Fumbles & Misfires

One and Two-handed weapons (inc. Pole-Arms)

11
In a particularly impressive manoeuvre you manage to manoeuvre you manage to bring the business end of your weapon crashing down into your own leg (roll D6: 1-3 left, 4-6 right). Don’t forget to add your Str to the attack.

22
Your might blow misses your opponent and carries straight on into the ground. Your weapon shatters with a bright, crisp CRACK, and your arm is only marginally better off. Lose 10 Dex & 10 I for the next 5 rnds and any attacks next rnd.

33
Your weapon, whistles through the air towards your opponent, but leaves your grasp at the crucial moment and flies off D6 yards in a random direction (roll D8: 1 forward, 2 forward right, 3 right, 4 right back, 5 back, 6 back left, 7 left, 8 forward left).

44
Having no sense of fair play, your opponent side steps a blow which would have cut them in half. You are unable to stop the bone-shattering blow and stumble, falling to the ground. You take D4 rounds to get up. While you are down, your opponent benefits from +10 WS when attacking you.

55
Your blow causes you to overreach yourself and almost stumble, twisting your ankle in a confused effort to recover. Lose 1 Mov and 10 I for the next 5 rounds.

66
An over-ambitious blow misses and you find that you have stretched just that little bit too far, leaving yourself vulnerable to a counterattack. Lose 20 I for the next round; you may parry but not attack.

77
Your weapon somehow twists in your hand; you don’t quite drop it, but lose any chance to attack/parry with it this round.

88
Your weapon clashes with your opponent’s guard, jarring your arm. Lose the next chance to attack.

99
Your blow goes wild, leaving you in awkward position. Your opponent attacks first next round, regardless of your I.

00
Your attack is awkward; you need to recover from it before you can strike again. Lose 10 I and 10 WS next round.

Fist and Natural Weapons

11
With a loud and painful CRUNCH, the bones of your hand/jaw/knee/whatever break. Lose 1 W; this attack mode is incapacitated until you receive medical attention and the pain halves all your percentile stats.

22
Pain flares as your rip vital tendons; this attack mode is incapacitated for D6 rounds. Even thereafter you attack with only half the normal WS until medical attention is received.

33
Striking out with more enthusiasm than accuracy, you suddenly find yourself on the ground. You take D4 rounds to find your bearings, balance and get to your feet, during which time your opponent benefits from a +10 WS while you may only block (i.e. parry).

44
Your knockout blow narrowly misses your opponent, sadly the momentum takes you with it. You may not attack next round and your opponent gains +10 WS.

55
Your follow-through is little too aggressive, as a result you start to stumble. Panicking you, you recover awkwardly, twisting your ankle in the process. Lose 1 M and 10 I for the next 5 rounds.

66
An over-enthusiastic blow misses by a hair’s breadth and you find that you have stretched just that little bit too far, leaving yourself vulnerable to a counterattack. Lose 20 I next round; you may block but not attack.

77
Your blow connects painfully with something solid (bone, steel, horn, etc.) your fist/foot/knee/head is numb with pain. Forfeit this attack mode until the end of next round.

88
Your blow clashes with your opponent’s guard/block, jarring your arm/leg/neck. Lose your next attack.

99
Your blow is wild, finding nothing but thin air it, leaving you in an awkward position. Your opponent will strike first next round regardless of your I score.

00
Your attack is awkward, leaving you slightly off-balance; you need to recover from it before you can strike again. Lose 10 I and 10 WS for the next round.

Non-gunpowder weapons

11
As you draw-up and prepare to loose your missile, your hand slips under the tension and the missile neatly skewers your foot. Lose W points as usual. You must spend the next round recovering; if you were using a bow or crossbow, movement is restricted to very small circles.

22
Your weapon cracks/tears, rendering it useless. If you are using a bow or crossbow, the tension of the string brings a piece of wood/steel lashing back in your face; take a Str 1 hit modified by armour but only if you are wearing a Great or Knight’s Helm. The weapon of course is now useless.

