
Damn good hits! Invented by Johnny Bremer 
 

Here is a quick’n’easy critical hit system. It's meant to be useful, not realistic, just like the Hit-Points are non-realistic. 

This is just an option, not a replacement.  

 

Everything is based upon the difference in what AC the character should have hit and the actual AC that he did hit. A 

Critical hit is only made if the character is able to hit below the opponents AC.  

 

There are 5 different areas that can be hit. Each of these areas has a percentage of hit-points that are found using the 

characters original hit-points and the following table:  

 

Area Hit Points 

Legs 20 % 

Arms 30 % 

Abdomen 40 % 

Torso 50 % 

Head 40 % 

 

The character will, if damaged, loose hit-points in both the original hit-points and the hit-point of the area in question. If 

the character reaches zero in his original hit-point he will either die or pass out depending upon the use of the optional 

"hovering on deaths door" rule or not. If the character reaches zero hit-point in an area the area is considered non-

functioning.  

 

Each area will receive one hit-point back each day as the original hit-point does. If an area has been rendered non-

functional it cannot be used before it has reached at least half its normal amount of hit-point.  

 

When hit by a critical hit, the following table will determine in which area the hit has struck:  

 

AC-DIF Area hit 

1 Legs 

2 Arms 

3 Abdomen 

4 Torso 

5+ Head 

 

The amount of damage in an area will determine what effects the damage will have on the character. The following area 

tables will give a guide as to what might happen. The effects are cumulative. Where more than one appendage is 

applicable choose randomly.  

 

Legs table:  

Damage Effect 

25 % 2/3 movement, one foot injured 

50 % ½ movement, limbs on one leg 

75 % ¼ movement, one leg non-functional 

100 % Both legs are non-functional 

 

Arms table:  

Damage Effect 

25 % - 1 penalty to hit 

50 % Hand injured, non functional 

75 % One arm is non-functional 

100 % Both arms are non-functional 

 



Abdomen table:  

Damage Effect 

25 % - 1 penalty to hit 

50 % Extra 1 damage each third round 

75 % Character faints due to loss of blood, 1d6 rounds 

100 % Gutter ripped open, massive loss of blood, character is dead 

 

Torso table:  

Damage Effect 

25 % - 1 penalty to hit 

50 % - 1 penalty to hit, extra 1 damage each other round 

75 % Character faints due to loss of blood, 1d6 rounds 

100 % Heart struck, character is dead 

 

Head table:  

Damage Effect 

25 % Dizzy and confused, -2 penalty to hit 

50 % Foggy, black-outs each 1d4 round, - 2 penalty to hit 

75 % Character is unconscious for 1d6 rounds, loss of memory, -2 penalty to hit 

100 % Head crushed/split, character is dead 

 

It should not be too difficult to keep up with these effects, but if it becomes to difficult or complicated, then simply 

overlook the parts that seems to bother you or your players. It isn’t supposed to make the game more cumbersome, but 

more fun and interesting. Enjoy and good luck playtesting it. 

 


