Falling Damage

Landing on a hard surface such as earth does killing damage, while landing on a soft surface such as water or bushes does normal damage.
Falling is “massive damage” and automatically does damage to every hit location simultaneously. Armor does not protect against falling damage. Falling on a hard surface does killing damage, while a soft surface does normal damage.
Injuries: If falling on a hard surface, roll two or three hit locations. If the total body done to the character is more than half the character’s total BODY, these areas are impaired; if the total damage is more than the character’s BODY, these areas are disabled

Bleeding: If falling on a hard surface, bleeding (1d6 per 5 BODY) may occur every turn thereafter.

	Distance
	Velocity
	Time
	Soft
	Hard
	

	1”
	3”
	0
	1d6
	1 pip
	

	2-4”
	6”
	1 phase
	2d6
	½d6
	

	5-8”
	9”
	1 phase
	3d6
	1d6
	

	9-14”
	12”
	2 phases
	4d6
	1d6+1
	

	15-23”
	15”
	3 phases
	5d6
	1½d6
	

	24-32”
	18”
	3 phases
	6d6
	2d6
	

	33-44”
	21”
	4 phases
	7d6
	2d6+1
	

	45-58”
	24”
	4 phases
	8d6
	2½d6
	

	59-73”
	27”
	5 phases
	9d6
	3d6
	Terminal velocity, spread-eagle

	74-90”
	30”
	6 phases
	10d6
	3d6+1
	Terminal velocity

	91-109”
	33”
	6 phases
	11d6
	3½d6
	

	110-130”
	36”
	7 phases
	12d6
	4d6
	

	131-152”
	39”
	7 phases
	13d6
	4d6+1
	

	153-176”
	42”
	8 phases
	14d6
	4½d6
	

	177-194”
	44”
	8 phases
	15d6
	5d6
	Terminal velocity if diving


Terminal velocity is 30” normally. Falling ‘spread eagle’ reduces terminal velocity to 27”, while sky-diving increase it to 44”. For fantasy characters, adopting a spread eagle position requires either falling experience or an INT roll. If falling beyond terminal velocity, the time to impact is the terminal velocity time + (total distance / terminal velocity).

A falling character may automatically use Breakfall if he has the skill. Otherwise, he cannot cast a spell or activate a power until he has an action, although a triggered power may activate immediately. He can abort his next action however in order to act before hitting the ground, but only for purposes of avoiding the impending impact. For a fall of less than 4” there is no time to do anything; for a 1-segment fall up to 8”, a character may only act if he has a held action, but will not have time to abort his next action before impact.

