or desperate creatures fight until 0 Willpower. 

 Blood Loss is the amount of damage to Stamina a victim suffers, usually only from cutting 

attacks. At 0 Stamina, the victim is unconscious. A victim of Major bleeding needs first aid within a day 

to survive. A victim of Severe bleeding needs expert first aid within an hour to survive. 

 Penalties only apply to the affected limb. 

 Strain is the amount of Pain damage using a wounded body part causes. 

Cutting results receive an extra +1 against limb hits, and another +1 on 5+. Thus, limb hits 

always inflict a minimum of the “Struck” level, and “Crushed” results are always promoted to 

“Shattered.” Cutting attacks are, as a result, several times more devastating against poorly armored 

targets than blunt attacks. 

Blunt results suffer an extra -1 to results of 7+. Thus, blunt trauma amputations are freakishly 

rare and often not possible at all. Blunt results also do not cause definable bleeding results below Severe 

(a result of Shattered does indicate that bone fragments have caused serious internal injury). In 

exchange for these penalties, blunt attacks get an extra irreducible +1 to armor penetration – blunt 

attacks are several times more likely to penetrate through armor than cutting attacks. 

 


