
C R I T I C A L 
1. Vicious strike– roll 
damage twice.   

1. Clobber  
enemy, send them 
flying 5’. 

1. You strike the  
enemy in the face- 
they are blinded for 1 
round. 

1. Destroy  
enemy’s  
Weapon (non-
magical). 

1.  Strike the enemy in 
the head.  +1d6  
damage.   

1. Perform extra  
action in conjunction 
with your attack (flip a 
table, move, swing 
from a rope, etc.).  

1. Savage strike– roll 
damage twice +1d6.   

1. Attack hits heart– 
Luck roll– success: 
killed instantly; fail: 
+2d6 damage. 

2. Hit the enemy  
between the eyes– 
stunned for one 
round. 

2. Knock enemy 
around, gain a  
second attack. 

2. Revitalizing shout– 
your allies in 20’ catch 
a breath and are 
healed for 2d4 HP. 

2. Your attack shatters 
enemy’s resolve.  They 
flee from you as fast 
as possible (save  after 
1d4 rounds).   

2. Your attack  
impedes the  
enemy’s mobility– half 
movement until 
healed.   

2. Attack cracks skull.  
+1d6 damage and –2 
Intelligence (Make 
Luck roll or perm).   

2.  You feel  
emboldened-   
Advantage on Fear 
effects for 1d4 rounds.   

2. Destroy enemy’s 
weapon (Luck roll to 
destroy magical  
weapons).   

3. Trip enemy– 
Knocked prone and 
spend movement 
getting up.  

3. You embolden your-
self– Advantage on 
next attack. 

3. Your attack is fast- 
gain a new attack on 
an enemy within 15’.   

3. Attack smashes in 
face.  +1d6 damage 
and –2 Chr (Make Luck 
roll or perm). 

3. You embolden the 
all allies within 15’– 
Advantage on next 
attack.   

3. Your attack  
emboldens allies.  
Advantage on Fear 
effects for 1d4 rounds.   

3. Spins enemy around 
and collides with  
another opponent.  
Both knocked prone.   

3. You strike the  
enemy in the face- 
they are blinded for 
1d4 rounds. 

4. Knock weapon out 
of enemy’s hand. 

4. You embolden the 
nearest ally–  
Advantage on next 
attack.   

4. Your attack spins 
the enemy around, 
allowing you a back 
attack!   

4. You feel  
reinvigorated, catch a 
breath and be healed 
for 2d4 HP.   

4. Blow hits spinal 
column– roll damage 
twice  (Make Luck roll 
or perm paralyzed).   

4. Attack severely 
injures enemy– lose 
ability to use attack 
arm until healed.   

4. You sever an arm or 
a leg (GM choice).  
Double damage.   

4. You feel  
invigorated by your 
prowess– Gain 2d4 
temp HP. 

4. Your weapon flies 
from your hand. 

4. You embarrass the 
nearest ally– They 
suffer Disadvantage on 
next attack.   

4. The enemy  
surprises you– treat 
their attack as back 
attack.    

4. Anxiety wins out– 
You vomit for 1d3 
rounds and suffer 1d6 
damage.   

4. Enemy attacks and 
hits your spinal  
column– roll damage 
twice  (Make Luck roll 
or perm paralyzed).   

4. Enemy attacks and 
severely injures you– 
lose ability to use 
attack arm until 
healed.   

4. The enemy attacks 
and severs an arm/leg 
(GM choice).  Double 
damage.   

4. Enemy feels   
invigorated by your 
blunder– Gains 2d4 
temp HP. 

3. The enemy trips you
- Knocked prone and 
spend movement 
getting up.  

3. You feel  
embarrassed–  
Disadvantage on next 
attack. 

3. The enemy’s attack 
is quick.  They get two 
free attacks on you. 

3. Enemy attacks and 
hits your face-  +1d6 
damage and –2 Chr 
(Make Luck roll or 
perm). 

3. You embarrass all 
allies within 15’–  
Disadvantage on next 
attack.   

3. Your fumble rattles 
allies– Disadvantage 
on Fear effects for 1d4 
rounds.   

3. Enemy spins you 
around and collides 
with an ally.  Both 
knocked prone.   

3.   Enemy lands an 
attack on your face– 
you are blinded for 
1d4 rounds. 

2. Slip and smack  
yourself– stunned for 
one round. 

2. Enemy surprises 
you, gaining an  
immediate attack. 

2. The enemy rattles 
you.  You suffer  
Disadvantage to all 
rolls for one hour.   

2. The enemy’s attack 
shatters your resolve.  
You flee as fast as 
possible (save  after 
1d4 rounds).   

2. You slip and break 
your ankle.  Half 
movement until 
healed.  Suffer 1d4 
damage.   

2. Enemy attacks and 
cracks your skull.  
+1d6 damage and –2 
Intelligence (Make 
Luck roll or perm).   

2.  You feel rattled -   
Disadvantage on Fear 
effects for 1d4 rounds.   

2. The enemy blocks 
and destroys your 
weapon (Luck roll to 
destroy magical  
weapons).   

1. Enemy critically 
succeeds attacking you
– roll damage twice.   

1. You slip and  
stumble and land on 
your butt 5’ away.  

1. Your weapon slips 
from your hands and 
hits you in the head– 
you are blinded for 1 
round. 

1. Your blunder  
destroy your weapon 
(non-magical). 

1.  Weapon slips out of 
your hand hits you on 
the head.  1d4 damage 
and stunned one 
round.   

1. The enemy picks 
you up and tosses you 
like a doll, you fly 
1d12+1d8 ft.  1d6 
damage.   

1. Enemy feels  
victorious.  Next  
successful attack, roll 
damage twice +1d6.   

1. You slip and land on 
your back.  All  
enemies gain a free 
attack.   

F U M B L E S 
 

Roll 1d4 on the chart.  Look at the number on the die in the column it lands.   


