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Introduction

20! All eyes turn to the game master as he
produces a crit chart. It's homemade; the
players never know what's going to
happen. Hopes run high as the player
rolls his critical hit. It has a slim chance of
killing the monster outright, he knows,

but every little bit helps, and there's a

satisfaction to dealing superhuman

damage with one's ordinary sword.

All eyes turn just as quickly to the
game master as he produces a fumble
chart, but rather than shining with hope,
eyes are wide with fear. Will our heroine
simply drop her mace, or will she

accidentally kill the party member
standing next to her?

Critical hit and fumble charts are
two of the most common house rules in
role-playing games. However, creating
the perfect chart-one that both players
and game masters like—is sometimes a
daunting and time consuming task. I
present to you many different charts
within: some simple, some complex, Pick
the ones that fit your campaign best.

Also included is a section on
magical fumbles. Magical fumbles are a
house rule regarding what happens when
a spellcaster fails to successfully cast a
spell due to combat, armor, or other
obstacles. An unexpected, random
magical effect occurs, which could be a
benefit or a burden.

Whenever possible, we've tried to 2
format tables so they could be easily -
photocopied and paper clipped to a GM
screen. You have our permission to
photocopy one of each chart (citical hit,’
fumble, and magical fumble) for your -

own use.

Here's to hoping you crit more
than fumble. Enjoy the book. .



vanety of different
magical fumble
ts—-as well

Thjsbook contains a "
critical hit fumble, an:
les-—alSO referred to as char

me
ariant rules. Itis up 0 the ga
assome v ch tables best

v | master to determine whi
e " workfor her or his campaign.

: The Cr:txcal Hit Multiplier

Eaduesult ona cntlcal hit chart in The
Criforomicon comes with a critical hit
multiplier. This multiplier determines
ek how damaging the critical hit is. Since
i i‘ some weapons do double damage on a
e mncal hit, and others do triple or
;3.,,' - quadmple damage on a critical hit, it

" makes little sense to say that a particular
i resulton a cnhcal hit from this book does
s c amount of damage Instead, a
- m;xlhpher is added to the weapon's
] onginal critical hit ‘damage. A critical hit
modifier of +0 deals the standard amount
ofcritical hit damage that the weapon
5 ﬂehvers For example, if Aerg scores a
critical hit with his longsword (which
 doesx2 damage on a critical hit) and after
ol]mg on a crit chart of the game master’s
t ame, gets a critical hit modifier of +0,
hm cnucal lut deals only double damage.
If Aerg scores a +1 critical hit modifier, the
?at?dcdeals x3 damage (adding x1 to the
2 far his longsword). If Aerg was using a
atﬂeaxe (x3 critical) and scored a +1
iical hit mf’dlfler, his weapon would
deal quadruple (x4) damage (x3 for the
ba .plus x1 for the critical hit
ifier). qoncewably, using a heavy

d soormg a very damaging

critical hit (+3 critical hit modifier) coylq
yield a x7 result. This reflects the fact that
the right weapon in a vital area can ki
game masters of course can use crit chartg
that have +1 or +2 as the highest critica]
hit modifier if they choose.

Some critical hits actually deal Jegg
physical damage, but have other effects,
This is expressed as a critical hit modifier
of -1. With a critical hit modifier of -1, 5
weapon that does x2 damage on a criticg]
hit would do normal damage, a weapon
that does x3 damage on a critical hit
would do x2 damage, et cetera.

Fumbles do not use the critical hit
modifier, but in cases where
extraordinary damage is dealt, damage is
expressed as: normal, x2, x3, et cetera.

Generated b'y'CamScanner from intsig.com
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Using Effect Descriptions

Many effects of critical hits, fumbles, and
spell fumbles are described in vague
terms in order to allow the game master
some flexibility in adapting an effect to
the situation it occurs in. For example, a
player fumbling his halberd may get

i e i s e s e S i S A NS

Is it a stone floor? Wood? Dirt? Tt is up to

“Strikes floor, weapon stuck,” as an effect.

the game master to decide how the eﬂect
plays out. It might be “Your halberd - -
wedges between two flagstones, stuad
firmly in place,” or “Your halberd digs in
the soft ground, catching on a root as you
try to remove it.” It is up to the game =

master to determine the best way to apply
the results of a critical hit, fumble, orspell
fumble.
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Critical Hits

Simple d6 Charts

er who wants combat
d not pause t0 look I:I};
critical hit results during combat, theszme
charts can be memorized. Also, st :
game masters prefer to have monster
and NPCs use d6 charts, while players
use d20 charts.

For the game mast
to move quickly, an

Table 1.1: dé critical hit chart

d6  Critical Hi Hit Mulhpher and Result _
TR0 Noymal cri mtu:allut :
2+ Armor damaged -2 AC -
0 Legdamaged Btobase
ol _movement until healed . ol
4 +0 Weaponarm damaged, -2to hit
until healed =
| BIT5 TKnocked prone . Tl
6 +1 Knocked prone

Table 1.2: Alternate d6 critical hit chart

d6  Critical Hit Multiplier and Result

i ht arm hit; unusable _
2 +0 Lefta:m }ut, unusable

+1 Head hlt stunned 1d4 rou}la;s

Simple d20 Charts

When a game master wants a little more
variety or drama in combat, often a d20
crit chart is sufficient. This first chart

(Table 1.3) deals primarily with damage
severity.

7
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715 0 Nicked an artery 1 pomt per

Table 1.3: d20 critical hit chart

d20 Cnucal Hit Mulhpher and RESull

AP D LuCkY hit; opponent's ‘Veflponr"j {
broken R i

; +0 * Solid hit

T3 {I‘emﬁc hit; opponent fatigtied

; _1d4rounds |

TR

4 +0 Resoundmg blow; opponent
dazed 1 round i

BT Dertstrike

6 +1 Grave qugidmg
7 +0 | Vicious blow; opponentbase’ B |
o §move-2.0 { |
8 +0 _Savage wallop, opponent -1to }ug {
ToTE +1 Severe hit; opponent knockedE ]

A ] prone

S

10 +0 Expert strike; oppone:}t disarmed | |
i +0 | Incredible blow; opponent dazF
Bl 2 rounds TN uit
12 +1 Brutal strike; opponent 2t0

Dextenty
137 F1 T Amazing strike; opponent -2]]

MR Strength L
14 +0 Connectcd hard

... ,roundfor5rounds .

16 +1 Hitavein;+2 pomts per round

for 5rounds

T177 F1 Vital strike; opponent fahgued b

and dazed Id4 rounds 4
18 +1 Massive blow; opponent dazed

1d6 rounds -

T30 " Skilled strike; 6pponent s armo '.l'

~ damaged (-1 to armor bonus to;

R SAC) ;

20 +2 Mortalblow

The following chart (Table 14) is
focused less on damage severity and more
on location.

Table 1.4: Alternate d20 critical hit chart

d20  Critical Hit Multiplier and Result
1 -1 Foot; -5 to base movement until

healed

2 +0 Leg;-5 to base movement until
healed

3 +0 Hip; -2 dexterity until healed

4 +0 Ribs

5 +0 Stomach

6 +0 Arm;drop weapon/item held

7  +0 Chest; fatigued until healed

8 +0 Neck

9 +0 Back

10 +1 Head; dazed 1d4 rounds

11 +0 Foof; unusable until healed

12 +0 Leg;-10 to base movement and
unusable until healed

13 +0 Hip; -4 dexterity and unable to
stand until healed

14 +1 Ribs

15 +1 Stomach; internal bleeding, 2
points per round until healed

16 +0 Arm; crushed/severed

17 +2 Chest; fatigued until healed

18 +3 Neck; crushed/severed if this kills
opponent

19 +1 Back; legs unusable and unable to
stand until healed

20 +2 Head; unconscious 2d6 rounds

70% of the time the side hit will be
opposite of the attacker's weapon arm,
unless in ranged combat or a bite attack,
then either side is equally likely to be hit.

Percentile (d100) Charts

Some prefer a chart with more options,
This way, it is unlikely to see the same
critical hit twice in one adventure. As you
will see, these charts are still fairly sim-pie,
with only one roll of the dice required.

This first chart (Table 1.5) deals with
ranges, apportioned to the likelihood of
hitting different parts of the body.

Table 1.5: Percentile range critical hit chart

%  Critical Hit Multiplier and Result

01-02 -1  Left Foot*;-5 to base
movement g

03-04 -1  Right Foot*; -5 to ha:.e
movement

05-08 Left Calf*

10
09-12 +0 Right Calf*
13-18 +0  Left Thigh* _

19-24 +0  Right Thigh*
2528 +0 LeftHip
29-32 +0 Right Hip

3335 +0 Groin

36-43 +1 Stomach

44-45 +2  Stomach, vital area
46-50 +0  Left Flank

51-55 +0 Right Flank

56-58 -1  Left Hand*
59-61 -1 RightHand* 85
62-64 +0 Right Lower Arm*; drop
held object(s) ) 7
65-67 +0 Left Lower Arm®; drop held |
_ object(s) .

68-71 +0  Left Upper Arm*
72-75 +0 Right Upper Arm*
76-79 +0  Left Shoulder
80-83 +0 Right Shoulder
84-85 +1 Left Clavicle
86-87 +1  Right Clavicle
88-96 +1 Chest




Elbow mutilated; lower arm -

Knocked off feet, lands on hea d
. 1d4 toes mutilated; -5 base mova™
Foot mutilated; -5 base move

"Knee mutilated; -5 base move
1d4 fingers mutilated; m
itemns; -2 to hit with injured hand

" Clavide mutxlated cannot lift
- upper arm

unusable "
Shoulder mutilated; arm—m :
unusable ]

10 ' Nose mutilated; -4 charisma

Neck injured; paralyzed 1d4
rounds

Cheek mutilated; -4 charisma

Eye ‘mutilated; blind in one eye |-

; Temple mutilated; unconscxous
‘ "1d8 rounds

Concuss:on, dazed 2d6 rounds

" Thumb mutilated; cannot grip

Forehead mutilated; unconscious
1d6 rounds

anything

Buttocks mutilated; unable to 51t
Abdomen mutilated; -4
constitution

Chest mutilated; fatigued
Hip mutilated; leg unusable

move

Thigh mutilated; -5 base move
Hamstring mutilated; -5 base

- Calf mutilated; -5 base move. |

Shin mutilated; -5 base move |

_ must make checks to hear

Ankle mutilated; -10 base move
Ear mutilated; -8 listen checks, :

ordinary sound

i520; S 40
30 +0
31
__327 +O
100.:+2 ‘
‘Attackerssuccessﬁ.ll strength check (DC 20) = +0
Vers/crushes the extremity: .
: i i LaBiL
'I'hls next‘chart (T able 1.6) provides many o
dlfferent effects, each umque 4 —
. Percentlle cntlcal hit chart ', _43‘7_-“..;0”
38 +0
'.'ég —
40 4
41 +0
22 0
)
+0
45 40
49 +)
PA7E 40
48~ 40
49- 40
Bl
511 40,
52 40
53 . +0
0
255 . +40:
56

Hand mutilated; drop any items;
-2 to hit/dmg

Wrist mutilated; hand grg_gﬁlle/

Generatea By Eamgcanner |rom Intsig.com

: ey
“Armor damaged; -1 AC" T

LB

e P A e L

58 40 Legsweep; tripped - f -
59 +1° Armor dagnagzg DAC . :::;l ;11;:55 &ﬂ hmi A
60 +1 Knocked off feet, lands on 87 e Lower spmsnapped, i
; Ycapon = A ) ..~ unusable :
61 Break opponent's weapon; no 88 +1 Upper spine snapped arrosand;
Sbdmgt Sl el .. legsunusable -
62 -1 Break opponent's weapon 8940 ‘1d4 teeth knod:ed u
63 . Break opponent's wedpon; roll - e T S aeb
; again on this chart fordmg 90 - +0 Jaw broken; spcech impaired &
1d4 carried items destroyed; no u.nable to eat solid foods :
dmg '91- - Roll twice on this chart or on
1d4 carried 1tems destroyed 1100+ 'dramatic critieal hxt chart (fab] v
_normal dmg Fe
66 1d4 carried items destroyed roll
; ~ again on this chart for dmg
67 +1  Chest punctured/crushed
68 +1 Foot crushed; -5 base move
69 -+l Knee severed; ¥ base move
70 +1 1d4 ﬁngers severed
71  +1 . Elbow severed
72 -1@ Hip shattered; 1/4 base move
73 ~+1 Thigh severed Vi base move .
74 +3 Neck hacked
75 +1 Ankle severed; V4 base move o
76 +1 Larynx mutilated; unable to
speak until healed
77 .+1  Wrist severed Sii
78 42 Skull cracked; unconscious 2d6
hours R
79 +1 Onelung mutilatéd; o e
: _constitution until healed -
80 +1 Major artery opened; -2 hit points
~ perround for 5 rounds
81 +1 -Thumb severed ; £
82 +0 Shoulder d:slocated arm
unusable until successful heal
check o gis ’
83 +1 Partially eviscerated
84 +0 Hip dislocated; leg unusable
until successful heal check; V&
: base move ,
85 +0 Elbow dislocated; hand unusable.
A . until successful heal check -
86 +0 Knee dislocated; leg unusable




I Dmmahc Critical Hits

for special occasions; MO s
massive damage - or death. ~Use

sparingly.

Tablé 1.7: Dramatic critical hit chart

'The dramatic critical hit chart is des;gned
st rolls result in

it

fTo Critical Hit Multiplier and Result
) “skull cracked/brain struck; 2
mtelhgenoe & wisdom .

- Chest cavity punctured
through clavicle

¢ Jugular vein opened

Lung meaIed

- Bowels unpa]ed
Neck 1mpaled :
‘—i leer ruptuxed S
I(Jdney ruplured e

" ‘Spleenruptured . ..
Stomach ruptured

e attacker 'sweapon
~ Arm nailed to side with
attacker's weapon

l -4 attacker's weapon /-
Foot nailed to floor with
attacker s weapon

weapon '+
Knocked 10 away, back broken
2d6 nbs broken which slash

very round subject moves .
arms/legs, causmg 2d6 pomts
tdmg.

1. Hip shat'tered bone splmters
- cause 1d4 dmg every round
__subject stands

* Handailed tobody with
Body naﬂed to wa]l/ﬂoor w1th 4
‘ocked prone, lands on own :

and puncture mternal organs

‘19

22

24

26

29
30

31

32

33

34

'35

36

20
21

53

57

28

A

1

i

+1

'+17_

+1

+1

+3

+3

2

Y}

. 273

e

+3
+2

+1

+2-

All teeth knocked out, jaw
crushed; target unable to spegy
or eat

Hand and arm cleaved to
elbow; unusable

Compound fracture to leg
Compound fracture to
collarbone

Compound fracture to arm
Armor broken & twisted intq
wound

Falls onto own weapon, Whlch
snaps off in wound

Brain pierced through car; -2
intelligence & wisdom; -8 to
listen checks; -5 to balance
checks; deaf in one ear

Brain pierced through eye; -2
intelligence & wisdom; -4 to
spot checks; blind in one eye;
.now has a blind side ‘
Compound fracture in leg;
protruding bone slices major
artery in other leg
' Compound fracture in arm;
protruding bone pierces
abdomen :
Item carried by subject driven
into his body; game master
determines dmg
Lower spine snapped; legs
unusable
Upper spine snapped; arms

‘and legs unusable

Partially eviscerated

Bone shard enters bloodstream,
causing cardiac arrest; 1d4
points of constitution damage

per hour until healed or dead
~ Jaw broken, tongue bitten off;

speaks with difficulty
Arm severed, trip on arm, fall
on own weapon

Generated by CamScanner from intsig.com

37 = +2  Legsevered, fall on attacker's - 4 sphnters/shrapm] lod ge 4 m, :
: eapon - abdomien: “i-
38 +2  Opponentblocks blow thh 50-. D17 Slde of head caved in
weapon, but blow so massive, 51..DL"
?pponent's own weapon forced 52 D1 Head twisted 180 degree-i
Sl i B -53 . D1 - Completely evxscerated
224132 i Opponent blocks blow with 54 DI Skull shattered
] . weapon, but blow so massive, 55 +3'" Bothlegssevered %
opponent's own weapon forced 56 DO Beheaded
Ito abdomen 57 D1 Brainimpaled |hrough eye.
40  +1  Opponent blocks blow with 58 D6 Trachea crushed
weapon, but blow so massive, 59 D2 . Heart rup it Pl e
opponent's own weapon forced 60 DI Brain impaled throu gh lmouth
into leg X "
; . - 61 DO Cleaved in tw
41 +2  Chunk carved/knocked out of oAt p;:;'; g (cmwn to
~ forso
2 DO leaved in tw
42  +1  Chunk carved/knocked out of 8 Elg; Ve e (shoulder to 3
e :g e 63" D1 Cleaved in two (at the waist) . |~
e ScG s x 5 ; 64 D1 Knocked 10' away, landson * °
degrees, cannot straighten until head, neck snappe x :
bl = D2 Side shom away, shoﬁfd
44  +1  Back struck; fatigued; cannot ‘}“P
bend until healed
- : 3 : bl i
45 +2  Force of blow shatters S Ir\gsa;;si\;temyofw:ﬂts;hest Sk
‘ vl O i | 67 D6  Neckinjury causmg lu
splinters/shrapnel lodged in S £ill with blood -
throat; unable to speak/eat - &8 DI Wosedve Blowie ab domen; &>
46  +1  Force of blow shatters 20 internal bleeding
St N EAbY ; 69 DI Massive blow to head s brain
splinters/shrapnel lodged in o S hemorrhage iy
eye; -4 to spot checks;. bhm?l in 70 D2 Clavicle snapped, pierces
one eye; now has a blind side : b
47  +1 . Force of blow shatters e ]Imgu Aled un derneath c:hm
opponent's weapon, - Hul;ugh A
gplintersjshrapnel lodged 72 DO Brainimpaled through ear
ear; -8 to listen checks; -5 to ey c?ushe = :
balance checks; deaf in one ear IR ryn& T
T
48  +2  Force of blow shatters lr:':l;ale " /ruphfre d
Qe par, ' D2 Partial evwceratlon slipo
splinters/shrapnel lodged in £ D e il vt Ot e P}:’ﬁ :
chest cavity e
> t and lun
49 +1  Force of blow shatters - m - I::;:]e 4 /mptfr od
opponent’s weapon, 77 427" Force of blow shatterisl




4§ t's weapon, Op ponent
:ﬁ e::ﬂi splinter/sh rapnel

' which enters bloodstrean,

| causing cardiac arrest; 1d4

: paints of constitution damage

+ hour until healed of dead

through abdomer.

78 +3 Impaled

gl trough ablomer
L weapon exits throu
Impaled through chest, !
weapon exits. through hip
3 " Impaled through chest,

* weapon exits through back

weapon exits through vcla_vic!er ]

Back broken through massive
blow to abdomen; guts
; rearrange_d - o

i All ribs separated from .
" sternum, one of which severs
e 'f'céfmarfery;ix\temal
. " hemorrhageinto chest cavity

84 +3 Legsnapped, brokenbone
severs femoral artery; internal
bleeding - y k

0" Skull halved at temple (crown

" removed); brain halved

Skull cleaved in two (crown to

Impaled ear-to-ear; brain
“hemorrhage

88 DO Impaled through back of head,
_ weapon comes out mouth

. into chest cavity; lung and
“stomach ruptured

90 +1 Stabbed through trachea; will
suffocate if weapon not

. removed (attacker’s choice)

91~ Game master's choice '

D = Death in the number of indicated rounds. DO
 is immedinte death, D2 is death in kwo rounds,
b and D_10-20 is death in 10 fo 20 rounds.

STV

It is up to the game master to
provide descriptions of how these events
come to pass. When a player says "How
does the orc's arm break and cut his
jugular?” the game master needs to be
able to say "As your mace came down
from above, the orc put an arm up to
shield himself from your weapon's full
weight. Your mace snapped the orc's arm
so hard that the fracture broke the skin.
The force of the blow carried that jagged
bone into his exposed throat, cutting his
jugular.” Players love that stuff.

Location/Severity Charts

The charm of the previous charts are that
one roll returns a result; however, how
does one impale someone through the
chest with a club? Or sever a leg with an
arrow? While clever game masters may
devise explanations, others would prefer
to use a chart that is appropriate to the
weapon used.

The charts in this section require
one to three different rolls. These rolls tell
the game master where the opponent is
struck, how hard, and the effect of the
blow, taking into account the type of
weapon being used.

The One Roll Chart

This chart requires only a single throw of
percentile dice, and returns a result for
blunt, piercing, and slashing weapons, as
well as bites.

Of course, game masters may need
to adjust the entries; if a size Tiny creature - -
scores a critical bite to the clavicle, it
won't be puncturing the heart.

Table 1.8: One-roll location/severity critical hit chart

Roll Location Blunt Slashing Piercing Bite |
01  Left Foot +; V2 base +0 +0 +0; free trip
movement : attack
02 Right +0; ¥ base +0 +0 +0; free trip J
Foot movement attack




+0; 2 base -

03 1f
03 Left Calf movement; DC
o2 20 Reflex save OF
' fall prone_ 5
— - 15 base
~ Right +0; 1
056 CR;glf movement; DC
¢ 20 Reflex save OF ,
et fall féone AT o +0 +
07-  Left . ‘ movement
Thi 20 +0;%base
10- Right movement v B
12. Thigh e D |
A3 LeftHip , o
14 : s +0 +0 +0
ey 15- Right Hip
QJ 16; e 5 ) +0 +0
;lﬁ 17~ Groin +0
‘ LEL Ll i 2 +0 +0
oy —tioued  +0; Gashed, 1d
i +0; Fatigue:
N g_- Stomach gu o 1
By Pz e R S P 4P 0 : +
N 53 LeftFlank = *0 7%
’ i 2 +1 +0
! 25~ Right +0 +0
ﬁ oo i . ST = +0 +0; Drop item(s) +0; item(s) in
v et ‘ : in hand hand snatched
m ¢ /Hand : = -
o : +0 +0 +0; Drop item(s) +0; item(s) in
M~ o in hand hand snatched
o | eea o 22 +0
g [(ZoEec A 2
i 30 Lower ‘
|
31- Left 10 +0 +0
32 Lower
Am i 7
33 Left +0 +0 +0 40
- 34 -~ Upper
G jun 1 .‘ Vi
35- Right +0 +0 +0 +0
36 Upper
—e o
|97 - ILeft fes il ' 10 +0 +0
/38 Shoulder.

