Weapons

Weapon
Damage
Range
Cost in gp

Battle axe*
1d8
–
7

Blackjack
1d6***
–
3

Club
1d4
–
3

Crossbow*
1d6
80/160/240
30

Dagger
1d4
10/20/30**
3

Dart
1d4
20/40/60**
5 sp

Hand axe
1d6
10/20/30**
4

Javelin
1d6
30/60/90**
1

Long bow*
1d6
70/140/210
40

Long sword
1d8
–
10

Mace
1d6
–
5

Pole arm*
1d10
–
7

Short bow*
1d6
50/100/150
25

Short sword
1d6
–
7

Sling
1d4
40/80/160**
2

Spear
1d8
–
3

Staff
1d4
–
5 sp

Two-handed sword*
1d10
–
15

War hammer
1d6
–
5

* Two-handed weapon. Characters using two-handed weapons suffer a -4 penalty to initiative checks.

** Strength modifier applies to missile fire damage with this weapon at close range only.

*** Damage dealt is always subdual damage.

Armor

Armor
AC Bonus
Check Penalty
Speed*
Cost in gp



Physical
Arcane
Padded
+1
–
–
–
5

Leather
+2
-1
-1
–
20

Studded leather
+3
-2
-2
–
45

Hide
+3
-3
-1
–
30

Scale mail
+4
-4
-5
-10’
80

Chain mail
+5
-5
-5
-10’
150

Banded mail
+6
-6
-6
-10’
250

Half-plate
+7
-7
-8
-10’
550

Full plate
+8
-8
-10
-15’
1,200

Shield*
+1
-1
-2
–
10

* Shields cannot be used with two-handed weapons.

** Human and elf base speed is 30’. Dwarf and halfling base speed is 20’.
Morale

A morale check is made at these times:

•
With a group of monsters: when the first creature is slain, and when half the creatures have been killed or incapacitated.

•
With a single monster: when it has lost half its hit points.

•
With a retainer: when he first encounters combat or danger (e.g., a trap) in each adventure, and at the end of each adventure.

The morale check is made by rolling 1d20 and adding the creature’s Will save. A result of 11 or higher is success – the creature can keep fighting. On a 10 or less, the check is failed – the creature attempts to escape the combat. Retainers also add their employer’s Personality modifier. In some cases the DC may be higher than 11, particularly when magical effects are involved.

Actions
Activity
Time

Draw or sheathe a weapon
1 action*

Equip or drop a shield
1 action*

Open a door
1 action*

Light a torch or lantern
1 action

Uncork a potion or unfurl a scroll
1 action

Locate an item in a backpack
1 action

Stand up from a prone position
1 action

Mount or dismount a steed
1 action

Read a scroll or drink a potion
1 action

* Can be included as part of a movement action.

Attack Roll Modifiers

Condition
Attack Roll Modifier


Melee
Missile Fire
Missile fire range is…

Short range
–
–

Medium range
–
-2

Long range
–
-4

Attacker is…

Invisible
+2
–

On higher ground
+1
–

Squeezing through a tight space
-4
-4

Entangled (in a net or otherwise)
-2
-2

Using an untrained weapon
-4
-4

Firing a missile weapon into melee*
–
-4

Defender is…

Behind cover
-4
-4

Blinded
+2
+2

Entangled
+1
+1

Helpless (paralyzed, sleeping, bound)
+4
+4

Kneeling or sitting
+2
-2

Prone
+4
-4

Squeezing through a tight space
+4
+4

* And 50% chance of “friendly fire” if attack misses.

Table X-X: Spellburn Actions

Roll (d20)
Result

1
The wizard sacrifices one pound of flesh per spell level, which he must carve from his own body with a knife that is holy to a powerful outsider.

2
The wizard must spill his own blood – one tablespoon per spell level.

3
The wizard swears an oath to a minor demi-god, who aids him in his time of need but curses him with weakness until the oath is fulfilled.

