D&De3 Critical Table

Good Hit

Result
Explanation
Source

Aid Another
Can help adjacent person attack or defend
PH, combat, pg135

Bluff
A feint – on next attack, defender has no Dexterity adjustment on AC
PH, skills, pg 64

Bull Rush, Improved
Drive opponent back 5’ (or d20 feet if go with opponent)
PH, feats, pg 82

Cleave, Greater
Can mow down opponents. Apply excess damage to surrounding opponents
PH, feats, pg 82

Combat Reflexes
For 1 round, may get extra A of O
PH, feats, pg 80

Concentration
If cast spell (or spell-like ability) immediately, will still draw A of O but will automatically succeed the Concentration Check
PH, skills, pg 65

Damage
Inflict Extra damage as per weapon type
PH, equip, pg 98

Deflect Arrows
For 1 round, deflect all range weapons
PH, feats, pg 81

Disarm, Improved
Disarm nearby opponent
PH, feats, pg 83

Escape Artist
If Grappled, you immediately break the hold
PH, skills, pg 67

Expertise
Can shift up to –5 of attack roll to your AC for 1 round
PH, feats, pg 82

Grapple
Advance on stage or inflict damage if Grappling
PH, combat, pg137

Hurl Weapon
Throw weapon at nearby target
Outside Source

Initiative, Improved
Improve your initiative position by 4
PH, feats, pg 83

Intimidate
Will have to work out game effects
PH, skills, pg 70

Mobility
+4 Dodge bonus vs. A of O if use the Critical partial action to move
PH, feats, pg 83

Overrun
If critical occurs on a Charge, may opt to run over target and continue on Charge to another
PH, combat, pg139

Pick Pocket
Can pick the pocket of nearby opponent
PH, skills, pg 72

Spring Attack
If you still have an attack remaining in this round, may move as normal and attack at any point during the move
PH, feats, pg 85

Stunning Fist
Opponent takes Unarmed Attack damage as real and chance to Stun
PH, feats, pg 85

Sunder
Apply the critical damage to opponent’s weapon in attempt to break
PH, feats, pg 85

Trip
Knock opponent prone (note: have intentionally excluded Improved Trip)


Tumble
Tumble through occupied area w/o triggering A of O
PH, skills, pg 75

Whirlwind Attack
Make an attack roll against remaining opponents
PH, feats, pg 86

Ascertain Ability
Get Attack/AC Scores


Bad Miss

1. Drop weapon

2. Fall Prone

3. Cause nearby ally to lose next Partial Action

4. Cause damage to self

5. Cause damage to ally

6. Lose 4 on initiative

7. Receive Opponent’s damage

8. Opponent Sunders

9. Disarm ally

10. Trip ally

11. Save vs. Stunning Fist and take opponents unarmed damage (as real damage)

12. Hit ally as Stunning Fist above

13. If being grappled, opponent advances to next stage

14. Opponent Bull Rushes as above

15. Weapon Damaged – Roll weapon’s damage – this is the offset.

16. Lose next Move Equivalent Action (if down to Partial Actions, then lose it)

17. Flat Footed until next Action




Hit Location

1
Head

2-7
Chest/Back

7-8
Arm, Right

9-10
Arm, Left

11-15
Belly

16
Groin

17-18
Leg, Right

19-20
Leg, Left

