
Cumulative penalty to further  

resistance checks against damage 

DAZED 

DAZED condition: 

•  Limited to free actions and  a single standard 

action 

• Dazed lasts until the end of the next turn 

• –1 circumstance penalty to further checks 

against damage (cumulative) 

STAGGERED 

STAGGERED condition: 

• Dazed - may only take free actions and  a 

single standard action 

• Hindered - move at –1 Speed Rank 

• –1 circumstance penalty to further checks 

against damage (cumulative) 

• If the target is Staggered again he or she 

becomes Incapacitated 

• The Staggered condition remains until the 

target recovers 

INCAPACITATED 

INCAPACITATED condition: 

• Defenseless - active defenses equal 0 

• Stunned - cannot take actions 

• Unaware - Unable to make interaction or 

Perception checks or perform actions based 

on them 

• If an incapacitated target fails a Damage 

resistance check, the target’s condition 

shifts to dying.  

• The Incapacitated condition remains until 

the target recovers 

DYING 

DYING condition: 

• Incapacitated - see above 

• A Dying target who fails a Damage 

resistance check is dead.  

Other conditions suffered 



0 5 10 15 20 25 30 35 40 

1 6 11 16 21 26 31 36 41 

2 7 12 17 22 27 32 37 42 

3 8 13 18 23 28 33 38 43 

4 9 14 19 24 29 34 39 44 

5 10 15 20 25 30 35 40 45 

6 11 16 21 26 31 36 41 46 

7 12 17 22 27 32 37 42 47 

8 13 18 23 28 33 38 43 48 

9 14 19 24 29 34 39 44 49 

10 15 20 25 30 35 40 45 50 

Degrees of Success and Failure Matrix 

(Count left for degrees of failure)   DC   (Count right for degrees of success) 

RECOVERY 
Living targets remove one degree of Damage per 

minute of rest, starting from their highest and 

working back. So a character recovers from being 

incapacitated , then staggered, dazed, and finally 

removes a –1 Toughness check penalty per minute 

until fully recovered. The Healing and Regeneration 

effects can speed this process. Lasting or more 

serious injuries are handled as complications  

Critical Success: If you roll a 20 on the die when making a check you’ve scored a 

critical success. Determine the degree of success normally and then increase it by one 

degree.  

Critical Hit: When you make an attack check and get a natural 20 , you automatically 

hit, regardless of your target’s defense, and you score a threat. The hit might also be a 

critical hit. To find out if it’s a critical hit, determine if the attack check total is equal to 

or greater than the target’s defense. If so, it is a critical hit. If not, the attack still hits, 

but as a normal attack, not a critical.  

Critical Miss: Conversely, a natural 1 on an attack check is always a miss, regardless of 

your total result.  

How to use the Degree of 

Success and Failure Matrix? 
• Find the DC (Difficulty Class)  

• If you roll less than the DC it is 

a failure 

• Every 5 points less than the 

DC (numbers to the left of 

your DC ) is a degree of failure 

• If you roll equal to or greater 

than your DC this is one 

success 

• Every 5 points  above the DC is  

(numbers to the right of your 

DC) is a degree of success. 

Example: 