4
The wizard cuts off one of his fingertips.

5
The wizard must yank out his hair and burn it.

6
The wizard magically enervates his body in order to fuel the spell.

7
The wizard promises his soul to serve a powerful demon in the afterlife.

8
The wizard agrees to aid followers of a patron saint.

9
The wizard uses a hot iron to brand a supernatural symbol on his arm or torso.

10
The wizard must tattoo a mystical symbol on his cheek, forehead, or hand.

11
The wizard must pull out a fingernail and burn it with incense.

12
The wizard must speak aloud his own true name, weakening himself as a result.

13
The wizard develops a bleeding sore that will not heal until he pays back the aid of the power that assisted him.

14
The wizard must notch his ear in acknowledgment of each time he has been aided.

15
The wizard is required to ritually scarify his back, chest, or biceps with the symbol of a powerful supernatural creature.

16
The wizard sees maggots drip from his sleeves. When not wearing a shirt, nothing happens and his torso appears normal – but when wearing a shirt, he constantly sees maggots falling from his sleeves. 

17
The wizard starts to itch! He has strange, uncontrollable itches and scratches constantly.

18
The wizard develops an odd tic: he twitches his nose, tilts his head, or blinks one eye constantly.

19
The wizard begins muttering under his breath, repeating the name of the entity that has aided him. He can’t stop.

20
Roll again twice.

Table X-X: Monster Critical Hit Matrix

Monster HD
Crit Table and Die by Monster Type


Humanoids w/


Weapons*
Dragons
Demons
Giants
Un-dead
All Other
Less than 1
III/d4
–
DN/d6
–
U/d4
M/d4

1
III/d6
DR/d6
DN/d6
–
U/d6
M/d6

2
III/d8
DR/d8
DN/d8
–
U/d6
M/d8

3
III/d8
DR/d10
DN/d10
–
U/d8
M/d8

4
III/d10
DR/d12
DN/d12
G/d4
U/d8
M/d10

5
III/d10
DR/d14
DN/d14
G/d4
U/d10
M/d10

6
IV/d12
DR/d16
DN/d16
G/d6
U/d10
M/d12

7
IV/d12
DR/d20
DN/d20
G/d6
U/d12
M/d12

8+: refer to rule book

Crit Table M: Monsters

Roll
Result


-3
Miss! The monster stumbles and falls prone. Target PC receives free attack.

-2
Miss! Monster breaks weapon. If no weapon, monster takes 1d3 damage per HD. 


-1
Miss! Monster disarms self. If no weapon, no effect.

0
Miss! Monster gives chase to fleeing, scrambling PC and makes a second attack. 

1
Strike to chest, breaking ribs. +1d6 damage.  

2
Stunning blow! PC falls to bottom of initiative count for remainder of battle. 

3
Legs knocked out from beneath, spilling PC prone to the ground. 

4
PC disarmed. Weapon lands 1d12+5’ distant. 

5
Blow to shield arm! If no shield, +1d6 damage. 

6
Weapon lodged in PC’s chest! +2d6 damage, torn from PC next round for additional 1d6 damage. 

7
Blow to jaw! PC loses 1d8 hp and the same number of teeth. 

8
Blow shatters PC’s forearm. +1d6 damage, and arm useless until healed. 

9
Strike to helm! If no helmet, +1d8 damage and Fort save (DC 10 + HD) or PC falls unconscious.

10
Stunning blow! The world spins as the fell monster makes a second attack!

11
 Strike to throat! PC can’t speak until healed and spends the next round struggling to breathe.

12
Blow smashes PC’s kneecap. Movement cut by half and +1d10 damage.

13
Crushing blow! +1d12 damage.

14
PC’s weapon sundered in the violent assault.* 

15
Strike to torso crushes internal organs. +1d12 damage, and Fort save (DC 15 + HD) to remain conscious through the pain. 


16
Devastating strike! +1d16 damage.

17
PC’s Achilles tendon is torn, snapping back into thigh. Movement drops to 5’ and the screaming can be heard for leagues.   

