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Notes

Standard use of damage hit points is to reduce a target's health 
hit points at a 1:1 ratio.
Damage hit points are never lost; if the GM allows NPCs or 
monsters to resist a maneuver (e.g. disarm), they suffer the 
damage value instead.

Use damage hit points to modify rolls for friendly maneuvers or 
opponents at a 1:1 ratio. Prepare your own attacks for the 
following round at a 1:1 ratio. Disarm opponents or attack their 
equipment (usually 2 hp). Perform special maneuvers (GM 
determines the hp cost).

Use your character's health hit points to buy modifiers for 
initiative rolls, AC, ability rolls, saving throws and skill checks.


