32.7

OPTIONAL HEALING RULES

These optional rules are meant to provide a more detailed and skill driven guideline on the treatment and healing of injuries and sickness.  These rules replace those in part 32.2 unless otherwise stated.  The following is a list of the unchanged sections.  These rules apply no matter what healing rules are used.

In section 32.2: Body & Soul, Healing Spells, Healing Animals.

All of section 32.2.1, Death.

All of section 32.2.2, Effects of Death.

In section 32.2.3: Hits, Soul Withering.

Determining Injury Levels

In order to treat wounds and determine healing, the Injury Level (IL) must be determined.  The levels of injury are Mild (M1), Serious (S2, S3), and Grievous (G4, G5).

M1 injuries - Any wound that gives a penalty range of 0 to -10 is considered M1.  Also any wound that yields 1 - 2 hits per round as a result of bleeding.  No broken bone is ever considered M1.

S2 injuries - Any wound that gives a penalty range of -11 to -20 is considered S2.  Also any wound that yields 3 - 4 hits per round as a result of bleeding.  A wound specified as a “minor fracture” that yields no penalty is considered S2.
S3 injuries - Any wound that gives a penalty range of -21 to -30 is considered S3.  Also any wound that yields 5 - 6 hits per round as a result of bleeding.  Any broken bone that has no specified penalty is an S3 injury.

G4 injuries - Any wound that gives a penalty range of -31 to -50 is considered G4.  Also any wound that yields 7 - 10 hits per round as a result of bleeding.  A broken bone with a penalty less than -50 is considered G4.

G5 injuries - Any wound that gives a penalty range of -51 or higher is considered G5.  Also any wound that yields more than 10 hits per round as a result of bleeding.  G5 injuries include shattered bones or breaks with more than a -50 penalty and destroyed organs or organs rendered inoperable for more than one day.  Any limb rendered useless is considered at a penalty of -100 and an IL of G5.

Wound Treatment 


In order for a wound to heal, it must be treated.  Only one treatment roll is allowed per injury.  An untreated wound uses the HR under the CF column on the treatment table until the wound heals or treatment is administered.  
Before treatment, a diagnostic roll is first made and any modifiers gained are then added to the treatment roll.  The decision on whether to attempt treatment can be made after the diagnostics roll. The treatment roll is made on Table T-4.8.29 and the result is applied to the Treatment Table T-5.7.  The result (an H followed by a number) is multiplied by the character’s recovery multiplier, this is the healing rate modifier that is added to the healing roll.  To determine the recovery multiplier, find the character’s temporary Constitution and consult the following chart.
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Healing

The healing routine assumes a character will mainly be resting during the healing process.  One healing roll is made every five days.  If a character gets involved in unreasonable physical exertion between healing rolls penalties will apply.  Wounds are often aggravated or reopened by premature activity.
Light Activity - Taking care of normal daily functions and hygiene.  Little to no physical activity. No penalty.

Medium Activity - Extended travel up to 50% normal and maneuvers that require little physical activity (stalking, hiding, etc.).  A -10 to -50 penalty is applied.

Strenuous Activity - Extended travel over 50% normal or any travel at more than half normal pace for any distance.  Combat or any maneuvers that require large amounts of physical exertion (climbing, jumping, weight lifting, etc.).  All accumulated days of rest since the last roll are forfeit.

Infection

Open wounds can become infected during the healing routine.  If a wound becomes infected from a result on the Healing Table T-4.8.3, then healing stops until the infection is cured.  An infection starts at HR5 and a roll is made on Table T-4.8.32 daily.  If the infection reaches HR6 then it is defeated and healing resumes after 5 days at the former HR.  If the infection reaches HR0, then the patient has died.

Shock
When a character is subject to a great deal of pain and injury, he can succumb to shock.  If a character receives accumulated stun rounds in excess of 10 + (2 x Co stat bonus), he is unconscious and in shock.  After the stun rounds have passed, the character will regain consciousness and may make a Shock Recovery Roll.  If the result is success, the character recovers from shock and can function normally.  If the roll fails, then the character is still in shock, displaying symptoms including sickly pallor, cold sweats, weakness, nausea, incoherence or gazing helplessly at their injuries. 


