Some of these tables were originally created by by Marie & Gene Altobelli of the Dragonsblood Ink website.

Some alterations, additions & editing done by Abbadon.

Critical Hit Effects Table – Edged Weapons

Table One

01-02
eye removed, double damage (helmet, no effect)

03
Throat cut; death in 1 round if no healing magic available

04-05
shield arm struck; shield lowered for 1-4 rounds (no shield; normal)

06-10
shield removed; item saves vs. crushing blow with bonus for each “+” of magic shield; no damage…(no shield; no effect)

11-15
helmet removed…(no helmet; no effect)

16
abnormal injury {internal}, death in 1-6 days

17-18
knee-capped; double damage – no movement until healed

19-23
double damage; opponent stunned 1-2 rounds

24-62
double damage

63-90
triple damage

91-92
knee-capped; half movement

93
voicebox punctured; no talking – only moans and groans…(helmet; no effect)

94-95
fingers removed {d4 in number}; dexterity reduced 1-3 points

96
double damage; opponent’s leg struck -- dex check to remain standing

97 ear removed; opponent stunned for 1-2 rounds…(helmet; no effect)

98 double damage; huge scar remains

99 weapon arm struck; weapon lowered for 1-2 rounds

00
triple damage; opponent stunned for 1-3 rounds

Critical Hit Effects Table – Edged Weapons

Table Two

01-02
weapons arm struck; weapon lowered for 1-2 rounds

03-15
double damage

16-46
double damage; opponent stunned for 1-2 rounds

47-48
shield arm struck; shield lowered for 1-4 rounds…(no shield, normal)

49-52
shin-splints; half movement

53-54
weapon arm removed; opponent stunned for 1-2 rounds

55
throat cut; death is immediate

56 eye removed; double damage…(helmet; no effect)

57-60
double damage, huge scar remaines

61-62
head struck; double damage; blinded for 1-4 rounds

63-64
tripple damage; opponent stunned for 1-2 rounds

65
abdominal injury {internal}; double damage; death in 1-4 days

66-67
ear removed; opponent stunned for 1-2 rounds…(helmet; no effect)

67-69
thigh pierced; half movement

70 decapitated; immediate death

71-73
helmet removed…(helmet; no effect)

74-75
struck in back of head; double damage; opponent stunned for 1-2 rounds as head rings

76-94
triple damage

95-97
abdominal injury {internal}; death in 1-6 days

98-00
weapon arm struck; weapon lowered for 1-4 rounds

Critical Hit Effects Table – Edged Weapons

Table Three

01
shield arm struck; shield lowered for 1-2 rounds…(no shield; normal)

02-05
double damage; huge scar remains

06-07
head struck; double damage; blinded for 1-4 rounds

08-15
struck in leg; dex check to remain standing

16-43
double damage

44-70
triple damage

71-73
double damage; opponent’s leg struck – dex check to remain standing

74-78
shin splints; half movement

79-80
weapon arm removed; opponent stunned for 1-4 rounds

81-82
double damage

83
decapitated; immediate death

84 shield destroyed; 20% for each “+” of magic shield; damage…(no shield; no effect)

85-87
double damage; dex check to remain standing

88-89
ear lopped off; opponent stunned for 1-2 rounds (helmet; no effect)

90-92
leg struck; dex check to remain standing

93-95
helmet removed; stunned for 1-2 rounds…(no helmet; no effect)

96-97
scalp removed; double damage; opponent stunned for 1-2 rounds, lose d4 CHA points

98-99
shin splint; half movement

00
abdominal injury {internal}; death in 1-6 days

Critical Hit Effects Table – Edged Weapons

Table Four

01
head struck; double damage; blinded for 1-4 rounds

02-05
ear removed; opponent stunned for 1-2 rounds…(helmet; no effect)

06-10
shin splint; half movement

11-15
double damage; opponent stunned for 1-2 rounds

16-20
helmet removed…(no helmet; no effect)

21-50
double damage

51-52
double damage; dex check to remain standing

53-55
weapon arm struck; weapon lowered for 1-4 rounds

56-75
triple damage

76
voicebox punctured; no talking – only moans and groan…(helmet; no effect)

