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GOOD HITS &
BAD MISSES

Carl Parlagreco

Critical hitz and fumbles are probably two of the mest controver-
zial subject areas in DETY. The most common procadure k= fior 20 to
represent 4 “perfect hit” and 1 a “perfect mizs,” or & critical hit and a
finnble, respectively. This iz an overly simplistic systern and this
sepms fo he the main problem The problem is less severs with
2 s—a character’s sirength and dexterity boonses, alonz with amy
magical help coming from swords and the like, offen combine to
mpdify the die il to or above the magic score of 20.

Sironger characters have a relatively better chance af reaching
this score, so do higher-level characters (but only because higher-
level charscters will presumably have maore powerfill magic swords).
Unforhmately, the problem is that a character who can ondy hit
hlih&ruppﬂn&u’rn:-naml] of a 20 will get critical hits &5 often a5 ope
who needs only a 10 or bener.

When applied to finnbles, the simple systern really falls apart A
roll of 1 is a fomhb ied An 1300 = an 18 desgerity, a
+5 sword, none of it will help. Or, if these will help, then what's the
point of having the male, since all one needs is 3 + 1 dagger to boost
aoy rolks of 1 up to 2, and your weares are over. And if 3 1 is always a
fimible, a character will Smoble 5% of the time, whether he or she is
1t Sth, or 15th level.

The following varznt system allows swords and dexterity to
increase chances fior a citical hit snd redoce chances for a Somble,
without aliminating them enfirely. Basically, any swing that hits can
be a3 critical hit, and aoy swing that misses can be 3 fimble. The
higher the die roll, the “better” the swing, and the more likely it will
be cmfical. The systemn works as follows:

The character rolls the die mormally, to detenmine if he'she has
hiz. If the roll is a hit, then the minirmen score necessary to hdit is
mbiracted from the roll, and the remlruﬂlepercmmgewam:euf
the hit being a critical hit If the swing is a miss, the result is subtracted
from the minitmm score needed to hit, and that is the chance of the
swing beinz 2 fomhbls.

EXAMPLE: Ferdinand Orc-Punter, +2 hit probability due to
srength, +2 sword, needs a 10 or better to hit 5 Orc. He

swings, rolling a 14, +2 (for smenezth) +2 (for the sword), with the
Iina]re:ult:«flﬁ A hit! The chanre of it being critical is 18 (the final
result) mimus 10 (the minimmm score needed), which is & (the
percentaze chance of the hit being critical).

EXAMPLE: Sampeon Nuombfingers has + 1 hit probability and &
+1 dagger He needs an 11 or beter to hit a bogbear. He rolls
4+ 1 + 1=4. A miss. The chance be will fomble is 11-4. which iz 5.

Thic system is nicsly symmesical and works well. If the per-
cmugesaammnh:gh.ﬂley can always be halved.

The tshles below are for the various kinds of critical hits. The first
table i primearily for swords, but is also wsed for poleaves, oo-
tongues, and the other larze cutting wespons that pop U OCCASI0D-
ally. The secomd table is fior maces, with other fun things such as
faJJJ.ng rocks being rolled for here, if desired. The table for critical hits

%amslammshmusedfnraﬂwmpms The miszile fre critwcal hits
le iz ako for thousting weapons such as spears, and for daggers,

The fumble tahls is also for all weapons. Most of the results are
minor, such a: ksing one's balance or dropping a wespon, but even

34

the naster ones, sach as “hit salf ™ aren’t wmreasonable to allow for.
I you've ever seen an SCA (Sodefy for Creative Anschromism
tourmament you can probably imderstand how it can happen

In using the charts, some referse inpae is pecessary. When fighs-
ing an elephant with a dagmer. it's not too likely that one of the
elephant’s legs will be lopped off by & critical bt

Alsg, 3 character who is missing an amm or two won't be In very
good condition, and is Likely to bleed to death Sall, thers ame
instances where the character meists on fishang to the end In these
cases, have the character roll & systemn shock check I the check i=
made, then be'she can continue on Sghting (provided he'she has
the limbs necessary), although 1-3 pis. of damage are taken sach
ound umtil something is done to bendage up the wound If the
systemn shock check is failed, the character falls unconscious due o
pain for 1-12 rounds.
Critical Hit Effects Table-Edged Weapons

01-31 double damagze

32-52 miple

63 chield desooyed (no effect if no shield)

64 shield destooyed (roll agsin if oo shiald)

4% helm removed (lose ear, stumned 1-6 rounds if no halm)

G helm removed (Jose sar, shmmed 1-6 rounds)

47 woicebox no talkine (no affiect if

G2-59 ear m%ﬁglﬁ'ﬂﬁhdmdt 1] hemed)

70 ear removed (helm removed if helmed)

T1-T2 eve ramoved (oo effect if halmed)

73 eye removed

74 knee split; movemsnt halved

75 knee split no movement

T fingers removed; dexzerity reduced 1-3 pis.