18
Monster seizes PC by neck for +1d12 damage and makes a second attack at +4 to hit. 

19
Blow to cranium! +1d16 damage and Fort save (DC 15 + HD) or PC falls unconscious.

20
Terrifying blow pierces several important organs. PC spends the next 1d4 days dying a slow, painful death. Powerful magic (healing by a cleric of level 3 or higher) can arrest the dying.

21
Strike crushes skull, destroying optic nerve. Instant, permanent blindness. 

22
PC’s leg is shorn from his body. Profuse bleeding and no movement to speak of. +2d12 damage. 

23
Both the PC’s arms are torn from his body for +3d12 damage. Exceptionally cruel monsters may proceed to use PC’s arms as weapons.


24
PC is disemboweled. Bloody guts spill to the ground. PC spends next 8 rounds dying as he futilely tries to feed the spooling intestines back into his body. 

25
Attack craters PC’s skull. 1d8 Int and Per damage, and instant coma.

26
Strike crushes throat. PC drowns in own blood for 6 rounds.

27
Attack snaps PC’s spinal column like a twig. Permanent paralysis as the PC watches the remainder of the battle from the floor.

28
Throat torn asunder. Panicked PC gargles wetly as blood gouts down chest, dying in 4 rounds. 

29
Terrible blow to chest explodes PC’s heart. Immediate and instantaneous death. 

30+
Attack rends PC’s head from torso. Blood gouts from the collapsing body, and monster moves on to next foe, making attacks until it misses. 

Cleric Healing

	Spell check
	Same alignment
	Alignment 1 square different
	Alignment 2 squares different

	10
	1d6+CL
	1d4+CL
	1d3

	15
	1d8+CL
	1d6+CL
	1d4

	20
	2d8+CL
	1d8+CL
	1d6

	25+
	3d8+CL
	2d8+CL
	1d8


Cleric Turning
	Check
	Turn Range
	Holy Smite
	1 HD
	2 HD
	3-4 HD
	5-6 HD
	7-8 HD
	9-10 HD
	11-12 HD

	1-11
	–
	–
	NE
	NE
	NE
	NE
	NE
	NE
	NE

	12-13
	30’
	–
	T1
	NE
	NE
	NE
	NE
	NE
	NE

	14-17
	30’
	–
	T1d3+CL
	NE
	NE
	NE
	NE
	NE
	NE

	18-19
	30’
	–
	T1d4+CL
	T1
	NE
	NE
	NE
	NE
	NE

	20-23
	60’
	–
	T1d6+CL
	T1d3+CL
	T1
	NE
	NE
	NE
	NE

	24-27
	60’
	Beam, 60’, 1d3 dmg
	T1d8+CL, D1d4 (no save)
	T1d4+CL
	T1d3+CL
	T1
	NE
	NE
	NE

	28-29
	60’
	Cone, 30’, 1d4 dmg
	T2d6+CL, D1d4 (no save)
	T1d6+CL
	T1d4+CL
	T1d3+CL
	T1
	NE
	NE

	30-31
	120’
	Cone, 60’, 1d5 dmg
	K1d8+CL (no save)
	T1d8+CL, D1d4 (no save)
	T1d6+CL
	T1d4+CL
	T1d3+CL
	T1
	NE

	32+
	240’
	Cone, 120’, 1d6 dmg
	K2d6+CL (no save)
	T2d6+CL, D1d4 (no save)
	T1d8+CL, D1d4
	T1d6+CL
	T1d4+CL
	T1d3+CL
	T1


NE = No Effect.

T = Creatures up to this HD are turned, in a quantity indicated. For example, “T1” means one creature is turned; “T1d4+CL” means a number of creatures of this HD are turned equal to 1d4 + caster level. Unless indicated otherwise, they receive a saving throw (Will vs. spell check DC). A turned creature moves away from the cleric at maximum speed, or cowers if unable to retreat. A turned creature continues to flee for 3d10 minutes.

