Critical Misses


Any time a 1 is rolled on an attack roll, it is a critical miss threat.  A critical miss threat is confirmed in the same manner as a critical threat: roll the attack again.  A hit indicates that the critical miss threat is unconfirmed, and it is treated as a normal miss.  However, if the second attack roll misses, it is a critical miss and the effect is determined by the rules below.  If a second 1 should be rolled, keep rolling until the roll indicates either a confirmed critical miss or a normal miss.   For each time a critical miss was confirmed, the Severity Level increases by 1.  Severity Levels are used to determine the magnitude of any given effect resulting from a critical miss.

A critical hit can result in three different effects: Breakage, Damage, and Droppage.  The effect is decided by rolling a d100 on the table below.


When the table indicates Breakage, it does not necessarily mean that the weapon is broken.  The weapon must make a save vs. crushing blow, with the following modifiers: +2 for being magical, +1 for every “plus” up to +3, +2 for each “plus” after +3, -1 for each level of Severity, -2 if being used in an irresponsible manner (hitting a stone wall with a battle axe, or trying to pry up a rock with a sword, ect), as well as any other modifier the DM feels is appropriate.  If the final save is successful by 4 or more points, the weapon is completely safe.  If the save is made, but not by at least 4 points, it receives one Flaw per Severity Level, and all subsequent rolls made with that weapon will be at -1 until it is repaired, which costs 1/10th of the base value of the weapon per flaw.  Note that magical weapons are no more expensive to repair than normal ones, unless they are artistically constructed.  If the save is failed entirely, the weapon is completely broken.  If a weapon is destroyed, it may still be able to be repaired.  If the weapon relied upon some sort of metal head on a shaft (battle axe, mace), there is a 75% chance that the shaft broke, and a 25% chance that the head broke.  In all cases, if merely the shaft breaks, it can be repaired for 1/10th the value of the weapon, and all magical bonuses remain.  If the weapon was all metal (sword), or all wood (quarterstaff), then being destroyed truly does ruin it, along with any magic it once had.  Lastly, if this type of critical miss effect occurs while using a bow, there is a 75% chance that it is the string that breaks, and a 25% chance that the bow itself breaks.

When the table indicates Damage, normal damage is rolled.  There is a 50% chance that the damage is to the character himself, and a 50% chance that it is to his nearest companion, situation dictating.  If the Severity Level of the critical miss was greater than 1, consider it a critical hit with the same Severity Level, and determine the target the same way.  


If the table indicates Droppage, the character has dropped his weapon.  The direction the weapon flies is determined by a d8, and the distance is determined by 1d6 X the Severity Level, measured in feet.
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