	1d20 Critical Hit Chart

	1
	Max Damage

	2
	Max Damage

	3
	Double Normal Damage (or Max Dmg, whichever is higher)

	4
	Double Normal Damage (or Max Dmg, whichever is higher)

	5
	Double Normal Damage (or Max Dmg, whichever is higher)

	6
	Double Normal Damage (or Max Dmg, whichever is higher)

	7
	Double Normal Damage (or Max Dmg, whichever is higher)

	8
	Double Normal Damage (or Max Dmg, whichever is higher)

	9
	Double Normal Damage (or Max Dmg, whichever is higher)

	10
	Double Max Damage (DMD)

	11
	DMD + Bleeding + 1d4 dmg per round unless bandaged

	12
	DMD + Knockback (1 free attack)

	13
	DMD + Enemy Drops Weapon* OR Shield (roll if applicable)

	14
	DMD + Stunned/Paralyzed 1d4 rounds

	15
	DMD + Enemy Weapon* OR Shield shatters (roll if applicable) (magic items get Save vs. Paralyzation)

	16
	DMD + Blind 1d4 rounds + Bleeding

	17
	DMD + Critical Bleeding + 1d10 dmg per round unless cured or given serious medical attention

	18
	DMD + Limb Amputation OR Crushing Blow (roll for limb) + Critical Bleeding

	19
	DMD + Instant Kill (enemy gets +5 Save vs. Death Blow)

	20
	DMD + Instant Kill (enemy gets Save vs. Death Blow)


*If no weapon/shield is used the applicable effect (only) is ignored

	1d20 Fumble Chart

	1
	None

	2
	Drop Weapon (DW)* (or Bowstring Break) (+ Lose any additional attacks)

	3
	DW

	4
	DW

	5
	DW

	6
	DW

	7
	DW

	8
	DW

	9
	DW

	10
	DW

	11
	DW + Half Damage

	12
	DW + Half Damage

	13
	DW + Half Damage

	14
	DW + Half Damage

	15
	DW + Half Damage

	16
	DW + Normal Damage

	17
	DW + Normal Damage

	18
	DW + Normal Damage

	19
	DW + Normal Damage + Stun 1-4 rounds

	20
	DW + Normal Damage + Stun 1-4 rounds


*If no weapon/shield is used the applicable effect (only) is ignored
