Introducing:

Kaleidoscope RPG Combat Damage Cards

Basics:

All the followin g pages are meant to printed out on card stock, or on sheets of business cards o f the appropriate size, to
produce a deck of cards to be used optionally when playing out a combat or other damage source in Kaleidoscope.

The cards are intend ed to be used o ptionally, when players chooseto do so, after allthe dice rolling is done and you know
exactly how much Fatigue and Life Points of damage the character is suppo sed to be taking after armor, toughness etc.

Players have the option, before recording the damage to exchange 10 Life Points of damage for a card instead. The cards
may inflict the exact same damage, less damage, some sort of special effect or tactical change instead ofthe damage, or
more damage to their character (and occasionally the attacker). They should not be applied to less than 10 points of
damage, and no player may draw more than 5 cards in exchange for damage from any one attack (so ifa character takes
cataclysmic damage from so mething really severe the cards will notprevent obvious death, like from dropping from orbit
without a parachute etc).

So, for example, a character taking 12 points from a sword wound may take a card, but will still get the remaining 2 Life
Points of damage.

The cards may extend combat times slightly,but add a tremendous amountof colorand varietyto combat results, which
is useful when using a highly abstracted system like Kaleidoscope.

Dicing W ith Death :

This is a variation o f an idea ori ginally conceived of by Nathan E Banks aka Paganini <egosuit@yahoo.com>

The GM needs to keep a tally sheet tracking the names of all the characters. Whenever a player draws this card they
should take the player aside. Time stops within the game and the character believes they are in an otherworldly setting
sitting at a card table with a individual re presenting ‘Death’ (or the equivalent in the setting).

Playerand GM will eachroll normal op en ende d Kal eido scop e dice. If the Synchronicity attribute is in use the player can
add the modifier forthat attribute of their character to the roll, but nothing else. The GM will, the first time, add nothing
to the roll. If the player wins the characterlives, and any other mechanics mentioned on the card (if any are applied). They
have failed to die from the damage event. If they fail the character has died without chance of non-magicalrevival from
the injury, shock etc. If they tie they must both re-roll.

Each time the character survives the GM adds atally to the character tracking sheet, and this becomes the Mod for the
GM to use the next time they Dice With Death. This tally never goes down, so the more times the character faces death,
the more likely they are to die. If the character has ‘Charmed Life’ the GM may choose to add one to this tally for each
time that trait is 100% responsible for their character surviving a circumstance that would be automatically fatal as well.
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Arm Injured! Surprise

5 Life Point Wound. Character is stunned fpr
Arm is wounded and cannot be used. next action. Must makeja
Challenging Reflexes rdll
Keep This Card Until Healed or they have droppgd
what is in their hands s

well!

If both arms already injured then discard and draw aghin

Worse Than It Looks! Worse Than It Looks!
This wound looks worse than it This wound looks worse than it
really is, and you take only 1 Lifg really is, and you take only 1 Lifp
Point of Damage from it. Point of Damage from it.
Jammed Or Stuck! Broken!
The Attacker's weapon hgs The Attacker’s weapon hds
become jammed or stuck, and broken (if a firearm it
will take an action to be fix exploded in their hand angl
or retrieved on their part. Yqu does normal damage to
take no damage from this them!)
card.
You take no damage from this card.
Off Balance Oh The Pain!
Defender is of Defender takes -1Permanerjly
balance and their nekt to their Toughness Attribute
physical roll is at -1¢
unless they take 4n
action to correct it.
Keep this card until after the|
Negligible damage. combat ends.
Pain In The Neck! Eep!
Defender takes 5 Life Poirgs Defender takes 5 Life Poirgs
Damage to their neck, Damage and loses all Fatigue
permanently losing 1 point pf from a Groin Hit, falling
their Voice Attribute. unconscious. They gain the
Limiting trait “Sterility”
Recalculate character after fhg because of the Injury. Kegp
combat ends. Keep this cqrd| This Card Until After Combat
until after the combat ends. ends.