D = Creatures are turned, and they take the indicated damage each round they are within 100’ of the cleric’s holy symbol. For example, T1d4+CL, D1d4 means the cleric can turn a number of creatures of this HD equal to 1d4+CL, and those creatures also take 1d4 damage for every round they are within 100’ of the caster.

K = Creatures are automatically killed. The number of creatures killed is indicated after the K. For example, K1d8+CL means the cleric kills a number of creatures of that HD equal to 1d8 + caster level.

Holy Smite = At high levels, a cleric’s turn attempt produces holy energy that smites unholy creature in close proximity. This is in addition to the turning effect and can be directed in the same direction as the cleric’s line-of-sight for the turning attempt. The effect and range varies, as described below, and all unholy creatures affected take the indicated damage automatically with no save. The effect is ongoing as long as the cleric maintains complete concentration and continues to turn on his subsequent rounds. Beam: a concentrated ray of light that the cleric can direct against one target within 60’; cone: a cone 30’ long and 30’ wide at its end.

Crit Table I: 0-Level Characters and All Wizards

Roll
Result 
0 or less
Force of blow shivers your weapon free of your grasp. +1d6 damage and you are disarmed.

1
Opportunistic strike. +1d3 damage. 

2
Foe jabbed in the eye! Ugly bruising and +1d4 damage. 

3
Stunning crack to forehead. +1d3 damage, and next round foe falls to bottom of initiative count.

4
Strike to foe’s kneecap. -10’ speed and +1d4 damage. 

5
Solid strike to torso. +1d6 damage. 

6
Lucky strike disarms foe. Free attack if enemy stoops to retrieve weapon.

7
Smash foe’s hand. +2d3 damage, breaking two digits. 

8
Numbing strike! Cursing in agony, foe is unable to attack next round.

9
Smash foe’s nose. Profuse bleeding and +2d4 damage.

10
Foe trips on own feet and is prone for the remainder of the round.

11
Glancing strike. +2d4 damage.  

12
Strike to groin, immediate nausea. Fort save DC 15 or foe spends the next two rounds retching. 

13
Blow smashes foe’s ankle. Movement reduced by half. 

14
Strike grazes temple; blood blinds foe for 1d3 rounds.

15
Stab enemy’s weapon hand; weapon lost and knocked 1d10+5 feet away.

16
Narrowly avoid foe’s counterstrike! Normal damage and make another attack roll at +1d6 damage.

17
Blow to throat. Foe staggers around for 2 rounds, unable to speak, cast spells, or attack.

18
Foe falls into your attack, taking +2d6 damage and curses your luck.

19
Miracle strike. Fort save DC 20, or foe drops unconscious. 

20+
Lucky blow dents foe’s skull! +2d6 damage; if no helm, permanent loss of 1d4 Int.

Crit Table II: All Thieves and Elves

Roll
Result 


<=0
Miss! Hesitation costs you the perfect strike!  

1
Strike misses critical organs. A paltry +2d3 damage. 

2
Slashes to head removes foe’s ear. +1d6 damage and leaves a nasty scar. 

3
Clean strike to back. +2d6 damage. 

4
Blow to chest staggers foe; make an immediate free attack.

5
Pierce foe’s kidneys. +3d3 damage and foe stunned for 1 round. 

6
Foe dazed by ferocious attack; speed and actions drop by half. 

7
Strike to chest glances vital organ. +3d4 damage. 

8
Strike cuts a line down foe’s face; target blinded by blood for 1d4 rounds. 


9
Foe stumbles over own limbs, falling prone. Make another attack.

10
Masterful strike! +2d6 damage.

11
Strike severs larynx. Foe reduced to making wet fish noises.  

12
Savage strike! Foe must succeed on Fort Save (DC 10 + PC level) or faint from the pain.

13
Foe disoriented by quick strikes. -4 on attacks for 1d4 rounds.

14
Strike to head; foe must make Fort save (DC 10 + PC level) or fall unconscious.

15
Blow drives foe to ground. +2d6 damage, and target prone next round. 

16
Lightning shot to face pops eye like a grape. Foe permanently blinded in one eye and takes no actions for 1d3 rounds.

17
Strike pierces lung; +2d6 damage and foe’s actions drop by half.

18
Devastating strike to back of head. +1d8 damage, and foe must make Fort save (DC 10 + PC level) or fall unconscious.

19
Attack severs major artery. +1d10 damage, and foe must make Fort save (DC 10 + PC level) or foe falls unconscious from shock and massive blood loss.

