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BLEEDING AND INFECTION SOCIAL COMBAT
Each Lethal or agravated injury causes bleeding. To Staunch bleeding roll
(Wits + Med.) difficulty equal to number of health-levels in the injury.
Any strenuous activity will reopen staunched wounds. Whilst bleeding take SOCIAL ATTACKS SPCCCI Honesty Deception Rate
one unsoakable lethal damage every Sta. minutes. Attack  Parry DV Attack  Parry DV
After sufF)zri?g L or A wounds roll (?fa, + Res.) diff. 3 (more for bad PFCSCHCC EI I:I D D JOIN DEBATE
conditions). If wound is rexposed before healing roll again. Success avoids
infection. Failure causes disease, Morbidity 1 (increases by 1 each day Wits + Aware.
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as treetment continues. Roll (Sta. + Res.) diff. of Morbidity daily. Success Cha. (Cha. Man. (Man (Willpower +
cures infection. On a botch or when the Morbidity rises above (Sta. + Res.) + Ability + Ability)/2 + Ability 4 Ability)/2 Integrity
take a -4 internal pen. for Sta. days then die. + Essence)/2
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Characters who suffer 4 or more health-levels of damage from a single wound FINAL TOTAL I I I I I I | I | I
suffer a crippling wound, circle the first x wound boxes, where x is the number

of health-levels suffered. Although the damage heals normally the wound penalties
remain. HARDNESS
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