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Extreme
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Fumble
100/96+

Regular
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Success:

Using Luck
Half SAN loss (SAN loss x 2 Luck)
Adjust Skill roll (1 Luck per skill point)
Avoid malfunction/melee fumble (10 Luck)
Stay conscious (1 Luck, double per round after)
Avoid Death (all Luck points spent; requires Luck > 30)

Healing
Natural Healing: +2 HP per day

First Aid: +1D4 HP Medicine: +1D4 HP
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