 If a character’s hits are reduced to 0 or below he is also unconscious and in shock.  A character regains consciousness when concussion hits are healed to 1 or more.  Upon regaining consciousness, even if 4 hours have not passed since either the character fell unconscious or the last shock recovery roll, a roll is made at this time.


When a character is in shock, it is treated as a separate injury beginning with a Healing Rate of  H5. Every 4 hours a character makes a roll on Table T-4.8.32 and applies the results.  If the Healing Rate reaches H6, the patient has recovered from shock.  If, however, the Healing Rate reaches H0, the patient dies from shock.

Nerve Damage

Nerve damage is characterized as the severing or traumatization of a nerve or nerves vital to some body function.  The effects of nerve damage vary widely, from complete loss of feeling or control of a limb, to uncontrollable shaking or trembling.  Many Serious and Grievous wounds result in nerve damage.  Nerve damage is treated as a separate injury and heals at the same rate as the wound that caused it.


The chance of nerve damage occurring is determined by the level and quality of treatment and the severity of the wound (see Table 5.7).  When a chance of nerve damage is indicated, the injury may heal completely.  The chance oft nerve damage is equal to the penalty expressed as a percentage (i.e.,     -50 = 50%).  If nerve damage has occurred then a nerve damage penalty equal to the original penalty is present.  This penalty is not cumulative with the original penalty, but must be healed as a separate wound.  Nerve damage healing rolls are made only once every 10 days, so it is entirely likely that the original wound will heal before the nerve damage associated with it does.


The PC must make an open ended d100 roll, adding 3 x Co bonus.  If this modified result is less than or equal to the original penalty expressed as a positive number (i.e., a -30 becomes “30" for this purpose), there is a permanent penalty equal to half the original penalty.  If this roll is failed by over 50, a permanent penalty equal to the original penalty is applied.  This penalty can only be removed through magical healing.

Stat Loss

Certain wounds may leave permanent damage in the form of a reduction of a character’s statistic score.  If a result on the Treatment Table T-5.7 indicates a chance of stat loss, the character must make a d100 + Constitution (stat, not bonus) roll.  If the result is over 100 then the stat loss indicated will be temporary and is applied only to the temporary stat.  If the roll is equal to or less than 100, the stat loss is permanent and is subtracted from both the temporary and potential stat.


Deteriorated temporary stats can be healed by normal level advancement, certain healing spells or herbs, or at the rate of 1 point per month. If potentials have deteriorated, they cannot be raised above the new potentials except by very powerful magic.


The particular statistic affected may be obvious (Me or Re for a head injury , Qu for a leg injury or St for an arm injury), but the final decision is left up to the GM.

Types of Treatments

The types of treatments required and the time it takes to perform varies.  If treatment is interrupted it may be resumed with no adverse affects if the patient has not moved or been moved (or bleed to death) during the interruption.  If, however, the patient is disturbed or if treatment doesn’t resume, calculate how much treatment was completed before the interruption.  If more than 50% of the required time had already been spent, then the HR takes a -1.  If less than 50% of the required time was spent on the injury, then the HR suffers a -2 (in neither case is the HR to fall below 1).  All times suggested can be modified by the results on the Wound Treatment Table T-4.8.29.

Amputate - Amputation can be used to stop the spread of infection and can be used to save a patients life.  The body part with the injury/infection is removed and a new injury as indicated by the success of the operation is created. It takes d10 minutes to complete this operation, including the time to clean and dress the new injury afterwards.

Bleeding - This is handled round by round as indicated on the Bleeding Reduction Table T-4.8.30.  After the bleeding has stopped a patient may not move about or exert himself as follows: 20 minutes for a Mild injury, 4 hours for a Serious injury and 24 or more hours for a Grievous injury.  If these times are not adhered to, there is an 80% - (3 x Co stat bonus) chance that bleeding resumes at half (round up) previous rate.  If the roll fails by more than 50, then bleeding resumes at the entire previous rate.

