damage:

Whenever a character sustains damage, he may be injured or killed depending on the total amount of damage he has suffered. As characters take damage from attacks or other damaging sources, they progress from healthy to injured, then incapacitated to near death. The following section describes how damage accumulates, and how injuries affect characters.

WOUND LEVEL:

As characters suffer damage, they progress through a number of Wound Levels describing their overall degree of injury. Starting with Healthy, the Wound Levels include Dazed, Injured, Wounded, Incapacitated, and Near-Death. Surpassing Near-Death indicates a character has died from his sustained injuries. Within each Wound Level, a character has a number of wound points equal to his Fitness + Vitality. Once a character has accumulated damage equal to his wound points, he begins accumulating damage in the next Wound Level and suffers penalties as a result of greater injury (see Table 1 “Injury Effects”). This process continues until either the damage ceases to accumulate and the character begins to heal or until the character dies from injuries, whichever comes first.

Injury Effects:

As characters sustain damage and drop from one Wound Level to the next, their injuries begin to impair their ability to perform actions. This impairment results in a penalty that applies to all physical (and combat-related) tests, as well as most non physical tests. The penalties represent minor fractures and lacerations that can be healed naturally with sufficient time and rest.

	Wound Level:
	Effect:

	Health
	The character suffers no impairment (this is normal uninjured state)

	Stunned
	The character suffers a +1 difficulty to all tests (or -1 to initiative tests, dodge, or parry rolls) until healed. This penalty is in addition to whatever other penalties already apply.

	Injured
	The character has been thrown to the ground and is in such pain that further actions this round are impossible. Until he receives First Aid or Medical attention, he suffers a +2 difficulty to all tests (or -2 to initiative tests, dodge, or parry rolls). This penalty is in addition to whatever other penalties already apply.

	Wounded
	The character has been thrown to the ground and is in such pain that further actions this round are impossible. Until he receives First Aid or Medical attention, he suffers a +4 difficulty to all tests (or -3 to initiative tests, dodge, or parry rolls). This penalty is in addition to whatever other penalties already apply.

	Incapacitated
	The character has been thrown to the ground and rendered unconscious for 2D6 minutes. Once conscious the character makes a moderate (6) Fitness test (modified by his Vitality Edge). If he fails the test, he cannot move or perform physical actions until Medical attention (See Chapter 6 Medical Care “First Aid”) has been received. If his wounds have been successfully stabilized or when the Fitness test was successful, the character can take actions but suffers a +5 difficulty to all tests (or -4 to initiative tests, dodge, or parry rolls) until healed.

	Near-Death
	The character is so severely wounded that without immediate medical attention, death is inevitable. If a near death result is achieved the character goes into shock (see First Aid “shock”), falls prone and unconscious, and will die in a number of minutes equal to his Fitness + Vitality. If the shock is not treated, he goes into cardiac arrest in the last minute before the patient dies. If he regains consciousness by means of medical intervention, he may perform a limited number of light actions (Narrator’s call) at a +6 difficulty.

	Death
	The character is dead


DAMAGE:

This number represents the amount of wound points lost caused by injury, illness or other forms of damage. Some of these injuries follow their own set of rules. Use the rules below for physical damage caused by combat, for other types of damage consult chapter 8 “Other Forms of Damage”.
Bleeding Damage: Each time a character is injured by a cutting or piecing object, he continues loosing wound points due to bleeding. At the end of every minute after being wounded, you bleed for a loss of 1 wound point. Make a moderate (6) Fitness test (Modified by his Vitality edge) every time a wound bleeds. A dramatic failure increases the damage to 2 wound points per minute. If you successfully make this test 3 times, the wound stops bleeding. Otherwise it must be treated with the First Aid skill (see Chapter 5 Medical Care “First Aid”). The Narrator decides which wounds bleed. Cutting, impaling, and piercing wounds usually bleed; crushing wounds generally don’t, but there are always exceptions.

Brawling: Punches and unarmed melee attacks usually cause Brawling damage. Damage from these sort of attacks never go past the Incapacitated wound level, but instead for each damage point beyond the Incapacitated wound level a human character remains unconscious for an additional 5 minutes. A Narrator can modify this length of time depending on the target species. Ordinarily its’ not possible to injure seriously or kill a character with Brawling damage. However, if a character continues to attack an unconscious character with Brawling damage, he will begin to do normal damage, and can, if he attacks the helpless foe long and fiercely enough, kill him. After the brawl (a minimum of 10 min), a character divide’s all Brawling damage by three, all remaining damage is considered normal damage and must be healed naturally (see Chapter 5 Natural Healing).

