CRITICAL HITS AND FUMBLES TABLE--Version 3                                              JD '98


Blades; Slashing Wounds


01-32  Double Damage


33-66 Triple Damage


67-73 Arm Wound (3x damage)


74-79 Arm Wound (3x damage: -2 to hit or +2 to AC)


80-84 Arm Wound (4x damage: Limb useless until healed)


85-86 Arm Wound (5x damage: Limb removed at wrist: System Shock check)


   87   Arm Wound (6x damage: Limb removed at elbow: System Shock check)


88-90 Leg Wound (5x damage: Move 1/2: All Dex bonuses lost: -2 to hit: +2 to AC)


91-92 Leg Wound (6x damage: Limb useless until healed: Move 1/10)


  93    Leg Wound (7x damage: Limb removed at knee: No move: System Shock Check)


94-96 Chest Wound (5x damage: System Shock check)


97-98 Abdominal Wound (6x damage: System Shock check)


  99    Head Wound (8x damage: System Shock: 50% chance to lose an eye)


  00    Head Wound (Decapitation: Immediate Death)





Blades; Stabbing or Thrusting Wounds


01-32 Double Damage


33-66 Triple Damage


67-75 Chest Wound (Non-fatal: 4x damage)


76-80 Chest Wound (5x damage: Fatal in 1d8 days if not healed)


  81    Chest Wound (Heart Punctured: Immediate Death)


82-87 Abdominal Wound (Non-fatal: 5x damage)


88-89 Abdominal Wound (6x damage: Fatal in 1d4 days unless healed)


  90    Abdominal Wound (Intestines Punctured: Death in 1d6 minutes: System Shock check)


91-92 Arm Wound (3x damage: -4 to hit OR +4 to AC)


93-94 Arm Wound (4x damage: Limb useless until healed)


95-96 Leg Wound (4x damage: -4 to move)


97-98 Leg Wound (5x damage: Limb useless until healed)


  99    Head Wound (7x damage: Eye pierced: System Shock)


  00    Head Wound (Brain pierced: Immediate Death)





Rules Regarding ALL critical hits:





All Critical Hits are based on:


Right Hand Attacker                               Left Hand Attacker


01-60 Left Side                                          01-60 Right Side


61-80 Center                                              61-80 Center


81-00 Right Side                                       81-00 Left Side





All Critical Hits are subject to GM descretion. A slash with a 3" dagger is not likely to remove an elephants leg. On the other hand a sleeping or immobile opponent is more likely to die from ANY blow.





Any Critical Hit that requires a System Shock Check is made on the system shock percentage from the constitution tables. A character who succeeds the roll remains awake and can try to stop the blood flow, heal themselves, etc. A character that fails his check, immediately falls unconscious and continues to lose hit points at the rate of 1 per round until healed or bandages are applied.





Any Critical Hit that states "useless until healed" requires the usage of a Cure Critical Wounds or Heal Spell. No other healing will work. Multiple uses of the lesser healing spells will not work either.





Remember that these wounds cut, pierce, bludgeon or otherwise destroy vital tissues and organs. These table are used to incapacitate or knock-out opponents. A character hit with an 8x damage score is NOT likely to continue fighting, even if the damage rolled is 1. These wounds are deep, bloody and usually fatal.





Critical Hits Tables-- Page 2


Blunt or Bruising Weapons; Bludgeoning attacks


01-32 Double Damage


33-66 Triple Damage


67-73 Arm Wound (3x damage: Arm useless for 1d4 rounds)


74-79 Arm Wound (4x damage: -6 to hit or +6 to AC)


80-84 Arm Wound (6x damage: Limb useless until healed)


85-86 Arm Wound (6x damage: Wrist crushed: System Shock check)


  87    Arm Wound (7x damage: Elbow crushed: System Shock check)


88-90 Leg Wound (4x damage: 1/2 move: Thigh heavily bruised: System Shock check)


91-92 Leg Wound (5x damage: Knee Crushed: No move: System Shock)


  93    Leg Wound (7x damage: Leg Destroyed: No move: Useless until healed: System Shock at 1/2)


94-96 Chest Wound (8x damage: Ribs shattered: No Action: System Shock Check at 1/2)


97-98 Abdominal Wound (5x damage: Solid Blow: Stunned for 1d6 rounds: System Shock check)


