6) Medical care:

Medical attention enables characters to recover from damage even more rapidly. Advancements in 23rd and 24th century medical science permit medics and physicians to mend flesh and knit bone with miraculous results. The list below shows a number of medical procedures in order of importance. Reduce the Difficulty by all tests below by 2 if the character is receiving advanced medical care in a sick bay.

Diagnosis:

A doctor must first examine the patient before he can start to treat him, although some injuries (like bleeding or cardiac arrest) speak for them self, so they do not need to be diagnosed (NG discretion). The doctor makes a First Aid or Medical Science skill test to diagnose a patient; the difficulty (see Diagnose table) of the test depends on the degree of injury. Illnesses like diseases, radiation, and toxins have their own Difficulty number to diagnose (see chapter 4 Special damage), and the Narrator may rule that without the use of scanning equipment the illness may not be diagnosed. Diagnosing one of these illnesses is beyond the scope of the First Aid skill. If the patient suffers from multiple sorts of illnesses, handle the diagnose test as an extended test, and the first Diagnosis test will reveal all sorts of illnesses, and the most life threatening illness will be diagnosed first.

	Diagnose:

	Degree of Injury:*
	Difficulty:

	Stunned
	Routine (4)

	Injured
	Moderate (7)

	Wounded
	Challenging (8)

	Incapacitated
	Difficult (13)

	Near Dead
	Nearly Impossible (15)

	* Reduce the test by 1 if the patient able to communicate.


Diagnosing a patient takes time; the base time to make a diagnosis depends on how much data the character wants to collect, and the equipment used. The more data you collect, the more chance that you will have to discover the problem, but it requires more time to perform.

	Diagnosis Base Time:

	No Equipment
	Scanning:
	Diagnosis Bonus:

	1 minutes
	1 timed action
	-

	10 minutes
	5 minutes
	+1

	n/a
	30 minutes
	+2

	n/a
	1 hour
	+3


First Aid:

First aid is care given to an injured person in order to stop immediately life-threatening conditions and stabilize the patient so he doesn’t get any worse. Once stabilized, the long-term effects of shock can be treated. First aid deals with surface wounds as well as obvious internal issues such as lack of breathing. Internal injuries are often not detectable by a first aid provider, and the best treatment for them is to keep the victim still and comfortable until expert medical care arrives.

Airway Blocked: If the patient’s airway is blocked, he starts suffocating. Commonly, the airway is blocked by the relaxation of muscles caused by unconsciousness; lifting the chin remedies this. A foreign object lodged in the throat can sometimes be cleared by slapping the victim on the back or, more effectively, by firmly pressing the diaphragm from below (first advocated by Heimlich in 1973), doing so requires a routine (4) First Aid test. If nothing helps, the patient will need a tracheotomy to bypass the blockage and allow breathing. Performing a tracheotomy, requires a Difficult (12) First Aid test, and requires 1 minute of work. A physician often insert a tube into an unconscious trauma victim’s windpipe to ensure it stays open, preventing further airway complications. Placing the tube is a moderate (6) First Aid test.

Burns: Treading these burns is a lot more difficult.
Shock: Characters in the Near Dead wound level go into shock. The typical signs of shock are low blood pressure, a rapid heartbeat and signs of poor end-organ perfusion or "decompensation" (such as low urine output, confusion or loss of consciousness). There are times that a person's blood pressure may remain stable, but may still be in circulatory shock, so it is not always a symptom. Shock is a life-threatening medical emergency and one of the most common causes of death for critically ill people. Shock can have a variety of effects, all with similar outcomes, but all relate to a problem with the body's circulatory system. For example, shock may lead to hypoxemia (a lack of oxygen in arterial blood) or cardiac arrest (the heart stopping). One of the key dangers of shock is that it progresses by a positive feedback mechanism. Once shock begins, it tends to make itself worse. This is why immediate treatment of shock is critical. If this condition is not treated, it results in the characters dead. The Narrator sets the difficulty for a First Aid test to stabilize a patient in shock depending on the severity of the injury that is at the base for his dying condition, this test requires 1 minute of work. When successfully stabilized, a character in the Near Death wound level is stable and can be moved, through medical attention is required. If the character does not receive the required medical attention, a new First Aid test must be made every hour, or the character will die. A dramatic success on the stabilization test; halves the time, or makes the character conscious and completely stabilize (no additional First Aid test needed). The base difficulty for a stabilization test is a Routine (4) First Aid test; increase the difficulty by 2 if the character has suffered a critical injury. If the patient receives damage while stabilized, he goes into shock again. If no medical attention is provided then the character goes into Cardiac Arrest in last minute before a patient dies. The physician can use a Neural Stimulator to awaken a stabilized but unconscious patient:

Neural Stimulator: Medical personal uses a Neural Stimulator to awaken unconscious persons. Only trained medical personal can safely use a Neural Stimulator without a mishap, doing so requires a successful First Aid or Medical Science test. The difficulty depends on the severity; awakening a normal unconscious person is a moderate (7) test, and awakening a patient in coma (see cranial trauma) is a difficult (10) test.
Cardiac Arrest: Cardiac arrest, (also known as cardiopulmonary arrest or circulatory arrest) is the cessation of normal circulation of the blood due to failure of the heart to contract effectively. The treatment for cardiac arrest is cardiopulmonary resuscitation (CPR) to provide circulatory support. Performing CPR requires a moderate (7) First Aid skill test which takes 1 minute. If the CPR is successful, the patient makes a Fitness (7) test (Modified by his Vitality edge). On a success, circulation returns; and the patient becomes conscious after 2D6 minutes, and is stable through further medical attention is required. Failure means that circulation is still absent; CPR can continue and can be tried again. If the character does not receive the required medical attention in one hour, the patient goes into shock with the potential of suffering a new cardiac arrest. The physician can use medical devices and drugs to help him stabilize a patient with a cardiac arrest:
Cardio-stimulator: A physician can use a cardio-stimulator (See medical equipment) to help him stabilize a patient in cardiac arrest. Only trained medical personal can safely use a cardio-stimulator without a mishap, and it provides the patient a +2 bonus to his Fitness test.

Codrazine: This powerful Cardio-stimulator drug gives the patient a +2 on his Fitness test.

Bleeding: Bleeding, technically known as hemorrhaging or, is the loss of blood or blood escape from the circulatory system. Bleeding can occur internally, where blood leaks from blood vessels inside the body, or externally, either through a natural opening such as the mouth, nose, ear or anus, or through a break in the skin. Desanguination is a massive blood loss, and the complete loss of blood is referred to as exsanguination. Typically, a healthy person can endure a loss of 10–15% of the total blood volume without serious medical difficulties. Stopping a bleeding wound, takes one minutes and the difficulty depends on the type of bleeding. The basic difficulty for treating a bleeding wound is a routine (4) First Aid test, increase the difficulty to a challenging (8) for treating Arterial bleeding. The character can always apply pressure to reduce the bleeding, doing so reduce the damage by 1 Wound per minute. Or he can use a tourniquet, but this reduces the bleeding to 0. Both of these pressure techniques don’t substitute for actual treatment. Stopping internal bleeding is impossible without surgery or advanced medical tools. The physician can use medical devices and drugs to help him stop a bleeding wound.

Severe Burn Bleeding

Auto-suture: A physician can use an auto-suture (see Medical Equipment) to help him stop a bleeding wound. Only trained medical personal can safely use an Auto-suture without a mishap, a moderate (6) First Aid test stop an arterial rupture, and no test is needed to stop normal bleeding.

Thrombic-Modulator: A physician can use a Thrombic-modulator (see Medical Equipment) to help him stop internal bleeding. Only trained medical personal can safely use Thrombic-modulator without a mishap, a moderate (8) First Aid test is needed to stop internal bleeding.

Inaproveline and Chloromydride: This powerful Cardio-stimulator drug directly stops normal bleeding, but is ineffective for arterial bleeding. Inaproveline is only effective in 90% of the cases, if it doesn’t work use Chloromydride.
Blood-Plasma Infuser: This device can be used to insert blood or blood plasma in the bloodstream of the patient. You can use artificial blood (specific for each species) or real blood. In the last case we are talking blood transfusion with a compatible donor. Make a First Aid routine (4) test to use the device (make 2 tests if initiating the blood transfusion; one for the patient, and one for the donor). The donor will suffer one damage and the patient will recover 1 wound lost to bleeding, you cannot recover more wound pounds than you have lost due to bleeding. 

Advanced Treatment:

Whereas First Aid tests can be made to stabilize a character and hasten the process of healing naturally, some injuries require the advanced medical treatment (Medical Science tests), such as surgery, routine medication, and repeated therapy, to heal properly. A character can make a Medical Science tests, or First Aid test for some injuries to hasten recovery. If successful, the character recovers one Wound level (reduce the character's damage by a number of points equal to his resistance) if using the Medical Science skill, and the character recovers all damage sustained in his current wound level if using the First Aid skill. If the test results in a Dramatic Success, the character recovers two full wound levels (reducing damage by an amount equal to twice his Fitness + Vitality) if using the Medical Science skill, and recovers one wound level when using the First Aid skill. Thereafter the patient must recover naturally, but makes 2 Fitness tests (Modified by his Vitality edge) every interval time (see Natural healing), if the medic keeps the patient under his direct supervision. Even wounds healed by a physician are still a bit tender and it is possible to aggravate them. For a time set by one half the wounds received, any strain or injury to the afflicted area can reopen the wound (bring the wound back to its pre-treated state, but you don’t lose the benefit from stabilizing the wound unless you continue forcing the wound). For instance a character who tore open his shoulder and took enough wounds to be considered "Incapacitated", is healed. The character is okay, but should take it easy for 1d3 days (as an Injured result).

	Advanced Treatment:

	Degree of Injury:*
	Difficulty:

	Stunned
	Routine (4)

	Injured
	Moderate (7)

	Wounded
	Challenging (8)

	Incapacitated
	Difficult (13)

	Near Dead
	Nearly Impossible (15)