20
Throat slashed! +2d6 damage and foe must make Fort save (DC 13 + PC level) or die in 1d4 rounds.

21
Strike pierces spinal column; +3d6 damage and foe must make Fort save (DC 15 + PC level) or suffer paralysis.

22
Chest skewered, spearing a variety of organs. +2d6 damage and foe must make Fort save (DC 13 + PC level) or die in 1d4 rounds.

23
Strike through ear canal to the brain. Ear wax instantly removed and Fort save (DC 15 + PC level) or instant death. 

24+
Strike through heart! +3d6 damage and Fort save (DC 20 + PC level) or instant death.

Crit Table III: All Clerics, All Halflings, Level 1-2 Warriors, and Level 1-3 Dwarves

Roll
Result
<=0
Battle rage makes friend and foe indistinguishable. Foe is hit for +1d12 damage, and the ally nearest him is also hit by a rebounding blow for 1d4 damage. 

1
Savage attack! +1d6 damage.

2
Attack sweeps foe off his feet. Next round, target is prone. 


3
Foe steps into attack. Foolish mistake. +1d8 damage. 

4
Powerful strike hammers foe to his knees. Make another attack.

5
Smash foe’s nose in an explosion of blood. +1d6 damage and loss of sense of smell for 1d4 hours. 

6
Brutal strike to torso. +1d8 damage and multiple broken ribs.

7
Strike to hand bats weapon into the air. Weapon lands 1d20+5’ away.  

8
Blow caroms off skull, deafening foe for 1d6 days. +1d6 damage.

9
Strike to leg splinters femur. +2d6 damage. 

10
Sunder foe’s weapon! Shards of metal fill the air.*

11
Strike hammers foe’s belly. Massive internal bleeding. Unless he receives magical healing, foe dies in 1d5 hours.

12
Blow to cranium staggers foe. Fort save (10 + PC level) or foe sinks to floor, unconscious. 

13
Strike breaks foe’s jaw. Blood and shattered teeth ooze down foe’s face. +1d8 damage.    

14
Attack hammers foe’s torso. +2d8 damage. 

15
Strike dislocates shoulder! Shield arm hangs loosely by muscle and skin. 

16
Attack reduces foe’s attack hand to formless tissue. 

17
Furious blows hammer target prone. Make another attack.  

18
Blow hammers shards of bone into foe’s forebrain; gray matter oozes out. +1d8 damage and 1d4 points of Int and Per damage. 

19
Devastating strike to the chest. +2d8 damage. 

20
Chest strike stuns foe for 1d3 rounds; +1d8 damage.

21
Strike to leg shatters femur, knocking foe to the ground; foe’s movement drops by half. +2d8 damage and make another attack.

22
Weapon arm sundered by strike; weapon lost along with any chance of making attack with lead arm.

23
Blow craters skull; +2d8 damage and target permanently loses 1d4 Int and Per.

24
Masterful strike to throat; +2d8 damage and target staggers about gasping for air for 1d4 rounds.

25
Attack punches shattered ribs through lungs; foe loses 50% remaining hp and vomits copious amounts of blood.

26
Attack shatters foe’s face, destroying both eyes. Permanent blindness and +2d8 damage.

27
Crushing blow hammers chest; +3d8 damage and foe must make Fort save (DC 15 + PC level) or instant unconsciousness.

28+
Blow destroys spinal column; +3d8 damage and foe must make Fort save (DC 15 + PC level) or paralysis.

