Dynamic CriticAL Miss TABLES
Creatures rolling a natural attack of 1 risk trig-
gering random results on the Effect, Residual,
Damage, Stumble, and Equipment Tables.

The Effect Table demonstrates how critical
misses may influence other combatants. The
Damage Table results in injury to the attacker.
The Stumble Table dictates the physical impact
a miss can have on the attacker. The Residual
Table impacts the game with durational results.
The Equipment Table acts on equipment.

Critical misses differ substantially from criti-
cal hits. Critical hits are, by definition, hits.

That requires some sort of result. In contrast,
critical misses do not necessarily require any-
thing to occur.

Multiple critical misses certainly demonstrate
a dearth of luck. But a creature’s continued fail-
ure to hit also resonates a lack of judgment in
trying the same failed action again and again. As
a creature repeatedly roles critical misses, its ob-
stinance against experience leads to harsher re-

Every time a creature roles a critical miss it
accurmnulates a Critical Miss Counter
(“Counter”). Counters accumulate and remain
from battle to battle. For each critical hit,
remove a Counter. Remove all Counters after a
long rest.

Beginning with the first critical miss, roll
1d20 for each Counter. For each roll, take the
corresponding action on the Critical Miss Table.

For example, suppose a character already has
two Counters. On the third critical miss, the
character gains another Counter and immedi-
ately roll three d20s. If the character rolled a 20,
9, and 11 the character would then roll nothing,
a d10 on the Effect Table, and a d20 on the
Damage Table and apply the corresponding re-
sults. Unlike the Dynamic Critical Hit Table, the
Dynamic Critical Miss Table does not guarantee
a result.

For the Damage, Stumble, and Equipment
Tables, the more Counters that the attacker ac-

sults. cumulates, the more the result is magnified.
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CriTicaL Miss TaBLE - RoLL b2o EFFecT TaBLE - RoLL D10
Roll  Table Roll Table Roll  Effect {Attack Refers to Next Possible Attack)

1 +1 COUNTER, RE-ROLLT1 DAMAGE 1 EXPERIENCED: TARGET'S ATTACK ON ATTACKER IS A CRITICAL HIT.

2 DAMAGE 12 RESIDUAL 2 HESITANT: ATTACKER LOSES 1 POSITION OF INITIATIVE,

3 RESIDUAL 13 STUMBLE 3 DELAYED: ATTACKER LOSES 2 POSITIONS OF INITIATIVE.

4 STUMBLE 14 EFFECT 4 COWARDICE: ATTACKER MISSES NEXT TURN.

5 EFFECT 15 RESIDUAL 5 SPLIT VISION: ATTACKER ATTACKS ADJACENT TO TARGET; DISADV. IF OCCUPIED.

§ EQUIPMENT 16 STUMBLE 3 DISTRACTED: ATTACKER’S CLOSEST ALLY IN SIGHT GETS DISADV. ON NEXT ACTION.

7 REsIDUAL 17 EFFECT 7 EMBOLDENED: TARGET'S CLOSEST ALLY IN SIGHT GETS ADV. ON ATTACK.

8 STUMBLE 18 EQUIPMENT 8 PARANOID: ATTACKER MUST ATTACK NEW TARGET (NOT TARGET)

9 EFFECT 19 DAMAGE 9 EXAMPLE: ONE TARGET'S ALLY GETS CRITICAL HIT AGAINST ATTACKER NEXT ROUND)|

10 EQUIPMENT 20 NOTHING 10 PANIC: ON ITS NEXT ATTACK, ATTACKER USES MELEE WEAPON FOR RANGED
\_— — /7 ATTACK, OR RANGED WEAPON FOR MELEE ATTACK, -7
I~ — = =

ResibuaLTaBLE - RoLL D10 DuRrATION - RoLL D20
Roll Residual Effects Against Attacker. Roll for Duration. Roll Duration Roll Duration

1 RATTLED: LOSES ALL RESISTENCES. 1 1 TurN 1 2 TurNS

2 EXHAUSTION: ADDS ONE LEVEL OF EXHAUSTION. 2 1 TurN 12 2 TurNs

3 FAINT: ATTACKS ARE WITH DISADVANTAGE. 3 1 TUrRN 13 2 TurNS

4 FLEE: MUST MOVE TO FURTHERST LOCATION IN SIGHT ON NEXT ACTION(S). 4 1 TurN 14 2 TURNS

5 DEMORALIZED: AUTOMATICALY FAILS NEXT SAVING THROW (NO DURATION ROLL). 5 1 TurRN 15 2 TURNS

6 RINGING BELL: DISADVANTAGE ON ALL SAVING THROWS. 6 1 TurN 16 3 TURNS

7 INTIMIDATED: TARGET RECEIVES +2 AC AGAINST ATTACKER'S ATTACKS. 7 1 TurN 17 3 TURNS

8 BiTE TONGUE: ATTACKER CANNOT SPEAK. 8 1 TurN 18 4 TURNS

9 RETREAT: SO LONG AS ATTACKER 1S NOT ATTACKED, ATTACKER WILL NOT ATTACK, 9 1 TURN 19 1 MINUTE

10 TARGET MAY PICK ANY RESIDUAL FROM THE RESIDUAL TABLE. 10 1 TuRN 20 UNTIL REST
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DaAMAGE TABLE:
TARGET TAKES 1 X DAMAGE. RolLL p20. FOLLOW RESULT IF DAMAGE TYPE IS ROLLED. ¥ = COUNTERS.
Roll Type Result:

