The Armed Melee Fumble Table


01-10

Lose Initiative for the next round


11-15

Lose your next attack

16-18

Your shield drops, handle breaks

19-25
Your armor has taken vital damage (straps, buckles etc) –2 AC until repaired

26-32

You trip, and are prone (AC worsened)

33-36

You trip and lose your weapon, you are prone (AC worsened)

37-40
You trip, hurting your (weapon hand) wrist (-3 to hit and damage with that hand)

41-45

You injure your ankle (primary side), reduced to half movement rate

46-50

You trip, prone and injure your ankle, half movement rate

51-56
Hair (helmet, hat, obstruction) over eyes, target has full concealment, 50% miss

57-70

Lose your balance, AC –4 and –4  initiative next round.

71-80

You drop your weapon

81-85

Your weapon breaks, Magic weapons get a saving throw DC 15

86-88

Your weapon is hit by enemy, slung away 5d6 feet

89-90
Hit your closest ally, normal damage (if no ally within reach, weapon slung against closest ally)

91-93

Hit your closest ally, maximum damage

94-95

Hit yourself, normal damage

96-97

Hit yourself, critical damage

98

You’ve tripped and fallen on own weapon, critical damage

99

Your opponent gets successful Attack of Opportunity, auto critical damage if hit

00

You messed up real bad, roll twice on table