15
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Right
& e i . o
41 Left v
Clavicle 2 3 ¥
42 Right
Clavicle ke i
43~ ‘Chest +) +0 e +0
47
48 Neck +0; Paralyzed +0; Gashed, 1d2 +0 +)
Broken, ¥ base dmg/round
movement 1d4
rounds
49 Head +0; Unconscious +0 +0; Ear pierced, LR O i
1d4 rounds deafinoneear ol
50 Face +1; Dazed 1d4 +0; scar +0; Eye pierced,  +0; lip/ear tom, -
rounds blinded in one 2 charisma
ey S !
51 LeftFoot _ +0;Shattered,¥ +1;DC20Reflex  +0;Nailedto  +0; DC 20 Reflex:
base movement  save or severed, floor, no, save or torn oﬁ;: 3
Vibase . movement, then - Yibase
movement Y4 after release ' movement . .
52 Right +0; Shattered, 4  +1; DC 20 Reflex +0; Nailed to +0; DC 20 Reflex
Foot base movement save or severed, floor, no save or torn off,
Vi base movement, then Vi base
movement Y4 after release movement
53- LeftShin  +0;Broken,%  +1;DC 20 Reflex +0 ~ +0; Broken, %
54 base movement  save or severed, - base movement | -
Vs base o e D e
movement Fr.d :
55-  Right +0; Broken, V4 +1; DC 20 Reflex +0 +0; Broken, %
56  Shin base movement save or severed, base movement
Yabase
movement el
57-  Left +0; Broken, %4 +1; DC 20 Reflex +0 +0 .
59  Thigh base movement  save or severed, !
fall prone, 4 G S
base movement il
60- Right +0; Broken, ¥ +1; DC 20 Reflex +0 +0
62  Thigh base movement  save or severed,
fall prone, ¥4
base movement ) sl
63- LeftHip +0; Shattered, ~ +0; Gashed, 1d2 +0 0
64 _unable to stand dmg/round




&z e ey = oo
; und punctured,
fatigued fatigued
93- +2;Cavedin  +0; Gashed, 1d2 +2;Heart - 2:Heant |
97 dmgfround ©  punctured,  punctured,
fatigued, DC25 fatigued, DC 25 |
- Fortsaveordie  Fortsaveordie
98 +2; Paralyzed +2; DC 20 Fort +1; Larynx +2; Paralyzed
1d4 weeks save or die pierced, unable 1d4 weeks
(beheaded) to speak
99 +2; Caved in, DC  +2; Downward  +2; Skull pierced, . +2; Skull crished
20 Fortsaveor - stroke, DC 20 DC20Fortsave  in ja(vs, DC20
die Fort save or die or die - Fortsaveor .
(cleaved crown _head torn off )
toneck) - - i T
100 +2; Shattered, +2; Golf swing,  +2; Eye impaled, +2; Teeth
DC25Fortsave DC25Fortsave blind inone eye, puncture the eye
or die or die DC 25 Fortsave and throat, blind
or die in one eye, DC

25 Fort save or
die -

+0 +0
+0; Shattered, +0; GaShSi;“lidz
unable to stand dmg/}r, d, 1d2 2L *0; Gashed, 1d2
e +0; Gashe 'd : dmg/round
Yoy : dmg/roet +2; Liver +1
+1; Ruptured - ordie ruptured, DC 16
organs, internal Sﬂf’ ated) Reflex save or
bleeding, 1d4 (evisce 1d6 dmg/round
R dmg/munis iR id2 ) 1 luns +0; Gashed, 142
+0; Broken 1ibs; img/round punctured, mg/round
ca;ca:‘li)‘;::ly faﬁgued e ;
+2; lung +0; Gashed, 1d2
Sy e ok i
atigue
Al ’l_ighﬂt»_lqa_d‘ 40, DC 20 Reflex  +0; Drop item(s)  +0; DC 20 Reflax
+0; Shaﬁ;{:d: ; sa’vé or severed in hand save or torn off
mﬁ}?::tered +0; DC 20 Reflex  +0; Drop item(s)  +0; DC 20 Reflex
;musable : save or severed ~in hand save or torn off
77 fg;Bioken, | +0;DC20 Reflex 0 +0; Broken,
ek b o bl ey
e than 5 Ibs
) +0: Broken, +0; DC 20 Reflex +0 +0; Broken,
cannot attack or  save or severed cannot attack or
hold items more hold items more
than 5 lbs e, o than 51bs
T7I0; Broken,  +0; DC 20 Reflex +0 +0; Broken,

" cannotattackor  save or severed ' cannot attack or
" hold items more hold items more
__than51bs than 5 Ibs
+0; Broken, . +0; DC 20 Reflex +0 +0; Broken,
cannot attack or  save or severed cannot attack or
hold items more hold items more

than 5 Ibs
+0; Gashed, 1d2 +0 +0 .
dmg/round
+0; Broken, arm  +0; Gashed, 1d2 +0 +0
. unusable  dmg/round
+1; Broken, stabs  +0; Gashed, 1d2 +2; Heart +0
| eftling, — dmg/round punctured,
- bteud fatigued, DC 20
- : _ Fort save or die
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1318 Left Thigh 1
The Two Roll Chart 19-24 R‘c‘?h;[m‘gh 1 i
——‘—______———'__—_ -3 S 1
ffers more Options; damage 25'2i ;e ;t}liip = - Piercing Weapons
ers .3 i =
Thlsbzh?;aflzed to a specific body Par:i’ ;3-35 Grgom 3 ‘ -
i the severity ofthe blow dEIeTEEL 1 B T giomach g T Wt T
jcular to severa | ee tiplier s e
with a second roll particu 46-50 L(.a& Flankk — 1-2 +0 Gashed h:“%m% -
weapon types: : 5155 Hight” lag - 34 41 Pierced PS B
Roll percentile dice to determine 56‘?? Eﬁht :Ir;n F) 1 5 +1 ‘;ital P10
oll pe ; : 59- 8 1 i * Puncture
Jocation, and a d6 to de:flltl co?uii:lengf 62-64 Right Lower Arm 1 6 .42 Impaled E I D
Check the special T€s 65-67 Left Lower Arm 1
possrble additional damage/ effects. 68-71 Left Upper Arm 1 Bites
7275  Right Upper Arm 1
: Table 1.9: Two-roll location/severity 76-79  Left Shoulder % | Roll  Critical Hit Effect Special Result**
'\"*ﬂ critical hit chart 80-83  Right Shoulder ; ‘ Three  Multiplier | AR e ISR
N 84-85 Left Clavicle 3 ; 1-2 0 Chomped P e = & o b
Special 86-87 Right Clavicle 5 | 34 1 Punctured B SEPLURTLEL
Y Roll  Locaion  Result 88-97 Chest 4 g . Mgt 2 LU L LD
A B T T P 1 = s 5 6 +2 Torn away DD XEXE
?: 03-0¢ RightFoot 1 99 Head 6
" 0508 LeftCalf 1 T = *Special Results:
) 09-12  Right Calf 1 L ==
, B 5 . el o
~ See location/severity chart for multiplier Co.de Effect
v Slashing Weapons Severed
fm . B Massive Bleeding, Death in dé turns without
e it i Special Result** ‘ magic  aid - .
o Roll il[-l‘:lm'alll'm Effect ]1 2P TR | D  Death in dé rounds e S
, 2 Three tiplier > B P B E  Unusable for duration of battle g
Vi 12 A Gashed L HI¥ Unusable until healod [ i iE O
34 +1 Slashedand H S B P D 1 U I Incapacitated, effectively unconscious .
- - broken L Severe pain, -6 to hit/dmg, difficulty breathing
~ (Dot AL Mutilated HI OL X DD O  Ruptured Organs, internal bleeding, Death in
6 +2 Severed DD XX X d3 turns
: P  Pain-2to hitand dam
Blunt Weapons S Stunned
U Unconscious Bl ket
ol ~Crillil Eliet _Specal Result™™ X gt Desh J
dEfeR:  Muldphes (205774 57677
12 40 Incapacitated E S S S S 1 I
3-4 : +1 Batteredand H S O P D I U
: : broken
Z:l Maimed H: oL xon
= 2 Shattered HESI= D oD XX X ?

=19

e
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-0 Roll Chart

Roll . sPecial
Location
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| TheThreeRollChact .
S e 1ls. Firs
: ‘ ires one to three 0 Two Resyl
:This Chzréore?;”detennme what kind Of 01-02  Left Foot A
1‘01:1 :I hit was scored. If directed 0 roll it BRI e .
i CIocahon/’sevenf)’ the player ™ol 05-08  Left Calfsr2 L3
G tile dice to determine location, and 09-12 Right C.alf 1
percéent determine severity: Check the 98", Leit: g 15
Vrap:aalo result column for }:’055lble 19-24 Ri%i“;IlThIEh 1
‘ 2528 Left Hip, -
additional damage: 2932 Right Hip )
‘ i ¢ 33-35 - Groin 3
. Table Lm;_mrpll crxtxcglhltchar . =g .
46-50 ~ Left Flank 8
A i k
Critical Hit Mulhpherand Result ;’é_:; Ii%?:iiﬁg i
1to . il
Ro].lfer locahon,’SEVEﬂfY (+ 50.61 Right Hand 1
: 62-64 Right Lower Arm 1
‘ 6567 Left Lower Arm 1
g | 68-71  Left Upper Arm 1
¢ 72-75 Right Upper Arm 1
76-79 . Left Shoulder 5
No' specxalresult i 80-83 Right Shoulder B
12- - +0 Armordamaged -1AC 84-85 _ Left Clavicle :
14 A 86-87 Right Clavicle &
88-97 © Chest 4
98  Neck 5
.99  Head 6
100  Face 7
20 gt Roll for ioéét;én/seventy (+2 to
severity)
* See location/severity chart for multiplier
Slashihg Weapons
o it i'r__s.-,..g_;,s;l. 6.7
L Gashed E E P B'P B
; ‘»'_‘Iﬂ" . iSlashedand H S B P DI U
: SR “broken " -
%0 + -
5 g vered * D D X e

Blunt Weapons

Roll  Critical Hit Effect Special Result**

Three  Multiplier l1f2]a 4 5."6'-7"
<« +0 Incapacitated. E S S 5 S I ﬂ
34 +1 Batteredand  “H' SO P'D 1' U

R broken o 2 t
5 #1  Maimed H.I OTL X D DI
6+ 42 Shattered”  H T D D X'X -xl
Piercing Weapons

Roll Critical Hit Effect

Three  Multiplier
2 +0 Gashed
34 +1 - Pierced
B +1 Vital

) Puncture
6t 42 " Impaled “F S ECT Do
Bites

Roll  Critical Hit Effect Special Result**
Three  Multiplier IR LB -
<2 +0 Chomped P oo e et et el
3-4 +1 Punctured E S B PDI1 U
5 +1 Maimed HI OLXDD
6+ +2 Torn away AL DD XXX




Code

T

B

= !;:' » g Q‘:.-A\.'._.'z:: = U
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i Unusab]e for duration

v-‘»'sﬂ,gre pain,

Instant Death

Effecf

Gevered. . . Death i d6 turns Wxthout

" Massive Bleedin

magical aid . |
unds ‘ )
Death in d6 10 . bame
d

sable until heale:
.IU": acita ted, effectively unconscmus
s -6 to hit/dmg, difficulty breathing

Ruptured Organs, internal bleeding, Death in

d3 turns

"Pain-2 to hit and dam

Stunned

" Unconscious

Weapon Specific Critical Hits

When just a few possible results per
weapon won't do, a weapon specific
critical hit table may be in order. One roll
determines everything.

We've provided a number of
charts, covering more than just blunt,
slashing, and piercing weapons. There's
nothing like a critical hit with a flask of
burning oil to really brighten your day.

Melee, Blunt

Table 1.11:
Roll _ Multiplier and Result
1 -1 Leg sweep, opponent tripped

2 +0 Temple hit; disoriented; new
initiative is 1 )

3 +0 Footbroken; % base movement

: (hopping)

4  +0 Hip shattered; unable to stand

5 +0 " Elbow dislocated; lower arm
unusable, drop held item(s)

6 +0 Knee dislocated; opponent
tripped, leg unusable, ¥4 base
movement (crawling)

7 40 Hand hit; carried item(s) dro pp.éd

8  +0 Wrist broken; carried item(s)
dropped, cannot attack or hold
items more than 5 Ibs

9 40 Opponent's weapon broken

10 +0 Opponent's armor damaged, 2
armor bonus

11 +0 Random item carried by
opponent smashed

12 +0 Chesthit; opponent fatigued

13 +0 Hip bruised; -2 dexterity

14 +0 Arm broken, lesser fracture;
cannot hold items more than 5

Ibs, can attack at half damage

15
16

g

18

19/

20

50

+0

+0

+

2

_ Concussion; dazed 246 rmmds

~ lightload

Groin struck -
Neck injured; paralymd ld-l .
rounds

Stomach hit; internal bleedmg,
1d4 dmgjround 3
Massive chest blow, brokm !ﬂ:ﬁ‘ d \ B

opponent fatigued, can only carry

Head caved i in, unconscious i1:4:1.6 :
hours, DC 20 Fort save or slip
into coma for 1d8 days.
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Melee, Slashin

Melee Plgr : Table 113 Melee, Unarmed Strike , Ranged, Blunt
Table 1.12: Table 1.16: T i
___________._—————HT""T Roll Multiplier and Result able 1.15:
Multiplier and Result 1 1. Knuckles slashed; dr = P
Roll : El; St . 10551 - OPS weapop Roll Multiplier and Result Roll Multiplier and Result
1. +{) Footna G 2 -1 Forehead slashed; blood 1y 1 -1 Surprise jab; knocked o s s, i
FE3 ; then Y2 after release NSintg | PIISE Jab; prone 1 - -1 Leg bashed, opponent tripped -
Al IOV, ment, 1 base movement ; ) eyes, blinded 1d2 rounds 2 -1 Stick and move; dazed one round 2 40 Noggin struck; disoriented; new
2 +0 Leg broﬁe‘r;'t : Ze 3 +0 Hand slashed; drop Carned 3 -1 Body blow; drops to knees . initiative is 1 .
> 51 i " L - . n
B +0 Armdn;l-I tedr : e hand item(s) 4 +0 Kidney punch; fatigued 2 rounds 3 40 Opponent's armor damaged -2 3
B ¥ b : movement 4 +0 Footsliced 5 +0 Rabbit punch (neck chop); dazed ' armor bonus ;
5e - 0 =
2 +0 ayndit o o : 5 40 Arm gashed; DC 20 Reflex saye | 1d4 rounds 4 +0 Hip bruised; opponent Bandked:
LT Aﬂl:n }:I:t )2 - hxt/dmg = : 3 or broken 6 +0 Uppercut; knocked prone prone ) :
6 :g Lemhlt femoral artery mcked 6 +0 Leg gashed; DC 20 Reflex saye oF | 7 40 Ear bash; DC 20 Fortitude save or 5 +0 Elbow dislocated; lowér‘arm S
i 5 dm d broken break eardrum (-8 listen ChECkS, unusable, drop held ]tem{s) i
5 s 1d4 dmg/roun 7 40 Hip slashed unable to determine direction of 6 +0 Knee struck, dislocated; opponent
e ke movemtent g +0 OPI;Onent's weapon broke POCICE) . e dogunizsblo e
: 9 : +0 Bl pleroed ) . : 8 +0 Blow to solar plexus; dazed 1d4 movement (crawling)
lyzed from the waist down ' - 9 40 Back slashed ‘ B
LS L R e 7 5 T R el rounds 7 ~ +0 Hand struck, broken; carried
Rl until attacker 7emoves WeAPORL, gec, =< armor bonus 9 +0 -Shin kick; leg broken, ¥4 base item(s) dropped cannot at‘tack nr
10 +0 Opponentsarmor damaged, -1 L0 £ el backpack, OrLweapon movement (hopping) : hold items more than 5 Ibs -
- BEDDIDATS - harnessslpched ofk 10 +0 Foot stomp; foot crushed, Y2 base 8 40 Chesthit opponent fahgued 7
1 +0 Arm broken, lesser fracture; 12 +0 Arm gashed; DC 15 Reflex save movement (limping) 9 +0 Opponent's weapon struck, B
b carrnut hold !m mlore thgn 2 or severed 11 +0 Arm bar; shoulder dislocated, . broken, then weapons stnkes
e Ibs, can attack at half damage : 173 +0 Leg gashed; DC 15 Reflex save or | arm unusable ! Ty opponent ST e
‘ 12 "‘Q Stomach hit; looks > gross ] B severed 12 40 Low blow; dazed 1 round 10  +0 Attacker's mlssﬂe breaks apart on
137 +0_ Groin hit; % base movement 14 +0 Face slashed; DC 15 Reflex save 13 +0 Eye gouge; blinded in one eye impact, pieces lodge in chest and
18 A +0, f Ear P‘_E"Ed‘ deﬁf_‘“ oneear or nose lopped off (-4 charisma) 14 +0 Great body blow; drops to knees, arm
5.7 +0 “Eye P‘EIC?fi:' blinded in one eye 15 = +0 Chunk carved from side fatigued 1d6 rounds C 11 40 Random item carried by ]
16 ~ +0 Stomach hit; DC 16 Reflex save or 16 +0 Deep cut in shoulder 15 +0 Broken nose; -1 charisma opponent smashed 4
~liver ruptured, 1d6 dmg/round 17  +0 Chest slashed : 16 +0 Dotting the "i"; in one round, 12 +0 Attacker's missile breaks apart on
, +0 Chest hit, lung punctured; 18 +0 Stomach opened up; opponent : opponent’s eye swells shut impact, pieces lodge in stomach
‘ 1 8 : +0 ZI;‘P D:;n k fatlgued ke fatigued 17 +0 Bolo punch; Opponent bites piece ) and leg TR
z - . m ]
19 41 Neili h!tf larynx d; unabl g Doemitibadlyslashed (d5 e Sg iijc: S ir{z lel;(te ﬁptgrsawe{hn;h: mlssxl:a"
A= ; plerce unable : e - 1. 18 +0 Hook to the jaw; stunne
i WAL () speak L determines W};Ch)’ DC 20 Reflex ro?r(;ds ] is larger than eye sockei) or -
: Sl save or severe .
2.0 +2° Skull hit & cracked bram plerCed 20 +2 Neck badly slashed: DC 20 Reflex 19 40 - One-two punch;jaw broken, ; permanenlly (if missile is smalle:)
_ -1 Intelligence, -1 Wisdom i e e stunned 1d4 rounds, then dazed 14 +0 Shoulder dislocated; arm :
save or severed 1d4 additi P s e unusable until successful heal
20 +1 One blow K.O.; neck injured, J cGheck 0:;5:;:1
. 1d8 nds 15 +0 roin s
unconscious rou IRV, Nekijirt paralyze d 1d4
rounds
175530, Concussion; dazed 2d6 rounds " -
5 26




g IR i : 40 Stomach hit; missiles onea orm

; /M sizes smaller than o Ore [
hit; internal blee ) PPonent ¢
8. +0 S:l‘jlﬁclli:lt;/mund missiles one Of lodged completely inside e Ranged. Slashin Bite
:lnore sizes smallet than opporent opponent's stomach cavity, 7 Table 1.17
id e e ‘e 3 2 1.173 .
are lodged comple :’Zj:;' S rru:::;; Ssaig”;t; size or larger stick The following chart assumes creatures are
onent’s stomac : ou | e up to one size category larger or smalle
19+l I(\)/lf;:‘!psswe chest blow, broken ribs; 13- +0 Groin hit; % base INovement, R;,H 1 ScalMI:ilhI::-ler an1CI o - than their prey. If niz)tryt}us S not thz :mlft
{8 T1. - AT -
| opponent faugued can only c fY ; draws laughs from enemjeg o Sclz -]S C;nge ooking hair loss appropriate chart to use. :
5 lightload . d6 14 +0 Ear pierced; deafin one eqp s R a;lsma 3
20 42 Head caved in, unconsal)u;: 15 +0 Eyepierced; blinded in one eye ‘ - eyes, E?inci;:lzc; bloog i Table 1.18:
ounds ‘
hours, DC 20 Fort save or §: e a0 Stomach hit; DC 16 Reflex .. T
‘ < 1d8 days. e o 3 +0 Footslashed; DC 15 Reﬂex save .
' M ‘ IrvenEn: n;md 1d6 dmg/roung | or lose 1d4 toes Roll Multiplier and Result |
o 17 +0 Chesthit, ung punctured; | 4 40 Hand slashed; drop carried 1 +0 Opponentknocked prone .
Ranged, Piercing ; op P°“e{“‘ fatigued item(s), DC 15 Reflex save or lose 2 +0 Legbroken; ! base movement
i 18 +0 Chesthit 1d4 fingers 3 40 Foot crushed; % base movement
Table 1.14 19 +1 Neckhit, larynx plETCLd unable 5 +0 Elbow shaved; -2 to hit/dmg with ; +0 Hand bitten; drop item(s) in hand
. : ) : to speak ‘ injured arm - +0  Ankle bitten; sprained, % -
e Roll Multiplier and Result ; 20 +2 Skull hit & cracked, brain pierced; 6 +0 Kneecapped; ¥ base movement . movement ; Eein
;1’1";- ; —1 Footnalled to floor; N0 - -1 Intelligence, -1 Wisdom (x2 i | 7 +0 Hip slashed; % base movement 6 +0 Arm LhOmed 2to hxtfdmg
| movement, then ¥ after release . pulled out without a successfy] 8 +0 Weapon broken, attacker's 7 40 Legbitten, femoral anery mcked
2 -1 Arm nailed towall;no HETRIARE heal check) missile ricochets into opponent . 1d4 dmg/round
until release 9  +0 Sideslashed 8 +0 Hip bitten
0 Shouider hit, np/head breaks off 10 +0 Armor damaged, -1 armor bonus 9. 0 Neck bllten opponent pmned to
S sin wound; 1d4 dmg to remove : 11 +0 Missile lodged between ribs _ ground, successful l%"i’PP}e Ch@‘ik
15 40 Stomach hit, tip/head breaks off 12 +0 Arm gashed . . mustbemadetoescape . . . |
in wound; 2d4 dmg to remove ; 13 40 Leggashed 10 +0 Opponl:nt s armor damabed -1
407 Chest hit, t:p/head breaks offin - 14 +0 Faceslashed; DC 15 Reflex save TR armo; 0}(““”] :
. wound;1d4 dmg toremove = ‘ or nose lopped off (-4 charisma) : St :z TCI;' i racht.;;,‘ S5
6 +0 Armhit; -2 to hlt/dmg 15 +0 Stomach opened up; fatigued  sareEhold Uens og e
‘ . L _ Ibs, can attack at half damage - "
i +0  Leg hit, femoral artery nicked if ‘ 16 +0 Deep cutin shoulder; missile PR
12 +0 Hand munched; drop item(s) in
i : puHed out without a successful lodged between bones, unable to hand, 1d fingers sever d
~ " heal check; 1d4 dmgfround = - - ° move arm until removed R 8 S 5 .
+0 Hip hit; % base movement : Ll Ch%t slashed ¢ ) 14 +0 Face chomped; DC15 Reflex save
O, Back pierced; opponent. . 18. 40 busllelodged vspine or ear ripped off
“paralyzed from the waist down paralyzzd from waist down until 15740 Eye pierced; blinded ir one eye
- . until attacker removes weapon AT removceh oy AR 16 +0 Flank bitten; DC 16 Reflex save or
10 +0 Opponent’s armor damaged, -1 | % Stomdin b interne 4 RS ~ kidney ruptured, 1d6 dmg/round
__armor bonus . 14 'g/round, e 17 +0 ' Chest chomped; 1d4 ribs cracked -
: fO ‘Am broken, lesser fracture ‘ more sizes smaller fharf P, porien 18 +0 Arm bitten; opponent tossed 5'
L R cannot ]'lOld items more than 5 | are lOdgEt(lj C‘Zmplefly mts;dc 19 +1 Neck munched [arynx p)erced
" Ibs, can attack at half dama =) | cpponent’s stomach cave unable to speak s ;
- ge ] e P ;
20 +2 Neck badly slashed; missiles oft 20 +2 Skull cracked, brain damaged 1
same size category as opponen Intelligence, -1 Wisdom
or larger may sever, DC 15 +5 per g
’ size category larger
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14 +0 Hitto chest, flask breaks and
4 splashes one enemy within 5'
15 +0 Direct hit to chest, oil runs down
‘ legs; takes at least two rounds to

2 1—, _.1 Armorsmg&‘d

3 7" Flask breaks at feet; target must

e avoid triple damage -

" "% Hit to backpack/belt pouch/other

oiotov Cocktail

" Flaming Oil/Molotov CoeC25

Table 1.1 9

Multiplier and Result

2 -1 Handhiton fire, drops any

carried item(s).

" move5'and extmgulSh ames
: mmedlately to avoid double

+0 gfalsnk E:eaks at feet; footwear

destroyed _

30 Flask breaks at feet, -

40 Flask breaks at feet; target
consumed by fireball, slips on oil,
falls into random adjacent square;

target's previous square o1 fire
1d4 rounds

“ 50 Flask breaks at feet; target slips

- on oil, falls into burning puddle,

target must move 5'and

extlngmsh flames immediately to

+0 Direct hit to abdomen
g Dxrect hit to leg
40 Direct hittoarm
%0’ Directhittohip .
+0 Hair/fur ablaze; takes at Ieast two
rounds to extinguish

- bag; bag must be removed and
extmgmshed immediately to
_.avoid contents from burning

1 armorbonus o

17

18

19

20

+1

+1

+2

16 +0 Flask caught in ClOthmg/armo '
armor held together with l‘hth

and/or fabric is destroyeq (o
armor bonus), full- and half.

-2 armor bonus, takes at Ieasttw
rounds to extinguish

. Flask breaks on the back of neck

flaming oil runs down back;
at least one round to extin
target rolls on ground
Direct hit to face; whole head
aflame, all hair burned off (now
grows in patches), -2 Charismg
Flask breaks at feet; target slips
on oil, falls on own weapon ang
into burning puddle, target Inust
move 5 and extinguish flameg
immediately to avoid quadruple
damage

Flask goes into open mouth,
explodes; flame shoots from
mouth and nose, target unable to
speak until healed, suffers
permanent lisp

takeg
BUish i
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Firearm Bullet/Slug
Table 1.20:
Roll Multiplier and Result |
1 -1 Ear grazed; maimed
2 -1 Nose shot off; -2 Charisma
3 +0 Entry throixgh leg, no exit; 34
movement
4 +0 Entry through shoulder, no exit
5 40 Entry/exit through hand; drop
carried item(s), hand unusable
6 +0 Finger shot off; drop carried
item(s)
7  +0 Entry through arm; broken arm
8 +0 Entry through leg; broken leg
9  +0 Entry through hip; shattered hip -
10 +0 Entry through abdomen, no exit;
fatigued
11 +0 Entry through chest, no exit;
fatigued
12 40 Entry/exit through ankle; ¥
movement
13 +0 Entry through chin, no exit;
broken jaw
14 +0 Entry through neck, no exit;
unable to speak
15 +0 Entry though abdomen, kidney
punctured, exit through back
16 +0 Entry though abdomen, liver
punctured, no exit
17 +0 Entry though chest, lung
punctured, no exit
18 +0 Entry though chest, heart
punctured, no exit
19 +1 Entry through side of head, exit
through other side of head
20 +2 Entry through eye, exit through

back of head

Blaster

Table 1.21:

Roll
1

2

WsE
%
5

6
£7

8

9

10

11
12

Multiplier and Result %

-1 Armor/clothing catchés fire and 15 ;
destroyed; 1d4 fire dmg[mﬂ
until extinguished : -

-1 Temporary 1nterm1t1gnt neura]
damage; each round, a different
body part will become paralyzed
(determine randomly), effects last

~1d4 minutes

+0 Neural overload; dami 2d4

~ rounds : e

+0 Neural overload, smnned 2d4 3
rounds

+0  Neural overload; uncmscmus' ‘
2d4 rounds R E

+0 Face burned; -2 Chansma
+0 Hair/fur ablaze; takes? at Teast’ two
rounds to extinguish'y -
+0 Sensory damage; larget feels
unexplained sensations at
random times (a tap on the back,
pains in extremities, phantom
pains in extremities that do not
exist, like a third arm or tml)
+0 Sensory damage; targetsem : -:
sunbursts in front of eyes every
other round, giving all opponmts
50% concealment R
+0 Sensory damage; target hears a
high-pitched whine, -8 to listen
checks, occasionally talks too
loudly or too quietly
+0) Damage to chest; fahgued
+0 Damage to back; can carry only a
light load
+0 Hand hit, on hre dmpsany
carried item(s)




[ 14 +0 Systemic meural damages lgamal
paralysis (arms), make aeaCh

. Constitution check once

d to regain us¢ of legs ‘aj

ral damage; parti

makea DC 20

roun
15 +0 stfemic neu
paralysis (legs):
Constitution check .
" round to regain use of legs
"1¢ 10 Systemic neural damage;
16 +0 fe)' ; porky total paralysiS, make a
DC 20 Constitution check once
each minute to regain use ofa
single body part
17 | +0 Systemic neural damage; short-
~ term total paralysis, makeaDC
20 Constitution check once each
day to regain use of a single body
18 +0 Systemic neural damage; long-
term total paralysis, make a DC
20 Constitution check once each
week to regain use of a single
Ko body part -
19 +0 Intermittent neural damage; each
: hour, a different body part will
become paralyzed (determine
. randomly), effects last 1d4 weeks
20 +0 Major brain damage; DC 20
Fortitude save or autonomic body
functions (pulse, respiration, etc.)
cease, sending target to -1 hit

points

Y P C -
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Opponent Specific Criticq] Hitg

Critical hits can be applied differen

opponents in specific situationg. " Yig |
* Wo

warrior on horseback respond ) lelda
el

hit in the Same Manner as one o, footr G

Mounted Opponents

Table 1.22:
Roll Multiplier and Resy];
1 -1 Pulled from mount

2 +0 Mount stumbles with force of
blow, moves 5' in random
direction

3 40
DC 20 Reflex save or escape artig;
check to escape, 1d4 points dmg
until escape or mount stops,

4 40 Knocked from mount
+0 Bridle severed

4]

6 0
skill*
7 +0 Mount slips on opponent's bloog

but does not fall; -5 initiative,

8 +0 Opponent's blood spraysinto
mount's eyes, mount blinded 1
round

9 40 Head struck; dazed 1d2 rounds

10- +0 Normal crit

14

15 +0 Opponent drops weapon

16 +0 Mount stops suddenly

17 +0 Mount falls

18 +0 Mount falls, breaks leg

19 41 Legbroken; -5 Ride skill
20 +1 Leg pinned to mount; mount

takes normal weapon dmg in

Thrown from mount & draggeq |

Hand broken, unusable; -2 Ride | |

Winged Opponents

Opponents riding flying mounts should
use Table 1.22 (Mounted Opponents).
This chart is specifically for opponents on

L

addition

*-2 unless opponent is not holding the reins in his other

hand, then as per Ride skill.