7T leg remonved at ankle

T8 lag removed at knes

T8 leg remmoved at hip

80 shield zrm removed at wrist (oe efect if shisld)

81 :hield arm removed st elbow (no effect if shield)

82 shield arm removed at elbow (po effect if shield)

&3 shield arm removed at wrist

24 chield arm removed at albow

2% chiald srm removed at shoulder

86 weapon amm removed at wrist

27 weapon anm removed at elbow

48 weapon arm remorved at shoulder

&0 abdominal injuries; camving capacity habved

O chast injuries; carrying capacity hahved

21 asbdomins] mjuries; death in 1-6 days

o2 chest injumies; death in 194 days

93 abdominal mjuries: death in 7-12 tumms

24 chest injuries; death in 2-8 tarms

25 shdominal injaries; inmmediate desth

04 chest injuries; immediate death

97 throat out; immediate death (no effect if

o8 throat cut; immediate death {nu —

09 decapitsted; immediate desth (no effect if helmad)

00 decapitated; immediate death
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Crfical Hit Effects Table—EBlont Weapons
01-31 double damage
i2-64 mple damage
G5-66 shield broken (no effect if no shield)
67-8% shield broken (roll again if ne shisld)
69-T] shisld amm struck (e shield defenzs for 16 roumds)
T1-72 shield amm broken; lose shield
73-74 weapon amm struck; hit probability -2
T5-T6 wespon amm stuck; hit probability <4
77-7T8 arm broken; no attacks
T9-80 hand stmack; dexterity down 1-5 points unfil healed
81-82 hand stuck; dextesity down 1-5 points
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83-84 chest strock; sumned 1-6 rounds

85-86 chest strock; mbs bwoken, ung: punciured oo movement
87-88 chest souck; ribs broken, heart punciured; death
20-00 leg stuck: fall to zround

01-92 leg stuck; movement halved

03-04 lez booken; Do movement

05 head struck; lose 1-6 pts intellizence (oo effect if helmed)
06 head struck; lose 1-§ pts intellizence

oy h.E:Eﬂ.E-‘I:I‘Ile;_ losa 2-12 pis intellizence (oo afect if helmed)
08 head smuck; lose 2-12 prs intellipence

L0 skl coshed: dead (no efect if helmed)

0 skmll croshed; dead.

Crifical Hit Effects Table—MAfissile and Thrusting Weapons
01-34 double damage
35-T0 miple damage

T1-72 shipld amm stmack (po effect if shield)

73-74 shield am struck
75-76 weapon amn strock; hit probability -2
T7-T8 weapon am stmack; hit probability 3
T8-20 wespon anm stack; oo attacks
81-82 stmack in : death in 1-6 days
83-84 stuck in chest; death in 14 days
E5-86 stuck in ahdomen; death in 2-12 torms

87-88 stmck in chest; death im 2-8 mms

89-00 smuck m shdomen: mmedizte death

91-92 sk In chest; mmediate desth

93 blinded in eye (oo afect if helmed)

94 blinded in eve

9% laryny punctared (mo effect if halmed)

96 lamymx pumchired

07 stuck in head; lose 1-6 pts intellizence (no effect if helmed)
08 struck in head; lose 1-8 pts intelligencs

00 sk in hesd; mmediste desth (po efect if helmed)
00 smack in bead; mmediate death

Crifical Hit Effects v Animals
01-29 double damage
30-38 mple damage
50-60 limb removed at body; spead halved
61-62 limb removed at midpoint; spesd halved
63-64 limb removed at midpodnt; hit pmbab:].m -2
G3-66 limb removed at body; hit probability -4
67-68 imb removed arnndpumt spead halved, kit prob. -
69-T) imb remnoved at body; speed habred hit probability —i
71-72 throat cut: immmediate death
7374 decapitated

Fomble Effects Chart-All Weapons

01-19 slip; roll dexterity or less on 20 or £l and stonned for
1-4 roonds

20-33 shomhble; roll dexterity or less on d20 or £2]l and stumned
for 1-6 rounds

34-39 mip and fall; snmned for 1-6 rounds

40-44 off balanre; ol dexterity or less on d20 or no action nexi
round

4549 lose grip on wespon; Toll desxterity or less oo d20 o no
attack mewt rowmd

50-54 loze grip; rell dexterity or less on 420 or drop wespon

55-59 lose grip; drop weapon

§0-61 shield tanzled with opponent (o effect if oo shield)

62-63 shield tangled with opponent; neither attacks next round

#-65 weapon tangled with opponent; no attack next round

6660 weapon knocked away-roll d2 for direcdon, d10 for dis-
tamce in feet

70-74 weapon breaks (base 10" chance -20% for each =+
or ability of weapon

75-T6 hit salf; half demags

7 ---E hit 5E|f nommal damagze

79-80 hit self double demape

21-82 hit friend: Im]i'dmge

83-84 hit friend; nommal damagze

835-86 hit friend; double damage

27-28 cmtical hit, self

8900 cridcal hit, friend

Q192 twist ankle; half speed for 1 tuom, roll dexdterity or less oo
d20 or fall

9395 helm slips; roll dexterity or less o fix, hit probability -6
il fixed

Q6-97 helm =lips; roll dexterify fo for, no attacks untl fized

28 distracted; opponent’s next attack at +3

20 roll twice, igmormg ells of 09 or (0

00 ol three times, iznornz rolls of 90 er 00

00 hesd stock: immediste death

75-76 shdpminal injuries; immediate death

T7-78 abdominal injories; death im 2-12 tams

T9-80 abdormminal injuries; death in 1-§ days

$1-82 chest injuries; immediate death

83-84 chest injuries; death in 2-§ mms

853-86 chest injuries; death in 1-4 da:rs-

2700 spout struck; mmmediste retre

01-04 snout smuck: hit probability -’J for 1-4 ronumeds
0508 soout struck; hit probability -4 for 1-4 rounds
00 head struck; stonned for 1-6 roumds

- NOTES -

Compliments of TASK FORCE GAMES
Watch for SPELLEINDER. . .cuming 00!

15



	GoodHitsBadMisses1
	GoodHitsBadMisses2