Clean & Dress - Uses First/Second Aid.  Takes 5 minutes per injury level. Requires water, bandages, and in some cases, needle and thread.

Compress - Apply cold compresses and herbs & balms to burns for 1d10 minutes per injury level. Uses First/Second Aid.

Set & Splint - First/Second Aid.  Takes 1d10 minutes per injury level.  Using better equipment will aid the treatment roll, but will not speed up the procedure.

Surgery - Any injury that is serious enough requires surgery.  Procedure takes d100 minutes.  Requires sharp knives and needle and thread.  Anesthetic is recommended, as without it patients tend the struggle and whimper.  Disinfectants are also a good idea.

Warming - This is a gentle warming from a blanket, a healthy persons flesh, etc. for 1d3 hours.  Helps to relieve Minor cold damage.

Cauterization

Cauterizing is a secondary treatment to sterilize and seal a Minor or Serious wound.  It cannot be applied to Grievous wounds or wounds that are not open.  The procedure is performed after the wound’s healing rate has been established by the appropriate treatment. A metallic object and fire are required. The attempt is a Second Aid roll made at a +30 on the Wound Treatment Table T-4.8.29.  The effect is to modify the healing rate: CS = +2, MS = +1,  MF = +0, CF = -1.  The patient also takes 2d10 hits of damage from this procedure.

	Wound Treatment
Static Maneuver Table T-4.8.29

	-26 down Spectacular Failure:                10.0¤
You’re way out of your league here.  You completely bumble all attempts to repair the wound and only succeed in making things worse.  Increase the wound by 1 IL.  Treat as CF with a  -2 HR (not to fall below H1).

	-25 - 04 Absolute Failure:                          5.0¤

You slip up and hurt your patient.  He takes 1d10 hits.  Treat as CF with a  -1 HR (not to fall below H1).

	05 - 75 Failure:                                            3.0¤
The wound seems worse than you had at first thought.  You barely manage to keep from making things worse.  Study some more.  Treat as CF.

	UM 66 Unusual Event:                              2.0¤

Whew!  You really messed things up with this injury, but you manage to gather your wits and treat the wound with some degree of success.  This is a CF and the first healing roll for the patient cannot be made for 5+1d5 days.

	76 - 90 Partial Success:                              3.0¤
You are not happy with what you’ve accomplished here, but it’s the best you can do.  Maybe no one will notice your incompetence. Find the MF result on the Treatment chart.

	UM 100 Unusual Success:                         1.0¤
Wow!  In a state of utter clarity, you deftly apply treatment in the most competent way possible.  The truth is, you’re not too sure how you did it.  Find the CS result.

	91 - 110 Near Success:                               2.0¤
With sweat on your brow, you pull off a miracle. . . . You manage not to kill your patient.  Find the MS result. -10 to first healing roll.

	111 - 175 Success:                                      1.0¤
It’s not a work of art, doctor, but it’s practical and effective treatment.  Find the MS result.

	176 up Absolute Success:                        0.75¤
Your skill is unsurpassed.  You work quickly and efficiently and your patient is grateful. This is a CS.   He may make his first Healing Roll in 1d5 days.  You’re in a groove, you may treat other wounds at a +15 until you receive a result of Absolute or Spectacular Failure.

	General and GM-Assigned Modifiers
Any applicable skill bonus .......................................... varies

Without proper equipment or supplies ................. -10 to -50

Each 24 hours before treatment ...................................... -5

Treating self ........................................................ -10 to -50

Attending physician…………… ..+# of skill ranks (not bonus)

Herbs/potions ............................................................. varies

Lore gained from spells .....................................………... +30

Lore gained from Diagnostics ...................................... varies



	
Bleeding Reduction
Static Maneuver Table T-4.8.30

	-26 down Spectacular Failure:                2.0¤ • -20 
Panic sets in as the blood soaks through the compress and onto your fingers.  Frantically trying to stop the bleeding you press hard and tear into the wound. +2 hits of bleeding per round.  Get a hold of yourself before you kill the patient.

	-25 - 04 Absolute Failure:                        1.0¤ • -10 

You just can’t resist the urge to keep peeking under the compress.  Unfortunately, this doesn’t facilitate stemming the flow of blood.  Be more patient and try again.

