Hit Locations, Aimed Shots, and Critical Hits
Table 1-1: Hit Locations

	d10
	Hit Location

	1
	Left arm

	2
	Right arm

	3
	Left leg

	4
	Right leg 

	5-9
	Torso

	10
	Head


Table 1-2: Aimed Shots
	Hit Location
	Size
	AC Bonus
	Additional Effect

	Arm
	Diminutive
	+9
	Will save (DC 10) or drop held item

	Leg
	Tiny
	+7
	Will save (DC 10) or fall prone

	Torso
	Tiny
	+2
	Fort save (DC 10) or stunned (1 round)

	Head
	Fine
	+13
	Fort save (DC 20) or stunned (1d6 rounds)

	Hand
	Fine
	+13
	Ref save (DC 20) or drop held item

	Foot
	Fine
	+13
	Ref save (DC 20) or fall prone


When a target is unaware of an attacker making a called shot aimed at an extremity (any part except the torso), subtract 5 from the target's AC bonus to represent the lack of defensive movements.


Severed and Broken Limbs

When a bipedal character loses the use of an arm or leg, the results can negate, or at least hinder, certain actions. Obviously, a severed arm can't hold a weapon, and a broken leg slows down movement dramatically. Any action that demands the use of the limb is impossible, and actions hindered but not negated by the loss suffer a -4 penalty. Movement is reduced to one-half for a bipedal character with a severed or broken leg. Apply the same penalty to characters climbing or swimming with a missing or broken arm.


Medical attention is necessary to mend a severed or broken body part. Natural healing will restore the lost hit points but will not remove any penalties. To set a broken limb requires a successful Heal check (DC 20, or DC 30 if the character is attempting to set his own broken limb). This check can be made untrained, but a character with no ranks in Heal cannot take 20. Once the limb is set, the penalties are reduced by 1 for each full day of rest.


Impaled Opponents

Some injuries can leave an opponent impaled by the weapon that caused the injury. Only Medium-size or larger piercing melee weapons can do so. These weapons are stuck in the character and can be used to further damage him. A successful opposed grapple check allows the attacker to use the lodged weapon to deal damage to the impaled foe.


Bleeding to Death

If a character loses a limb or is bleeding from a wound that isn't cauterized, he can bleed to death. The character must make a Fortitude save every hour. The first check isn't made until an hour has passed, and the DC is 10 + 1 per additional hour the character has been bleeding. The character can be stabilized as if he were at -1 to -9 hit points (though he cannot stabilize naturally).

Table 1-3: Critical Hits - Slashing Weapons
	d10
	Result

	1-2
	Dismemberment: Target must make a successful Reflex save (DC 12) to avoid dismemberment. On a failed result, roll 1d4 on Table 1-1: Hit Locations and see Severed and Broken Limbs and Bleeding to Death.

	3-5
	Severed Hand: Target must make a successful Reflex save (DC 12) to avoid losing a hand. On a failed result, refer to Severed and Broken Limbs and Bleeding to Death.

	6-8
	Leg Wound: Target must make a successful Reflex save (DC 15) to avoid severe leg injury. On a failed save, the character's movement rate is halved. The character cannot run and he suffers a -8 penalty on all Climb, Move Silently, Swim, and Tumble checks.

	9-10
	Decapitation: Target must make a successful Reflex save (DC 10) to avoid decapitation. A failed save results in immediate death.


Table 1-4: Critical Hits - Piercing Weapons
	d10
	Result

	1-2
	Blinded: Target must make a successful Will save (DC 12) to avoid losing an eye (choose one randomly). A failed save blinds the affected eye. Double range penalties when using a weapon and suffer a -4 penalty to Balance, Search, and Spot skill checks.

	3-5
	Pierced Limb: Target must make a successful Will save (DC 15) or the attack has pierced a limb. On a failed result, roll 1d4 on Table 1-1 and see Impaled Opponents or Bleeding to Death (depending on the weapon used).

	6-8
	Deafened: Target must make a successful Will save (DC 12) to avoid the loss of hearing in one ear (choose one randomly). A failed save causes deafness in the affected ear. Characters who are deaf in one ear suffer a -4 penalty to Balance, Gather Information, Listen, and Sense Motive checks, and a -2 penalty to initiative.

	9-10
	Pierced Torso: Target must make a successful Will save (DC 15), or the attack has punctured the torso. On a failed result, see Impaled Opponents or Bleeding to Death (depending on the weapon used).


Table 1-5: Critical Hits - Bludgeoning Weapons
	d10
	Result

	1-2
	Broken Limb: Target must make a successful Fortitude save (DC 10) to avoid a broken limb. On a failed result, roll 1d4 on Table 1-1 and see Severed and Broken Limbs.

	3-5
	Broken Hand: Target must make a successful Fortitude save (DC 12) to avoid a broken hand (choose one randomly). On a failed result, see Severed and Broken Limbs.

	6-8
	Broken Ribs: Target must make a successful Fortitude save (DC 15) to avoid broken ribs. On a failed save, the character's movement rate is halved and he suffers a -4 penalty on all Reflex saves and skill checks involving Strength, Dexterity, or Constitution.

	9-10
	Head Trauma: Target must make a successful Fortitude save (DC 12) to avoid severe head trauma. A failed save means the target suffers no hit point damage from the attack, but instead suffers ability damage to Dexterity, Intelligence, Wisdom, and Charisma. The amount of damage is equal to one-half the hit point damage that would have been dealt.


