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[1]  Hit locations in melee and ranged combat.  


All successful attacks effect a specific target hit location.  The location struck is normally determined randomly by a 2d6 roll according to the following tables, which are keyed to the body plan of the target.  Alternatively, a specific hit location can be targeted with an aimed shot, incurring a -5 modifier on the attacker's Armed or Ranged Combat task roll.  When rolling the hit location use two different colored dice.  One of the dice (black, for the example) is used to determine "right or left" for any leg, arm or wing blow, with on odd number being left.  Example:  Dagobert, a Gondoran deserter and world-traveling ne'er do well, hacks at an Uruk with his Glaive and hits.  Rolling hit location, he gets a 4 (black) and 5 (white).  Therefore, Dagobert struck the Uruk in the right arm.  

Table A.1.i.  Humanoid

Location
2d6 roll

   Leg

   2-5

   Body

   6-8

   Arm

   9-10

   Head

   11-12

Table A.1.ii.  Quadruped

Location
2d6 roll

   Hindleg
   2-4

   Body

   5-7

   Foreleg
   8-9

   Head

   10-12

Table A.1.iii.  Winged Humanoid

Location
2d6 roll

   Leg

   2-4

   Body

   5-7

   Wing

   8

   Arm

   9-10

   Head

   11-12

[2]  Hit-location-specific effects of injuries.


Use table A.2 to determine the effect of wounds on their targets, as a function of the location struck and the number of wound levels lost as a result of that particular wound.  Note that these effects are in addition to those specified by the standard rules for penalties that accumulate based on total number of wound levels lost.

Table A.2.  Hit-location-specific effects of injuries

	Target Location
	1 Wound Level
	2 Wound Levels
	3+ Would Levels

	Leg
	Fall; can only move at half speed and may not run after standing.
	Fall; leg is useless and target cannot move without aid until healed.
	Leg is amputated or permanently lamed.  Target is bleeding 1 ht./rnd and incapacitated.

	Body
	Target stunned 1 rnd.
	Fall; target stunned 5 rnds.
	Mortal wound; target is incapacitated and bleeding 1 ht./rnd.

	Arm
	Drop item.
	Drop any held item.  Arm is useless until healed.
	Arm is amputated or permanently lamed.  Target is bleeding 1 ht./rnd and incapacitated.

	Wing
	Fall if flying.  Can only fly at half speed after returning to air.
	Fall if flying.  Wing useless and target cannot fly until healed.
	Wing is amputated or permanently lamed.  Target is bleeding 1 ht./rnd and incapacitated.

	Head
	Stunned 5 rnds.
	Unconscious
	Heat is cut off or crushed.  Target dies.


Notes:

Incapacitated:  Wounded character has no actions per round.  This effect may be overcome in a given round by expenditure of a Courage point.

Bleeding:  Wounded character looses 1 health point per round; these loses slowly accumulate to produce progressively higher wound levels and eventually death.  This bleeding can be stopped by an application of the healing spell or skill.

Amputation:  Limb is lost to a massive blow from a cutting weapon.  May not be re-attached or re-grown by any means.

Lamed:  Limb is crushed by a massive blow from a crushing or impaling weapon.  Limb remains attached to body but is useless for any vigorous activity or fine manipulation.

Stunned:  Target suffers the effect of a stunning blow, as per the standard rules, for the specified number of rounds.

[3]  Effects of special success with Armed or Ranged attacks:

Special successes on attacks (those that succeed by more than 5) do double rolled damage.  Exceptional successes on attacks (those that succeed by more than 10) do triple rolled damage.  This rule replaces a standard rule that exceptional successes do maximum damage