Crit Table IV: Level 3-4 Warriors, and Level 4-5 Dwarves

Roll
Result 


<=0
Battle rage makes friend and foe indistinguishable. Foe is hit for +2d8 damage, and the ally nearest him is also hit by a rebounding blow for 1d4 damage. 

1
Herculean blow; +2d12 damage. 

2
Ferocious strike leaves foe’s weapon hand dangling from the stump of a wrist. Profuse bleeding for +1d12 damage. 

3
Strike sweeps foe to the ground. +1d12 damage and make another attack on prone enemy. 

4
Hammering blow drives nose cartilage into brain. +1d12 damage and 1d6 Int loss. 

5
Foe’s weapon shattered.* If no weapon, +2d12 damage. 

6
Strike shatters foe’s breastbone. Fort save (DC 15 + PC level) or foe falls unconscious, as internal organs collapse. 

7
Foe driven back by furious assault. +2d12, and foe forgoes next attack. 

8
Concussive strike drops leaves foe dazed. +1d8 damage and make a second attack. 

9
Blow to throat carries through to spinal column.  Everything in between is pasty mush. +2d12 damage and no speech for 1d4 weeks.    

10
Blow craters temple. Fort save (DC 15 + PC level) or blinded by pain and blood for 1d4 rounds.  

11
Strike reduces face to formless mass of flesh and bone fragments. +2d12 damage and trouble making hard consonants.  

12
You see red! +1d12 damage as you are overcome by battle rage!**

13
Hammering strike to torso crushes lesser organs into paste. +2d12 damage.  

14
Blow to spinal column numbs lower limbs. Foe’s AC worsens by -4 as he learns to walk again.  

15
Fearsome strike drives enemy to bloody floor. Foe cowers in fear, prone, for 1d4 rounds.

16
Blow shatters shield; +2d12 damage. If no shield, target is stunned by pain for 1d4 rounds.

17
Foe’s kneecap explodes in red mist. Movement drops to zero, and you make another attack. 

18
Frontal lobotomy. +1d12 damage and foe must make Fort save (DC 15 + PC level) or suffer amnesia. Foe mumbling and stunned for 1d4 rounds, regardless.

19
Strike to weapon arm. Foe takes triple damage from own weapon as it is hammered into his face. Drops weapon in dumbfounded awe.

20
Blow crushes spinal cord; +3d12 damage and foe must make Fort save (DC 15 + PC level) or permanent paralysis.

21
Blow reduces internal organs to jelly. Inevitable death in 1d8 rounds.

22
Target disemboweled, pouring entrails onto the ground. Dies of shock in 1d6 rounds.

23
Strike to chest explodes heart; +3d12 damage and foe must make Fort save (DC 15 + PC level) or instant death.

24+
Skull crushed like a wet melon; +3d12 damage and foe must make Fort save (DC 20 + PC level) or death in 1d3 rounds.

Crit Table V: Level 5 Warriors

Roll
Result
<=0
Battle rage makes friend and foe indistinguishable. Foe is hit for +3d8 damage, and the ally nearest him is also hit by a rebounding blow for 1d4 damage. 

1
Foe’s weapon shattered.* If no weapon, +3d12 damage. 

2
Furious assault hurls foe back 1d10’. Any adjacent foes accidentally strike target for damage. 

3
Blow to skull destroys ear. +1d12 damage and permanent deafness. 

4
Strike to gut! Fort save (DC 20 + PC’s level) or foe spends the next 2 rounds retching bile from ruptured stomach. 

5
Foe casts weapon away and wails for mercy. +1d12 damage, make another attack.


6
Strike scalps foe. Blood courses down face, and foe effectively blind until healed.

7
Foe entangled on your weapon, reducing AC by -6 while caught. Make another attack.

8-12
You see red! +1d12 damage as you are overcome by battle rage!**

13
Strike to weapon arm. Foe takes quadruple damage from own weapon as it is hammered into his face. Drops weapon in dumbfounded awe.

14
Blow sunders shield. +2d12 damage. If no shield, Fort save (DC 20 + PC level) or foe knocked unconscious from the pain.  