77-79
leg sweep; dex check to remain standing

80-82
triple damage

83-85
double damage; huge scar remains

86-87
shield arm struck; shield lowered for 1-4 rounds…(no shield; no effect)

88
throat cut; death is immediate

89-93
shield destroyed; 20% for each “+” of magic shield; no damage…(no shield; no effect)

94-99
shin splint; no movement

00
decapitated; immediate death

Critical Hit Effects Table – Blunt Weapons

Table One

01-02
skull crushed; death is immediate

03
triple damage

04-05
chest truck {“heart thump”}; stunned for 1-4 rounds

06-30
double damage

31-42
leg struck; fall to ground

43-45
knee crushed; double damage; no movement

46-50
shield arm struck; shield lowered for 1-4 rounds…(no shield; normal)

51-78
triple damage

79-80
chest struck; ribs broken; heart punctured; save vs. petrification or die

81-82
weapon arm struck; hit probability –2

83-84
head struck; opponent passed out for 1-4 rounds

85-90
double damage; opponent stunned for 1-3 rounds

91-92
shield arm struck; shield lowered for 1-4 rounds…(no shield; normal)

93-94
triple damage; dex check to remain standing

95
head struck; lose 1-3 points of intelligence (helmet; no effect)

96
weapon arm struck; broken; no attacks until healed

97-98
chest struck; ribs broke; lungs punctured; no movement

99-00
shield destroyed; 20% for each “+” of magic shield; no damage…(no shield; no effect)

Critical Hit Effects Table – Blunt Weapons

Table Two

01
leg struck; fall to ground

02-15
weapon arm struck; hit probability –2

16-40
double damage

41-42
shield destroyed; 20% for each “+” of magic shield; no damage…(no shield; no effect)

43
chest struck; double damage; stunned for 1-2 rounds

44
head struck; lose 1-2 points of intelligence…(helmet; no effect)

45-50
shield arm struck; shield lowered for 1-2 rounds…(no shield; normal)

51-65
triple damage

66-70
double damage; dex check to remain standing

71-73
knee crushed; double damage; no movement

74-79
double damage; opponent stunned for 1-4 rounds

80-81
chest struck; ribs broken; lungs punctured; no movement

82-84
leg struck, knee bends forward; triple damage, fall to ground, no movement possible

85-90
double damage; opponent stunned for 1-2 rounds

91
skull crushed; death is immediate

92-95
weapon arm struck; hit probability –2

96-97
triple damage; dex check to remain standing

98-00
weapon arm struck broken; no attacks

Critical Hit Effects Table – Missile Weapons

01-02
struck in head; immediate death

03-31
double damage

32-43
leg sweep; dex check to remain standing

44-45
weapon arm struck; hit  probability –2 for 1-4 rounds

46
weapon arm struck; double damage; weaponlowered for 1-3 rounds

47
abdominal injury; death in 1-6 days

48-49
knee splint; no movement

50-70
triple damage

71-72
head struck; double damage; blinded for 1-4 rounds…(helmet; not effect)

73-74
weapon hand struck; drop weapon

75-78
leg struck, knee pierced through; stumble and fall; stunned for 1-2 rounds

79-82
shield arm struck; shield lowered for 1-4 rounds…(no shield; normal)

83-85
double damage

86
voicebox punctured; no talking – only moans and groans…(helmet; no effect)

87-89
double damage; opponent stunned for 1-4 rounds

90-92
leg struck, stumble and fall

93-95
weapon arm struck; weapon lowered for 1-2 rounds

96-98
eye removed; double damage

99
struck in head; immediate death

00
triple damage

Critical Hit Effects Table – Punch/Wrestling

01-05
head struck; double damage; blinded for 1-4 rounds

06-20
double damage

21-48
double damage; broken jaw; +5% KO per point of damage done

49-68
triple damage

69-72
chest struck; ribs broken; hit probability –4

73-78
double damage; opponent stunned for 1-4 rounds

79-83
triple damage; dex check to remain standing

84-89
double damage; +5% KO

90-95
black eye; hit probability –2 until healed

96-98
double damage

99
triple damage; busted nose; +5% KO

00
automatic KO

Fumble Effects Table – All Weapons

Table One

01-15
stumble; dex check or fall; stunned for 1-4 rounds

16-19
trip and fall; stunned for 1-2 rounds

20-23
hit self; normal damage

24-25
wrench weapon arm; weapon arm lowered for 1-2 rounds

26
distracted; opponent’s next attack at +3 “to hit”