Fish and Other Finned Opponents

Occasionally  characters may  find

themselves fighting creatures that propel
themselves through water.

the wing.
Table 1.23:
Roll Multiplier and Result

1 -1 Tail tattered; maneuverability
demoted one class ?

2 -1 Right wing surface area reduced*;
maneuverability demoted one
class

3 -1 Left wing surface area reduced*;
maneuverability demoted one
class

4 +0 Hip;-2 dexterity until healed

5 +0 Ribshit

6 +0 Stomach hit

7  +0 Arm hit; drop weapon/item held

8 +0 Chesthit; fatigued

9 40 Wing joint hit; maneuverability
demoted one class

10- +0 Normal critical hit

14

15 +0 Solid hit; opponent tumbles and

falls 1d20 feet

16 +0 Head struck; unconscious 1

round, moves Y2 base forward,
and 100 feet down, recovers
immediately next round

17 +0 Face struck; dazed 1d4 rounds,

flies in a straight line while dazed

18 +0 Tail severed; maneuverability

demoted one class

19 +1 Massive hit; tumbles and falls

1d10 x 10 feet
20 +1 Wing severed; opponent

immediately falls to ground

Table 1.24:
Roll ~ Multiplier and Result
1 -1 Stabilizing fin severed; 4 to
initiative
2 -1 Stabilizing fin severed; -2
dexterity
3  +0 Stabilizing fin severed, back
: struck; -4 to jnitiative ,
4  +0 Stabilizing fin severed, back

struck; -2 dexte;ity )

5 40 Ribshit S
~ 6 +0 Stomach hit; contents emptied
7 +0 Spinedamaged; movingin =
anything but a straightlineisa
full-round action ; ;

8 +0 Face hit; dazed 1 round, float i
1d10 feet in random direction
while dazed

9 40 Jawmangled;-2to hitand

* If opponent has feathered wings, feathers are severed.
If the opponent has bat wings, the membrane is slashed

or pierced so the skin flaps in the breeze.

; damage withbite attacks . =
10- +0 Normal critical hit
14 ) sl
15 40 Tailfinsevered;%ebase
: movement I e SO
16 +0 Gill slashed; difficulty breathing,
fatigued ) B e
17 +0 Right pelvic fin severed; % base

movement, turning leftisa
partial action, -4 dexterity T |
18 +0 Leftpelvic fin severed; Y2 base
movement, turning right is a
partial action, -4 dexterity |
19 +1 Entire tail severed (not just fin); %2
base movement SR
20 +1 Brain pierced through eye; blind
in one eye, -4 to spot checks

32




' Undead

have vital areas, so they

0 d don't :
G hees tical hits, right?

aren't subject to cri

A: You may not be able to rupture their

't cut
'kidneys, but does that mean you can't €t
' their arms off? We think not.

Under these variant rules, critical
hits to undead do not deal extra damage,
as the (un)life force of an undead creature
does not come from blood that ﬂovtrs
through arms and legs or from organs In
the chest. Many hits that would be rr.wrtal
blows to living creatures (e-g. having a
lung pierced), are shrugged off by the
undead. This is reflected in the large
range of normal hits in the table below.
Critical hits to undead may cripple or
hamper them in some way instead.

Table 1.24:

Roll Result )
1 Hand broken or severed; unusable
2 Amm broken or severed; unusable
'3 Foot broken or severed: unusable, %
.\ movement (limping) ;
4 Legbroken or severed; unusable, %
... movement (limping/hopping)
- 5 Back broken, cannot swivel at the

Lwaist2tohit/dmg

615 Normal hit, not critical
16 Neck broken; 4 tobite attacks
17  Pelvis shattered; % movement
. (crawling)
‘| 18 Massive blow to chest: creature .
£ knocked prone, 5' back

19 Head caved in or partially severed;
* creature must hold it on to keep it
... from separating

20 Head completely severed

3

Variant Rule: Undead and Severeq
—____,__——————’_—_——‘—-__‘

Heads

Some dungeon masters rule g,
undead creature whose head is SeVereq
dead. While this does follow fhne ;i
logic, it also means that the archig,
whom a character scores the lucky hit o
is now destroyed.

We propose that low-leyg
‘mindless’ undead like zombies
skeletons be considered destr()yed upon
severance of their heads. However, higher
level undead are not so quickly
dispatched. An undead creature cap stil]
"see" out of the eyes of its head, ang may
either continue fighting, or reattach its
severed part. Even if the body is py
within sight of the head, the body
instinctively knows where the head is
all times, and will seek it. Reattachment
takes one full minute (10 rounds), byt
does not restore any lost hit points,
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The Grand Critical Hit Chayrt

On the following several pages follows a
critical hit chart that will be overkill for
the majority of game masters out there,
However, for the game masters who truly
believe that too much is never enough, we

have compiled a Grand Critical Hit Chart, -
compliled from the previous charts, with
Some new effects added, Critical hit -
modifiers are listed in parentheses after

each effect
Table 1.26: Grand Critical Hit Chart
% Elunt Slashing Piera
1 Skull cracked/brain struck; -2 Skull cracked/brain struck; -2 Sl e e fmiTa
intelligence, -2 wisdom (+2) intelligence, -2 wisdom 2y " st ]mnledﬁ;m: x
: (fo) ) ” ) (+0) ____through clavide (+1)
3 Temple hit; disoriented; new Random item carried by e R rﬁvlﬁﬁﬁ:d‘(ﬂi ——
initiative is 1 (+0) ~ destroyed (no hit) R r e
4  Foot broken; ¥4 base movement Knuckles slashed; drops 7 Lung lmPaled(+2)
(hopping) (+0) weapon (+0)
5  Hipshattered; unabletostand  Forehead slashed; blood runs .~ " Bowels impaled (+2)” |
+0) into eyes, blinded 1d2 rounds (- Sl LT
. 1) . A;" LR .;:_,, ;. e i
6 Elbow dislocated; lower arm Hand slashed; drop carried Neck impaled (+ii o
unusable, drop held item(s) item(s) (+0)
_ (+0) :
7 Knee dislocated; opponent Foot sliced (+0)  Back pierced; opponent
tripped, leg unusable, % base paralyzed from thmnstdm.i
movement (crawling) (+0) _ until attacker removes weg;“’l
R (2
8 Hand hit; carried item(s) Arm gashed; DC 20 Reflex save Kidney ruptured (+2)
dropped (+0) or broken (+0, +1 if broken)
9 Wrist broken; carried item(s) ~ Leg gashed; DC 20 Reflex save

dropped, cannot attack or hold
items more than 5 lbs (+0)

L. healed (+0)

or broken (+0, +1 if broken)

S

e T

10 Opponent's weapon broken (no Hip slashed (+0) Stomach ruptured (+
h]l) et e gy T T A
11 Opponent's armor damaged, -2 Opponent’s weapon broken (no - Hand nailed to body wiﬁm 8 -
armor bonus ; hit) attacker's weapon '(41‘)
12 Random item carried by Back slashed (+0) Arm nailed to side with
opponent smashed (+0) : ?‘tacf‘?rrs weapon (1) 5o
13 Chest hit; opponent fatigued Armor damaged, -2 armor . - Body r\ajled' to wall.lﬂoor vmh :
(+0) ‘bonus (-1) . attacker’s weapon (1) -
14 Head struck, neck turned 90 Belt, backpack, or weapon Foot nai]?d to floor with
degrees, cannot straighten until harness slashed off (-1) attacker's weapon (+0)




17~ Compound fracture in le.g;
o protruding bone slices major
1. artery in other leg (+1)
18 : Hip shattered, bone splinters
cause 1d4 dmg every round

subject stands (+0)
197 All teeth knocked out, jaw
'+ crushed; subject unable to
7 e speak or eat (+0)
20 Foot sprained; unusable for

- duration of battle (+0)
215 Compound fracture to leg (+1)

. - Co}npound fraéture to
~ collarbone (+1)
235 .Compound fracture toarm (+1)

24 Ve Aﬁndr brokén & twisted into

: wound (-1) (-2 AC)
snaps off in wound (+0)

26 , balf bruised; % movement for

duration of battle (+0)

27 ' “Flank struck; 1d4 ribs cracked,
. fatigued until healed (+0)

28 2d6 ribs broken which slash
and puncture internal organs
every round subject moves
armsflegs, causing 2d6 points

dmg (+1)
29 7 Compound fracture in arm;
. protruding bone pierces
5 abdomen (+1) |
30 Masterful combination;

opponent disarmed (weapon
o 10" away), tripped, and hit (+0)
31" Oneblow K.O; neck'ihju:ed,
_ - unconscious 1d8 rounds (+0)

25" Falls onto own weapon, which :

lands on own

2 o Knocked prone,
15 Knocked Pf:;:n"’(’i‘;s o weaP‘(’:ﬂ (+f£ g
) Lowe 2 . DC 15 Refle>
o et i i ’ Arm gashed;
16 . Knocked 10 a(w‘:.;/, back broken or severed (+0, +1 if severed)
+

DC 15 Reflex save

Leg gashed;
Bl 0, +1 if severed)

or severed (+

Face slashed; DC 15 Reflex save
or nose lopped off (-4 charisma)
(+0)

Hand and arm split to elbow;
unusable (+0)

" Hand slashed; drop carried
item(s), 1d4 fingers severed (+0)
"Falls onto own weapon, which

snaps off in wound (+0)

Compound fracture to leg (+1)

" Slashed from shoulder blade to
waist (+1)
Compound fracture to
collarbone (+1)

Foot slashed; 1d4 toes severed,
-1 Dexterity (+0)

Calf hit with haft of weapon;
bruised, % movement for
duration of battle (+0)
Flank slammed with haft of
weapon; 1d4 ribs cracked,
fatigued until healed (+0)
Bone shard enters bloodstream,
causing cardiac arrest; 1d4
points of constitution damage
per hour until healed or dead

(+1)

‘Compound fracture in' arm;

protruding bone pierces
abdomen (+1)

Masterful combination;

opponent disarmed (weapon

10" away), tripped, and hit (+0)
Cunning‘stroke; opponent

disarmed and hit (+0)

Knocked prone, lands op own
weapon (+0)
Foot nailed to floor; ng
movement, then ¥ after rq)q

(+0) -
Leg broken; %2 base MOovemen;
(+0)
Liver & kidney

impaled/ruptured (+2)

Arm nailed to side (+1)

Knee hit; ¥4 base movemen
(limping) (+0)
Arm hit; -2 to hit/dmg (+0)

Leg hit, femoral artery nicked:
1d4 dmg/round (+0)
Hip hit; % base movement (+0)

Hand hit; drop item(s) in hand
(+0)

Opponent falls onto own
weapon, which snaps off in
wound (+0)

Calf hit with haft of weapon;
bruised, % movement for
duration of battle (+0)
Flank slammed with haft of
weapon; 1d4 ribs cracked,
fatigued until healed (+0)
Side impaled; if attacker does
not withdraw weapon, he can
force the target's movement
into adjacent squares on an
opposed Strength check
(attacker +8) (+0)

Compound fracture in arm; -
protruding bone pierces
abdomen (+1)
Masterful combination;
opponent disarmed (weapon
10' away), tripped, and hit (+0)
Cunning stroke; opponent

disarmed and hit (+0)
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37

38

39

40

41

42

43
44

45

46

skillful combination; opponent Skl 5
ful o
hit and fumbles next attack (-1 combinatian; opponent

Thigh bruised; ¥ movement for
duration of battle (+0)
Bone shard enters bloodstream,
causing cardiac arrest; 1d4
points of constitution damage
per hour until healed or dead
+1)

Expert feint; opponent -5 to
initiative (no hit)
Massive chest blow, broken
ribs; opponent fatigued, can
only carry light load (+1)
Head caved in, unconscious
4d6 hours, DC 20 Fort save or
slip into coma for 1d8 days.

(+2)

Opponent blocks blow with
weapon, but blow so massive,
opponent's own weapon forced
into face (+0)
Opponent blocks blow with
weapon, but blow so massive,
opponent's own weapon forced
into abdomen (+0)
Opponent blocks blow with
weapon, but blow so massive,
opponent’s own weapon forced
into leg (+0)

Chunk knocked out of torso
(+1)

Groin struck hard; stunned 1d4
rounds (+0)

Hip bruised; -2 dexterity (+0)
Back struck; fatigued; cannot
bend until healed (+0)

Force of blow shatters
opponent's weapon,
splinters/shrapnel lodged in
throat; unable to speak/eat (+0)
Force of blow shatters
opponent's weapon,
splinters/shrapnel lodged in
eye; -4 to spot checks; blind in
one eye; now has a blind side
+0)

hit and fumbles Skillful combinat 1
extattack (1) O, Opponent |
Achill : it and fumbles next 1
L es ten-dcn it B e alm_(.“ 1
novement (limping) (+0)  Plinded in oneeye |
Skin and muscle shorn from Ay ‘

one side of face; teeth exposed
-5 Charisma (+0) .

Expert feint;'opponent Sto
initiative (nohity
Arm severed, trip on arm, fall
on own weapon (+1)

Leg severed, fall on attacker's
weapon (+1)

Oppeonent blocks blow with
weapon, but blow so massive,
opponent’s own weapon forced
into face (+0)
Opponent blocks blow with
weapon, but blow so massive,

opponent’s own weapon forced - opponent's own weapon forced

into abdomen (+0)
Opponent blocks blow with
weapon, but blow so massive,
opponent's own weapon forced
into leg (+0)
Chunk carved out of torso (+1)

Chunk carved out of leg (+0)7 -

Compound fracture to arm (+0)
Flank slashed; 1d4 ribs cracked,
fatigued until healed (+0)
Force of blow shatters
opponent's weapon,

splinters/shrapnel lodgedin

throat; unable to speak/eat (+0)
Force of blow shatters
opponent‘s weapon,
splinters/shrapnel lodged m
eye; -4 to spot checks; blind in
one eye; now hasa blind side
¢

Stomach hit; DC 16 Reflex save
or liver ruptured, 1d¢

i
g
{
&
dmg/round (+1) {

Expert feint; opponent $1a

. initiative (nohty |

Opponent's armor d.amaggd,' 4
armor bonus (+0)

Neck hit, larynx pmié. 3
unable to speak (+1)°
Opponent blocks blow with
weapon, but blow so massive,
opponent’s own weapoen forced
into face (+0)
Opponent blocks blow with -
weapon, but blow 50 massive, -

/ ‘into abdomen (+0)
Opponent blacks blow with
weapon, but blow so massive,
opponent’s own weapon forced

inoleg(+0)
Nose pierced; cartilage
damaged -2 Charisma (+0) -
Groin hit; % base movement

B )
! Chesthit (1) 1.0
Ear pierced; deaf in one ear (+0)

“Force of blow shatters”
opponent's weapon, :
splinters/shrapnel lodged irt -
throat; unable to speak/eat (+0)
Force of blow shatters
oppenent's weapor,
splinters/shrapnel lodged in
eye; -4 to spot checks; blind in
one eye; now hasa blind sid;\

(6a))




of blow shatters Force of blow shatters

ow : ;

e ent's weapor, opponents we]a:;ned "

spl opp?/nhrapnel Jodged in splinters/shrapne] g
splinters/s

_ ear; -8 tolisten checks; -5 to
' palance checks; deaf in one ear

AR (+0) o
48 Force of blow shatters
opponent's weapor,

splinters/shrapnel lodged in

chest cavity (+1)
49 Force of blow shatters
opponent’s weapon,

sp]inters/shrapnel lodged in

abdomen (+0)

50 Blow to eye; swells shut, -6t0

spot checks, now has a blind
side (+0)

51 'Arm broken; cannot attack or
" hold items more than 5 1bs (+0)

' 52 Eibow hypér extended;cannbt
attack or hold items more than
5 Ibs, unusable until healed (+0)

*53 -+ Hand sprained; drop carried
items, unusable for duration of
. batle())
Knee hyper extended; %
_ movement (limping) (+0)
55  Arm bruised; no feeling in arm
- for one round, drop carried
items, then -2 to hit/dmg with

54

G0
Force of blow shatters
opponent’s weapon,
splinters/shrapne[ lodged in
chest cavity (+1)
Force of blow shatters
op ponent's weapon,
sp]inters/sh.rapnel lodged in
abdomen (+0)
Armor broken & twisted into
wound (-2 AC) (+0)

Thumb severed; drop carried
item(s) (+0)

Both forearms slashed (+0)

Trachea slashed; fatigued, now
breathes through throat (+1)

Knee slashed; tripped, 2
movement (limping) (+0)
Hit in stomach with haft of

weaporn; internal bleeding, 1d4

dmg/round (+0)
oo thatarm (+))
56 Shin shattered; unusable, ¥ Hit in chest with haft of
movement (crawling) (+1) weaporn; dazed one round,
R ) ‘ fatigued (+0)
.57 . Hip shattered; unusable, % Hit in head with haft of
‘ movement (crawling) (+1) weapon; concussion, stunned
S OET A G B 2d6 rounds (+0)
58  Trachea crushed; suffocation Sucking chest wound;
) begins (+1) exhaust ’
S - - ed (+1)
59 Arm brokex-x, lesser fracture; Slashed hand and head; drop
“cannot hold items more than 5 carried item(s) (+1)
Ibs, can attack at half damage '
60 Groins

truck; dazed one round

Sl
e ashed stomach and leg (+1)

ear; -8 to listen checks; -3 to
palance checks; deaf in one ear

Trachea stabbed; fatigued, now
breathes through throat (+1)

Hit in stomach with haft of
weapon; internal bleeding, 1d4

weapon; dazed one round,

weapon; concussion, stunned

Impaled arm and pierced chest

Impaled arm and pierced

Force of blow shatters
opponent's weapon,
splinters/shrapnel Iodged =

ear; -8 to listen checks. i
7= to

balance checks; deaf in One g
ar

(+0)
Force of blow shatters
opponent’s weapon,
splinters/shrapnel Iodged in
chest cavity (+1)
Force of blow shatters
opponent’s weapon,
splinters/shrapnel lodged 1,
abdomen (+0)
Arm broken, lesser fractum;
cannot hold items more than 5
Ibs, can attack at half damage
(+0)
Knocked down and nailed to
floor through shoulder; DC 25
Strength check to rise (+0)
Knocked down and nailed to
floor through leg; may sit up,
but DC 25 Strength check to
stand (+0)

Knee pierced; tripped, ¥
movement (limping) (+0)
dmg/round (+0)

Hit in chest with haft of

fatigued (+0)
Hit in head with haft of

2d6 rounds (+0)

Sucking chest wound;
exhausted (+1)

(+1)

|
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stomach (+1)
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61

62

66

67

69

70

71

72

73

74

76

78

79

Neck injured; paralyzed 1d4
rounds (+0)
Concussion; stunned 2d6
rounds (+0)
stomach hit; internal bleeding,
1d4 dmg/round (+1)
Knocked 10" away, lands on
head; neck injured (+1)
Hand broken; drop carried
items, unusable until healed
+0)

Connected with forehead;
blood runs into opponent's
eyes, blinding opponent 1d2
rounds (+1)

Neck injury causing lungs to
fill with blood (+2)
Massive blow to abdomen;
internal bleeding (+2)
Massive blow to head; brain
hemorrhage (+2)
Clavicle snapped, pierces
jugular (+2)

Massive blow to chest causing
respiratory failure (1d4 Con
dmg/round)

Flank stuck; broken ribs, can
carry only light load (+0)
Uppet spine snapped; arms
and legs unusable (+2)
Head hit; neck sprained, -2to

hit due to pain (+0)

Clavicle broken, stabs left lung,

fatigued (+2)
Lower spine snapped; legs
unusable (+2)

Larynx crushed; unable to
speak, breathing difficult,
fatigued (+1)

Jaw broken, tongue bitten off;

speaks with difficulty (+0)

Opponent's weapon broken (no

dmg)

80 Opponent knocked prone (-1)

' Slashed arm ang chest {+1)
Slashed from shoulder 1o by
(+0
Slashed from chest to knee 1)

Elbow shaved; .1 to hitYdmg
with that arm (+0)
Kneecapped: 15 movement
(imping) (+0)

Slashed forehead; blood runs.
into opponent’s eyes, blinding
opponent 1d2 rounds (+0)

Neck injury causing lungs to
fill with blood (+2)

Massive blow to abdomen; S

internal bleeding (+2)
Chunk carved from side (+1)

Deep cut in shoulder 1 '

Massive blow to chest causing
respiratory failure (1d4 Con
dmg/round) 3
Stomach opened up; opponent
fatigued (+1)
Upper spine snapped;ﬁnris i
and legs unusable (+2)
Ear lopped off (+0)

Side shorn away, shoulder to
hip (+2)
Lower spine snapped; legs
unusable (+2)

Extremity badly slashed (d4 > 

determines which); DC20
Reflex save or severed (+1,+2 if
severed)

Partial evisceration, slip on
guts, fall on own weapon (+2)
Opponent’s weaporn broken (no

~ dmg)
Opponent knocked prone

(1) O

Impaled arm ang Perced neck |
o (5] el
2'ashed across chegt with tip of :
. weapon (+{))
d actoss stomach wih |
- ¥ip of weapon (+0
Elbow pierced; -2 to hit/dmg
 with thatarm (+0)
Stomach hit; internal bieed;

1d4 dmg/round Gy

:So:raped forehéad; blood runs '
Into opponent’s eyes, blind ing
Oopponent 1d2 rounds {-1)

Neck injury causing lungs ko'
- fill with blood (+2) -
Massive blow to abdomen;

internal bleeding (+2)

Massive blow to head; brain

.= hemorrhage (+2)

Shoulder punctured (+0)

Massive blow md\estfauslng
heart attack (1d4 Con

. dmgfround) |

Brain impaled through ear (:—2)'

Brain ii'nﬁaled tl{r(;ugh eyé'('+2)

Hit to open mouth; tongue

pierced, now speaks with an
__impediment (+0)
Brain impaled through ‘mouth
LR :
Brain pierced through ear; -2
intelligence & wisdom; -8 to
listen checks; -5 to balance
checks; deaf in one ear +2)
Brain pierced through eye; 2:
intelligence & wisdom; 410
spot checks; blind in one eye;
now has a blind side (+2)

Chest hit, lung punctured;
opponent fatigued ()
‘Opponent's weapon broken (n0.

< dmg) e
onent knocked prone 1)




81 Opponent’s armor damaged;
armor bonus -1)

ponent’s armor damaged; -2
armor bonus (-1)
Random item carried by

2 Op

Random item carried by ; ed (1)
: " t is destroyed (-1) opponent is destroyed
PP = ed 10 Opponent knocked 10
o 'opps:cﬁ::doccfo) ~ backward (+0) "
‘ ked 5’ to the le
~ocked 5 to the left  Opponent knod!
84 Opponent an:'i;;rd 3 o ﬂ
' Opponent knocked 5’ to the Opponent_knocked 5'to the
right (+0) right (+0) .
Oppanem stunned 2 rounds Opponent stunned 2 rounds
(+0) (+0)
! Major vein hit; opponent loses Major vein 4hit; opponent loses
1d4 hit points per round for 1d4 hit points per round for
2d4 rounds (+0) 2d4 rounds (+0)
88 Opponent dazed one round Opponent dazed one round
+0) 0

89 Oppbneh'tétaggers; initiative

" becomes 1, next round is flat
footed (+0)

Opponent staggers; initiative
becomes 1, next round is flat
footed (+0)

Opponent’s armor damg,

armor bonus -1)
Random item carried b

opponent is dcstroyed (_1)
Opponent knocked 10’
backward (+0)
Opponent knocked 5' tq the leg
(+0)

Opponent knocked 5' to the
right (+0)
Opponent stunned 2 rounds
(+0)

Major vein hit; opponent loses
1d4 hit points per round for
2d4 rounds (+0)
Opponent dazed one round
(+0)

Opponent staggers; initiative
becomes 1, next round is flat
footed (+0)

ged; .y

The following critical hits result in massive damage or death (game master’s choice). Game masters no

desiring such possibilities with a single stroke should have players re-roll results above 89.

