
All Crit Injuries deal a bonus 5 damage straight to the target’s HP.
Roll 2d6 on the Critical Injury Table for the area you’ve successfuly Crit to deal the 

specific Crit Injury +5 extra damage.

If you are mortally wounded, each turn you must roll a Death Save.
Roll 1d10. If you roll under your BODY you live. Roll over your BODY or a 10- 
You’re Dead. Each time you roll for a Death Save, the penalty increases by 1.

If you are mortally wounded but are still attacked, even the smallest bit of damage 
will inflict a critical injury.

Low Level- Could be a problem 
later on if you get too much.

High Level- Same as being Mildly 
on Fire, until you leave the area.

Pass a Resist Torture/Drugs check 
or suffer the effects below.

Falling characters fall 40m per 
turn, until they hit the ground.

A one-chance DV15 against 
Athletics can save them if a ledge 

is nearby.

Falling 10+ meters deals 2d6 for Falling 10+ meters deals 2d6 for 
every 10 meters. Another DV15 
Athletics check is required to avoid 
the Broken Leg Crit Injury.

Cyberlegs stave off damage from 
less than 30m.

Exposure to extreme elements will 
deal 1d6 directly to your HP at the 

end of the day.

Using proper equipment will avoid 
this.

If you are electrocuted, 
immediately take 6d6 directly to 

your HP.

If you don’t move away from the 
source, take it again next turn.

1 minute of breath 
=

1 BODY
If you are out of breath, take HP damage 

equal to your BODY stat.

In a vaccuum, also take 1d6 to your INT, 
REF + DEX. If INT reaches 0, you’re Dead.

Armour is rated by its’ SP (Stopping Power.)
Divided into Head or Body Armour.

Armour will stop damage for a time, until its’ SP hits 
0, at which case it is useless until repaired. Everytime 
a piece of Armour is damaged, subtract 1 from its’ 

SP.
SSP in one area does not stack, the highest SP piece 

is your SP in that area.

If you don’t use an action to put 
yourself out, take fire damage 
at the end of your turn.

3


