Blood & Guts Chart





Blood and Guts Rules:


�Whenever a wrestler has accumulated 3 or more tokens (i.e., Been covered at least three times), from any non-submission type manoeuvre, then roll upon the Blood and Guts Chart below. The roll is two dice. The end result is then cross referenced with the Blood and Guts Chart.��Blood and Guts Chart


 �2	-     Major Gash �3 	-     Deep Cut �4 	-     Cut�5-6 	-     Minor Cut�7-12 	-     No bleeding 





No Bleeding: The wrestler has weathered the assault and hasn't been cut open yet.


�Minor Cut: The wrestler now has a minor cut. A little blood but nothing spectacular or in any way harmful to the wrestler.


�Cut: The wrestler is cut open and bleeding a bit. This cut is equal to a 1 card cut injury after the fight.


�Deep Cut: The wrestler is cut open nicely. Add one (1) to his agility for the rest of the match. After the match the deep cut is equal to a 1-3 card cut injury (roll one die: 1-2: one card cut injury, 3-4: two card cut injury, 5-6: 3 card cut injury).


�Major Gash: The wrestler has a major bleeding wound. There's blood all over the place!! Add one (1) to his agility, and worsen his Deathjump rating by one (1) for the rest of the match. After the match the deep cut is equal to a 1-6 card cut injury. 


