Damage and Healing

This brief article provides some optional rules that extend those that are found in the WFRP 2nd edition rulebook. In some cases they have been influenced by already published rules from the first edition supplements. As with the other rules presented within this compendium, you should only pick and use the additional rules that suit your style of game.

Damage

Dazed and Falling Unconscious

Some players and GMs may find that it makes sense for characters to be dazed or even pass out when they have taken excessive damage. The official rules, as they stand, do not directly support this; however there are a number of simple ways in which this could be included.

· Losing more Wounds than your TB – if a single blow causes a character to lose more Wounds than their Toughness Bonus value, there is a chance that they become dazed. The character should make a Toughness test. Failure results in the character being dazed for the next combat round. All activities performed whilst dazed are at a -20 penalty.

· Losing over half your Wounds – if a single blow causes a character to lose over half of their remaining Wounds, there is a chance that the shock of the blow may cause them to pass out. The character should make a Toughness test. Failure results in the character passing out for 1D10 combat rounds, or until revived by receiving healing. Unconscious characters count as being prone within combat situations.

· Receiving a critical hit – whenever you character receives a critical hit, there is again the chance the shock may cause them to pass out. A Toughness test should be made, with failure resulting in the character passing out for 1D10 combat rounds. If the rules for accumulating critical hits (see below) are used then negative modifiers may also be imposed to these tests.

Clearly, using all these options would make combat incredibly deadly, and so it is advisable to pick and use only one or two of them. 

Accumulating Critical Hits

As it stands it is possible for a character, during a single combat, to receive many ‘light’ critical hits that aren’t really that critical! For example, within a combat a character may easily receive four low level critical hits in a row. Often the descriptions for such critical hits do not really reflect the fact that the character is being gradually worn down by the enemy. It would be sensible, therefore, to incorporate a mechanism to reflect this. A very simple solution is to say that each time a character receives a critical hit of level 3 or more, they receive a 5% penalty to all future actions (until at least the end of the combat). This penalty is cumulative so each additional high-level critical hit further increases the penalty by 5%. 

Example:

Clem is in combat with an Orc. The Orc hits him and causes a level 4 critical hit. Clem, therefore, now possesses a 5% penalty to all his future actions. In the next round Clem receives another level 2 critical hit – this is below the level 3 threshold so the penalty remains at 5%. In the third round Clem received yet another critical hit of level 5. This increases the penalty to 10%. Clem’s sword is starting to get really heavy… 


Healing

Using the Heal Wounds skill

Within the official rules the Heal Wounds skill can restore up to 1D10 Wounds to a lightly injured character. Given that an average character would typically have around 11 Wounds, this can mean that even a badly injured character (for example, one reduced to 4 Wounds), can receive a quick spot of first aid and be back up to full strength. Furthermore, the Heal Wounds skill can be used on a wounded character every day. This makes it very likely a character will be fully healed of their injuries within only a couple of days. 

Some players and GM’s may not like this rapid healing of characters, and feel that it doesn’t fit in with the grim and gritty feel of the Warhammer world, where wounds can take a while to heal. There are a number of ways to accommodate this:

· Reducing the effectiveness of the skill – instead of healing 1D10 Wounds, Heal Wounds can only restore 1D5 Wounds (1D10 divided by 2, rounded up). In addition, the Heal Wounds skill should never be able to heal more Wounds than were actually lost in that encounter. For example, if a character loses 2 Wounds from falling, Heal Wounds should only be able to restore a maximum of 2 back.

· Reducing the number of times it can be used​ – instead of being able to use the skill every day, Heal Wounds can only be used once a week (the patient should still receive daily treatment for this to be the case). However, this is on top of Wounds that are restored from natural healing.

Obviously using both of these approaches would result in a game where characters can take quite a while to heal from their injuries. This may not be suitable if combat is a frequent event in your adventures.

Modifying Healing rolls

Some GM's may wish to impose additional modifiers to healing rolls based on the surrounding environment, the severity of the patient's injuries, available equipment and medicines, etc. 

Generally, the GM should consider the situation where the healing is taking place and ask questions such as:

· How badly injured is the character? Will these injuries impede any attempts at first aid or surgery?

· What is the environment like? How clean is it? Is there a good chance of getting an infection? Is the medical equipment clean?

· What facilities are available? Does the healer possess medical equipment? Herbs? Medicines?

The GM should then determine a modifier for the healing roll based on the answers. As a guide, if healing is taking place in a fairly dry and clean environment, with only basic first aid gear, and the patient is not too heavily wounded, then no modifiers should be applied. If the situation happens to be better or worse than this, then a bonus or penalty should be given (within the range of +20 to -20 would be most suitable).

As an example, we provide two ways in which modifiers could be used:

· Severity of wounds - when healing is being performed on an injured character who has taken critical damage, a penalty can be applied that reflects the level of the highest critical hit they have received. 

	Critical Hit Level
	Penalty

	1-2
	0

	3-4
	-5

	5-6
	-15

	7-8
	-25


Example:
In a recent combat Clem sustained level 2 and level 5 critical hits. When he receives treatment the healer will be at a -15 penalty to their healing roll. The penalty is based on the highest critical hit Clem has received, which in this case is level 5.
· Treatment environment - the conditions that the healer is working in can also result in a modifier to the healing roll.

	Environment
	Bonus/Penalty

	Well-cleaned room
	+10

	Indoors/Under cover
	+5

	Dry open/wilderness
	+0

	Poorly cleaned room
	-5

	Damp/Muddy/Dirty
	-10

	Sewer/Marsh roll
	-15

	
	

	Medical equipment
	+10