Fumbles

A well-designed fumble chart can create
just as much suspense as a crit chart. Like
oul treatment of critical hit tables, we've
rovided you a wide variety of fumble
charts, based on a number of schemas.

simple dob Charts

Like the d6 critical hit charts presented in
the first section, d6 fumble charts keep the
action moving fast. The first one

—

Simple d2g Charts

Whe :

v::en 3 game master wangs 5 little more

ty or dram.'a in combat, often a d.'-'ﬁ

5 suffident. Two

5 . . . m

Ercsenh.d In this section, the first a bit less
angerous than the secong. ‘

Table 2.3: 420 fumble chart

presented is lighter in tone and
consequence than the second.
Table 2.1: d6 fumble chart
d6 Fumble Result
1  Weapon breaks
2  Qverextends, opponent gains
immediate attack of opportunity
3  Slips and falls prone
4  Tosses weapon 3d8 feet in random
direction

5  Off balance, -4 penalty to initiative,
attack is a miss
Mishandles weapon, attack is a miss

=)}

d20 Fumble Result
1 Staggers and falls to knee

Mishandles weapon, attack is a mis§

3 Wrist tums, mild strain, -1 to hit/dmg

_ for2d10 hours o

4  Disarmed by opponent 7 .

5 Overextends, opponentgains ~ ~
immediate attack of opportunity

6  Caught flat footed for one round

7  Dropsweapon P

8

9

s

Stumbles, attack is a miss
Weaponbreaks 0
10 Weapon damages own armor, -1 AC

Table 2.2: Alternate d6 fumble chart

dé Fumble Result

1  Hitsself

2 Hits random ally

3 Hits other random enemy, half

90 Massive blow to crown; neck Cleaved in two (crown to Heart and lung
____ telescopes inward, breaking pelvis) impaled/ruptured
91 Head of weapon sunken into Cleaved in two (shoulder to Impaled through abdomen,
.. chestcavity ] : hip) weapon exits through clavicle
92 Face completely smashed in Cleaved in two (at the waist) Impaled through abdomen,
T o ) weapon exits through back
93 Side of head caved in Jugular vein opened Impaled through chest, weapon
oo T SRR : exits through hip
94 Skull shattered Completely eviscerated Impaled through chest, weapon
i S exits through back
95 Spinal _co!umn shattered Skull cleaved in two (crown to Impaled underneath chin,
= H i oot neck) through crown
ead twisted 180 degrees Upward stroke between ribs; Heart ruptured
o am D lung and major arteries slashed
a bl::"’i‘:“::‘mgh massive . Skull halved at temple (crown  Impaled through back of head,
3 abdomen; guts removed); brain halved weapon comes out mouth
... ... rearranged
98 Ribs brok ich :
8 poien, Ducint “,’hmh Both legs severed Impaled down through throat
severs coronary artery; internal £ e d
 hemorrhage into chest — into chest cil\nty, lnlni an
99 Leg sna ed, broken b ; stomach rupture )
; e bleeding. Wi suffocate if weapon not suffocate if weapon not
00 Head knocked clean off l;‘ehmoved removed
eneaded Impaled ear-to-ear
39
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damage

4 Weapon breaks

5  Overextends, opponent gains
immediate attack of opportunity

6 Slips and falls prone _J

11  Weapon tears random picce of own
clothing T e
12 Weapon tossed 3d8 feet in random
direction : L
13 Rolls ankle, % movement for 1 day -
14  Off balance, -4 penalty to initiative,
attack isamiss N
15 Slips and falls, but rolls to feet in-
random adjacent square,new -
initiative is 1 (effective immediately):
16 Throws weapon straight up, weapon
Jands on head doing 1 point 0_{dmg .
17 Slipped and falls prone i
18 Slipped and falls on own weapon, 2
pointsdmg ) g
19 Hits closest ally, half damage

Hit self, half dama




Percentile (d100) Charts

‘Ihe following chart (T able  24) i Tosses weapon, hi
incorporatesé uch greater T ok of injury- If you prefer a chart which includeg 80-82 i pon, hits nearby ally,‘_1
" Enjoy! : poss:b:hhes in the last two charts, all the who mu;aet rh:_ake ?i DC 20 Reflex . i
! o save of ppe
find yourself a 30-sided die, o ther g385 Trips: falls on opponent’s we.
Table 2.4: Alternate d20 fumble chart percentile ranges. The following ¢, . which does normal damage apon, 1 W
, E : e ; i ;
ranges have been apportioned tq arty g6-88  Slips and falls on own weapon, S ;‘P}Zn isdmgfd (tm'ﬁ;,q' ; ig .
Fumble Result non-damaging fumbles more like] i 1d4 points dmg . 12 Falls hqd“‘ = .
1 7 Mishandles weapon, attack 152 miss - 59-90 Whacks self in knee, normal s roundard pronc and S“Wwd oo
2 - Slips and falls prone; opponent gains Table 2.5: Percentile range fumb] daiage, anevement 13 Rolls ankle, 3 e
( 3 mmed:dtebattack of oppormruty e chart 91-92 Whacks self in head, normal 14 Tears a blcep‘??\vt?:u& E 1 3‘3:1
 Disarmed by.opponent ; % r— damage, stunned one r : ikiee -2 hit/dmg for .
b ound Tit in th one
2 .4:” Caught flat footed for one roun d T le Result 9394 Hits closest ally, half damage 16 Throws i -Zwmhﬂ‘“ di}’
57" Dverexten ES i ggers and falls to knee : & weapon stra founds |
opponent gains . . Do haniles S B 9596 Hits self, half damage lands on head d ight up, Wgzpon
o wmimedlate attack of opportumty 7 17.24 Mishandles wi iss g7  Hits closestally, normal damage RY Bobb]es wea, ~oing 1 point _
eapon tossed, hits nearby ally, who ‘ e eapon, attack js a og  Hitsself, normal damage POtL mﬂtﬂgﬁ h
must make a DC 20 Reflex save or be g T skt g9  Hits self, double dainage' = 1 point dm ;
tnpped pon tears random piece 2 100 Hits self, criti T 18 Sli B
77 Waist own clothi of | 100 Hitssed o7 cal hit ipped and fell o
: furns, mild sirain, -1 thIl’J'd.mg ing poinis d nownweapm 2
isofor 2d10 hours Tois 33-40 Off balance, -4 penalty to ; ch 19 Trips an;n o
8  Trip, fallon oPPonentsWeaﬁon, o initiative, attack is a miss s nextehiant (Tabl€2:6) providen prany ‘ kﬂockmg:)“smmw
~ which does normal damage 4143 Caught flat footed for o different effects, each unique. il ﬁ‘opwm
97 Weapon breaks e 44-46 Drops weapon Al 20 Momentarily di :
10 Weapon damages own arm orl, - 47-49  Wrist turns, mild strain, -1 to Table 2.6: Percentile fumble chart 21 Totally d:sg distracte
armor bonus hit/dmg for 2d10 h()ursl ... attack of op a"—tem;‘vn:’p
2H Off balance, —4 pena.lﬁy to initiative, 22:52 Weapon breaks % Fumble Result % Wihackeell &ok"eetf‘;r}lal d
12 :V kisamiss - . ; 55 Weapon damages own armor, -1 1 Tears a hamstring, % movement for noveraent j mge‘
dn-eapon tossed 3d8 feet in random ~ armor bonus g ~_‘oneday i
ecti 56-58  Di ; ' x
: 1,3 & Or;nd i 59_2? 3 VDvlSﬂrmed by opponent _ 2 Weapon stuck in nearest object (or a . Smm‘ed me m‘md AE G 5
o ml’-’P!‘-’d's i ell on own Weapon, 1d4 eapon tossed 3d8 feet in wall, the ground, etc.) DC 15 Strength 2 Amorldommgfeqmpmem hmds A
- 5\3’1 s 1fg random direction check to retrieve it -2 to hit/dmg until defender hks?’ &)
al = :
foy eS; - : knee, normal damage, 22'24 Rolls ankle, % movement for 1 day 3 Mishandles weapon, attack is a — full round action to readjust -
e -67 Overextends, opponent gains Falls prone, weapon slides 2d6 feet 25 Sweat in eyes, a to hit unﬁ;gy
o e&selfm head, normal damage, ~ immediate attack of opportunity ) " gleared (e action) .53 T
.- 12 msmulose;):ljurou}?d S 68-70 Slips and falls, but rolls to feet in 5 Bad swing, dislocates shoulder, arm ‘ 26 Wrist tums, mild strain, -1 tohltjdmg '-
| 17 Hit self, half dy’ alf damage random adjacent square, new unusable until successful treat injury Lo s J
18 Hit closest all AmAgEe initiative is 1 (effective ' ek R B opiia
19 Hitself, ly, normal damage immediately) 6  Caught flat footed for one round " °”d°&““3“‘”' and defender <
20  Hitself, EOTHI damage 7173 Throws weapon straight u [ -avon tosled n y0i g
ouble damage e e e 1p, e, Jse fm 28 Too much follow through: hxtsse]f for
4 on head doing 1 8 Wea - normal damage A
T gﬁmt of dmg int erﬁ;)r:istnkes nearest target be51des 29 Stumbles attack is amiss |
ins ed opponent ; 5
77-79 Sligs :23 ?Hs PECDS i eapon e 30 Wrenches st drops weapon 210
g alls on own weapon, 2 dmg for duration of battle e
P mg 31 Shps and falls on own weayin"l :
2

Gene ! ““ y ;1_ T j '.4. /7 ' i &
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ouble vision 1d4

Slips, Jands on head, d
rounds (-2 t0 hit)
33 Drops'weapon
34 Slips, somersatl
feet in square dire
osition 3
35 .g]ips and grabs opponent on the W;);)
i . down, pulling opponent down on
36 " Wrenches elbow, _2 to dmg for
duration of battle
‘37 Staggefs and falls to knee
38 Slips, rolls to feet in square to
f former position ) :
39 ;u:tﬂéfs ral’:ldom':idjacent foe (besides
target), if no foes adjacent, thf:rl miss
40 Off balance, -4 penalty to initiative,
attack is a miss
41" Falls into opponent, knocking
. opponentback one square ..
42 Slips, tumbles one square to the right
of former position, lands flat on face
" 43 Armor/equipment strap slips, attack is
“ .2 miss, -2 to hit until adjusted (partial

32

Its backwards, rolls to
ctly behind former

the left

action) i i
44 Weapon damages own armor, -1
armor bonus :
45 Slips, rolls to feet in square to the right
_of former position

46 Hits own foot, 2 points dmg, %
movement until end of battle
47 Disarmed by opponent
48 Falls flat on back, injures back, can not
sit up, full round action to stand
49 Stub toe on other foot, % movement
- for next round only
50 Overextends, opponent gains
~ immediate attack of opportunity

51  Bobbles weapon, flat footed while
trying to recover it (one round)

52  Toss your weapon into nearest friend,
roll to hit him flat footed, normal
damage on hit

' 53 Slips, tumbles one square to the left of

former position, lands flat on face

54 St.rike ram_:lom adjacent friend, Er
friends adjacent, then miss

55 Weapon tossed 3d8 feet in rap, A

59

60

61

62

64

66

67

68

69
70

71

72

73

58 Toss weapon, which trips ne

direction

56 Trip random adjacent foe (besides

target), if no foes adjacent, then =
s§

57  Slips, tumbles one square direct

behind former position, landg it 2
face n

arest n,
adjacent person/monster n.

Weapon tears random piece of own
clothing
Trip random adjacent friend, if no
friends adjacent, then miss
Disarm random adjacent foe (besides
target), if no foes adjacent, then mjgg
Slips and falls, butrolls to feet in
random adjacent square, new Initiative
is 1 (effective immediately)
Strap breaks, backpack or belt comeg
off
Strike random adjacent foe (besides
target), if no foes adjacent, then misg
Pants/breeches/belt fall down, partia]
action to fix them, ¥4 movement while
around ankles
Cut/knock open belt pouch or
backpack, contents scattered in Square
Sunders random adjacent friend, if no
friends adjacent, then miss
Whacks self in eye, eye swells shut
next round for 1d20 hours, -4 to spot
checks, now has a blind side
Slips and falls prone
Slips and does the splits, tears
hamstring, % movement
Slips, rolls to feet in square to the left
of former position, weapon clatters
away 10 feet in random direction
Disarm random adjacent friend, if no
friends adjacent, then miss
Trip, fall on opponent's weapon,
which does normal damage
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3 Slips and falls to knees, bobbling
weapon, if opponent has not acted, he
may disarm character

slips, rolls to feet in square to the right
of former position, weapon clatters
away 10 feet in random direction
Bobbles weapon, player has a choice:
drop weapon oF be flat footed while
recovering it

Wrenches shoulder, -1 to hit/dmg for

rest of battle

g Slips rolls to feet in square directly
7 pehind former position, weapon
clatters away 10 feet in random

direction

79 1 timed sneeze, attack is a miss

Throws weapon straight up, weapon
lands on head, unconscious for 1

round

81 Smashes/severs a finger, -1 to hit/dmg
82 Smashes/severs a toe, % movement
g3 Lops off/smashes an ear, normal

damage

g4 Hit nearest non-targeted opponent,
normal damage
g5 Hit nearest ally, normal damage

86 Critically hit nearest ally

g7 Hitsself, half damage
g3 Hitsself, normal damage
g0 Hitsself, double damage

g0 Critically hits self
91- game master choice

100

|y e = —




o S S N

Damaging Fumbles

| The damaging fumble chart is d:ssfl?ni;i
for spedial occasions; most rollls r Ll
massive damage or death. It is excellen

yer characters are

for use when the pla :
spectators watching NPC's or monsters N

combat.

Table 2.7: Damaging fumble chart

° Fumble Result
1 Slams self in head, skull cracked, -2

e i;uénjgmoe & wisdom, X3 dmg
2 Nails hand to body with weapon, X2

dmg
'3 Nails arm to side with weapon, X2
I dmg E .

4 Nails self to wall/floor with weapon,
“57 Nails foot to floor with weapon, DC 20

' Strength check to remove, then %

. movement (limping), normal dmg
6  Whacks self in mouth, all teeth

knocked out, jaw crushed, unable to
_ __speak or eat, x2 dmg -
~ 7 Falls onto own weapon, which snaps
off in wound, x2 dmg :
8  Falls on chin, jaw broken, tongue
bitten off; speaks with difficulty, 2d6
. A :
9 Hits self in temple, neck turned 90
- " degrees, cannot straighten until
__ healed, normal dmg
10  Hits self in back, fatigued, cannot bend
__ until healed
‘ 11 . Tears a hamstring, % movement for
‘one day ;

12 Weapon stuck in nearest object (or a
wall, the ground, etc.) DC 15 Strength

check to retrieve it

45
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__M%
14 Ghaves/breaks off thumb, 4 hit/dm e
normal dmg 2 t
15 Bobbles weapon, contacts the
"business end” while trying to catchiy
severs 1d4 fingers, normal damage
16 Lops off/shatters own wrist, x2 dmg
17 Lops off/shatters own elbow, x2 g,
18  Lops off/shatters own leg, x3 dmg 3
movement (crawling/dragging)
19 Lops off/shatters own foot, x2 dmg, 1
movement (hopping)

20 Weapon breaks, shrapnel flies into
eye, -4 to spot checks, blind in one eye,
now has a blind side

21 Weapon is damaged (unless magical),

-3 to hit/dmg
22  Falls hard, prone and stunned for 2d4
rounds
23  Slips and breaks ankle, % movement
. for 2d6 days

24 Tears a bicep, -2 hit/dmg for one day
25  Gritin the eye, -2 to hit for 1d4 rounds

26  Throws weapon straight up, weapon
lands on head doing x2 dmg

27 Sheathes weapon in ear, brain pierced,
-8 listen checks, -2 intelligence &
wisdom, x4 dmg

28 Slips and falls on own weapon, normal
dmg

29 Trips and falls into opponent,
knocking both prone in opponent’s
square

30 Sheathes weapon in eye, brain pierced,
-4 spot checks, blind in one eye, now
has a bind side, -2 intelligence &
wisdom, x4 dmg

31 Misses, loses grip on the follow-

through, weapon thrown 4d20 feet

behind character

32 Whack self in knee, normal damage, %
movement

|

If in head, normal damage, |
Whack se 8
33 cunned one round

Throws weapon straight up, weapon |
3 n head, unconscious for1l

Jands © 1
ound ’ :
= ;mashes/severs a finger, -1 to hit/dmg ‘
?:6 Smashes/severs a toe, ¥4 movement ‘\

o7 Lops offfsmashes an ear, normal
e

Weapon clatters across floor, spinning
hard, and preaks/severs the nearest

ankle
‘39 Shaves kneecap, ¥s movement, normal

dm,

10 Shaves elbow, -2 hit/dmg, normal dmg
41 Slips and falls on own weapon, X2
dm

56 Hits own fw‘r normal

__Movement unt} hea]gddmg Ye
57 _Disarmed b a—
58  Falls flat on back, in-

Paralyzed from waist 4
59 Hiits self in clavide passps yoedsm
5 ity o

60  Overextends, cppom gains -
immediate attack of Opportunity

81 Tunic/cape/ather clothing flips i

face, accidentally hit selftrying o,

it, normal damage, flat footed one

-_round : Sl

42 Slips. lands on head, 2d8 dmg,
unconscious 1d4 hours _

43 Hitsownleg, nicks femoral artery,
normal dmg and 1d4 dmg/round

24 Snags cloak/piece of clothing which
binds, choking and causing
suffocation to begin, DC 15 Dexterity
check (without gloves/gauntlets) to
unbind in a single round 7

45 Slipsand grabs opponent on the way

down, pulling opponent down on top,

opponent pins defender in a grapple

16 Wrenches elbow, -2 to dmg for
duration of battle
47 Hitsself in ribs, normal damage

48 Lops off nose, -2 Charisma, normal
damage
49  Lops off ear, normal damage

50  Scalps self, -1 Charisma, normal
damage

{5
62 Toss your weapon into nearest friend,
roll to hit him flat footed, double
damage on hit
63  Hit self and drop weapon, nor
damage ‘ i
64  Strike random adjacent friend, if no
_ friends adjacent, then miss
65 Weapon tossed 3420 feetin
direction i
66  Trip random adjacent foe (besides
target), all those in melee gain
immediate attack of upporhﬂ\ify e
against tripped foe (if no foes adjacent,

hit/dmg), normal damage

68 Toss weapon, which trips nearest o
adjacent person/monster, all those in
melee gain immediate attack of
opportunity against tripped

personlmonster {

52 Stabs self in chest, punctures lung,
fatigued, x3 dmg

53  Stabs self in chest, punctures heart,
fatigued, x4 dmng

51 Stabs self in abdomen, ruptures liver, N
x3 dmg




cent ally, all those in
diate attack of
ed ally (if no

70 ' Tnp ranidom adj
melee gain imme

g7 Falls and dislocates shoulder
unusable until successfy] trea 1
check or magical healing

Al opportumiy against tripp
" foes adjacent, th then miss) -

arm: random ad)acent foe (beS]dES
“target), if o foes adjacent, then miss
-} .72 . Shearsall armor, clothing, and skin
""" from torso, -2 armor bonus, normal

through neck, x2 dmg

damage. -
p breaks, backpack or belt comes _
céusing momentary. dlstracuon, i 91-
flat footed thistound - & . - 100

death in 1d4 rounds
Game master choice

5 74 Strike random adjacent foe (besides
: target) if no foes adjacent then miss
all armor, clothmg, and skm i
1 armor bonus’ (1f leg
armored),- normal damage. .
| '7«_5 - Cutfknock open belt pouch or
backpack, contents scattered across all
adjacent squares.
ers random ad}acent fnend, 1f no
riends adjacent, then miss ' = -
'78 . Pierces own eye, blinds self, -4 to spot
qhgcks now has a bImd ste
79" Slips and falls prone; dazed one round -
80 Shps and does the splits, breaks leg, %

ls fo feet in square to the left
r position, weapon clatters |
10 feetin random dlrectmn and 2

" 82 Disarm random adjacent fnénd lf no
Irxenc_igad]acent then miss -
fall on opponent’s weapon,
hich does double damage =

84  Wrong place at the wrong time: Next
». - Opponent to attack before player’s

turn next round scores a crit

Falls on butt; breaks taﬂbone 3‘/4
movement S

Hits self in hand breaks 1d4 fmgers
hand unusable for combat
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Hits self in neck, CUtm |

difficulty speaking, now breathe

89 Hits selfin neck, damages laryn
difficulty speaking, x2 dm g

90 Hits self in neck, bevm
ery,

t miuliy'

come

&

ame- Pla

dic Fumbles

omedic fumbles bring some levity to a

yers love to laugh at monsters

and each other, and this chart provides a

_means t

Table 2-

ﬁumble Result
g1 Slipsona damp spot on the ground

0

02-
03

04-
05
06-
07

08-
09

10-
11

12-
13

14-
15
16-
17
18-
19

'Steps on Own cape/tunic, and falls 3

o do so.

g: Comedic fumble chart

Jands on head, now. talks with a stutter
Tosses weapon, hitting nearest ally,
who then fumbles (immediately) and
rolls on this chart

backwards into adjacent square

Trips, falls prone in opponent’s

square, tripping > him and causing him

to fall into player’s former square

Falls on own weapon, slips while
attempting to stand and falls on it

again

Tosses weapon straight up, braces for

impact. When impact doesn’t come as

expected, looks up and takes it on the

forehead.

Tosses weapon into target’s face,

target takes normal damage, weapon -

is now in target's square

Tosses weapon straight up, catches the

business end ' -
Tosses weapon straight up, and the |

HANDLE hits and dislocates wrist

Incredible stumble: Stumbles into
enemy and falls, weapon ready.
Enemy falls onto PC, weapon also

ready. Both critically hit one another.

Piece of clothing flips over face,
blinded until removed

Punches self in mouth, 1 point drng 7

30- Lets £0 of we

31 apon during

instead slaps Opponent

* Cuts/rips nearest
all s
733 1’”‘‘*"‘"’“*’-C'haslbelt'y :

35 (or other container if no backpack}

flies off, mppmg neanest ally
36 A buckle comes

ing
38- “Armor Sth‘G['lOCkS, weapon arm
39 stretched out, pointing to the right, -
Strengih check to unstick (rﬁové 7

‘ spot checks for one day .

42— Gets grit in nose and sneezes- - !
43 convulsively, drawing an attack of

opportunity SR

44 Bitten by a bug in the pants,

45 mvolu.ntarﬂy yells

 lind chance/ rouh

= g

46 Scalps self 1d4 pomts dmg, -1
Charisma (if unarmed, roll agam)
-47- Hits nearest ally, whohits back
48 knee-)erk reaction
49- Pantsfbreeches/belt fall down, ﬂat ,
50  footed while pulling them back up, %

movement while they are. around

ankles




4

Caisbreaks open pursé/poucty
" coins/gems scatter, one fliestt0 2
 outh and down PC's throat, causing
PC to choke. PC cannot clear oWt
v AT i uccessful treat

airway and requires a SUEE

5 m]urycheck (DC 20) to avoid
g ation . e
E;-u:'lgfdsgﬁn?;s on own toe, grunts audibly,
53 loses attack S
[54- Remarkable stumble: Smmbleslimo

55 ' enemy and falls, weapon ready.
 Enemy falls onto PC, weapon also
ready. Both hit one another for half
L. damage. i

56- Tosses weapon straight up, then
‘57 catches it so perfectly, that it appears
to be a weapon flourish. Character is
so surprised by own "skill” that he/she
stands momentarily stupefied and is
caught flat footed by next attack.
58  Sweaty palms: weapon slips from
59 grasp, enemy throws up hands to
“*catchit (letting go of own weapon),
' and PC grabs enemy's weapon. Each
.. now has the other's weapon.

60- PC and enemy's armor/clothing
61  becomes tangled/locked together at
the wrist. Each is now flat-footed to
the other with an opposed strength

check required to move (only base

movement per round).
62 PCand enemy's armor/clothing
63 beoomes tangled/locked together at
; the shoulder, Each is now flat-footed

 to the other with an opposed strength
2ck required to move (only % base
movement per round).

64 PCand enemy's armor/clothing

65 becomes tangled/locked together at
the chest. Each is now flat-footed to
the other with an opposed strength
check required to move (only one

i

__square per round).

o

66-
67

68-
69

Strike enemy’s weapon, which bre, i

Unfortunately, PC’s weapon breaks =
well.

Trips and lunges toward enemy, wh,
ducks. PC somersaults overhead g, 4
lands on back behind enemy, taking
1d6 points dmg.

70- Remarkable slip: Delivers an s

71 unintentional flying elbow to target
(1d4 dmg) before falling.

72— Hits self hard, breaks own leg (1d¢

73 dmg), falls into enemy, who falls o
PC’s exposed bone, piercing an artery
(1d4 dmg/round to enemy).

74-  Wild swing; hits everybody within |

75 reach (ally and enemy), for 1d4 points
dmg each

76- Spectacular stumble: Stumbles into

77 enemy and falls, weapon ready.
Enemy falls onto PC, weapon also
ready. Both hit one another for normal
damage.

78- Loses grip on weapon during swing,

79  the now-weaponless swing ends up
punching enemy in the eye instead,
enemy —4 to spot checks

80- Trips and lunges toward enemy, who

81 ducks. PC somersaults overhead and
lands on feet behind enemy

82- Accidentally hurls weapon at ally’s

83 head. PC yells ally’s name, who turns,

- looks, and takes it in the face, x2 dmg.