Energy Stun: Some weapons (or martial arts maneuvers) – Federation Phasers, for example – can be configured to inflict non lethal damage. Starfleet standard operating procedure require phasers be set on stun, at least initially. For weapon set on stun, roll damage normally, but if the damage in one hit equals one wound level, the character is rendered unconscious. For each damage point past that one wound level, he character remains unconscious for an additional five minutes. After the combat (a minimum of 10 min) the character has no residual damage remaining, and they not have to make Fitness tests (see Chapter 5 Natural Healing) to heal this damage.
Weapon Damage: Consult the damage weapon code (see Chapter 10 Weapons and Armor) when using weapons to attack a target or object. The damage code of a weapon consists of a vast number plus a number of dices that need to be rolled. If using a weapon with a setting, the setting determines the damage code. When using a melee or throwing weapons, a character may add extra damage from his physical strength, use the following formula to determine the extra damage: (Fitness + Strength)/2-1.
TAKING DAMAGE:

Every time a character is damaged, he can withstand an amount of damage equal to his Fitness + Vitality, this called a characters resistance.

HIT LOCATIONS:

For added realism, Narrators may elect to use this rule, which determines where a successful shot or attack strikes a target. Roll two dice to determine the basic "hit location" and consult the following chart:

	Hit Locations

	Roll: 
	Target Location:
	Modifier:
	Effect:

	2
	Critical injury
	+5
	+1D6 damage, and add a critical injury (roll 2D6 for location) *

	3
	Lower Leg/Foot (Left)
	+4
	Reduce all movement to one-quarter normal

	4
	Upper Arm/Shoulder (Left)
	+3
	Must make Moderate (7) Coordination roll to hold on to any held items, including weapons.

	5
	Lower Arm/Hand (Left)
	+4
	Must make Challenging (9) Coordination roll to hold on to any held items, including weapons.

	6
	Upper Leg/Thigh (Left) 
	+2
	Reduce all movement to half normal

	7
	Chest/Abdomen
	+2
	-

	8
	Upper Leg/Thigh (Right)
	+2
	Reduce all movement to half normal

	9
	Lower Arm/Hand (Right)
	+4
	Must make Challenging (9) Coordination roll to hold on to any held items, including weapons.

	10
	Upper Arm/Shoulder (Right)
	+3
	Must make Moderate (7) Coordination roll to hold on to any held items, including weapons.

	11
	Lower Leg/Foot (Right)
	+4
	Reduce all movement to one-quarter normal

	12
	Head/Nek
	+4
	+1D6 damage, and make a Challenging (9) Coordination roll to hold on to all held items, including weapons.

	* I've you roll a 2 on the location; add an extra critical injury to the same area or a new area. 
° A target only suffers from a critical injury if the damage (after applying resistance) is equal to his resistance.


In addition, after a character has determined which location he hit, he can elect to "slide" the result to another hit location based on how proficient he is with the mode of attack. He can "slide" the attack one step up or down for each point he has in the skill he used to make the attack. For example, Lieutenant Aiden Bosque, with an Energy Weapon (Phaser) 2(3) skill can elect to "slide" a hit three locations in either direction on the scale when he hits a target with a Phaser. He rolls a hit location of 4. As a result, he can slide the hit location up to 3 locations in either direction - anywhere from 2-7. Since he does not want to strike the target character in the lower arm (location 4), he instead elects to "slide" the hit to the target's chest (location 7). If you didn’t spend your skill (or a portion of it) level to slide up or down if you get a location of 2, you can use the rest for the new roll.
CRITICAL INJURIES:

Some injuries go beyond the simple loss of wound points. These types of injuries are called critical injuries. They are often lethal and while normal injuries heal naturally, critical injuries need medical attention to heal properly. A character suffers one critical injury if you get a result of 2 on the location roll. If that is the case, add the additional effect described below; each of these effects depend on the weapon used or the location struck (Narrator is the final arbiter) Some other forms of damage (Explosions, Falling objects, Falling damage, For more information see Chapter 8 Other Forms of Damage) may result in one these effects. 

Arterial Bleeding: Sometimes a wound causes an Arterial rupture, this type of bleeding must be treated (See Chapter 6 Medical Care “First Aid”) because it doesn’t stop bleeding on itself. Characters with an arterial rupture lose 3 wound points per minute due to severe bleeding.