1 ON AcID VULNERABALE: ALL DAMAGE TO ATTACKER IS X *. ROLL FOR DURATION.

2 ON BLUDGEONING INTERNAL BLEDING: NEXT TURN, ATTACKER TAKES 2 X * ATTACK MODIFIER, 3 X ¥ ATTACK MODIFIER THEREAFTER, ETC. ROLL FOR DURATION.
3 ON CoLb FROZEN: ON ATTACKER'S NEXT TURN, MAKE STRENGTH TEST AGAINST ATTACKER'S MODIFIER + * TO ESCAPE. LOSS OF EACH TURN UNTIL PASS.
4 ON Fire BURNING: STARTING ATTACKER'S NEXT TURN, TAKES 3/4 X * FIRE DAMAGE CAUSED DURING ATTACKER'S PRIOR TURN (ROUND DOWN)#

5 ON FoRcE PRONE: ATTACKER KNOCKED PRONE. DAMAGE X *.

6 ON LIGHTNING UNcoNsclous: ROLL FOR DURATION X ¥,

7 ON NECROTIC FRIGHTENED: ROLL FOR DURATION X *.

8 ON PIERCING BLEEDING: TARGET TAKES DAMAGE EQUAL TO ATTACKER'S ATTACK MODIFIER + PROFICIENCY DAMAGE. ROLL FOR DURATION X *.

S ON PolisoN POISONED: ROLL FOR DURATION X *.

10 ON PsycHic INCAPACITATED: ROLL FOR DURATION X *,

1 ON RADIANT BLINEDED: ROLL FOR DURATION X *.

12 ON SLASHING CLEAVE: CREATURE LOSES USE OF RANDOM LIMB. ROLL FOR DURATION X ¥,

13 ON THUNDER DEAFENED: ROLL FOR DURATION X *.

14 ON TiME WARPED: ATTACKER ROLLS 1 X * RESIDUALS,

15 ON MELEE HIT ATTACKER ROLLS T X * EFFECTS.

16 ON DisTance HiT ATTACKER'S NEXT ATTACK IS GUARANTEED TO MISS.

17 ON SPELL HIT ATTACKER USES 2 SPELL SLOTS FOR FAILED ATTACK{OR THE NEXT HIGHEST SLOT IF NO MORE AVAILABLE).. |F CANTRIP, ROLL AGAIN.
18 ON STEALTH HIT DEXTERITY = -3 X *, ROLL FOR DURATION,

19 ON KiLL AFTER ATACKER'S NEXT KILL, ATTACKER SPENDS NEXT TURN ATTACKING THE KILLED TARGET.

20 ON ANY HiT RE-ROLL DAMAGE TABLE + 1 X *,

S =

# BURNING ENDS WHEN THE DAMAGE IS LESS THAN 1, OR THE BURNING IS EXTINGUISHED BY WATER, COLD, OR MAGIC.

P aa— ——N
STtumBLE TABLE - RoLL D10 CriTicaL Miss COUNTERS*
Roll Stumble 1 2 3 4+

1 STRENGTH MODIFIER: -1 X *. ROLL FOR DURATION. 1 2 3 4
2 DEXTERITY MODIFIER: -1 X *. ROLL FOR DURATION. 1 2 3 4
3 NOTHING

4 ProFiciENCY BoNus: -1 X *. ROLL FOR DURATION. 1 2 3 4
5 REDUCE MAX HIT POINTS: CONST. MODIFIER X *. ROLL FOR DURATION. 1 2 3 4
3 NOTHING.

7 ATTACKER FALLS FORWARD * FEET. MAKE A DEXTERITY SAVING THROW OR KNOCKED PRONE. 5 10 15 20
8 ATTACKER FALLS PRONE AND HITS GROUND, TAKING BLUDGEONING DAMAGE = CONST. MOD. X ¥ 1 2 3 4
9 NOTHING

10 ATTACKER STUMBLES INTO CLOSEST ALLY WITHIN 20 FEET. ATTAKER AND ALLY MAKE DEX SAVING THROW 1 2 4 6

AGAINST ATTACKER'S CONSTITUTION + * {CONTEST). EACH CREATURE THAT FAILS IS KNOCKED PRONE.
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EQuipMENT TABLE - RoOLL D10 CriTicaL Miss COUNTERS¥
Roll Stumble 1 2 3 4+

1 ATTACKER DROPS WEAPON. * ACTIONS TO RETRIEVE. 1 2 3 4
2 ATTACKER’S WEAPON KNOCKED BACK * FEET. 5 10 15 20
3 ATTACKER DAMAGES WEAPON (SAME FOR ARCANE WARD). -1 X * TO HIT. ROLL DURATION. 1 2 3 4
4 ATTACKER DAMAGES WEAPON (SAME FOR ARCANE WARD). -1 X * DAMAGE. ROLL DURATION. 1 2 3 4
5 ATTACKER DROPS SHIELD. * ACTIONS TO RETRIEVE. 1 2 3 4
6 ATTACKER DROPS ALL NON WEAPON, SHIELD, AND ARMOR EQUIPMENT. *ACTIONS TO RETRIEVE. 1 2 3 4
7 ATTACKER DAMAGES SHIELD AC: -1 X *, IF ANY. 1 HOUR TO MEND FOR EACH -1 AC. 1 2 3 4
3 ATTACKER DAMAGES ARMOR AC: -2 X ¥, IF ANY. 1 HOUR TO MEND FOR EACH -1 AC. 1 2 3 4
9 ATTACKER KNOCKED PRONE + SELF-INFLICTED WOUND. ROLL WEAPON DAMAGE (WITHOUT MODIFIERS) X *. 1 2 3 4

10 NOTHING.