84- Trips and lunges toward enemy, who

85 ducks. PC sails overhead and lands on
head behind enemy, taking 1d6 points
dmg and stunned one round.

86- Stumbles, managing to step on own

87 hand, breaking 1d3 fingers before
landing on head, dazed one round.

88- Stumbles, falls, and somersaults,

89 managing to knee self in face. Twice.2

points dmg, stunned one round. ___
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k

mﬁvers an

90- Inffeti:)ﬁon; flying kick to target’s

91 o (2d4 dmg) before falling and
taking 1d4 points dmg. .

i Knock out 1d4 of opponent's teeth,

92 Lusing 1d4 points dmg. One tooth
?]ies down PC's throat, causing PC to
choke. PC requires one full round of
coughing (flat footed) to avoid
suffocation. )

o3 S ectacular slip: Delivers an
um-ntentional flying kick to target (1d4

4 £ .
9 dmg) before falling and taking 1d4
ints dmg.
95- game master’s choice

w_—

Weapon Specific Fumbles

Falling on your club isn't like tripping
yourself with your scythe, so we've
created several weapon-specific fumble

charts for your enjoyment.

Long-Hafted Melee Weapons

This includes pole-arms, scythes, and
pikes.

Table 2.9:

15

16

17

18

19

20

s allies
_ within 10 feet o
10 feetin

. immediate attack of opp

Jerked off balance by s
(and miss), 4 initiative,

of round ﬂaw“ :

douple damage
Overextends, UPPGHA pOnent s

Slips and bobbles wéap;m, which flips
toward PC as he-she falls on it. PC
takes double damage.

Roll Fumble Result
1-5  Wide swing, miss, opponents laugh
6  Trips random ally within reach
7  Hits random ally within reach, normal
damage
8  Hits random opponent (other than
intended target) within reach, half
damage
9  Tosses weapon to nearest opponent
10 Hits target, normal damage, but
weapon headtip breaks off in wound

Mits target with haft, 1 point dmg |




7  Hit off-hand, any held item(s) d'OPped
‘g Off-weapon elbow dislocated: lower

'7 arm unusable, drop held item(s)
i § i n, hits random 3
10: 9 Throws weapo y,
‘L/ . normal dmg TR
a0 .Roll g% Fumble Result o 10 Hits own temple, disoriented, ney,
ROl e e AU gh e initiative is 1
| |Af51IWide swing, miss, OPP holding akes a DC 15 Fort
g "6 Punches target with fist 11 Weaponm ftsave o
3 ¥\~ weapon, 1 pointdms . ... : breaks g
: WT”'Pgesownam°rr -2 armor bm‘ms : 12 Hitself, random carried item SMasheq
.L.Mia.t-_--:p---an-' forehead; blood runs into : hip, -2 dexteri
|, 8 “Slashes own forenead, ds 13 Bruises own hip, erity
|7 eyes, 2ptsdmg, blinded 1d2 rounds _ 14 Throws weapon into random
; EF e i"“”‘ Vdomg, Pantsltllnic faIIs opponent (other than intended target)
| . down,-10movement .= . normal dmg '
10°  Slices own foot, normal dmg, - 15  Throws weapon into random
. movement EE— 0 t (other than intended
o LS i o RPOTIE ed target),
Slashes own backpack off double dmg )

V;t;eapon clatters across floor in

" random direction, spinning hard, and
slashes the nearest ankle for normal
dmg, -5tomovement 4

17137 Shaves own kneecap, % movement,

1;3 Slips and falls on weapon, 1 pomt dn

17 Throws weapon straight up, 50/50
chance it strikes self or nearest enemy
for normal damage on the way down

18  Accidentally hits closest ally in head,

14 Shaves own elbow, -2 hit/dmg, normal | ally dazed for I round

© dmg 19 Mighty spin: trips all opponents and
" 7577 Bobbles weapon, -2 to initiative ; allies within reach _

16 Slips and falls on weapon, normal dmg 20 Bashes own head, knocks self out for
| 17" Throws weapon straight up, 50/50 1d4 rounds, normal dmg,

chance it strikes self or nearest enemy

\ . fornormal damage on the way down | Bows
18 Accidentally hits closest ally in head,
lops off ear, ally dazed for 1 round, Table 2.12:
normal dmg
7197 Lops off own ear, niormal dmg

Roll Fumble Result
1-5.  Wide shot, miss, opponents laugh
6  Errant shot: own foot nailed to floor;

20 Hit self, double dmg

Blunt Melce Weapons E normal dmg, no movement, then ¥
_Table 2.11: : after release

7  Errant shot: own thigh hit, normal
dmg, tip/head breaks off in wound;

R
& gf?%Tdé' swm;;x:;ls)lz Result — . 1d4 dmg to remove
jo =20 Yvide swi , opponents lau, :
b Priiscs owr e, tipped Tog gh 8 Ef:.mt shot: nearest ally hit, normal
unusable, ¥ base movement (crawling) 9 g

, S Errant shot: nearest non-targeted
Fe : L opponent hit, normal dmg _J
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e

t: Shoots arrow straight upj

nt sho ; -
10 Eﬂvistri“g breaks, snapping PC in eye,
¥ Bo int dmg, blinded in one eye 1d4
:of::‘ds, _3 to hit sighting with the
~ othereye : !
Bowstring breaks
12 Lets g0 with wrong hand: Throws bow
1344 x 10 feet behind self
., Arrow sticks in quiver, PC loses action
14~ - Quiver unbuckles and falls off
12 Accidentally pulls feather off shaft, PC
. Joses action _ .
7 Grazes own arm, 1 point dmg
s Bow makes DC 15 Fort save or snaps
13 Arrow whistles loudly in flight and
misses :
o0 Errantshot:own toe shot off, -5

19 Missile slips fromg

movement, normal dmg

Thrown Weapons

Thrown weapons include javelins,
daggers, rocks, and darts.

Table 2.13:

12 Tosses missile 1o Nearesy
catches it ang tmay lh.row
13 OPportunity
14
15
16 Jostled, missile thrown 2d6 feet g
random direction ;
17 Throws weapon 6d6
 direction, weapon makes|
. saveorbreaks, . -
18 Missile comes apzmu on im r
to target gy

opportunity | | :
20 Throws weapon uﬁ, ooks upt
where it went just in time to be
the forehead as it comes down,
Normal dmg, stunned one roun

Roll Fumble Result
15 Wide throw, miss, opponents laugh
6  Errant throw: own foot hit, 12
movement, 2 points dmg :
7  Errant throw: straight up, own head
hit, normal dmg
8  Errant throw: nearest ally hit, normal
dmg
9  Errant throw: nearest non-targeted
opponent hit, normal dmg :
10 Errant throw: missile goes straight up.
If outdoors, missile comes down next

Corded Weapons

This includes anything made
rope or leather that an attacker ¢
flicks: slings, nets, bolas, and whi
example.

Table 2.14:

round, hitting whoever occupies the 7 Tosses weapon to;

square at that time 8 Tripsself
11 Throws weapon 1d20 feet in random 9 Loses grip: Throws wea

direction, __ nearestally —-

Roll Fumble Result
1-5  Wide throw, miss, opponenis
6 Hits random opponent (other than

intended target) within reach, half =

damage




0 e grip: Throws weapon, trips
nearest non-targeted enemy

movement until.

12 Loses grip: Throws weapon, entangles
- nearest non-targeted enemy, %

_ movement until disentangled, which
takesafullround
Wraps around own waist, will take an

Entahgles self,:%' movement until
disentangled, which takes a full round
ows weapon 1d20 feet in random .

18 . Poor timing: hits any creature
.__occupying space directly behind PC__
Hits random ally within reach, normal
MR R R P
Entangles feet, slips, falls, lands on
head, knocked unconscious for 1d4
‘rounds .

ip: Throws weapon, entangles

-,Wthh takes a full round :

- Armor

Sometimes it's not the weapons at all
~ which cause a character to slip up; it’s a

. “wardrobe malfunction.”

| Table215:

i : EEE‘I’,IE Result —l
KA o, movement

- Elbow locks up, lose attack, -2 to

2 hit/ ith weapon arm

dountiltightened
: (?ayntl_et/g_love/sleeve snags armor, )
"hand pinned to waist, lose attack
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5  Shoulder locks up, forcing wea
arm to stick up over head

Pon
6  Slips, falls, armor locks up sq sta :

is impossible nding
7 - Torso armor falls off, PC loseg bengg;, -
of armor t

8  Helmet/head covering comes off

9  Helmet/head covering slips oye, eye

: PC flat footed until it is adjusteq

10  Arm’s armor catches on waisy'g armor
PC’s arm is bound to waist, one acﬁ()n'
to free arm if other hand is emp

11 Belt slips to knees, 12 movement untj]
- adjusted

12  Beltslips to feet, trips PC

13 Straps slips, chafes PC, -2 to hit ung
adjusted

14  Armor cuts into PC, 1 point dmg

15  Strap breaks, armor no longer fits |
properly, -1 armor bonus until

____repaired

16  Strap breaks, seam splits, armor no
longer fits properly, -1 armor bonus

~and % movement until repaired

17 Both arms lock up for one round |

18 Armor locks/snags with armor of
adjacent ally. They remain attached
until they free themselves.

19  Armor locks/snags with armor of
adjacent enemy. They remain attached
until they free themselves.

20  Torso armor falls off, slips on torso

armor, falls, lands on head,

unconscious 1d4 rounds, PC loses

&

benefit of armor J

L’n/lrtne‘d"s'tr'ilig

in mind that the damage dealt i

]((::e(fi?ua1 damage unless PC has the ability
subdeal actual damage with an unarmed
to
strike-
Table 2.16:

- 'Fumble Result j
RO™. frurts fist, 1 point dmg ;

Falls into enemy’s weaporn, normal
dmg e
3 Punches self in face, normal dmg . °
Overextends, offering all enemies
within reach an attack of opportunity
5 Slips and falls prone :
Kicks opponent hard with both feet,
double damage to opponent, then PC
lands on head, knocking self out for
1d4 rounds
7 Stomps on own foot, ¥2 base
movement (limping) for one round
8 Pokés self in eye, loses an action
9  Trips, somersaults into random
: adjacent square ;
10  Trips, falls into opponent, opponent
knocked back 5 feet )
11  Random item falls out of backpack
12 Telegraphs punch, target gains an
~ attack of opportunity _
13  Elbows adjacent ally, 1d4 points
subdual dmg
14 Opponent grabs attacking appendage.
Make an opposed grapple check. If
opponent wins, opponent throws PC
to floor, 1d4 points dmg. .
15 Punches/kicks so hard that PC spins
180 degrees, takes one action to regain

L balance

5

3 opporti@ y.
 Snatches op

dm




20
F windpipe, suffocation begins and
I continues until it is dislodged, 1d3
l points dmg

Bites tongue off, tongue lodges in

Flaming Oil/Molotov Cocktail

- Table 2.18:
Roll Fumble Result
1.5 Wide throw, miss, opponents laugh
- (unless their property is now on fire)
6 Spills oil on floor
7  Spills oil on floor, slips on oil, falls
. prone
8  Spills oil on floor, slips on oil, lands on
‘head, 1 point dmg, stunned 1 round
"9 Lights flask, throws flask, flame goes
_____ out while flask in flight
10  Hit random ally
11  Hitrandom ndn—targeted

a2

13

‘singed, -1 armor bonus

enemy/bystander :
Drops flask, flask breaks, armor

Bobbles flask, breaks on hand, hand on
fire, 1 point dmg, drops any carried
item(s)

55

14

17
18

19

20

Drops flask, flask brcm

move 5 and extinguish flames
irnmediately to avoid damage

Drops flask, flask does not break
Drops flask, flask breaks, PC
consumed by fireball, slips on cil, fa)
into random adjacent square, ta"“pt'.s
previous square on fire 1d4 rounic’lé )
1d6 dmg '
Bobbles flask, dowses self with j|
Bobbles flask, lit flask falls into
backpack/belt pouch/other bag; bag
must be removed and extinguisheq
immediately to avoid contents burnjp,
Baobbles flask, flask falls into
clothing/armor, then breaks, armor
held together with leather and/or
fabric is destroyed (no armor benus),
full- and half-plate suffer -2 armor
bonus, takes at least two rounds to
extinguish, 1d4 points dmg

Throws flask straight up, flask lands
on head but does not break, 1d4 points

g

subdual dmg

Génefate_d be CamScanner from intsig.com

f'reaﬂ“ Bullet/Slu
i

Tabl(:’.

2.19:

//—Fu-mme Result

Roll
1
2

e

O ® N\ oy w

—
(=1

11

12

13

14

15

16

17

18

19

20

Misfire, dud cartridge

Misfire, obstruction between hammer
and pr‘lmer
Weapon jams, inoperable until cleared
Weapon jams, if weapon is fired before
:am is cleared, weapon explodes
dealing 1d4 dmg

Hot load results in weapon exploding
Bolt jammed shut

Drop weapon, stock split

Drop weapon, batrel bent

Drop weapon, sight/scope damaged
Drops weapon, inoperable until a DC
10 repair check is made

Drops weapon, inoperable untila DC
15 repair check is made

Drops weapon, inoperable until a DC
20 repair check is made

Bobbles weapon, shoots self in foot,
normal dmg, ¥2 movement

Bobbles weapon, grazes own arm, 1
point dmg

Drops weapon, weapon fires, parting
own hair, 1 point dmg

Drops weapon, weapon fires, hits
random person

Ricochet resulting in random object
being hit :
Ricochet resulting in random ally
being hit, normal dmg

Ricochet resulting in random
opponent being hit, normal dmg
Ricochet resulting in shooter being hit,
normal dmg

" 11 Drops blaster, inoperable Sniig¢

Blaster
Table 2 2.
Roll
by v Fumble Resul;
the Lo PPCAIS 0 fire ey
fo 2 beam/bolt does ng
g _l'_lhenexth,‘,{,sl,l015 b
i detuned, color of bhs;ER g
— gow Pﬂrmanenﬂy chartreyse is
“"““S)’uveﬂoad;d'- o
round 4
4 Blaster ener A A
ov ; ;
__rounds & erload'wldi
5 Blaster enerpy oveiosiznommm “
rgyWerload; i _
1d4 rounds ; ulm‘Hk . “‘

 Blaster core mélt-s, blaster des(ng)‘ 5

Blaster energy source instantly frsined{

Drops blaster, accidentally ki

. Squares in random direction &

10 Drops blaster, inoperable until DC10 |
repair check is made

6

7

8 Drops blaster, grip b T
ST 1 s S roken, -1 to hif

repair checkismade- = F
12 Drops blaster, inopemHe unhl aDC20
_ repair check is made
13 Drops blaster, weapon fires, patting |
" own hair, 1 pointdmg __ §
14  Drops blaster, weapon fires, hits

~ random person o
15  Drops blaster in random adjaceht -
square A

16 Dropsblasteratfeet
17  Bobbles blaster, catches with off hand
18 Tosses blaster at target
19 Blaster set to OFF, no shot fired,
20 Drops blaster, blaster makes aDC15
Fort save or explodes, doing normal
dmg to shooter and all in adjacent

squa res




Situation Specific Fumbles

Fumbling an attack from horseback can
have very different consequences thf'm
fumbling an attack on foot, or while

under water.
Mounted Fumbles
Table 2.21:
Roll Fumble Result

1" DC 15 Ride check or falls from mount
"2 Mount stumbles, moves 5' in random
direction o
'3 Thrown from mount & dragged, DC
' 20 Reflex save, escape artist check, or
 ride check to écape, 1d4 points dmg
. until escape or mount stops.
4 Knocked from mount
o BndiEsnaps T
6 Saddle comes loose and slips off
7 Mount slips on opponent's blood, but
. doesnotfall; Sinitiative.

8  PC’ssweat drips into mount's eyes,
____ mount blinded 1 round
9. Hitmount, half dmg
_10 _Hit mount, normal dmg

‘11 Hitmount, half dmg, mount bucks,
DC 15 Ride check to remain in the
Pt saddle ted LT ;
12 Hit mount, normal dmg, mount bucks,
DC 15 Ride check to remain in the
... saddle
13 Mountstops suddenly
14 Mount trips, regains footing, no more
_____actions this round for mount or rider
.15 Mount trips, falls prone *

16  Leg pinned to mount; mount takes
| normal weapon dmg in addition
.17 PC throws weapon :

18  Mount moves base movement in

Rider thrown onto neck of moy nt

loses turn

20 DC 20 ride check, or rider thrown
forward out of saddle, mount ste
rider, game master determineg d

mg.

The Grand Fumble Chart

This chart requires a roll of a d3 ang

percentile dice. Results are expressed ag
100 through 399, with a 100 being a o of

1 on the d3 and a roll of 00 on the
percentile dice. Rercll any result that is

not applicable (such as being scalped by

an unarmed strike).

Table 2.22: Grand Fumble Chart

% Fumble Result

100 A buckle comes loose and backpack
(or other container if no backpack)
flies off, tripping nearest foe

101 Accidentally hits closest ally in head,

ally dazed for 1 round

102 Accidentally hits closest ally in head,

lops off ear, ally dazed for 1 round,
normal dmg

103 Accidentally hurls weapon at ally's

head. PC yells ally's name, who turns,
looks, and takes it in the face, x2 dmg.

104 Arm'’s armor catches on waist’s armor,
PC’s arm is bound to waist, one action

to free arm if other hand is empty

105 Armor cuts into PC, 1 point dmg
106 -Armor locks/snags with armor of

adjacent ally. They remain attached
until they free themselves.

107 Armor locks/snags with armor of

adjacent enemy. They remain attached
until they free themselves.

random direction
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Pson

I

%own hip, -2 dexterity

z cticks/locks, weapon arm t

tched out, point’ing to the right.

s check to unstick (move

Stf‘fng;_l}_jght armor DC 10, medium

achm: bc 15, heavy armor DC 20
rmoor/clothing/eqUipment binds up,

AT fdmg until defender takes a

z‘ ;tloroun d action to rea_dju:st

A rmor/equipment strap slips, attack is

2SS _2 to hit until adjusted (partial

;Zt;o;lving, dislocates shoulder, arm

gnusable until successful treat injury

eck ‘ - ]
:;];shes own head, knocks self out for

1d4 rounds, normal dmg
Belt pouch develops a hole, contents

fall out
Belt slips to feet, trips PC
Belt slips to knees, % movement until
adjusted
Bitten by a bug in the pants,
involuntarily yells "OW!", loses attack,
1 in 4 chance/round of the bug biting
again. Full round action to remove or
kill bug.
Bobbles weapon, -2 to initiative
Bobbles weapon, -5 to initiative
Bobbles weapon, contacts the
"business end" while trying to catch it,
1 point damage
Bobbles weapon, contacts the
"business end" while trying to catch it,
half dmg
Bobbles weapon, contacts the
"business end" while trying to catch it,
severs 1d4 fingers, normal damage
Bobbles weapon, flat footed while
trying to recover it (one round)
Bobbles weapon, player has a choice:
drop weapon or be flat footed while
recovering it
Both arms lock up for one round

132 Critialy fimiss
133 Cut belclothing, e
down, -10 moye
backpack, contenty
- adjacent squares
135 Cutfinock open belt pouch o
- back_'i)lek, contents scattered in sq
136 Cuts/breaks open py

coins/gems scatter, o
- mouth and down PC

137 Cuts/rips neare;;ally's clothes, ally's
pants/breeches/belt fall down, flat
footed while pulling them back up, %
movement while they are around
ankles ) , -

138 Damages own armor,

139 Disarm random adiacé;t foe (besides.

|

target), if no foes adjacent, then miss
140 Disarm random adjacentfr 0
friends adjacent, then
141 Disarmed by opponent
142 Dream Fumble! Criticalhil
non-targeted enemy. {2
143 Drops random item, kicks it into ;
random ally’s square
144 Drops random item,
 random ally’s squarés
andfalls —~ _—




weapon e
; Elbol;\srlockg up, lose attack, 210
. hit/dmg with weaponarm -
‘149 Faﬂsand dislocates shoulder, i
unusable until successful treat injury
" check or magical healing
{50 Falls flat on back, injures back, can ot
situp, full round action to stand
Falls flat on back, injures back,
aralyzed from waistdown
55 Faiiéhard, prone and stunned for 104
153 Falls hard, prone and stunned for 2d4
rounds__u RO Te—— = -
¥154 " Falls hard, prone and stunned for one
vaummd.,q._ il e AR IR
155 -Falls into opponent, knocking
g _opPPﬂe“t bad_c one square s
56 Falls on butt, breaks tilbone, %

st
151

? 4 157 Falls on chi ,]'a;Jv Brbkéﬁ, tongué -
bitten off; speaks with difficulty, 2d6

lips while
attempting to stand and falls on it
. Falls onto own weapon, which snaps

. [loffinwound, x2dmg.
§ - | 161 Falls prone, weapon slides 2d6 feet ]
away.
 Gauntlet/glove/sleeve snags armor,
. hand pinned to waist, lose attack

163 Gets grit in nose and sneezes

? ‘ ; convulsively, drawing an attack of
[ : _opportunity

164 Gritin the eye, -2 to hit for 1d4 rounds

166 Helmet/head covering slj
PC flat footed until it is g4; Yes,
167 Hit closest ally, half da;:;‘;sted
168 Hit closest ally, normal dap,
169 Hit nearest non- 8e
normal damage
170 Hit off-hand, any held item(s)
dropped '
171 Hit self and break weapon
damage
172 Hit self and damage weg 3
hit/dmg), normal gamag(]: sale d
173 Hit self and drop weapon, “Orlhai
damage
174 Hits nearest ally within reach for
double damage i
175 Hits nearest ally, who hits back asla
knee-jerk reaction
176 Hits own foot, 2 points dmg, 3
movement until end of battle
177 Hits own foot, normal dmg, %
- movement until healed
178 Hits own leg, nicks femoral artery,
normal dmg and 1d4 dmgj/round
179 Hits own temple, disoriented, new
initiative is 1
180 Hits random ally within reach, normal
damage
181 Hits random opponent (other than
intended target) within reach, half
damage
182 Hits self hard, breaks own leg (1d6
dmg), falls into enemy, who fallson
PC's exposed bone, piercing an artery
(1d4 dmg/round to enemy).
183 Hits self in back, fatigued, cannot bend
until healed P
184 Hits self in clavicle, breaks clavicle, -2
to hit/dmg, normal dmg J
185 Hits self in flank, ruptures kidney, x2
damage
186 Hits self in hand, breaks 1d4 fingers:

Ps ()\Ie‘-e

fargeted oppony

» NOIMg]

hand unusable for combat

165 Helmet/head covering comes off
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it self in neck, cuts trachea,

187 gifficulty speaking, now breathes
ﬂ-lrough neck, x2 dmg
Hits <elf in neck, damages larynx,

1% difficulty speaking, x2 dmg .
Hits self in neck, severs carotid artery,
= death in 1d4 rounds
Hits self in ribs, normal damage
L Hits selfin temple, neck turned 90
# degrees cannot straighten until
healed, normal dmg
92 Hits self, 1 point dmg
e Hits self, critical hit
194 Hits self, double damage
ts self, half damage

195 Hi
196 Hits self, normal damage

197 Hits self, random carried item

smashed

198 Hits target with haft, 1 point dmg

199 Hits target, normal damage, but

weapon head/tip breaks off in wound

200 I timed sneeze, attack is a miss

201 Incredible slip: Delivers an
unintentional flying kick to target's
face (2d4 dmg) before falling and
taking 1d4 points dmg,.

202 Incredible stumble: Stumbles into
enemy and falls, weapon ready.
Enemy falls onto PC, weapon also
ready. Both critically hit one another.

203 Jerked off balance by mighty swing

{and miss), -4 initiative, flat footed rest
of round

204 Kicks off boot/shoe while attempting
to dodge a blow or move

205 Knee locks up, % movement

206 Knock out 1d4 of opponent’s teeth,
causing 1d4 points dmg. One tooth
flies down PC’s throat, causing PCto
choke. PC requires one full round of
coughing (flat footed) to avoid
suffocation. ;

207 Lets go of weapon during attack and
instead slaps opponent across face

%8 Lops off o e
29 Lops off oum aqy. L ES
21 Lops off/shatterg — :

mﬂVenvmt{
213 Lops off/shatters oy
214 'LDPSofﬂ T e =

off own

damage - |
215 Lopsofﬂsﬁmu
damage
216 Loses gnp
the now-weap
punching enemy
enemy 4 to:
217 Mighty spin: trips all op
__ allies within reach
218 Mishandles weapon

ear,

dmg B
Nails foot to floor with weapon,
Strength check to remove,
movement (limping), normal ¢

m

_ attackisamiss 5
227 Off-weapon elbow dlslocnled,
arm unusable, drop held item

G

Oppu



S

R M T GE A T

footed while pulling .
movement while lhe'}' area

"33 PCand enemy's armor/clothing 5
" " becomes tangled/locked together at

S

-footed to

check required to move {only base:

o . b

E r 'ms armor/clothing

' becomes tangled/locked together at
the shoulder. Each is now flat-footed
to the other with an opposed strength
check required to move (only ¥ base
movement perround).

233 Piece of dothing flips over face,
_blinded until removed =
. checksnowhasablindside
235 Pokes self in eye with thumb, -4 to
. Spot checks for one day

236 Punchesselfineye, 1pomtdmg
5ai :
239

? _Punches self in nose, 1 point dmg
Remarkable slip: Deliversan

_ (1d4 dmg) before falling,

- enemy and falls, weapon ready.

 Enemy falls onto PC, weapon also

tagarss i

Rolls ankle, % movement for 1day

*the other with an opposed strengh

!

—

61

e —————

Generated

24
245

246
247

248

249

257
258

259

261

262

- toward PC as he-she falls on it. PC

_——'S:;lps self, -1 Chaﬁm

damage .