Broken Limbs: Broken bones run the gamut from minor fractures that don’t hinder a character at all to life-threatening compound fractures. Generally, the previous two injury categories are considered to include minor breaks or cracks; this category is reserved for severe fractures. A broken body part cannot be used until treated (if healed naturally, the character will suffer from the Physical Impairment flaw), and even then it takes time to heal. Increase the difficulty of all physical tests depending on the need for the limb.

Cranial Trauma: A trauma to the head can result in various problems; from headaches to mild concussions. Generally, these sorts of injuries are considered minor effects. If the damage is great enough it causes a life threatening cranial hemorrhaging. The effects depend on the wound level the character falls in after the attack. Up to the Wounded wound level, the character falls directly unconsciousness for 2D6 minutes. When the Incapacitated wound level is reached, the target falls unconscious for 4D6 minutes. When the damage is enough to put the target in the Near-Death wound level, the critical injury causes massive intra cranial hemorrhaging and the target goes into shock. The hemorrhaging results in a severe hematoma within the skull and puts pressure on the brain, with a coma as result. Even a Dramatic success on the stabilization test for shock doesn’t waken up the patient, unless the physician uses a Neural Stimulator (See First Aid “Shock”). Treating this massive cranial trauma requires surgery (See Advanced Treatment “Surgery”) or use of very advanced technology.

Crushed Windpipe: A crushed Windpipe or tracheo-bronchial injury (TBI), is damage to the tracheo-bronchial tree (the airway structure involving the trachea and bronchi). It can result from blunt or penetrating trauma to the neck or chest, inhalation of harmful fumes or smoke, or aspiration of liquids or objects. TBI is a serious condition; it causes obstruction of the airway which results in the victim drowning (see Chapter 8 Other Forms of Damage “Asphyxiation”).

Internal Bleeding: Internal bleeding is bleeding occurring inside the body. It can be a serious medical emergency depending on where it occurs (e.g. stomach, lungs), and can potentially cause death and cardiac arrest if proper medical treatment is not received quickly. Use the rules for bleeding, with the difference that surgery is needed to repair this damage (or the use of a Thrombic modulator).
Severe Burns: Minor burning and corrosion injury does not bleed significantly; the damage sears the flesh, cauterizing the wound and preventing blood loss. However, if such injury causes a critical injury, treat it as a second or third-degree burns. These sorts of injuries follow the rule of bleeding (see Bleeding), oozing blood plasma until properly treated.
ARMOR & COURAGE POINTS IN COMBAT:

There are various ways to increase the resistance to augment your chances of surviving a dangerous situation.

Armor: Characters can wear armor to protect themselves from damage. Federation troops often don combat armor before entering a dangerous area, while Romulan soldiers prefer protection from melee damage. Klingon warriors typically wear intricate leather/metal armor. Armor protects against both physical and energy damage; it adds to the character’s Resistance for purpose of resisting damage. Armor rarely protects the wearer body; if you roll on the hit location table (see below), the targeted area may not be protected by the armor. Characters should always specify on their character sheets which locations are protected by armor. When you get damage while wearing armor, the armor also suffers damage. For each multiple of the protection in damaged received, subtract one point of armor protection.

Courage Points: A character can spend courage points to increase his Resistance for one round or one scene at the Narrator’s option). A patient (or the Physician treating him) may also spend courage points to stay alive longer when he is in the Near Death Wound level. Every courage point spend this way gives you one more minute before you die, and lets you ignore up to 2 point of bleeding for one minute. Sometimes desperate times call for desperate measures. In that case you can burn a courage point you have already spend. Once a courage point is burned it is gone, but you can always buy a new one with experience points.
Surviving at any Cost:

Sometimes the damage a character receives is enough to kill him directly. If that is the case, he may reduce the damage to survive the encounter by taking an appropriate flaw (Physical Impairment or Medical Problem or Chronicle pain) or reduce one of his attribute(s) permanently. The number he may subtract from the damage is equal to the development point cost of the flaw or attribute(s). This may reduce the damage maximal to the Incapacitated Wound Level. Example of this are Nog Bio synthetic legs after surviving a deadly encounter with the Jem’Hadar, Picard artificial heart after an encounter with a Nauscican, Worf crippling injury after an accident. The character must pay Experience points to buy back the lost Attribute point(s) or to buy the Medical remedy. In some cases the character is capable to buy off his Physical Impairment (Medical Problem or Chronicle pain) instead of buying the medical remedy if there is some sort of cure for his condition (example of this is the recovery of Worf using the Genitronic device). A lenient Narrator lets them pay off their disadvantage in advance if they do not have enough experience points, but they must pay off the first time they receive experience points.
