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1. Roll D10 for location 2. Cross out box 3. apply effect 

Ranged Melee Location  1st injury 2nd injury 

1 1 Head [_] [_] 
Go prone. Miss next turn. Pass an immediate Physique test 

or fall unconscious. Prowess & Awareness halved. 

Unconscious. Pass Physique test to avoid death. 

2-6 2-3 Body [_][_][_][_][_] Reduce your Physique by 1, then take a Physique test. If you fail, you are incapacitated and are bleeding out. 

7 4-5 L arm [_][_] Ranged and Melee stats halved. Incapacitated & bleeding out 

8 6-8 R arm [_][_] Ranged and Melee stats halved. Incapacitated & bleeding out 

9 9 L leg [_][_] Go prone. All movement distances halved. Incapacitated & bleeding out 

10 10 R leg [_][_] Go prone. All movement distances halved. Incapacitated & bleeding out 
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