27-29
hit friend; normal damage

30-33
impale weapon into ground; weapon stuck for 1-2 rounds

34-40
stumble; dex check or fall; stunned for 1-4 rounds

41-46
weapon breaks – 100%; 20% for each “+” or ability of weapon

47-48
hit friend; normal damage

49-55
trip and fall; stunned for 1-4 rounds

56-59
distracted; opponent’s next attack at +3 “to hit”

60-63
hit friend; half damage

64-70
off balance; dex check or fall; no attack next round

71-78
twist ankle; half movement for –16 turns; dex check or fall

79-90
weapon knocked away; roll d8 for direction; 3” to 15”

91
hit self; critical hit

92
roll twice; ignoring rolls of 92

93-98
lose grip of weapon; dex check or drop weapon

99-00
hit friend, normal damage

Fumble Effects Table – All Weapons

Table Two

01-20
hit friend; normal damage

21
roll twice; ignoring rolls of 21

22-23
hit friend; half damage

24
trip and fall

25-29
weapon knocked away; roll d8 for direction, 3” to 15”

30-34
trip and fall; stunned for 1-2 rounds

36-40
twist ankle; half movement for 1-6 rounds

41 trip and fall; land on weapon; weapon save vs. crushing blow

42-49
lose grip of weapon; dex check or drop weapon

50-53
wrench weapon arm; weapon arm lowered for 1-2 rounds

54-58
off balance; dex check or fall; no attack next round

59-63
hit self; half damage

64-70
weapon breaks – 100%; -20% for each “+” or ability of weapon

71
trip and fall; dex check or lose grip of weapon

72-78
hit self; normal damage

79-83
stumble; dex check or fall; stunned for 1-4 rounds

84
hit friend; critical damage

85-90
distracted; opponent’s next attack at +3 “to hit”

91
twist ankle; fall; no movement

92
impale weapon into ground; weapon stuck for 1-2 rounds

93-95
hit self; normal damage

96-00
stumble; dex check or fall; stunned for 1-2 rounds

Fumble Effects Table – All weapons

Table Three

01
wrench weapon arm; weapon lowered for 1-2 rounds

02
hit self; normal damage

03-05
trip and fall; stunned for 1-2 rounds

06
trip and fall; land on weapon; weapon save vs. crushing blow

07-09
hit friend; half damage

10-11
impale weapon into ground; weapon stuck for 1-2 rounds

12-20
trip and fall; dex check or lose grip of weapon

21-27
twist ankle; half movement

28-33
distracted; opponent’s next attack at +3 “to hit”

34-38
lose grip on weapon; dex check or drop, 1 action to retrieve

39 hit friend; normal damage

40-52
weapon knocked away; roll d8 for direction; 3’ to 15’

53-59
trip and fall

60-63
hit friend; normal damage

64-69
weapon breaks – 100%; -20% for each “+” or ability of weapon

70-73
hit self; half damage

74-80
stumble; dex check or fall; stunned for 1-4 rounds

81-82
wrench weapon arm; weapon lowered for 1-2 rounds

83-89
trip and fall; stunned for 1-4 rounds

90
hit friend; critical damage, roll on charts above

91-95
off balance; dex check or fall; no attack next round

96-99
twist ankle; no movement

00
roll twice; ignoring rolls of  00

Fumble Effects Table – All Weapons

Table Four

01-15
trip and fall

16-20
hit friend; normal damage

21-28
wrench weapon arm; weapon lowered for 1-2 rounds

29
distracted; opponent’s next attack at +3 “to hit”

30-45
weapon knocked away; roll d8 for direction; 3” to 15”