15
Strike to top of skull shortens craters spinal column, shortening foe by 6”. Resulting nerve damage reduces foe’s AC by -4.

16
 Attack sunders shield. +2d12 damage. If no shield, Fort save (DC 20 + PC level) or foe knocked unconscious from the pain.

17
Target disemboweled, spilling entrails onto the ground. Instantly dies of shock.

18
Blow destroys target’s face. Foe is immediately blind, deaf, and capable of only wet, gurgling sounds. 

19
Strike removes crown of target’s skull. Foe dies from exposed brain matter in 3d3 rounds.  

20
Sever shield arm; +2d12 damage and all hopes of two-handed weapon mastery dashed.

21
Godly attack; +3d12 damage. If target dies, move up to 10’ and make another attack on any foe within 10’.

22
Sever leg; +2d12 damage and foe’s movement drops to zero. Foe does nothing but wail in agony for 1d4 rounds.

23
Strike to skull stuns foe for 1d4+1 rounds and permanently reduces Int by 1d12. Make another attack on your inert foe.

24
Sever weapon arm; +2d12 damage and foe disarmed, literally and figuratively.

25 
Devastating strike to torso voids foe’s bowels and crushes organs into paste.  Foe loses 50% current hp and all dignity. 

26
Strike crushes throat. Victim begins drowning in own blood, expiring in 1d4 rounds.

27
Crippling blow to spine; +4d12 damage and permanent paralysis.

28+
Foe decapitated with a single strike. You are Death incarnate. Continue to make attacks against any foes within 10’ until you miss.

* Magical weapons never break due to critical fumbles. The target is disarmed instead, the weapon landing 1d10+5 feet away.   

** A PC overcome by battle rage may temporarily expend points of his Personality or Intelligence score to enhance the damage on his critical hit. For every ability point he expends, he adds +1d12 to his damage roll.

Ability scores lost in this way return as the warrior heals. Each day thereafter where he does not succumb to battle rage, he recovers 1 point of ability score; this rate is doubled if he rests. 

Fumbles
Heavy armor = 1d8, moderate armor = 1d12, light/no armor = 1d16 (mod. by Luck)

Roll
Result

<=0
You accidentally strike yourself for normal damage plus an extra 1 point.

1
You somehow manage to wound yourself, taking normal damage.

2
You trip badly. You fall hard, suffering 1d3 damage in the process. You are prone and must use your next round to stand.

3
You inadvertently swing at one randomly determined ally within range. Make attack roll against that ally.

4
Your wild swing leaves you off balance. Your next attack roll is reduced by -4.

5
Should have maintained your armor better! The joints of your armor seize up, freezing you in place. You cannot move or make an attack for 1d3 rounds.

6
You stumble and leave yourself wide open to attack. Your enemy receives a +2 bonus on his next attack roll against you. 

7
You accidentally smash your weapon against a rock or wall. Mundane weapons are ruined; magical weapons are not affected.

5
Like a turtle on its back, you slip and land upside down, flailing about and unable to right yourself. You must fight from a prone position for the next round before you can recover your balance and rise.

9
You drop your weapon. You must retrieve it or draw a new one on your next action.

10
Your weapon becomes entangled in your armor. You must spend your next round untangling them. In addition, your armor bonus is reduced by 1 until you spend 10 minutes re-fitting the tangled buckles and straps.

11
You trip and fall, wasting this activation. You are prone and must use an action to stand next round.

12
Your weapon is damaged: a bowstring breaks, a sword hilt falls off, a crossbow spring jams. The weapon can be repaired with 10 minutes of work, but is useless for now.

13
Your weapon comes loose in your hand. You quickly grab it back but your grip is disrupted. Your next attack roll is reduced by -2.

14
You trip but may recover with a DC 10 Ref save; otherwise, you must spend the next round prone.

15
Your incompetent blow makes you the laughing stock of the party, but otherwise causes no damage.

16+

You miss wildly but, miraculously, cause no other damage

