WOUNDS & VITALITY SYSTEM

Vitality Points
Vitality points are a measure of a character's ability to turn a direct hit into a graze or a glancing blow with no serious consequences. Like hit points in the standard D&D rules, vitality points go up with level, giving high-level characters more ability to shrug off attacks. Most types of damage reduce vitality points.

Characters gain vitality points as they gain levels. Each level a character rolls a vitality die and adds his Constitution modifier, adding the total to his vitality point total (with a minimum of 1 vitality point per level despite roll or modifiers). A 1st level character gets the maximum vitality die result rather than rolling.


Wound Points
Wound points measure how much true physical damage a character can withstand. Damage reduces wound points only after all vitality points are gone, or when a character is struck by a critical hit. A character has a number of wound points equal to her current Constitution score.

Critical Hits
A critical hit deals the same amount of damage as a normal hit, but that damage is deducted from wound points rather than vitality. Critical hits do not deal extra damage; for that reason, no weapon in this system has a damage multiplier for critical hits.   Most weapons retain their normal critical threat range. If a weapon normally has a critical multiplier greater than X2, the weapon's threat range expands 1 point per additional multiplier (X3 is 19-20, X4 is 18-20, and so forth).

Critical hits automatically bypass damage reduction granted by armor and shields (unless you have the appropriate Shield Block feats). Damage reduction from other sources, such as from Barbarian levels, magic, or innate abilities is not automatically bypassed.


Nonlethal Damage
Nonlethal damage reduces vitality points as lethal damage does. Once a character has 0 vitality (or receives a critical hit from a nonlethal attack), he begins to take nonlethal damage. When you take nonlethal damage, keep a running total of how much you've accumulated (but do not deduct points from your current wounds - it is not "real" damage). Whenever your nonlethal damage equals your current wound points, your character is staggered (may only perform a move or standard action per round, but not both). At any time a character has more nonlethal damage than his current wounds (whether it's from taking more nonlethal damage, wound points being reduced, or other means) he drops unconscious (but not dead, dying, or disabled). The character regains consciousness when his nonlethal damage no longer exceeds his current wound points.

If a character continues to take nonlethal damage while unconscious (due to nonlethal damage exceeding current wound points), he takes lethal damage instead of nonlethal damage from the attack.

Massive Damage
Massive damage rules do not apply under this system.

Taking Wound Damage
The first time a character takes wound damage (even a single point) he becomes fatigued. A fatigued character cant run or charge and takes a -2 penalty to Strength and Dexterity until he has rested for 8 hours (or until the wound damage is healed, if that occurs first). Additional wound damage doesn't make the character exhausted.

This w0unded fatigue is special – as such, abilities, feats, magic items, spells, etc that make you immune to fatigue do not make you immune to fatigue caused by wound damage.  Additionally, any ability, feat, magic item, spell, etc that cures fatigue does not cure fatigue caused by wound damage.  While fatigued from damage, however, if you are further fatigued you become exhausted, but you cannot cure the ailment past fatigue until you have healed all of your wound points.

In addition, any time an attack deals wound damage to a character, he must succeed on a Fortitude saving through (DC 5 + number of wound points lost from the attack) or be stunned for 1d4 rounds. During that time, any other character can take a standard action to help the stunned character recover; doing so ends the stunned condition.

At any time the character is at 0 wound points, she is disabled. A disabled character can only take a single move action or standard action (but not both, nor can she take full-round actions). Disabled characters move at half speed and do not risk further injury. Performing any standard action (or any action the DM deems strenuous, including some free actions such as casting a quickened spell) worsens the character's condition, reducing her wound points to -1, where she begins dying and becomes unconscious (unless the action restored her wounds to 1 or more, and thus is not dying and is no longer disabled).

A dying character (-1 to -9 wound points) loses 1 wound point every round at the beginning of her turn, unless she makes a Fortitude saving throw DC 20 + the number of rounds she's been unconscious. Success stabilizes herself, and she no longer loses wound points every round. Being healed, even a single wound point, stabilizes the character (or makes her conscious if it brings her to 0 or greater wound points). Additionally, another character can stabilize a dying character with a DC 15 Heal check as a standard action (which provokes attacks of opportunity).



Recovery
A stable character is unconscious. Every hour, a stable character must succeed on a Fortitude saving throw (DC 10 + 1 per hour after the first) to begin to recover.

- If the character fails the save, she becomes dying.
- If the character makes the save, she begins to recover at the normal rate.  Unconscious characters (due to negative wound points) do not recover vitality.


Recovering With Help 
A dying character can be made stable with a DC 15 Heal check (a standard action that provokes attacks of opportunity). A character stabilized from a Heal check automatically begins to recover lost wound points naturally.



Healing
A character can recover vitality and wound points through natural healing (over the course of hours or days), or by magic. A character cannot regain vitality or wound points above his natural totals.

Natural Healing
Characters recover vitality points and nonlethal damage at a rate of 1 point times her Constitution modifier per character level, per hour. Example: a 10th-level character with 15 Constitution would regain 20 vitality points and heal 20 nonlethal damage every hour.  You can only regain vitality points so long as you are at 0 or more wound points (nonlethal damage recovers normally).

With a full night's rest (8 hours), a character recovers an amount of wound points equal to her Constitution modifier (minimum of 1 per night), or twice that with complete bed rest of 24 hours. Any significant interruption during the rest period prevents the character from healing that night.

Assisted Healing
A character that provides long-term care (With the Heal skill, page 75 of the Player's Handbook) doubles the rate at which a character recovers wounds (but not vitality or nonlethal damage).

Magical Healing
Magical healing affects wound points first.  Any left over healing from curing wound point damage spills over and recovers vitality points.  Magical healing cures all nonlethal damage.

