
Introducing: 

Kaleidoscope RPG Combat Damage Cards

Basics:

All the followin g pages are mean t to printed  out on c ard 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 in tend ed to  be u sed o ptio nally,  when players choose to do so, after all the dice rolling is done and you know

exac tly ho w mu ch Fatigu e and  Life  Points of damage the character is suppo sed to be taking after armor, toughness  etc.

Players have the option, before recording th e 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 of the damage, or

more damage to th eir character (and occasionally the attacker).  They should not be applied to less than 10 points of

damage, and no p layer may draw more than 5 cards in exchange for damage from  any one attack (so if a character takes

cataclysmic damage from so mething  really severe the cards will not prevent obvious death, like from dropping from orbit

witho ut a parach ute etc ). 

So, for examp le, a character taking 12 points fro m a sw ord w oun d may take a c ard, b ut wi ll stil l get t he re main ing 2  Life

Points  of damage . 

The cards may extend combat times slightly, but add a tremendous amount of color and variety to combat results, which

is useful when using a highly abstracted system like Kaleidoscope.

Dicing W ith Death :

This is a v ariation o f an id ea ori gina lly co nce ived  of by Nathan  E Banks aka Pa gan ini <egosuit@yahoo.com> 

The GM ne eds 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 c ard table w ith a ind ividual re presen ting ‘De ath’ (or th e equi valent in  the setti ng). 

Player and GM will each roll n ormal op en ende d Kal eido scop e dic e. If the Synchro nicity attribute is in  use the player can

add the modifier for that 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 character lives, 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-magical revival from

the injury, shock etc. If they tie they must both re-roll.

Each time the character survives the GM adds a tally to the character tracking sheet, and this becomes the Mod for the

GM to use the next time th ey Dice With Death. T his tally never goes down, so the more times the character faces death,

the more likely the y are to die. If the character has ‘Charmed Life’ the GM m ay choose to add one to this tally for each

time that trait is 100% responsible for their character surviving a circum stance that would be  automatically fatal as well.

Kaleidoscope is copyright © 2 002 by Jos eph T eller & Kiralee McCauley. Permission is granted

for non-commercial distribution of this work as a whole so lon g it is not altered in regards to

content in any m ann er. T he A uth ors  may b e co ntacte d at : joeteller@mindspring.com or

kiralee@mindspring.com   Financial donations to support our efforts should be sent via

Kiralee’s Paypal account.



Arm Injured!

5 Life Point Wound.
Arm is wounded and cannot be used. 

Keep This Card Until Healed
              

If both arms already injured then discard and draw again.

Surprise

Character is stunned for
next action. Must make a
Challenging Reflexes  roll
or they have dropped
what is in their hands as
well!

Worse Than It Looks!

This wound looks worse than it
really is, and you take only 1 Life
Point of Damage from it.

Worse Than It Looks!

This wound looks worse than it
really is, and you take only 1 Life
Point of Damage from it.

                                    Jammed Or Stuck!

The Attacker’s weapon has
become jammed or stuck, and
will take an action to be fixed
or retrieved on their part. You
take no damage from this
card.

 Broken!

The Attacker’s weapon has
broken (if a firearm it
exploded in their hand and
does normal damage to
them!) 

                 You take no damage from this card.

Off Balance

Defender is  of f
balance and their next
physical roll is at -10
unless they take an
action to correct it.
                                    

 Negligible damage.

Oh The Pain!

Defender takes -1Permanently
to their Toughness Attribute.

Keep this card until after the
combat ends.

Pain In The Neck!

Defender takes 5 Life Points
Damage to their neck,
permanently losing 1 point of
their Voice Attribute.

Recalculate character after the
combat ends. Keep this card
until after the combat ends.

Eep!

Defender takes 5 Life Points
Damage and loses all Fatigue
from a Groin Hit, falling
unconscious. They gain the
Limiting trait “Sterility”
because of the Injury. Keep
This Card Until After Combat
ends.


