LINGERING INJURY SYSTEM

MAKE NEARLY DYING MATTER

THE| |/LAIR



LINGERING INJURY SYSTEM

CREDITS

Lead Designer: Luke Hart
Lead Devloper: Ed Robinson
Editor: Danni Arriaga
Artwork: Adobe Stock

CONTACTING THE AUTHOR

Email: info@thedmlair.com

GAME MASTER RESOURCES

Lair Magazine — I publish a monthly RPG magazine
full of GM resources such as 5e adventures, magic
items, encounters, adventure ideas, and traps.

The DM Lair Store — Get back issues of Lair
Magazine, 5e adventures, and other GM resources.

The DM Lair YouTube Channel — I create weekly
videos with practical information game masters can
use at their game tables.

My Discord Server —] oin a community of game
masters focused on helping each other run awesome
games.

NOTICE OF OPEN GAME CONTENT

Use of Open Game Content: This work Uses Open
Game Content pursuant to the Open Game License,
version 1.0a. and may be Used only under and in
terms of that license. No portion of this work other
than the material designated as Open Game Content
may be reproduced or used in any form or fashion
without written permission.

Product Identity: The following are hereby identified
and designated as Product Identity, as defined in
the Open Game License version 1.0a, Section 1(e),
and are not Open Game Content: The DM Lair
Website, thedmlair.com, Luke Hart, The DM Lair,
The DM Lair LLC, all DMs Lair product and product
line names, logos and identifying marks including
trade dress; artifacts; creatures; characters; stories,
story lines, plots, thematic elements, dialogue,
incidents, language, artwork, symbols, designs,
depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual
or audio representations; names and descriptions

of characters, spells, enchantments, personalities,
teams, personas, likenesses and special abilities;
places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos,
symbols or graphic designs; and any other trademark
or registered trademark. Content that has previously
been designated as Open Game Content or is in the
public domain is not included in this designation.

Lingering Injury System, Copyright © 2021, Luke
Hart, The DM Lair, LLC. All rights reserved.

FOREWORD

Basically, this lingering injury system came about
because I feel the fifth edition mechanic whereby
someone can drop to zero hit points (essentially be on
death’s door), receive healing, and then be back to full
fighting strength with absolutely zero repercussions is
unsatisfying.

So, I came up with the idea of having “lingering
injuries.” These are basically side effects or
consequences that occur whenever a character drops
to zero hit points in the game. These side effects

take a bit of effort and time to remove, making the
character feel some of the pain of having nearly died.

At first, [ used a lingering injury table off the internet,
but it was incredibly heavy-handed and quite brutal.
So, we tweaked that more than a little in my groups,
but [ was still not totally satisfied with it.

Thus, I created the basic system on the following
page.

My goal with this system is to have some
consequences for dropping to zero hit points, but not
have them be incredibly brutal like other systems I've
found online.

On the next page, you'll findjust a few basic rules for
using the system and a chart of lingering injuries. It’s
pretty simple.

Enjoy!
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LINGERING INJURY SYSTEM

The following rules govern this system:

Because of how easy it is for low-level characters to drop to zero hit points, it’s recommended to only use
this system once a character reaches level 5.

When a character drops to zero hit points, they must make a DC 13 Constitution saving throw. On a failed
save, they receive one lingering injury by rolling on the table below. For each additional time a character
drops to zero hit points, the DC increases by 2, with a cap of 19. The DC resets to 13 after the character
takes a short or long rest.

For a gritter game, lingering injuries are automatically received. There is no saving throw to avoid them.
The lingering injuries do not explain how or why the injuries are present. The game master and player
should decide why the character is suffering from the lingering injury based on the nature of the damage
that dropped the character to zero hit points.

A character can have multiple lingering injuries, one for each time they drop to zero hit points. If a
duplicate injury is rolled increment the penalty or roll again on the table, whichever makes the most sense.
For instance, rolling a second time for exhaustion would add another level of exhaustion to a character.
However, if deafened is rolled a second time, you would reroll on the table.