Scalps self, 1d4 points dmg, 4
Charisma (if unarmed, rojj 5
Shaves elbow, -2 hit/dmg, normg
Shaves kneecap, ¥ movement, dlr'ﬁ
dmg -
Shaves own elbow,
dmg

Shaves own kneecap,
normal dmg

Shaves tip of nose, 1 point dmg,
opponents laugh

Shaves/breaks off thumb, -4 k;
normal dmg hlt!dmg'
Shears all armor, clothing, ang skin
from leg, -1 armor bonus (if leg
armored), normal damage

Shears all armor, clothing, and skin
from torso, -2 armor bonus, normal
damage

Sheathes weapon in ear, brain pierced,
-8 listen checks, -2 intelligence &
wisdom, x4 dmg

Sheathes weapon in ear, brain pierced, i
-8 listen checks, -2 intelligence & ;
wisdom, x4 dmg |
Sheathes weapon in eye, brain pierced,
-4 spot checks, blind in one eye, now
has a bind side, -2 intelligence &
wisdom, x4 dmg

Shoulder locks up, forcing weapon
arm to stick up over head

Slams self in head, skull cracked, -2
intelligence & wisdom, x3 dmg
Slashes own backpack off z
Slashes own forehead: blood runs into
eyes, 2 pts dmg, blinded 1d2 rounds
Slices own foot, normal dmg, 3/4 |
movement |
Slips and bobbles weapon, which flips

gain)

-2 hltfdmg, num_'a! t

% Mmove ment

takes double damage.

By
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263
264
2%5
267

268

SIEESTRY

273

274

y 3y

B

S

Slips and breaks ankle, % movement

2d6 days
fc;if and breaks ankle, % movement

for 2d6 days

Slips and does the splits, breaks leg, 12
0‘-emenf . .
;;ipﬁ and does the splits, tears
tring, 34 movement :
Slips and falls on own weapon, normal
dmg
Slips and falls on own weapon, X2

dmg :

slips and falls on weapon, 1 point dmg
Slips and falls prone

Slips and falls prone, dazed one ro_und
Slips and falls prone, opponent gains
;mmediate attack of opportunity

Slips and falls to knees, bobbling
weapon, if opponent has not acted, he
may attempt to disarm PC, +4 to hit
sﬁl;'.s and falls, but rolls to feet in
random adjacent square, new initiative
is 1 (effective immediately)

Slips and falls, but rolls to feet in
random adjacent square, new initiative
is 1 (effective immediately)

Slips and fals on own weapon, 1d4
points dmg

Slips and grabs opponent on the way
down, pulling opponent down on top,
opponent pins defender in a grapple
Slips and grabs opponent on the way
down, pulling opponent down on top
Slips on a damp spot on the ground,
lands on head, now talks with a stutter

- Slips, falls to one knee

Slips, falls, armor locks up so standing
is impossible

Slips, lands on head, 2d8 dmg,
unconscious 1d4 hours

Slips, lands on head, double vision 1d4

L___rounds (-2 to hit)

291 Slips, rumblesmesqmm, A
behind former position, lands flat




395 Stabs self in abdomer ruptures liver 319 Stumbles, managing to gie
hand, breaking 1d3 f; Pon g, falls off, ski
Bone ; 3 landing on h § 105 fingers beg, ia 3% “Torso armor off,slipsontorso | =
: 3007 Stabs self in chest: punctures heart R i ead, dazed one o <, | [228 = nos: falls; lands on head, || P! Triprandon
- ptigued,xidmg - i = _ra“dom adjacent foq und, | 1 unconscious 1d4 rounds, PC loses 1 !
E ‘301 Stabs self in chest punctures lung A git)' if no foes adjacent, y, (besige, ! { 1% penefit of armor ‘
; it  fatigued, x3dmg s fl.}m;rs rc.mdo;n adjacent fri:n iss | | o7 Torso armor slides loose, -1 armor ' [ « :
i ; 302 Staggers  falls to knee . - : 5 sner; s adjacent, then mjs nd, if p, ‘i 7 ponus until tightened | \ 352 Trip random
ti g (303 _staggers, flat footed o= ol s unders random adjacent frie | g Toss weapor which trips nearest non-
< 304 Steps onown capejtunic. and falls - fnends' adjacent, then miss 04, if ( adjacent person/monster i
i . backwardsinto adjacentsquare 323 Sweatin eyes, -1 tohit untjf oy, ’ 59 Toss weapon, which trips nearest non-
305 Stomps on own foe, grints audibly, . cleared (free action) ) adjacent person/monster, all those in I =
A kS Josesattack e 324 Swealy palms: weapon slips i elee gain immediate attack of | 53 Trip random adjacen f
.sné';‘s_v{»i—aptgeaks,armo‘rnolongil:lﬁts_ grasp, enemy throws up hand:m | opportunity against tripped l B et), if no foes adim:g,(m- ey
Rl i S Geng oot oy o o s oo b
i B et i it : grabs en R ), e into e 3 = -
Toi 307 Strap breaks, backpack or belt comes SRR Tt er'ny S Walpon. Fagy | 34p Tossy 0‘_‘r ‘?eapon into nearest friend, 355 Trip ot jacent,
R " = : er's weapon roll to hit him flat footed, double + 1all on opy
B 555" Stap breaks, backpack or belt comes 325 Tears abicep, 2 hitdmg for one damage on hit 36 T
(R AN s, 3 : = e Z
% off, fausmg ing mamentary distraction, 326 Tearsa hamstring, 3 movemen f 6! 31 Toss your weapon into nearest friend, 1P, fall on oppanent's
i B e e - one day D roll to hit him flat footed, normal ———e s ¢
£ . fatfooted thistound - - 327 Throws w ! - 357 Trips and falls into
¥ e - ows weapon into damage on hit ! ps and falls into opponent;
g 309 Strap breaks, seam splits, armor no HE . random tricing bl : o
g longer fits properly, -1 armor bonus F (other than intended targe ) [os>es vweap 0 at random enemy, who prone in cpponent’s
B . sl % poverment unti repaired - normal dmg 8et), is hit for 1 point of dmg, but catches it 358 Trips and balls g #
310" Straps slips, chafes PC, -2 to hit until 8 Throws weapon into random : 313 Tosses weapon into target's face, h"ﬁ;f‘g falls into 25
ST e ;pponent (other than intended targey target takes normal damage, weapon g both pronein
il ST el i i e
311" Strike enemy’s weapon, which breaks ouble dmg z is now in target’s square 359 Trips and lun e ¢
: : g and I
Unfortunately, PC's weapon breaks as . glows weapon straight up, 5050 | o 'S;S\?E:Eapm straight up, and the dui PC gﬂie:t;madwm m
y : . ance it strik hits i : i
o “ell. - e ei sltrlkes self or nearest enemy e ‘ and t.ilslocates wrist head behind enemy, taking 146p imf -
Lpae 312 Sl:nke rdndom R e el ormal damage on the way down 1 0SSes W eapon_ straight up, braces for dmg and stunned one round. :
g 53 hrget)"f no foes adjacent, then miss It c(]) WEIWeapon shaightupg e | e ;Vhen L L e 360 Tripsand lunges '
o 13 Strike random adjacent foe (besides ands on head doing 1 point of dmg expected, looks up and takes it on the ducks. PC somersaults
= - target) ifno f ;! 331 Throws weapon strai forehead. AT
5 pTrg ; L 1O f0es ?Fila@brﬂ'len miss 6a ROILS raight up, weapon 36 Tosse - : , lands on back behind e
e e Touss vespon susghtup cabesthe | | Mepueiog )
38 5 31-; kStnk s adjacent, then miss : ows weapon straight up, weapon 347 Tosses - : 2 361 Tripsand lunges toward enemy, who
ﬁ-i e random adjacent friend, if no : ands on head, unconscious for 1 & Veapory straight up, then ducks. PC somersaults overhead and
B i adcent tenmiss i oo i e e lands onfect behind S
‘: 7 il ﬁ::b toe on other foot, % movement 333 Throws weapon, hits random ally, Sc:) Se b flourish. Character is 362 Tnps random ally 3 ithi
s m::xtrgund only normal dmg i = urprised by own “skill” that he/she 363 Trips, falls prone in opporent’s - ¢
S8 Stum bles, attack is a miss 334 Too much follow through: hitsselffor | | caandlf momentarily stupefied and is square, tripping him and causing it
. Stum nbles, fal, and somersaults _ normal damage .: T ught flat footed by next attack. to fall into player's former SIEEE :
: _m“‘..m"*&mg_ to knee self in face. Twice. 2 335 Torso armor falls off, PC loses benefi ?. 39 T"Sses weapon to nearest opponent 364 Tunic/capefother clothing
points dmg, stunned one round : of armor { Osses weapon, hitting nearest ally, face, accidentally hit self &
i who then fumbles (immediately) and it, normal damage, flat.
| 350 EO omthis bt sound | 4SS
Totally distracted, opponent gains : 365 Weapon breaks

@Ck of opportunity

Y i, 2

Fo = g !
A {
4 5 Wa =

enerated by CamScanner from Intsig.com



| 377 Weapon smkes gruund acmdental

% 381 * Weapon stuck in nearest object (or a

{383 Weapon tangled in yoﬁr '
feed W?aPOT' tangles in opponent‘

. 1185 Weapon tears random Ppiece of own

to
Weapon bxeaksf P nel flies a

eye, -4 tospot checks, | bhnd in.one eye,
-now has a plind side ﬂ e
ss flood
367 Weapon clatters acro
randﬁm direction, spinning hard, axlfxd
slashes the nearest ankle for norma

dmg, A 1’1‘!0\!31113“t

: anlde, % movement .

369 Wéapon damages own &
armor bonus

70 ?Wéapon damages own armor, -2 :

rmor, -1

371 Weapon is bent, -1 to hxt/dmg

to hit/dmg |
Weapon is damaged (unless maglcal)
-3 to hit/dmg
I jeapon is dulled, -1 todmg -
375 Weapon makes a DC 15 Fort save or
breaks .
6 Weapon sheath Ioop, pr harness falls
off = ]

76

pole vault 10 feet in random direction
* | 378 " Weapon strikes ground, weapon stuck
379 Weapon strikes nearest target besides
" intended oopponent
eapon strikes nearest target besides

tended opponent for double damage

wall, the ground, etc.} DC 15 Strength
che_ck to retrieve it

apon stuckin nearest ob]ect (ora
wall, the ground, etc.) DC 15 Strength
check to retrieve it ] .

clothes/armor, lose turn

armor/clothing/fur, and PC loses grasp

clothing

" Weapon clatters across ﬂoar, spinning.

eapon is damaged (urlless magxcal),_

direction
387 Weapon tossed 3d8 feet inrap, iy
direction
388 Weapon tossed, hits nearl, v all
must make a DC 20 Reﬂex o Yo w
. tripped
389 Whack self in head, norma] d
stunned one round
390 Whack self in knee,
movement
391 Whacks self in eye, eye swellg Shut
next round for 1d20 hours, -4 ¢, 5
checks, now has a blind side
392  Whacks self in mouth, all teety,
! knocked out, jaw crushed, uﬂablet;)
speak or eat, x2 dmg
393 Wide miss, opponents laugh
394 Wild swing: hits everybody within'
reach (ally and enemy), for 1d4 Points
dmg each
395 Wrenches elbow, -2 to dmg for
duration of battle
396 Wrenches shoulder, -1 to hit/diﬁg for
rest of battle
397 Wrenches wrist, drops weapon, -2 o
dmg for duration of battle
398 Wrist turns, mild strain, -1 to hltldmg
for 2d10 hours
399 Wrong place at the wrong time: First
opponent to attack before player's next
turn scores a crit

ave op The
amage,

fomnet daxnagé.%

386" - Weapon tossed 3d20 feet 0 gy
Om
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ell Fumbles

; es an incantation, tracing o

cerer iomes AR F
The S anes il the air. An arrow hits him in i Urthemmre_l
arcaﬂ terrupts the fireball about to

and in such
ne b 4: o ﬁnggrﬁps Instead, a red mist e xistundemﬂmrm,m
ﬂ f’oﬂ purning everything it touches magic ?ﬂmmaymry.a;
"’su {: The sorcerer CUTSes the bright red : T
ght{gughmg at him and turns to flee: it was Wi :
1 oes " :
E Jast fireball- several ways, just fike e
fumbles, In this ;
i Wild i §
Att Introdurlrtzon to the Magic ‘éﬁfo i g‘&c‘ bty ot
e 5e e Chart tha
yariant Rut o tbes
paign. T
wild magic comes into being when :
spellcasters are interrupted or distracted

quring the casting of their spells. It can
aso occur if the wrong material
components are used, or if armor gets in

the way of casting.

What is wild magic? Wild magic is
an unexpected magical effect of some sort.
It may help or hinder the caster.

According to this variant rule, the
following events provoke an onset of wild
magic:

< Failing a concentration check
during casting of a spell

% Failing to cast a spell due fo the
arcane spell failure penalty asa
result of wearing armor

% Having insufficient or incorrect
material components for the spell
cast



; ..,, causing spells deal double ‘damage, etc.

T ———

 Simple d6 Charts

- A dé wild magic chart keeps things
moving  fast. Casters will come to
~_ recognize the six possible effects and that
~will be a factor in their decision making.
A wizard is more likely to attempt
: wearing armor using the first of the two
“charts presented here, which is milder in
consequence than the second.

+ Table 3.1: d6 wild magic chart

4

Table 3.2: Alternate d6 wilg Magic o,
ar

-dé - Wild Magic Effect )
;5"E£fed:x"eversed' spells dealing damage
 heal damage (to targets) instead, spells
‘creating light create darkness, etc.
Caster subject to a Stinking Cloud

Effect doubled. summoning spells
.summon two creatures, damage-

4 Caster followed by a rain cloud that
thunders and rains on him/her when
he/she casts a spell, requiring a DC 10 +
spell level concentration check, the

_ effect lasts for 2d6 hours.

. Spell goes off normally, and is not

siio deducted from caster's spells per day

6  Spell seems to fizzle, but then goes off

when caster utters the name of any
individual (self included). The spell
affects the individual named, no matter

dé

1

Wild Magic Ftfeq

Lightning springs from cast
causing 1d8 per two casior |
damage to nearest Person/c
Swarm of bees Simmorned,
only those who run, 1dg poi
dmg/round. They dlsappea
have delivered a tota] of 18
damage (e.g. 3 points of ¢
people/creatures, etc.),
Explosion centered on caster's face,
causing 1dé6 points of dmg and
blinding caster for one hoyr.
Flowers bloom in caster's foots
one hour.

Spell repeats itself on the same target
next round.

Caster gains 10 temporary hit points
for one hour.

°r's fin Ngerg,
evels of
Teatyra
altac}dn
Ints of

T once the
Points of
amage to ¢

teps for

where they are.
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Charts
simple g

o two charts provide many more
S
possible effects.

Table 33 d20 wild magic chart
a

/""'_wTd Magic Effect ]

“Hands fuse together as if stuck w1th

1 glue for 1d6x10 minutes
9 The last spell on caster's spell list is
cast instead
3 Caster attracts wooden objects like a

magnet aftracts metal ones affecting

objects within 10 feet. Unsecured

wooden objects weighing less than
one tenth caster's weight fly at caster,
striking him/her for 1 point of dmg.

Caster is dragged toward secured

wooden objects weighing more than

the caster does (e.g. trees). Effect lasts
1d10 rounds.

4 All food items within 100 feet of caster
spoil and rot instantaneously.

5  Caster takes one point of damage for
each square he/she moves south, and
heals one point of damage for each
square north. Caster falls unconscious
at 0 hit points. Effect lasts 2d12
minutes.

6  Caster affected by Tasha's Hideous
Laughter for 2d4 rounds

7  Caster turns invisible and loses
consciousness for 2d10 rounds,
becoming conscious at the same time
he/she becomes visible. | :

8  Allliquid within 5 feet becomes a

potion of cure light wounds, with

L____eight ounces equaling one dose.

e,

2. mm~n2

10 Anairbomeoblecm‘ hi
the caster for 1 point o g
E"enlftheyha

or fly ‘“Wﬂdmmmwaoi.,, 2
effECt lash; Idﬁrounds_ ol

12 The caster s developsa
appetite for raw mea

damage




- 34) 1
g cha

d followin:
The grea ter

i ]‘_ncorporates
; sting!
| ~ Happy @ast8 35
4 ¢ chart

_Table 34 Alternate d20 wild magt

“Wild Magic Effect 7
1 "All pold on caster’s perse?t beco:zl't:j;1S 44
" molten for two rounds, then harden: :

! Caster takes 1d4 dmg T 50 coins of
o5 of gold carried. | s E T
i }C)aste:;'s pguch {or pocket) becor_na a
g, capable of holding 30

3 ; uch of holdin, _
1 ‘ ';J!:s and one cubic foot of material. The
1B tem a day on

| pouch silently drops one i . :
; the ground when nobody is observing
the caster. This effect is Rennanent 16
37" Caster believes all spells work
" perfectly/deal maximurm damage for
* _thenext24hours. . T . :
4'“ ) Castef's alignment reverse
hour.

75 Caster believes all food he/she
: possesses oris offered is poisoned, for 17
one week. Starvation begins on day 4
. if aster does not eat (See DMG). . 18
6  All missiles hurled, fired, or launched
~ hitcaster next round.

7 - Al foes within six squares target
.. casteronnextattack. ]

8  Arcane explosion. Caster takes two

[*%

fo.rll -

19
20

He/She will reconstitute in ek .,
If goo is divided, the largest - oyy,
will reconstitute as the entire ¢
Caster falls asleep on watch g
two watches, and suffers from
insomnia during next

sleep- 3 g attempys to
Caster forgets to breathe during by
unless reminded. See Suffocation ? te
DMG. This effect lasts 24 hoyrg.
Caster is struck by a bolt of lightnin,
which arcs from the caster to
everything and everyone in adjacent
squares. Caster takes 1d6 dmg per
level of spell cast, all others take hayf
damage. .
Caster is seized by muscle-twishng
spasms which deal two points of
damage and interfere with
spellcasting (successful DC 17 + spell
level concentration check to cast)
every time caster sees a color of the
GM's choice. This effect lasts 24 hours,
Caster gains darkvision, 300’ for 24
hours.

Caster can communicate
telepathically for one hour, any
distance.

Caster healed of all damage.

Caster +10 to all ability scores for two
rounds.

ount
aster,
r Next

3 Caster melts into a puddle of

800 ;

1

____points dmg per caster level
- 9 - Caster recovers/memorizes no spells

-, thenext day. M
10 Caster fails all spot and listen checks
fqr the next 24 hours.

11 Caster summons a cat, then

. polymorphs into a rat. If cat catches

' caster, he is reduced to zero hit points
and polymorphs back.

69

T =

Ty g sl ¥
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P rcentile (d100) Charts
¢

5 of possibility with magic is
The %2 nite, and players never know
jmost to happen when the game

a -
' n,
what's 8 : n a d100 chart.

master rolls ©

035 percentile wild magic chart
e 3-5*

wild Magic Effect
Caster thinks heis a warrior or
another random class (and attempts to
use the abilities of that class) for 1dé

rounds.
Allwood ¢
Caster mou
causes as if
relation.
Caster shouts when attempting to
whisper and is inaudible when trying
to shout. This cffect lasts 24 hours.
For the next 8 hours, caster's hands
burst into flame whenever caster casts
aspell, causing 1d4 points of damage
each time, and requiring caster to
spend a full round extinguishing
them. Caster's spells go off normally.
5 For the next 10 rounds, all attacks that
hit caster deal equal damage to the
attacker.
7  Caster trips when attempting to move
more than five squares in a straight
line. This effect lasts 12 hours.

arried by caster petrifies.
ms the next death he/she
the deceased was a close

Ly 2

K.

o

12

13 Caster freezes, an

fcaS;er POIYmMOrphs into chimme
or 24 hours thinks pC: s
in thes ’ s have banarae.
fn their pockets, ang auempb:?‘n,
retrieve them from Hme tg i -
given a real banana, caster - 'l[

___polymorphs back 1mmedn !

im? the Abyss, where'it}
demons with w}upg
caster returns, only one
passed for the party, Cas
‘when asked wha

in fear from whips,

15, Every 0-level

14 All gold on caster's person becomes.
molten for two rounds, then hardens.-
Caster takes 1d4 dmg per 50 coins or 1
pound of gold carri =

PC's class goesoﬁ mult

16  Caster's next 3 hits do maximum dmg

8  Caster brags to all listeners about all
his/her spells and abilities for 1d4x10 .

e minutes.

9 Caster develops a strange pox which
deals 1d6 subdual damage per hour.
This effect lasts for 8 hours or until
caster is unconscious.

10 Caster thinks and acts like a 6—year—01d

for one hour, but retains level and
abilities,

17 Caster only able tospe
interrupting someone.
speaking. This effect urs.
18  Explosion centered oncaster's face,
causing 1d6 points of dmg and

blinding caster for one hout.

ool

19 Flowers bloom in caster's fo
qhour. : i
20  Spell goes off normally, thenrepeats
iself on the same target nextzounc

21 Caster gains 10 temporaty
forlhour.. = ;

e




22 Casteris seized by muscle-twisting

i ints of
spasms which deal two m.o )
Qmﬂmmm and interfere with mm._m:nmm:sm

17+ mﬂm: leve
{successful DC )
concentration check to cast) ...:SQ .E:m
caster sees a color of the GM's choice.
This effect lasts 24 hours.
Caster’s ali ent reversed for 1 hour
24  All creatures within 30 feet of caster
can “listen” to caster's surface
thoughts as the Detect Thoughts spell
for 10 rounds.
25 Caster's pouch (or pocket) becomes &
pouch of holding, capable of roE.Em 30
Ibs and one cubic foot of material. The
pouch silently drops one item a day o
the ground when nobody is observing
the caster. This effect is permanent.

26 Caster always goes first each round in
next combat.
| 27 Caster accidentally casts a Summon
Monster spell equaling his level (e.g.a
third level caster would cast Summon
Monster II). The monster immediately
attacks caster’s enemies. If all enemies
are dispatched, the monster then
attacks caster’s allies.

28 All metal touching other metal within
one square of caster suddenly fuses
together

29 Arcane explosion. Caster takes two

points dmg per caster level.

30 Caster +10 to all ability scores for two
rounds.
31 Caster believes all spells work

perfectly/deal maximum damage for
the next 24 hours.

32 Caster is struck by a bolt of lightning,
which arcs from the caster to
everything and everyone in adjacent
squares. Caster takes 1d6 dmg per
level of spell cast, all others take half

damage.

33

Effect doubled: summonjy,
summon two creatures, apw._mvmr
causing spells deal doub), 8e-

etc. » awsmmﬁ ﬁ_
Caster forgets to breat - |
unless reminded. See M_M %Mwmmﬁaa i
DMG. This effect lasts 24 h,, N in
Spell seems to fizzle, byt En:ﬂ
when caster utters the :mﬂ_m omgm off
individual (self En_:ac&. The any
affects the individual nameg :Mm»:
matter where they are, 3

36

37

Caster cannot walk, but Sprints
everywhere for one hour. If Caster
exceeds allowable d stance for runn;
mw Mamﬁom_ummg caster passes out for ing
1dé6x10 minut 1 i

5 es and is fatigued fo; one
Caster turns invisible and loges
consciousness for 2d6 rounds,
becoming conscious at the same time
he/she becomes visible.

38

39

All missiles hurled, fired, or launcheg |
hit caster next round.

Caster accidentally summons an
ostrich who is in love with the caster,
and jealous of caster’s contact with
anyone else. The ostrich remains
indefinitely.

41

Entire party teleports to the location
they were in one hour before arriving
at their current location.

Caster shocks everyone he/she touches

for 1d8 points of dmg for 2d4 hours

42

Caster fails all spot and listen checks
for the next 24 hours.

Effect reversed: spells dealing damage
heal damage (to targets) instead, spells
creating light create darkness, etc.

71

45

Caster subject to a Stinking Cloud
Caster disappears in a puff of rainbow
colored smoke and does not return

until someone says his/her name-

- mo:os.mm by a rain cloud that _
36 ders and rains on him/her when
casts a spell, requiring aDC 10

he 3
hels level concentration check, for

¥ mﬁm:

6 hours- - i
_ Mnﬁwﬂmn Joses all but 3 hit points.

= creature ﬂmamo:m:u\ slain by caster
s m:._nmd._w"mm as a weasel, and is bent
on reVenge (somehow). Weasel has a
gnack for showing up at the worst

pos sible moments. GMs, have fun

with this! e
© Caster gains darkvision, 300' for 24

hours.

sy Caster can communicate telepathically
for one hour, any distance, any
x:mmzmv.

51 All non-magical flames within 60’ are
extinguished, and not relightable for
10 minutes.

\llll.\ll\l]\ll‘l‘
sy Caster's pack(s), pouch(es), box(es),

and all other containers fly open and
will not shut for 2d6 rounds.

53 Caster is fluent in any/all languages
for one hour. Caster does not realize
this until encountering a language
he/she does not normally speak.

Ppears,
Caster falls o9 3k
two watches, H%szum M.ﬂ”-__ﬂ
INsomnia QEH..N-.—»K»EQ 0 ...u.
sleep. *dtempts iy,
M«NAJ..JQBM > \wm - e
Strength for 10 ?&
Caster takes one

point a_mﬁsﬁ. fors
each square he/she moves south, and

heals ane point of damg
square north. nm.ﬂn:&_wn _mow.ﬂnr

67  Smake billows frome

51 All caster's foes -2 to hit due to
uncontrollable tremors. This effect

lasts for 2 hours.
55  Caster recovers/memorizes no spells
the next day.