	05 - 75 Failure:                                            0.5¤ • +0 
You quickly realize that you’re going about this the wrong way. Change your approach and maybe you’ll get it right.

	UM 66 Unusual Event:                              1.0¤ • -20 
your unorthodox treatment stops all bleeding, but the wound bleeds double the hits this round before you’re finished.  You must continue applying pressure for 1d10 minutes or wound will begin bleeding again at normal rate.

	76 - 90 Partial Success:                               3.0¤ • +5 
You’ve almost got it.  Stop 2 hits per round.

	UM 100 Unusual Success                        1.0¤ • +20 
Great work, doctor!  Bleeding slows by 8 hits per round.

	91 - 110 Near Success                              1.0¤ • +10 

Keep up the good work, the blood flow has slowed by 3 hits per round.

	111 - 175 Success                                     1.0¤ • +20 
You ability is unsurpassed.  The bleeding is under control.  Reduce bleeder by 5 hits per round.

	176 up Absolute Success                         0.5¤ • +30 
In a stunning feat of medical prowess, you stop all bleeding from this wound.  You may continue to administer other bleeders at the bonus above until you receive a result of Absolute or Spectacular Failure.

	General and GM-Assigned Modifiers
First Aid Skill Bonus .................................................. varies

Without proper equipment or supplies ................ -10 to -50

Treating self ....................................................... -10 to -50

Attending physician…………... .+# of skill ranks (not bonus)



	Healing
Static Maneuver Table T-4.8.31

	-26 down Spectacular Failure
You are in horrible pain.  An inopportune sneeze caused you to take 2d10 damage and increased the IL by 1 (to a maximum of G5), and reduce HR by 1 (to a minimum of 1).  Next healing roll is in 5 +1d5 days.  If wound is open, it is Infected.

	-25 - 04 Absolute Failure
Your body is just too weak, no healing occurs. If wound is open, it is Infected.  Reduce HR by 1 (to a minimum of 1).

	05 - 75 Failure
You can’t seem to keep still long enough for wound to heal.  This lack of willpower is damaging your health. If wound is open, it is Infected.

	UM 66 Unusual Event
You fall into a deep but delirious sleep.  You are in and out of consciousness for 10 days and can take no actions during this time.  Decrease IL by two.

	76 - 90 Partial Success
Fitful sleep plagues you.  Tossing and turning inflames your wounds.  No healing occurs.

	UM 100 Unusual Success
Your body’s recuperative powers kick in at full force.  Reduce IL by two.

	91 - 110 Near Success
You want to feel better, but you don’t.  There is a 50% + (3 x Co bonus) chance that the wound’s IL will decrease by one.  Otherwise, no healing occurs.

	111 - 175 Success
All this rest has done you good.  Reduce IL by one.

	176 up Absolute Success
You feel as healthy as a horse!  Your body wants to heal and get moving.  Reduce IL by two, then make another healing roll at a +20.

	General and GM-Assigned Modifiers
HR x Recovery Modifier* ........................................... varies

Attending physician ................ +# of skill ranks (not bonus)

Complete rest (no activity above light) ..................... ... +10

Moderate activity** ............................................ -10 to -50

Strenuous activity* ....................................... no roll allowed

see section 32.7

	Shock/Infection Recovery
Static Maneuver Table T-4.8.32

	-26 down Spectacular Failure

You take a deadly turn for the worse as your condition deteriorates.  Reduce HR by a staggering 3. 

	-25 - 04 Absolute Failure
Things look really bad.  Reduce HR by 2.

	05 - 75 Failure
You’re losing this battle.  Reduce HR by 1.

	UM 66 Unusual Event
Delirium sets in.  You increase HR by one, the next recovery roll is automatically treated as Partial Success.

	76 - 90 Partial Success

Your condition is stabilizing, but not improving.  There is no change in the healing rate.

	UM 100 Unusual Success
Your body fights back against infection and shock.  Increase HR by 2.

	91 - 110 Near Success

You’re condition slowly improves, increase HR by 1.