46-48
hit friend; half damage

49-50
trip and fall

51
hit self; normal damage

52-58
off balance; dex check or fall; no attack next round

59-62
distracted; opponent’s next attack at +3 “to hit”

63-68
wrench weapon arm; weapon lowered 1-2 rounds

69-72
lose grip of weapons; dex check or drop weapon

73-79
impale weapon into ground; weapon stuck for 1-2 rounds

80-82
twist ankle; no movement

83
hit friend; normal damage

84-88
trip and fall; stunned for 1-2 rounds

89-91
lose grip of weapon; dex check or drop weapon

92
trip and fall; land on weapon; weapon save vs. crushing blow

93
roll twice; ignoring rolls of 93 to 94

94
roll three times; ignoring rolls of 93 to 94

95
distracted; opponent’s next attack at +3 “to hit”

96-99
twist ankle; half movement

00
hit self; critical damage

Fumble Effects Table – Missile Weapons

01
trip and fall

02-05
hit friend; normal damage

06-15
weapon breaks – 100%; -20% for each “+” or ability of weapon

16-18
mis-fire; missile shot in random direction; d8 for direction; 3” to 15”

19-23
hit friend; half damage

24-25
twist ankle; half movement

26
hit self; normal damage

27-29
off balance; dex check or fall; no attack next round

30
roll twice; ignoring rolls of 30

31-34
hit friend; normal damage

35-36
distracted; opponent’s next attack at +3 “to hit”

37-50
stumble; dex check or fall; stunned for 1-2 rounds

51-53
hit self; normal damage

54-58
hit friend; normal damage

59-65
weapon breaks – 100%; -20% for each “+” or ability of weapon

66-95
stumble; dex check or fall

96-97
twist ankle; half movement

98
hit friend; half damage

99-00
distracted; opponent’s next attack at +3 “to hit”

Abbadon’s Olde School 1st Edition   C R I T I C A L   R O L L   C H A R T

Critical Hits   {Roll d10 for location}

1 Chest Hit

Roll d% - 96% or above is instant Kill.




     Roll twice for extra damage.

2 Leg Wound

1-2 = Leg broken, double damage.


Roll d10

3-8 = Normal damage, lose 2 att.

                                            9+ = Leg severed, double damage plus lose 1 hp/round  




tillHealed.

3 Head Shot

1-2 = Eye put out, double damage, lose 3


Roll d10

        attacks, -4 to att rolls.




      3+ = Roll twice for extra damage, lose next attack.

4 Hand Smash

1-2 = Weapon hand, drop weapon, normal dam.


Roll d10

3-4 = Shield hand, drop shield or 2-handed



weapon, normal damage.




      5+ = Weapon {evens} or shield {odds} hand severed, as 




above plus double damage plus 1 hp/round until 





Healed.

5 Chest Jab

Above 96% = Instant kill, otherwise double


Roll d%

damage & lose next attack.

6 Groin Shot

Above 96% = Instant kill, otherwise double


Roll d%

damage & lose next 2 attacks.

7 Neck Stroke

1-3 = Lose next attack.


Roll d10

4-7 = Jugular cut, triple dam + 1 hp/round.




8-9 = Neck severed, instant kill.

10 = Spinal cord cut, triple damage + paralysis {no save}.

8 Abdominal Slash    
Roll twice for extra damage.

9 Chest Jab

As above.

10 Groin Shot

As above.

Critical Miss

 {Roll d10 for accident}

1 Wild Swing
Drop weapon, lose next attack to retrieve it.

2 Under Swing 
 
Lose all other actions this round.

3 Over Swing
5% chance to toss weapon 1-8 feet.

4 Bad Swing
But good balance, no effect.

5 Windmill
25% chance strike comrade, otherwise no effect

6 Bad Swing
But good balance, just look bad.

7 Bad Swing
10% chance pull muscle, no attacks till Healed

8 Wild Swing
Make Dex roll or drop weapon {lose next att.}

9 Wild Swing
Make Dex roll or fall down, get attacked +4.

10 Trip Self

Lose all other actions, 20% toss weapon d10 feet