69 Caster melts into a puddiedl

56 Spell goes off normally, and is not
deducted from caster’s spells per day.
57  All food items within 100 feet of caster
~spoil and rot instantaneously. A

table materializes on the target,
crushing target for 146 pointsof d

R

goo is divided, the
reconstitute as thee

58 Caster suffers from kleptomania,
stealing small, concealable items from
party members and others, for 24
hours.

All foes within six squares target the
caster on their next attack.

59

70 All metal within 30' is heated,

%mnmaazma_.eﬂmﬁﬁ_w L

71 Allties, ropes, lines,

within30'snap. =
72 Caster+10to next Buw_m‘ﬁw?
73 Caster believes all food :

possesses Or 1S offered is
one week. Starvation
if caster does not eat



T e

74 Caster subject of Haste spell. :
Caster scores a cnhcaI hiton hxsfher

- nextattack.. o e T

76 Caster affected by Tasha's Hideous
Laugktcr for 1d3 rounds. :

77 Every member of party loses5
.“Strength for 10-rounds. -

78 Allliquid within 5 feet becomes 8
potion of cure light wounds, with
_eight ounces equaling one dose.

79 ~Caster subject to Shield and Mnge i

" Armorspells for2d4rounds

90

| 100

Spell goes off normally, by oy
throw or magic resistance j is able ;"
mitigate its effects. If this doe
apply reroll.

Game master choice

S Dot

P Ry T A g e A MR S i e
e e e e

80  All objects within 50 that are airborne
change course and strike the caster for
1 point of dmg each. This effect lasts
1d6 rounds.
81 Everythmg the caster says can be
7 heard by everyone within 100 feet, as :

eadmf&tem 'l?useffectlastslo
“Srounds.

‘if the caster was standing nght next to |

82 . Caster mvulnerable to physica]
_damage for next two rounds.
83  The caster grows hair all over his/her
y body like an ape, for 24 hours. After :

this time, the caster sheds all the extra f
A

84 Caster develnps oily pal.ms raising the
chance of a fumble from 1 to 1-3 on a
— ~d20, for 24 hours,
SS “AlL buckleslfasteners wuthO' i
: unbuckle{unfasten themselves, This -
does not apply to Jocks,

86 Casteris +15 to al] wisdom-based
skills for one hour

8? Allof party’s non-maglcal weapons

and armor functmn as+1 f
" rounds, - o mm two.

33 Caster followed b
YTmser’ Floati
. Disk for 1d4 days $ 10“"‘”8

89 Casters next skill check is acrmcal

it S““ESS (Qonad),

=73,

y CamScanner from intsig.com

Magic specific Charts

_ard gestures: speaks the power word,
fg opens. However, the leather
s interferes with the magical

wears
r “ yraces in the air. He realizes this

wonders what is going to step out of the
and if it will slay him.

5::!100 1 of

ga afe-
wild magic which is specific to
poth school of magic and level provides
ffects appropriate to the original spell. If
o run  into trouble while casting
Fireball, you might summon a lightning
polt instead, or @ lightning bolt that heals
whatever it hits. Summoning a giant eagle
to help you? Maybe you 11 get a dire wolf
that attacks you, or an elephant that helps
u instead. In addition, when casting a
6th Jevel spell, one should deal with 6th
Jevel consequences, and this chart takes
that into account.

ou

Table 3.6: Abjuration spell fumbles

Abjuration
Spell Levels 1-3

Roll Wild Magic Effect

1  Party members are repelled by caster,
 -1tohit when within 10’ and -2 to hit
when adjacent. This effect lasts 1 hour.
Entire party gains benefit of the spell
cast, as if each of them had cast it.
Target affected by Sanctuary, as the
spell.

All doors within 30" are affected by
Hold Portal, as the spell.

Spell fizzles, but caster believes spell

cast successfully. =

Spell duration doubled.

Footwear, 10" radius, and all fook

0

‘.1.1..'

12

4

15

18

19,

'- An alarm. m”ﬁ!l :

- rings forone'muna e
. 24110]1]'3 %

o Caster repels d

mpossmledurmg
16
175
"t Evil becomes Protectit

louches'_hem-m 3 V% :

Caster acc1dé1;\ ally casts Abpm

this area is pulled from wearers’ feet
and moved to outside the circle, This -
effectlscenteredmlhecasteﬂnd ;
lasts 1d6 hours, :

reroll.
Spell e[fect ha]ved =

the spell. 1fno en
Spell effect doubled

Spell duration halv g
Spell e effectrevmed : Proteqiaes

Portal holds thi pOﬂﬁl

shut, ete.l s sl
One random parly membﬂﬁ'zmn_ 3
-2 to damage due to ‘severe na

and
3 of caster. Thuseﬂ‘a‘l

when within 10’
lasts 2d6 hours.
Mag;ca] exp ».

dmg per spe R
Spe%l goes off normally, bu.l wter

believes it does not work.:

-a




Bl o - meyms

5 i

dSpel] Levels4-6

Roll

2

! 10
¢ Ve
12

i

14

- om0

ot vt et

LT e

Al cratgres attacking party members
__- take 1d6 d.tpg on each successful strike,
0% for Bhours. . ieel S T

Wild Magic Effect

Party members are repelled by caster:
-2 to hit when within 10-and -4 to hit
when adjacent. This effect lasts 1 hout: :
For 2d4 rounds, anyone touching the
caster takes 3d6 dmg if using their
hand and 4d6 dmg if using a weapon.
Caster accidentally casts
Mordenkainen's Private Sanctum.
Next container opened by party

18
19

20

4
member contains a Fire Trap, asthe
spell. )
"5 Spell fizzles, but caster believes spell
B castsuccessfully. =~
6 Spell duration doubled.
777" Every container possessed by the
& caster and PC’s is affected by Arcane
. Lock,as thespell. e

Caster accidentally casts Abjure
Weapons, 10° radius, and all weapons in
this area are pulled from wearers’
sheaths and wielder's hands and
moved to outside the circle. This effect
is centered on the caster and lasts 1
‘hour. ) R
"Al the air is pushed out of a 30’ bubble
surrounding (and centered on) caster.
Caster and others within area begin to.
suffocate (see DMG). Effect lasts 2d6
rounds. s

* Immediate area z;f—fe>ctédAby Guards and

Wards, as the spell.

* Spell effecthalved.

Enerms are repelled by castér, 2to
hit when within 10’ and -4 to hit when

adjacent. This effect lasts 1 hour.

Nearesf enemy affected by Stoneskin,
 as the spell. If no enemies, reroll.

‘Spell effect doubled.
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_-—..——-.—J-‘-_-.—_-
16  Spell duration halved. ——
17 Spell effect reversed. Protection fropm

‘Magical explosion. Caster takes 1dg

believes it does not work. \J

Evil becomes Protection from Good, Holg
Portal holds the portal open insteaq of

shut, etc.
Caster affected by Lesser Globe of

Invulnerability, as the spell.

dmg per spell level.
Spell goes off normally, but caster

Spell Levels 7-9

I

Roll
1

wild Magic Effect
Party members are grea tly repelled by
caster, -3 to hit when within 10' and -¢
to hit when adjacent. This effect lasts 1
hour.
For 2d4 rounds, anyone touching the
caster takes 6d6 dmg if using their
hand and 8d6 dmg if using a weapon.
Next spell cast by caster is subject to
Spell Turning, as the spell.
Random enemy gains Protection from
Spells, as the spell.
Spell fizzles, but caster believes spell
cast successfully.
Spell duration doubled.
Random magical item possessed by
 caster subject to Sequester, as the spell.
Caster accidentally casts Abjure Arnior,
10° radius, and all armor in this area is
pulled from wearers' bodies and
moved to outside the circle. This effect
is centered on the caster and lasts 1
hour.
All the breathable air is pushed out of
a 100" bubble surrounding (and
centered on) caster. Caster and others
within area begin to suffocate (see

DMG). Effect lasts 2d8 rounds.

All .
10 home P]aneS immediately. If party is
pot on their home plane, they are sent
ack immediately.
gpell effect halved- ;
fsor= tly repelled
2 Enemies are greatly repelle by caster,

.3 to hit when within 10" and -6 to hit

when adjacent. This effect lasts 1 hour,

13' ~ Nearest enemy affected by Dimensional

' 1ock, as the spell. If no enemies, reroll.
spell effect doubled.

14 :

15 All creatures attacking party members

"~ take 2d6 dmg on each successful strike,
for 8 hours. X

6 S eIl duration halved.

17 spell effect reversed. Profection from
Evil becomes Protection from Good, Hold
portal holds the portal open instead of
shut, etc.

18 Caster affected by Greater Glabe of

[noulnerability, as the spell.
19 Magical explosion. Caster takes 1d6
dmg per spell level.

20 7Spe11 goes off normally, but caster
believes it does not work.

outsiders are sent back to their |

|

Table 3.7: Conjuration spell fumbles

Conjuration
Spell Levels 1-3
Roll Wild Magic Effect

1  Caster accidentally casts Summon
Monster IX. Creature stays for two
rounds: The first to attack caster’s
enemies, as per the spell, and the
second to angrily rebuke the caster for

summoning it.

‘14 Spelleff

4 "Cm"---mfﬁ
(a SUIMIONS 2 dozen gryg
Ppeannginm‘dm tants,
Explodemmmm;fﬂll’u)
thmgs. doﬁ-lg-l Po'mtd of]
mw“s‘l‘m‘elm -

g - STTES when posie

.

5

CﬂstersUm;msawh“ s
as space permilts (either uprig
side, OPBSStackedmj-d
_ completely filling a 5' square, §'
m s -

1 Spell effect halyed.”
12 Unseen Servant is summoned and

remains for 24 hours.

==t e o ]

13 Nearest enett

reroll.




T T b

SR 2 o = o
g

‘Obscuring Mistis summoned, =
surrounding caster, however, f.he m
| is transparent to caster and allies.
duration halved. .
o gg:ﬂu eifect reversed. Protection frot
i becomes Protection from Good, Held
sortal holds the portal open instead of
m{emﬂ._:%'i ; o A iR
18 A tentacle springs from the ground
and attacks nearest enemy, (+10 BAB,
2d6 dmg) for two rounds, then
disappears into the carth. If no
. enemies are present, the tentacle casts
whatever spell the caster was
attempting to cast, then disappears-
749" Magical explosion. Caster takes 1d6
| dmgperspelllevel e
20  Spell goes off normally, but caster
believes it does not work.

Sf)eu Levels 4-6

Roll Wild Magic Effect
"1 Tiwo creatures from the Summon

" Monster IX list are accidentally

' conjured, and stay for two rounds: The
 first to attack caster's enemies, asper

Caster accidentally conjures Evard’s
Black Tentacles, as the spell. s
Entire party affected by Dimension

- Door, appearing together in a random
- place within the spell range.

Caster accidentally casts Major Creation
as the spell except the following: item
created is an adamantite hammer
which is created unknowingly over the
caster's head, delivering 2d6 dmg

~ before falling to floor.

'5° " Spell fizzles, but caster believes spell

. castsuccessfully.

10

12

13

14
15

16

17

18
19

20

11

Spell duration doubled.

Caster summons an intelligent ﬂying y
disc that flies to where the caster
commands. The disc heals 2d6 dmg
each time someone catches it. The dise
exp]odes on its 6th catch, do'Lng 6d6
dmg to all those within a 20" radiys,
Leomund's Secret Chest is conjured, ag
the spell, with the caster having accesg
to it. The first time it is opened, a
creature from the Suntmon Monster vy
ist jumps out and attacks.

" Wall of Iron summoned which bisects

the party.

Caster accidentally casts Sumimon
Monster V, as the spell, except creature
immediately attacks the caster.

Spell effect halved.

Group of enemies subjected to Acid
Fog, as the spell.

Nearest enemy affected by Planar
Binding, as the spell. If no enemies,
reroll.

Spell effect doubled.

Caster accidentally conjures
Mordenkainen's Faithful Hound, as the
spell.

Spell duration halved.

Spell effect reversed. Protection from
Evil becomes Protection from Good, Hold
Portal holds the portal open instead of
shut, etc.

Caster accidentally conjures Leonund's
Secure Shelter, as the spell.

Magical explosion. Caster takes 1d6
dmg per spell level.

Spell goes off normally, but caster
believes it does not work.

£ s

t rebuke

. pntire party

4
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-9
ev elS 7

wild Magic Effect B
ur creatures from the Summon

20 :;’onsfér IX list are accidentally .
g njured, and stay for two rounds: The
e : to attack caster's enemies, as per
the speu: and the second to angrily

the caster for summoning
. them- ;
e Caster accidentally conjures Incendiary
Cloud, as the spell.
affected by Plane Shift,
3 appearing together on a random plane,
Caster accidentally casts
Mardenkﬂincn’s Magnificent Mansion as
the spell except for the following: a
random monster from the Summon
Monster IX list is hidden in the
mansion, ready to ambush th? party.
Spell fizzles, but caster believes spell
- cast successfully.
i ¢ Spell duration doubled.
"7 Pparty affected by Incendiary Cloud, as

t 13

‘17

the spell.

g Caster accidentally casts Drawmij’s '
Instant Summons. The item summoned
to the caster's hand is a chunk of
burning lava, doing 2d6 dmg and
disabling caster's hand, making
spellcasting more difficult (DC 12
Spellcraft check to cast any spell).

9 Caster accidentally casts Drawmij’s

Instant Sumntons. The item summoned

to the caster's hand is a diseased rag.

save or be afflicted with leprosy.

10 Caster accidentally casts Drawmij’s
Instant Summons. The item summoned
to the caster's hand is a treasure map
“f a fortune that has already been
discovered and looted.

12

14
15 ' N

16

18

195

gmg Per spell level, .
Pell goes off normal} .
believes it does mtu;:f‘.mh

20

Table 3.8: Divination 5pell hm\bles

Divination

Spell Levels 1-3

Caster must make a DC 25 Fortitude -

11 SEel.l effect halved.

Rol w‘ldMagch.ffed
1 False positive: Something

u"deqd NVE&ISSO n
. be so, See Invisibility
object that does not
a false identification, etc
2 False negative: Nothing is
where something exists (e.g. Defect
spells detect nothing, Identify shows an.
object to have nospecial . * :
abilities/functions, etc).

3 Divination “fickers’
there, then not, then




10

11
12

,;3

14
15

16
5517,

19

| Spell effect halved.

]8

20

s mjgr;:iﬂe
ns for

ffel
1l fizzles. Caster sutters ™.
i nnot cast divinatio

headache, ca
24 hours.
Spell fizzles,
cast succssfulljl. ]
1l duration doub€c-
21: :ter must make a Will savé (D_C ?3)
he divines

or announce everything hefs!

but caster pelieves spell

e present. e
“doeveryOnep e willsave (DC2)

Caster must make a Wit .
or be unable fo communicate anything

he/she divines to anyone present. ;
Everyone within 20" of caster (exc'ep
caster) gains the benefits of caster's
divination as if they cast it.
Caster gains a special insight ab
g. Detect Secret Doors :
might divine how a detected door 15
opened, or whether it is locked, Detect
Undead may divine the exact type of
one undead creature, etc.)

out the

divination (e.

Caster gains a special insight about the
divination (see #10 above) but that

insight is completely erroneous.
Nearest enemy affected by Tongues, as

the spell. If no enemies, rerolL

k VSPell effect doubled.

Caster gains the benefits of True Strike,
as the spell, on next attack.

Spell duration halved.

Spell effect reversed. Protection from
Evil becomes Protection from Good, Hold
Portal holds the portal open instead of
shut, efc.

Caster accidentally casts Comprehend
Languages, as per the spell. In addition,
for duration of spell, nobody is able to
comprehend the caster, in any

language.

i Magical explosion. Caster takes 1d6

dmg per spell level.
Spell goes off normally, but caster
believes it does not work.

Spe]l Levels 4-6

79

10

12

13

L

11 -

wild Magic Effect
False positive: Something is divined
where nothing exists (e.g. Detect
Undead reveals someone not undead o
be so, See Invisibilily sees an invisible
object that does not exist, Identify gives
a false identification, etc).

False negative: Nothing is divined
where something exists (e.g. Defect
spells detect nothing, Idertify shows an
object to have no special
abilities/functions, etc).

Caster accidentally casts Defect Scrying,
and detects that the party is being
watched by an evil demigod.
However, this is not true.

All divinations cast for 24 hours are
met with "Reply hazy, try again later.”
Spell fizzles, but caster believes spell
cast successfully.

Spell duration doubled.

Caster must make a Will save (DC 28)
or announce everything he/she divines
fo everyone present.

Caster must make a Will save (DC 28)
or be unable to communicate anything
he/she divines to anyone present.
Every divination caster knows is cast
at once.

Major enemy of caster or party
immediately learns their exact
location, and detects their thought for
three rounds.

Spell effect halved.

Caster able to Detect Thoughts, as the
spell, but without concentrating, and
for 8 hours.

Enemies within 100" affected by Rary’s
Telepathic Bond, as the spell. If no
enemies, reroll.

Spell effect doubled.
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b

5 Caster able to Defect Secret Doors, as
1 pell, but without concentrating,

the s
and for 8 hours.

8
l Caster must make a Wil save (DC 33)

or '
: ’?e un.'ib-le to communicate anything |
e/she divines to anyone pmimi. ]

3 {

|
|
/— Ived. :
spell duration ha 9  Caste ; :
16 Spel] effect reversed. Protection from ’ wi; ;sz e e
Ewvil becomes Protection front Good, Hold exact location Thgmt D e
_ - This relic -
portal holds the portal open instead of | actually exist, ot - r
shut, etc. | 10 Enemies withj r
, - in 30 feet of
7 Caster able to Dc!e_Lt Good, Evil, Law or i Detect Thoughts as the s *l?s‘c'rm !
Chaos (caster’s choice), as the spell, but l lasts 1 hour, G
without concentrating, and for 8 hours. 11 Spell effect I'malved :
19 Magical explosion. Caster takes 1d6 12 Caster gains an'sr'éhf as the spell !
/d’m_g_PE'jpe“ level. centered onself, g i
0 Spell goes off normally, but caster i 13 Powerful enemy observes caster | ’,
believes it does not work. through Greater Scrying, as the spéll |
14 Spell effect doubled.
15 Friendly outsider contacts caster, offers

spell Levels 7-9

to answer next question caster has, -
about the past, present or future.

Fﬁmf Wild Magic Effect

1 False positive: Something is divined 16
where nothing exists (e.g. Detect 17
Undead reveals someone not undead to

be so, See Invistbility sees an invisible

Spell duration halved.

Spell effect reversed. Protection from .
Evil becomes Protection from Good, Hold
Portal holds the portal open instead of
shut, etc. :

object that does not exist, Identify gives
a false identification, etc). 18
False negative: Nothing is divined

Allies within 30 feet of caster can
Detect Thoughts as the spell. This effect
lasts 1 hour.

the caster, who is warned of danger

when none exists.
4  Alldivinations cast for 24 hours are

met with “Reply hazy, try again later.”

where something exists (e.g. Detect S S e
spells detect nothing, Identify shows an 19 Magical explosion. Caster takes 1d6
object to have no special dmg per spell level.
abilities/functions, etc). 20  Spell goes off normally, but caster
3 Accidentally casts Foresight, as the believes it does not work. |
spell, except only false alarms plague
Enchantment

Table 3.9: Enchantment spell fumbles

5  Spell fizzles, but caster believes spell Spell Levels 1-3
cast successfully.
6  Spell duration doubled. Roll Wild Magic Effect ]
7 Caster must make a Will save (DC33) 1  Caster affected by Tasha's Hideous |
or announce everything he/she divines Laughter, as the spell |
. !
L to everyone present. 2 Random party member is charmed, as
per Charm Person, by caster. J

80




the spell-

3,

4

5

6
7

i
|
|
!
¢
f
|
i

| 8

All creatures (v X
o - = s Hyrmotsn, as |
Caster accidentally casts B¥F _

i

‘ sﬁ;;li-l}ks. but castor believes spell {I
cast successfully. - 1
Spell duration deubled- " I
: Elt.rbre party affected by Tadss i
Hideous Lamgiter, forone round only- ;‘
Caster regards party’ members a3 :
thieves a;tem;:ﬁng to steal hisher :
magical secrets. This
hour or until either the
members declare combat against one
another (ending hefore combat begn’_u-) l
Megalomania: Caster I:eﬁe\t-she,g'e B |
Land. This effect lasts S hours. o

effectlastsone |
caster or party

10

y1n

Party members believe their classesare |
ma%ped (The warrior thinks he's the .
rogue, the rogue thinks she's the deric, |
e:x-:J.,\-Ti"LScﬁen-tha_-".‘sS;ch_ s i
Spell effect halved. i

i2

i3

- et g, i e

Nearest enemy charmed, as per Charrmr |
Persem, by nearest afly besides caster.

Nearest enemy affected by Dic i
Morsiey, as the spell I no en=mies, :
reroll {

R S
il
LN

Spell effect doubled.

. round yawning and trying not to f2ll

asleep. Only partial actions allowed.

Spefl durafion halved.
- Exed becomes Pretection ffom Good, Hold
Perzal holds the portal open instead of

simt, elc.

Caster accidentally casts Sugpnsiion._ as
per the spell, and can select the target.
Magical explesion. Caster tkes 16
dmg per spell level.

Spell goes off normally, but caster
believes it does not work,

31

Generated

Caster accidentally casts D—L‘-;E.T\

v

Spell Levels 4-6

o Wild Magic Effeq

Caster subject to Fecblemind, 55 e

— G
Next enemy affected bm\,

Hervisr, as the spell.
Party affected b}' Mind Fps‘ as the

spell.

|
|
|
|
i

| 4
; Person on a party member,
E 5 Spellfizzles, but caster believes spell
E cast successfully. |
| 6 CSpellduration doubled.
| 7 Casteraffected by Crusking Despair & |
i the spell |
i 8 Random party member affected by
H Symhol of Slevp, as the spell.
i.9 };Iegalcmania: For 8 hours, caster ,
% believes he/she is the most powerfi] |
i spellcaster in the land. If caster {
| successfully makes a DC 20 Charisma !
i check, the caster's boasting attracs the |
| attention of an insulted outsider. |
| 10 Two random party members affectad |
by Corfusion, as the spell.
! 11 Spell effect halved. |
12 Random allv affected by Greater
Heroism, as the spell. g‘
| 13 Nearest enemy affected by Fectlencind, |
{ as the spell. If no enemies, reroll. ‘
! 14 Spell effect doubled.
' 15 Random party member affected by |
i Greater Heroism, as the spell. i
t 16 Spell duration halved.
g 17 ~ Spell effect reversed. Protection from |
‘3 Exil becomes Profection from Good, Hold f
j Porizl holds the portal 0 instead of |
! shut, etc. 3 g |
18  Hold Momster affects the next monster

that attacks caster.

by Camacanner from intsig.com

19

/KE‘T—I explosion. Caster takes 1d6 - |

f
i ; dmg per spe].l level P |
; =0 Spell goes off normally, but caster !
; " pelieves it does not work. {
spell Levels 7-9
Roll | WildMagicEffe |
i | Casteraffected by Otto’s Irresistible f
i Darce, as the spell. 3
' 5 (Caster accidentally casts Power Word |
| " Stunon random party member (or '
; self). |
' 3 Caster accidentally casts Antipatky ona !
i random object in room, set to repel the F
r party only-
i g Caster thinks he/she accddentally cast
| Dominate Persen on random enemy,
; but the enemy is just plaving along
! until it has an opportunity to hurt !
; caster. ['
| 5 Spell fizzles, but caster believes spell -'
cast successfully., {
| 6 Spell duration doubled. ‘-
i 7 Powerful enemy gains the benefitof ‘
Demand on the caster, as the spell. f
| 8§ Sympathy (GM's choice of qezture)is |
: cast on a commen object belonging to |
{ caster. !
| 9 Megalomania: For S hours, caster |
i believes he/she is the most powerful E
“ spellcaster in the land. If caster E
| successfully makes a DC 20 Charisma |
| check, the caster’s boasting attracts the |
i attention of an offended deity. {
{ 10 Symbol of Stunning affects all viewers,
| as the spell. {
| 11 Spell effect halved. 3 ;
| 12 Random enemy affected by Insamity, as
f' the spell. If no enemies, reroll. f
i 13 Nearest enemy affected by Insanity, as :
| the spell. If no enemies, reroll. 1
| 14 Spell effect doubled. -

ig éidd“mﬁanrum ; |
el et pei® o e
ersed Protaciion i
-Eoil mhom |
Fmb‘:‘ldﬁthem __G”d.&id
: Sh'll!,_etc_ . cm'w;‘
18 Caste:v amamm}i}-mﬁgh‘“{’u
“"T'.S:"?mﬂe:\t
sy o the party. §7OUp of monsters that
gl e s i
takes
o dmgperspelilevel - - h-mv
~pell goes off normally, but castey |
Evocation :

Table 3.10: Evocation spell fumbles

Spell Levels 1-3
(Roll Wild Magic Fffeqt R |
j 1 Casteraccdmtany&esafkgi- e
i Missle, which speeds toward 2 target
I of caster’s d:oke.j'us:bdqeimphgti ;
b D&.."i":‘.t\.“:‘- 1 IE.‘::_"'JS a:;pe;-_:s, cml m dﬁ;_l; ;- ¥

0 caster's head {note: 1" is not a typo). |
Caster is under the affects of darkness, |

~ and it moves with kim her. H

Sphere, which o the caster kooks ke a
Fleming Spheve. Howeves, it doesnot
burn and leaves a slime trail bebind i
as it rells. Creatures “attacked™ by the -
affected asif by thespell Gremse.
Random possession of caster affected
by Saziter, as the spell. : Self
Spell fizzles, but caster beieves spell -
Spell duration doubled.

