
WOUNDS

FORTUNE

RESOLVE

FATE

RESILIENCE

CRITICAL WOUNDS COMBAT SKILLS

TB + ARMOR POINTS

DIFFICULTY

HIT LOCATION

ADVANTAGE

CURRENT

CURRENT CURRENT

CURRENT CURRENT

MAX

MAX MAX

MAX MAX

current = 0; gain PRONE
UNCONSCIOUS in TB rounds

current < 0; roll on CRIT TABLE 
current < -TB = -20 to roll

current > -TB x 2 = +20 to roll

death = UNCONSCIOUS +  
current 0 +  (critical wounds > TB)

REROLL a failed test

+1 SL after roll

start of round ChOOSE INITIATIvE

ImmUNE TO PSyChOLOgy  
until end of next round

IgNORE ALL CRITICAL wOUNd mOdIfIERS 
until start of next round

REmOvE 1 CONdITION; if prone, +1 w

DIE ANOTHER DAY 
instead of dying, knocked out,  

left for dead, etc.

HOW DID THAT MISS?  
avoid an instance of incoming damage.

I DENY YOU 
do not develop a mutation,  

lose no corruption

I WILL NOT FAIL 
choose result of test, min 1 sl

LOSE IF:
lose an opposed test

suffer any conditions

lose any wounds

GAIN IF:
attacking a surprised enemy

charging into combat

gaining tactical advantage with a skill

defeat an opponent

win an opposed test

wound an opponent without engaging

NAME    SKILL DAMAGE

__________________________________ _____________ ________________

__________________________________ _____________ ________________

__________________________________ _____________ ________________

__________________________________ _____________ ________________

ADVANTAGE

1 bonus = +10%

refreshes every session

refreshes with motivation

gm awards for great deeds

gm awards for great deeds

ARMOR SACRIFICE: 
can ignore 1 critical wound by 

reducing armor by 1 ap

very easy +60
easy +40
average +20
challenging no mod

difficult -10
hard -20
very hard -30

01–09 head

10–24 secondary arm

25–44 primary arm

45–79 body

80–89 left leg

90–00 right leg

01–09

10–2425–44

80–8990–00
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