  99    Head Wound (9x damage: Automatic Knock Out: Save vs. Death Magic or lose 1 point INT)


  00    Head Wound (Brain Destroyed: Immediate Death)





Missle Weapons


01-32 Double Damage


33-66 Triple Damage


67-71 Chest Wound (4x damage)


72-76 Chest Wound (5x damage)


77-80 Abdominal Wound (5x damage)


81-84 Abdominal Wound (6x damage)


85-88 Arm Wound (4x damage: Limb useless until healed)


89-92 Leg Wound (5x damage: Limb useless until healed: 3/4 move)


93-97 Head Wound (7x damage: Eye Pierced: System Shock check)


98-00 Head Wound (Brain pierced: Immediate Death)





Rules regarding Blunt and missle critical hits:


Any Critical Hit stating useless until healed, requires a Cure Critical Wounds or Heal spell to fix. Lesser Cure's do not work.





Any Critical hit requiring System Shock check that fails merely knocks the character out for 1d6 turns and the character remains stunned for 1d3 hours afterwards.





Blunt Critical Hits induce major trauma. These are not as bloody nor as messy as a piercing or slashing hit, but can be much worse in effect.





Missle Critical Hits assume that they are NOT point blank hits, and are therefore not as nasty. A point blank hit with any weapon will induce the damage from the appropriate table, ie. a thrown hammer at point blank will use the blunt table, while a dagger will use the piercing table.





As always discretion is always advised. An iron golem does not have a skull or brain and CANNOT be killed in this fashion, even though the damage may still occur and may kill it that way. Always think about the consequences of each potential blow before announcing the results.
































Critical misses and Fumbles--pg 3


Critical Miss


01-15 Slip, Off Balance for rest of round, no other action for remainder of round


16-24 Slip, Off Balance for 1d2 rounds


25-27 Slip, Save vs Balance or fall, stunned for 1d4 rounds


28-30 Twist Ankle, Save vs Balance or fall, stunned for 1d6 rounds


  31    Slip and Fall, Stunned and knocked out for 1d3 turns


32-40 Lose Grip on weapon, no attacks next round, no other actions this round


41-47 Lose Grip, Save vs Balance or Drop Weapon, no other actions this round


48-52 Lose Grip, Drop Weapon


  53    Weapon Knocked away, no further actions


54-60 Blinded in eye, no further actions this round, +2 to AC for remainder of round


61-67 Distracted, no further action this round, opponents next attack at +3


68-00 Critical Fumble, roll on table II





Critical Fumble-- table II


01-20 Weapon Breaks (see note below), No further action this round


21-35 Weapon Shatters (see below), no further actions this round, lose 1 action next round


36-52 Step into blow, opponents next attack at +2 to hit/+3 to damage, no further actions this round


53-70 Step into blow, opponents next attack at +4 to hit/x2 damage, no further actions this round


71-76 Hit Self, 1/2 damage


77-81 Hit Self, normal damage


82-84 Hit Self, 2x damage


  85    Hit Self, Critical Hit


86-91 Hit Friend, 1/2 damage


92-96 Hit Friend, normal damage


97-99 Hit Friend, 2x damage


  00    Hit Friend, Critical Hit





Any Fumble that requires a Balance Check (Dexterity if not using the Skills and Powers system) is not given a description for success. If the check succeeds go to the next lower description. Example, a character rolls 25-27 on table I, he makes his balance check, therefore his character is off balance for 1d2 rounds (16-24).





Weapon Breaks or Shatters.


There is a base 100% chance to break the weapon. For every MAGICAL plus subtract 20% from the base. If the weapon is a non magical +1 weapon, it saves as if it had no bonus. 





If a weapon shatters it explodes in a 1d10 foot radius from the wielder. EVERY creature within this radius (including the wielder) takes 1d4 damage. All creatures recieve a Save vs. Breath Weapon to avoid the pieces of flying debris.





If a weapon is knocked away or dropped use the following scatter diagram. Roll 1d8 to determine direction. "C" represents the wielder of the weapon and the number cooresponds to the direction the weapon bounces away. Once direction is rolled, roll 1d10 for the number of feet the weapon goes before stopping.


                                                                               8  1  2


                                                                                  \ /


                                                                               7-C-3                1- represents directly in front.


                                                                                 /  \


                                                                               6  5  4





As Always discretion MUST prevail. If it's impossible for the roll to happen, then reroll the result.