S S




19

= . atinopportuné
. discretion).
8 Caster send
every time hefshe ca
effect lasts 24 hours-
g 7 Caster accidentally €@
. spellon his/her footwear-

as the spel l.r

s off a Flares i

sts a SPe"'

ts Light, s the

on/armor of party

10 dom wea
10 Randol P by Shatter, as the

member affected
spell. :
11 Spell effect halved. -
12 Random weapon [cIJf el
hatter, as thespell. .
13 lflearesr éﬁemyl;ffected by Scorching
. Ray,as the spell. Ifnoene
14 Spelleffectdoubled. .-
“15"" Random enemy hit with Magic Missile
' formaximum damage.
16 Spell duration halved. _
[ 17 Spell effect reversed. Protection from
Evil becomes Protection from Good, Hold
" Portal holds the portal open instead of
e shubrete =1 Al Tuaie
18  Darkness; as the spell, is centered on
caster's choice of target. Caster and all
allies can see through it as if it were
light shadow. N—
‘Magicai explosion. Caster takes 1d6
. dmgperspelllevel. .
20  Spell goes off normally, but caster
believes it does not work.

n;:[hy affected by

mies, reroll.

Spell Levels 4-6

Roll  Wild Magic Effect
1 Party affected by Ice Storm, as the spell.
2 A Wall of Fire, as the spell, appears
between the caster and nearest enemy.

3  Caster affected by Ofiluke’s Resilient

. Sphere, as the spell.

(83

10

11

12

13

14

16
17

Caster accidentally casts Shout,

affecting himself as well as all thoge i
range- )

gpell fizzles, but caster believes spell
cast successfully.

Spell duration doubled.

Bighy's Forceful Hand appears betweer,
caster and nearest ally, and pushes o]}
away, as per the spell. At end of spell
duration, the Hand makes a rude
gesture at the caster, then vanishes,
Caster accidentally casts Cantmgency,
with the stipulation that the next time
the caster eats, a Fireball will go off,
centered on the caster. The caster is
aware of this. Dispel Magic will not
ward this off.

A Wall of Force appears, blocking
party's path. It disappears after 1d6
minutes, reappearing in a new
(inconvenient) location 5 minutes later.
It disappears again after 1d6 minutes,
This cycle continues for 30 minutes.

A double strength Lightning Bolt is cast
in a random direction.

Spell effect halved.

Caster accidentally casts Chain
Lightning on enemies. If no enemies,
reroll.

Nearest enemy gains the benefit of Fire
Shield, as the spell. If no enemies,
reroll.

Spell effect doubled.

A Wall of Force protects the party next
time they rest.

Spell duration halved.

Spell effect reversed. Protection from
Ewil becomes Protection from Good, Hold
Portal holds the portal open instead of
shut, ete.

83
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18  Chain Lightning affects the party, as the i
spell, except it heals damage instead of l
dealing damage. The most heavily
damaged PC in range is the primary
target.

19 Magical explosion. Caster takes 1d6
dmg per spell level.

20  Spell goes off normally, but caster
believes it does not work.

Spell Levels 7-9
Roll Wild Magic Effect

1 Caster believes a maximum strength
Delayed Blast Fireball is going to go
off. This never occurs.

2 Forcecage traps random creature or PC

37T Mordenkainen’s Sword (as the spell)

4

3 o

9

10

11

iR,
appears and helps caster in combat.
After caster's enemies are defeated, it
fights the party until end of spell
diration. T SRR D RN
Bigby's Clenched Fist, as the spell,
attacks random party member each
round until end of spell duration.
Spell fizzles, but caster believes spell
cast successfully.

Spell duration doubled.

Delayed Blast Firebal! goes off on next
(or current) group of enemies, healing
them instead of dealing damage.
Caster accidentally casts Meteor Swarm
in a random direction. The spell deals
subdual damage instead of actual
damage.

Caster accidentally casts Sunburst, as
the spell.

Lightning Bolt goes off in random

direction.

12

13

14
15

16
17

18

19

20

Spell effect halved.

A floating orb issues from caster’s !
hands. All those who see it must make
a Fortitude save DC 30, or be knocked |
unconscious 1 round. Those failing the {
save are stunned 1 round. Upon
waking, those failing their saves are
healed of all dmg. S
Nearest enemy attacked by S
Mordenkainen’s Sword, as the spell-1f
no enemies, reroll, - Ha
Spell effect doubled.
Tlusion of Fireball goesoff onnext .~
group of foes. Foes appear to be :
incinerated, but instead Ian;_ turned - -
invisible, as the spell Greater
Invisibility. b Lt R
Spell duration halved. B
Spell effect reversed. Protection from o
Evil becomes Protection froim Good; Hold.

]

- Portal holds the portal open instead of ©
shut, ete. o i R
Every party member gets one 6d6
Fireball spell to discharge as a spell-like
ability in the next two days. One time
only.

Magical explosion. Caster takes 1d6 *
dmg perspelllevel. & -
Spell goes off normally, but caster
believes it does not work.

Illusion

Table 3.11: Illusion spell fumbles '

Spell Levels 1-3

1

Roll Wild Magic Effect

Invisibility cast on random party
member. . 2 7%

2 Invisibilify caston rando»ﬂllr eﬁemy. ‘
3 Leomund’s Trap cast on backpack of

each party member.




as an outsid
opposed alignme
G[i)};d character may
like a demon
lasts one hour-

5  Spell fizzles, but €
cast successfully- - .

6 Spel duration double ;

aster believes spel

be
from appear f©
fun with this)-
pell) is caston

the sound comes
random (GM's, have

“g  Mirror Image (as f;‘g 3
everyone within ).
the party whenever wme@g A &
occurs, taunting them. This s 1?5
two hours, with the Mouth appearing
wherever convenient each time:

10 The illusion of a glowing sword
appears 10’ from the party. Whenever
anyone gets within 10/, the sword
slides away. This effect lasts 30
minutes.

11 Spell effecthalved. :

12 Every member of the party is subject to
Blur, as the spell.

13 Nearest enemy affected by Blindress,

 as the spell. I no enemies, reroll.

14  Spell effect doubled. )

15 Caster accidentally casts Color Spray.
Party members are not affected.

16  Spell duration halved.

17  Spell effect reversed. Protection frah:
Evil becomes Protection from Good, Hold
Porfal holds the portal open instead of

 shut, etc. :

18 A Major Image of the caster is created,
controllable by the caster for 10

b rounds. The image then disappears.

19 Magical explosion. Caster takes 1d6

. dmg per spell level.

4 5t v T Appears
affected bl /‘”fﬁ’ Sdf-
Caster .

erof @
nt (e 2
(EP ear to 100k

I% 4 ;
of some sort). This cffec!
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s off normally, but caster

1l goe
20 igleicvges it does not work.
spell Levels 46

1 Casteris subject to a Phantasmal Kilje,.
as the spell except if caster is "killeq”
by the jllusion, he/she falls into a comga
for 7 days. .

2 Hallucinatory Terrain changes the lopk
of the next terrain the party sees,

3 AMajr Image of a ghost "haunts” the
party for 2 days.

4  Anlilusory Wall appears just out of
sight, in the direction the party is
traveling.

5 Spell fizzles, but caster believes spell
cast successfully.

6 Spell duration doubled.

7  Caster the subject of Nightmare, as the
spell.

8 Party affected by Veil, as the spell, but
do not see the illusion. Only others see
it. (GM's should be creative with this:
imagine a half dozen devils strolling
into a 20th level cleric's temple!)

9 Party hit with a Shadow Evocation
(Fireball), as if cast by a 10th level
caster.

10 Caster believes all illusions seen
(including those cast by the caster) are
real. This effect lasts for 24 hours.

11 Spell effect halved.

12 Phantasmal Killer cast on next enemy
caster engages in battle.

13 Nearest enemy affected by Nightmare,
as the spell. If no enemies, reroll.

14 Spell effect doubled.

15 Random party member gains the
ability to cast a single spell from the
TNlusion School, up to 3rd level.

16 Spell duration halved.

17  Caster believes the illusion is real, and | | 10 Animp bursts from the caster’s i

is affected by it. | | stomach, and flees, doing 8d6dmg to |

18 A Major Irmage of the caster is created, f the caster if the caster does not {
controllable by the caster. During this ‘ recognize this effect as an illusion. I

time, the illusion can deliver spells for 11 Spell effect halved. : AR i

the caster. It will appear as if the 12 Party affected by Mass Inwvisibiliy. i
illusion cast the spell. After 10 rounds, 13 Nearest encmy affected by. Sdlthﬂding"'1
the image disappears. Pattern, as the spell. 1f no enemies, i
19  Magical explosion. Caster takes 1d6 reroll. : i S
dmg per spell level. 14  Spell effect doubled. ) ) ‘

20  Spell goes off normally, but caster 15 Next group of enemies a“‘,'d*__fi by
believes it does not work. - Weird, as the spell, W

16  Spell duration halved. .

Spell Levels 7-9 v i“::re:c‘t’:&';‘;";““’ ‘?‘“‘f‘““ = 'm" and

- - 18 Caster accidentally casts Greater :
Roll wild Magic Effect i ’

i At the end of the party’s next battle, a Ztgiuwofzxxzs(Cw'“ﬂ“m e
Simulacrum (as the spell) of each party 19 Mag;}: o losior; Cte e
member attacks the party. e s;f;ll leve'l k_iis.lds

2 Party affected by Weird, as the spell. R i i : 11 b L e T
3 Party affected by Rainbow Pattern, as bglievgcs itk rmally, but caster
the spell, oes not work.
4 Innext (or current) battle, enemies
affected by Mass Invisibility. Necromancy
5  Spell fizzles, but caster believes spell
cast successfully. Table 3.12: Necromancy spell fumbles
6  Spell duration doubled. ]
7  Caster accidentally casts Greater Spell Levels 1-3
Shadow Evocation (Cone of Cold) on
nearest party member. Roll Wild Magic Effect !
8  Caster accidentally casts Greater 1  Caster affected by Cause Fear, asthe J
Shadow Conjuration. The conjured spell. ‘ i ';; S 1
creature immediately attacks the 2 Caster affected by Blindness, Eﬁm RS
caster. spell. |
9 A major deity (GM’s choice) appears, 3 Caster affected as if touched by a Ghoul -
and if combat is taking place, threatens Touch, as the spell. s e
to kill the next creature that attacks. If 4 Unde;d within 60’ attack the caster ‘
there is no combat, the deity berates immediately.
the caster for meddling in magic 5  Spell fizzles, but casterbehevesspeﬂ i
obviously too advanced for him/her. cast successfully. : g -
This effect is an illusion. 6  Spell duration doribled. e
7  Party affected by Scare, as the spell




4_.-_-—'_‘__‘_---—

§ ' Caster accidentally casts Vamprric
Touch. However, the spell affects the
caster as if he was the target, and vice
_versa.

A Ray of E:;ﬂ’e:blement springs from ﬁ‘le

 caster, hitting the nearest ally.

I 10 -Caster gains one negative energy

; 11 Spell effect halved :

12 Allundead within 60 of casi‘er obey
caster for one round.

" the spell. If no enemies, reroll.

14 Spell effect doubled.
15 Next group of enenues affected b}r
.+ Scare, as thespell. ©

16  Spell duration halved.

E17 Caster believes the lﬂusmn is real and 3

FEes 2ads affected byit. - :

IS * Next creature cas.ter s]ays aﬂ'ected by
Gentle Repose, as the spell.

.~ Magical explosion. Castertakes 1d6,

- dmg perspell level. © ;

20 Spell goes off normally, but castcr :

believes it does not work. :

level_.

"-“137 Nearest enemy affecled by Deaﬁ:e»s as 7

Spell Levels 4-6

AL Wild Magic Effect
.- Corpses within 60" affected by Animate
.De:rrﬂr as the spe]l, but not under the :

attack the party.: = .
2 Shortest party member affected by
Bestow Cur‘-e, as the -:pell

; aster affected by Contagwn, as the

spell. ;

4 Undead thhm 60' altack the caster

' 1mmed1ately

‘Spell fizzles, but caster believes spell

“cast successfully, e

- . Spell duration doubled

iy T\'Ilaster accidentally casts Symbol of Fear.
8 - Caster affected by Fear, as the spell. -

‘caster's control A].l ammated corpses :
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m members af{&tmﬁ
" Exhaustion. {
7 Iﬁ Caster gains two negative energy,
levels.
e Spéll effect halved.
12 Allundead within 60" of caster obey
caster for two rounds.
13 Nearest enemy affected by Cﬂnfﬁgwu
_ as the spell. If no enemies, reroll.
14 Spell effect doubled.
15 - Caster accidentally casts Enervation at
~ random enemy.
16 Spell duration halved.
17 Spell effect reversed. Protection from
Evil becomes Protection from Good, Hojg
Portal holds the portal open instead of
' shut, etc.
18 Caster accxdentally casts Undeath to
Death, as the spell.
19 Maglcal explosmn Caster takes 1d6
i dmg per spell level.
20 Spell goes off normally, but caster
believes it does not work.
Spell Levels 7-9
Roll Wild Magic Effect
1 Caster accidentally casts Symbol of
- Woeakness, as the spell.
2 Caster accidentally casts Symbal of
Death, as the spell.
-3 Party affected by Waves of Exhaustion,
. asthe spell,
4 Undead within 60 attack the caster
immediately.
5 - Spell fizzles, but caster believes spell
-, - cast successfully.
6 Spell duration doubled.
7 Caster affected by Finger of Death, as
« + the spell.
8  Heaviest creature within 60" aﬂccted
| by Horrid Wilting, as the spell.

| 9 Caster affected by Astral Projection, as - |
} the spell, but caster is unable to |
| terminate the spell for 3d6 rounds. '
10 Caster gains three negative energy i
levels. ]
11 . Spell effect halved. - }'
{ 12 All undead within 60’ of caster obey |
caster for three rounds. i
13 Nearest enemy affected by Horrid ‘
Wilting, as the spell. If no enemies,
reroll. : | l
14 Spell effect doubled. ' |
15 Casteraccidentally casts Energy Drain, |
affecting target of his/her choice.
16 Spell duration halved.
17 Spell effect reversed. Protection from |
Ewil becomes Protection fromt Good, Hold
Portal holds the portal open instead of
shut, etc.
18  Caster accidentally casts Soul Bind,
affecting target of his/her choice.
19 Magical explosion. Caster takes 1d6
dmg per spell level,
20 Spell goes off normally, but caster
believes it does not work,
Transmutation

Table 3.13: Transmutation spell fumbles

Spell Levels 1-3

Roll Wild Magic Effect
1 Caster affected by Enlarge Person, as
the spell.
2 Nextsecret door caster passes within
10" of affected by Knock, as the spell.

- Caster affocted by Jump and Feager. o
; ; his/her j jump, making the j Jumpa l‘uﬂ-

. action next round.

Fall, as the spells, eoxeept ﬂu‘h.wﬂlér .
Fall affects caster after lhvapp.x ol

round action, If caster fumps, afwr U
attack action, hefshe lm amove ;

r—

Caster believes he/she a‘_cmenmhy cast |
Magic Weapon on hisfher weapon, but
weapon is unatfected. ;
Spell fizzles, but caster bc]mcs spt:l} sl
cast successfully. 3 R

it M-

- Cunriing, Eagle’s bpfmdar, and Owi a

Spell duration doubled.

~ Caster affected by Bear's Emfumna' s,

Bull’s Strength, Cat's Grace, Fox's

Wisdor all at once, but on[v for me
round. :

o .

Caster affected b_v Gaseaus Formy, as the |
spell, except that caster can only end |
the spell early on a successful Will |
save (DC 25). Caster can Te-save ucry |
round. l'
Random enemy’s weapon affected by |
Greater Magic Weapon, as the spell, -

10

11

Random party member affected by
Slow, as the spell. et i
Spell effect halved.. S

12

13

Random party member affected by
Haste, as the spell,

Nearest enemy all’cded by ] dem:e
Person, as the spell, lf no emmms,
reroll. o SRR S

14
15

Spell effect doubled.
Caster affected by Fly, as the' spe]l.

16

17

Spell duration halved.

Spell effect reversed. Profedmn fmm
Evil becomes Protection from Good, H
Portal holds the portal upcn instead of
shut, efc. =4

Ps

Random enemy affected by Fire Arraw,

as the spell,




e R

f

17 spell effect reversed. Protectioy, from

[? 19 Magical explosion. Castermag__’ Ewil becomes Protection from Good, i
dmg per spell level. Portal holds the portal open ingy e’
| t 20 - Spell goes off normally, but caster“‘ : shut, etc. stead of
believes it does not work. 18 Caster affected by Rmy‘ s M"L‘monjc
Enhancer, as the spell.
Spell Levels 4-6 19 Magical explosion. Caster takeg 1dg
' dmg per spell level.
,R‘{H' i Wild Magic Effect 20  Spell goes off normally, but caster
1. Entire party affected by Enlarge Person, believes it does not work.,
. as the spell.
All doors, windows and other portals
within 60" affected by affected by Spellkevelszd
’ Knock, as the spell. =
3 Caster affected by Tenser's | Roll Wild Magic Effect
_ Transformation, as the spell. If no 1 Caster accidentally casts Reverse
' enemies are present, caster attacks the Gravity, as the spell, centered on
. _party until end of spell duration. himself/herself.
4  Caster accidentally casts Passwall, 2 Caster affected by Statue, as the spell,
~ through the nearest wall. except that he or she cannot switch
5. Spell fizzles, but caster believes spell back to a lifelike form until the end of
© . cast successfully. the spell’s duration.
6 Spell duration doubled. 3 Caster accidentally casts Polymorph
-7 ' Nearest group of enemies affected by Any Object, turning his/her most
: Mass Bull’s Strength, as the spell. prized possession into teddy bear.

8 Caster accidentally casts Fabricate, 4 Next individual caster touches affected
turning a random metal object by Tentporal Stasis, as the spell.
possessed by a party member into a set 5  Spell fizzles, but caster believes spell

___of high quality cookie tins. cast successfully.
~ 9 A random magic item possessed by a 6  Spell duration doubled.
party member is affected by ' 7 Caster turns into a flea, as per the
_.___ Disintegrate, as the spell. Polymorph spell, for 1 hour.
10  Next stone floor caster sets foot on 8  Caster turns into a spider monkey, as
" affected by Transmute Rock to Mud. per the Polymorph spell, for 1 hour.
. 11, Spell effect halved. ‘ 9  Caster turns into a common garden
12 Party affected by Mass-Bull's Strength, weed, as per the Polymorph spell, for 1 .
| asthespell. hour,
- 13 Nearest enemy affected by Baleful 10 Caster accidentally casts Etherealness
s P OlanQf'pfl, as the spell. If no enemies, on himself/herself and party.
reroll : 11 Spell effect halved.
Spell effect doubled. 12 Caster accidentally casts Iron Body, as

5 Caster accidentally casts Telekinesis on
16 = Spell duration halved.
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’mt enemy affectm
Gravity as the spell. If no enemies,
reroll.

14 Spell effect doubled.

15 Caster accidentally casts Time Stop, as
the spell. ; ;

16  Spell duration halved.

17 Spell effect reversed. Protection from
Evil becomes Praotection from Good, Hold
Portal holds the portal open instead of
shut, etc.

18  Caster accidentally casts Shapechange,
as the spell, but in combat, form
changes every two rounds (caster's
choice), but no form can be assumed
twice. :

19  Magical explosion. Caster takes 1d6
dmg per spell level.

20 Spell goes off normally, but caster

believes it does not work.

e

Universal

Table 3.14: Universal spell fumbles

Spell Levels 1-3

Roll Wild Magic Effect
1 Casteris instantly drunk, for 2d4

rounds.

2 Caster followed by arain cloud that
thunders and rains on him/her when
he/she casts a spell, requiring a DC 10
+ spell level concentration check, for
2d6 hours.

3 Caster fails all spot and listen checks
for the next 24 hours.

4 Caster's pack(s), pouch(es), box(es),
and all other containers fly open and
will not shut for 2dé rounds.

5  Spell fizzles, but caster believes spell
cast successfully.

6 Spell duration doubled.

10 Shaster deﬁeléps m‘ly pai;;} isk
ance of a fumble from 1 ’
to
d20, for 24 hours, Gt

:; Spell effect halved,

bttty i, S|
v om caster's spelLs R?.dﬁl‘; 3
€arest enemy aﬁeﬂedby
Rﬁreat,asthésp'eu,und A
reroll. - g o
14 Spell effect doubled.
15 Caster followed by Tenser's Fi
Disk for1d4days,.
16 Spgll duration halved. 3
17  Spell effect reversed. Protection
Evil becomes Protection from (
Portal holds the portal open
shut, etc. * 7 i e :
18  Next enemy targeted for a spell by the .
caster affected as if hit by a Shocking -
_ Graspasthespell.
19 Magical explosion. Caster takes 1d6"
dmg per spell level. © = 27y
20  Spell goes off normally, but caster
believes it does not work. g

Spell Levels 4-6

Wild Magic Effect

A rainbow arcs over the Caster’s head,

within touching distance. Any creature.

: putting kﬁsﬂmrhangih'l&xer;_m:l?d_wia |
knocked unconscious for 2d12 rounds:

2 Spell repeats itself on the same target - |-

next round.




Random beneficial first or second level WIong,  the 1
spel

3 ~ Caster believes that another chgracte}"s et e spell cast on caster with Pemﬂﬁenql, as Conceivably, one could s . wnang;
ﬁlégical W-e‘f’f"’“ is intelligent and i Roll Wild Magic Effect G ;hiislp;g-ration halved. Srant casey madvﬁﬂmﬂz’@\i:ed&\:t ne&:
4 )»g:fgfizcljzésb?ah;:rsarian—styie 1 Ligh'mmlgdsspfl‘;g;jéogs*:::;er's fingers, 1(; sgeu effect reversed,' Protection from 'clﬁfo\bl:a::: ';hat channeled the magic
rage next combat. i ? causmg‘t epaei'est S evels of Evil becomes Profection from .Good, Hold M orm that he or she wag
"5 spell fizzles, but caster believes spell darageones it i th Sxeathre, Portal holds the portal open instead of Prepared for.
S R b 7 - EpellaEpebasCioTUNe B farpey shut, etc. . : :
6 ‘Spell duration doubled. ) next rO}md‘_ db PR 18 Caster can communicate telepathically D“'.“_‘e magic is granted by powerful
7 The last si:ell qri caster's spell list is 3  Casteris S}:?}Zte1 ! Z):]I:msc e-.thstmg for one hour, any distance, any plane ennm?s _tO devoted followers. The
-/ castinstead.. PSR s Apgania m. i Pomts of of existence. Cf)mbmahon of words, gestures and
8  Nearest enemy affected by Minor Globe damafE Ri feriere .Wlth spellcasting Magical explosion. Caster takes 1d6 rituals used to invoke a certain spell are
_ of Invulnerability, as the spell. (successful concentration cl.xeck to cast, 19 dm%g A spell lev ol merely signals to release the divine
WP Coovs sutis o ol e gR o ! DC:: :ojr}ziloifzzlj)e:?fyﬂ:mghz-asm 20 Spell goes off normally, but caster power. If a divine spelicaster messes up
o see e s ; . :
I(J % ggs:ers aligninent reversed for one - choice. This effect lasts 24 hours. believes it does not safl ?:r Sllgnals, her spell is .“0'1 mst: The gods
: hour. 4 Caster melts into a puddle of goo, OP  —— Wlld magic because -
11 " Spell effect halved. = - Sh He/She will reconstitute in one hour. If Divine SPEH Fumbles the-xr follower was hit in 00“‘1.331 while
12 Spell goes off normally, and is not goo is divided, the largest amount will . trying to heal an ally. For this reason,
_ deducted from caster's spells per day. reconstitute as the entire caster. Arcane magic is a force in the .World that spell fumbles under the wild magic
3 * Nearest enemy affected by Spell 5 Spell fizzles, but caster believes spell is invoked through a combination words, variant rule apply to arcane spellcasters
. Turning, as the spell. If no enemies, cast successfully. gestures, rituals, and objects that channel only.
oopreroll S 6  Spell duration doubled. magic power into a recognizable and
14 Spell effect doubled. e 7  The last spell on caster's spell list is ful form. When the combination is
| 15 Nearest enemy affected by Disintegrate, ! cast instead. use
... -as thespell. I no enemies, reroll. © 8  Caster suffers from hallucinations that
16 Spell duration halved. ) an Arch-Devil has appeared and will
17 Spell effect reversed. Protection from kill him/her unless he/she performs a
Ifjﬂll b;ml?eimmdtzn from Good, é{f)’fd service. The hallucination lasts only 30
; 'ortal holds the portal open instead o minutes, but the caster does not know
5. shutzete. . BRI T e that it was a hallucination.
18  Caster can communicate telepathically 9 . All caster's first through fourth level
for one hour, any distance on the spells go off, with the caster as the
P el Prime Material Plane. : target.
19 - ‘M'argica} exp_losion. Caster takes 1d6 10  Caster's alignment reversed for one
. dmg perspelllevel. . .. - hour.
20 pr?ll goes off normally, but caster 11 Speli effect halved.
believes it does not work. 12 Spell goes off normally, and is not

deducted from caster's spells per day.
13 Nearest enemy affected by
Inprisonment, as the spell. If no
enemies, reroll.
Llfi- Spell effect doubled.
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The Manual of Mysteries: '
A Guide to Codes, Puzzles, and Riddles in Your Fantasy Campaign Seﬂing

Tired of the same old obstacles? Give your players something new to overcome, The
Manual of Mysteries provides players a wide variety of challenges. Have them work oyt
the answer to an ancient riddle, or crack an arcane code. Flavor your adventyre with 5
murder mystery, or give them a door that takes a quick-witted pI.ayer to. Opc-fn. This book
teaches game masters all they need to know to keep players honing their wits ag well as
their swords,
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A Guide to
Critical Hits, Fumbles, and Magical Mishaps

by

Tony Hellmann

Compatible with any RPG system that uses critical hits
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