	111 - 175 Success

Your fighting constitution takes the upper hand.  There is a 50% + (3 x Co bonus) chance that the HR raises by 2, otherwise the increase is by 1.

	176 up Absolute Success
Your body will not give up!  You take a miraculous turn as the HR raises by 2.  All subsequent attempts on this table are made at a +20 until the HR reaches 6 or an Absolute or Spectacular Failure result is obtained.

	General and GM-Assigned Modifiers
HR x Recovery Modifier* ........................................... varies

Attending physician ................ +# of skill ranks (not bonus)

No treatment ............................................................ ... -10

Poor sanitary conditions (infection only) ............ -10 to -50

Herbs/Potions ............................................................ varies




	TREATMENT TABLE T-5.7

	Injury
	Skill Used For 

Treatment
	Bonus
	CF
	MF
	MS
	CS

	Burn
	
	
	
	
	
	

	Minor

Serious

Grievous
	First Aid

First Aid/Second Aid

Second Aid/Surgery
	+30

0/+10

-20/0
	H4

H2*1
H1‡
	H5

H3

H2†
	H6

H4

H3*2
	EE

H5

H4*1

	Bone
	
	
	
	
	
	

	Minor

Serious

Grievous
	First Aid/Second Aid

First Aid/Second Aid

Second Aid/Surgery
	-10/0

-30/0

-50/-20
	H3

H2*2
H1‡*5
	H4

H3*3
H2†*4
	H5

H4

H3*3
	H6

H5

H4*1

	Skin/Tissue
	
	
	
	
	
	

	Minor 

Serious

Grievous
	First Aid

First Aid/Second Aid

Second Aid/Surgery
	+30

-10/+10

-20/0
	H4

H2

H1‡
	H5

H3

H2†
	H6

H4

H3
	EE

H5

H4

	Head
	
	
	
	
	
	

	Minor

Serious

Grievous
	First Aid/Second Aid

First Aid/Second Aid

Second Aid/Surgery
	-10/0

-30/0

-40/-10
	H4

H2*2
H1*5
	H5

H3

H2*4
	H6

H4

H3*3
	EE

H5

H4*2

	Organ
	
	
	
	
	
	

	Minor

Serious

Grievous
	First Aid/Second Aid

First Aid/Second Aid

Second Aid/Surgery
	-10/0

-20/-5

-40/-10
	H4

H2‡
H1‡
	H5

H3†
H2‡
	H6

H4

H3†
	EE

H5

H4

	Muscle/Tendon
	
	
	
	
	
	

	Minor

Serious

Grievous
	First Aid

First Aid/Second Aid

Second Aid/Surgery
	0

-25/0

-40/-10
	H4

H2†*3
H1‡*5
	H5

H3*2
H2‡*4
	H6

H4*1
H3†*2
	EE

H5

H4*1

	Amputate
	First Aid/

Second Aid/Surgery
	-50/

-20/0
	G5
	G4
	S3
	S2

	Codes on Treatment Table T-5.7: 

CF = Critical Failure   MF = Moderate Failure    MS=Moderate Success   CS = Critical Success    EE = Injury Heals in one day.

*# stat loss.  Roll d100 + Constitution (not bonus), if roll exceeds 100 then loss is temporary.  Find the appropriate column on the Stat Loss Table T-5.8 and roll the indicated dice to determine amount of stat loss.

†chance of nerve damage. 

‡ nerve damage has occurred. Roll d100 + (3 x Co stat bonus).  If the result is higher than the original penalty imposed by the wound, then the damage will heal completely.  If the roll is equal to or less than the penalty, the nerve damage will heal, but the character suffers a permanent penalty of half (round up) of  the original penalty.  If the roll fails by more than fifty points, the permanent penalty is equal to the full original penalty.


	Race Healing Rate Table T-5.9
	
	Stat Loss Table T-5.8

	Human/Gargun
	One roll every 5 days
	
	1
	2
	3
	4
	5

	Khuzdul
	One roll every 4 days
	
	1d2-1
	1d5-1
	1d5+1
	1d10
	2d10

	Sindarin
	One roll every 3 days
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