When a character completes a short rest, one lingering injury is removed, with lingering injuries being
removed in the order they were received. When a character completes a long rest, all lingering injuries they
have are removed.

d12 | Lingering Injury

1 Physical Impediment. You have disadvantage on attack rolls and disadvantage on Strength or
Constitution ability checks and saving throws. Determine whether Strength or Constitution is
affected by rolling dice; each has an equal chance of occurring. If this lingering injury is rolled
again, the other attribute is affected.

2 Slowed. Your movement speed is halved.

3 Bum Arm. You cannot hold anything in your primary or secondary hand (roll to determine which);
you cannot use weapons that require two hands; and spells you cast that require a somatic
component have a 50% chance to fail, though no spell slot is consumed.

4 Easy Target. Your armor class is reduced by 2 and you have disadvantage on Dexterity saving
throws.

5 Deafened. You are deafened.

6 Brain Trauma. You have disadvantage on spell attack rolls and disadvantage on Wisdom or

Intelligence ability checks and saving throws. Determine whether Wisdom or Intelligence is
affected by rolling dice; each has an equal chance of occurring. If this lingering injury is rolled
again, the other attribute is affected.

7 Hideous Scar. You have disadvantage on Charisma checks and Charisma saving throws.

8 Ringing Ears. You have disadvantage on Wisdom (Perception) checks that rely on hearing, and
spells you cast that have verbal components have a 50% chance to fail, though no spell slot is
consumed.

9 Blinded. You are blinded.

10 Exhaustion. You gain one level of exhaustion.

11 Blurred Vision. You have disadvantage on Wisdom (Perception) checks that rely on sight and on

ranged attack rolls.
12 Minor Scar. The scar doesn’t have any adverse effect, but chicks dig it.



LINGERING INJURY SYSTEM

OPEN GAME LICENSE VERSION 1.0A

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

Definitions: (a) “Contributors” means the copyright and/or trademark owners who have contributed Open Game Content; (b) “Derivative Material”
means copyrighted material including derivative works and translations (including into other computer languages), potation, modification, correction,
addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be recast, transformed or adapted;

(c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d) “Open Game Content”
means the game mechanic and includes the methods, procedures, processes and routines to the extent such content does not embody the Product
Identity and is an enhancement over the prior art and any additional content clearly identified as Open Game Content by the Contributor, and means any
work covered by this License, including translations and derivative works under copyright law, but specifically excludes Product Identity; (e) “Product
Identity” means product and product line names, logos and identifying marks including trade dress; artifacts; creatures; characters; stories, story lines,
plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic,
photographic and other visual or audio representations; names and descriptions of characters, spells, enchantments, personalities, teams, personas,
likenesses and special abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols or
graphic designs; and any other trademark or registered trademark clearly identified as Product Identity by the owner of the Product Identity, and which
specifically excludes the Open Game Content; (f) “Trademark” means the logos, names, mark, sign, motto, designs that are used by a Contributor to
identify itself or its products or the associated products contributed to the Open Game License by the Contributor; (g) “Use,” “Used” or “Using” means
to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game Content; (h) “You” or “Your” means the
licensee in terms of this agreement.

The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may be Used only under
and in terms of this License. You must affix such a notice to any Open Game Content that You Use. No terms may be added to or subtracted from this Li-
cense except as described by the License itself. No other terms or conditions may be applied to any Open Game Content distributed using this License.

Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, nonexclusive
license with the exact terms of this License to Use, the Open Game Content.

Representation of Authority to Contribute: If You are Contributing original material as Open Game Content, You represent that Your Contributions are
Your original creation and/or You have sufficient rights to grant the rights conveyed by this License.

Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT NOTICE
of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright holder’s name to
the COPYRIGHT NOTICE of any original Open Game Content You Distribute.

Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in anoth-
er, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or coadaptability with any
Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another, independent
Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not constitute

a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and
interest in and to that Product Identity.

Identification: If You distribute Open Game Content, You must clearly indicate which portions of the work that You are Distributing are Open Game
Content.

Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may Use any authorized version of this
License to copy, modify and Distribute any Open Game Content originally Distributed under any version of this License.

Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written per-
mission from the Contributor to do so.

Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content due
to statute,judicial order or governmental regulation, then You may not Use any Open Game Material so affected.

Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of becom-
ing aware of the breach. All sublicenses shall survive the termination of this License.

Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it en-
forceable.
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