Bleeding

Bleeding rules in Tensided are simple:


Piercing weapons cause bleeding equal to half the original adjusted damage per minute. So an 8 damage gunshot would cause 4 damage per minute.


Slashing weapons cause bleeding equal to the original damage per minute. So an 8 damage sword wound would cause 8 damage per minute.


Crushing weapons cause internal bleeding equal to one quarter the original damage per minute. So an 8 damage blow would cause 2 damage per minute.


Bleeding damage is treated just like any other type of damage.


Stopping the blood flow is not difficult, requiring only the materials for a makeshift tourniquette (tearing off a piece of one’s clothing will usually do) and a medic roll against a difficulty equal to damage per minute. It takes a number of rounds equal to 10 + (1d10 x damage per minute – (MoS x 5)). Stopping internal bleeding is more difficult, and takes full medical equipment plus a medic roll against a difficulty of 20 + damage per minute.

Bleeding will eventually clot by itself once it takes more than 16 minutes to cause the character’s damage state to worsen, although this sometimes happens after the character is dead.