33
A crack/tear appears in your weapon. Every time you continue to fire it, there is a chance (20 %) that it will break. Entailing the consequences described above.

44
Your weapon slips from your trembling fingers lose your chance to attack this round.

55
Your bowstring/sling snaps/tears rendering the equipment useless until you have replaced it.

66
Your arrow/bolts splits or the stone drops out of your sling. Lose this attack.

77
In the confusion, you completely forget the arrow/bolt/stone. Your weapon discharges nothing but a heart-warming TWANG!/THUD!/CLICK!/SWISH! If the weapon is a crossbow it will need re-cocking.

88
You throat goes dry, as not only do you drop your ammunition but your weapon too. It will take all of next round to pick them up, calm yourself and reload.

99
Your nerves get the better of you and you fail to load properly, the ammunition slides out onto the ground. You may load again, firing at the beginning of next round.

00
You drop/knock-over all your ammunition. Unless you spend D3 rounds picking it all up, your I is halved when you fire with this weapon.

Thrown missiles

11
You hurl your weapon with savage force, snapping something in your shoulder. Lose 1 W. You may do nothing but whimper until medical attention is received.

22
You pull a muscle in your upper back. Lose all actions except movement for D4 rounds. WS, BS and Dex with that arm are halved until medical attention is received.

33
Upon throwing your weapon your elbow locks and as a result, your throw goes wild. An entire round must be spent snapping your elbow back into place. Otherwise lose all actions with that arm.

44
Your throw is totally wild. Roll a D6: 1-3 left, 4-6 right. Test your BS again if there is any target in your new line of fire.

55
You hurl your weapon and fall flat on your face in a single smooth motion. You take D3 rounds to get back to your feet, during which time anyone attacking you hand-to-hand gains a +10 bonus to WS.

66
You hurl your weapon with such enthusiasm that you almost forget to release it. You realise too late, over-balance and stumble forward to your knees. It takes a round to get to your feet in which any assailant will benefit from a +10 bonus to WS when attacking you.

77
You hurl your weapon and stumble. Fortunately you do not quite fall over. However lose your next attack as you recover your balance.

88
You hurl your weapon lose your balance and spin round in a half-circle, ending up facing the wrong way. Halve your EI for next round only.

99
You hurl your weapon, slipping slightly in your follow-through. You swiftly regain your footing but not before losing 10 I for the next round.

00
Your missile slips from your grasp at a critical moment and falls towards your feet. Jumping back to avoid it mangling your toes you lose 10 I for the next round.

Parrying weapons and shields

11
Through a combination of your miserable parry and your opponent’s cunning footwork you find yourself leaning right into the blow. Calculate damage as normal, then double the no. of W points suffered. OUCH !
22
You parry with a flourish. Sadly the effect is somewhat spoilt as your weapon is spun away, coming to rest D6 feet away/your shield is torn from your grasp, landing at your side. This is followed by your opponent coolly stabbing/slicing/pulverising you.

33
You parry your opponent’s feint and walk straight into his haymaker. Take 1 W of extra damage from the blow.

44
Sweeping past your parry your opponent’s blow knocks you off your feet. You land dazed and it takes D4 rounds to get to your feet, during which time an attacker benefits from a +10 bonus to WS.

55
Your feeble parry does nothing to block the blow, which winds/dazes you. You may only parry until the end of next round.

66
Slipping under your parry, your opponent’s blow catches you by surprise, sending you off balance. You may only parry for the remainder of this round and you lose 20 I during next round.

77
Your opponent’s blow smashes through your parry, shattering/splintering/crumpling your parrying weapon (i.e. useless) and cutting into your arm for normal damage.

88
Your opponent’s blow smashes directly into your solid parry. Your entire body shudders with the sudden force of the blow. Although your weapon saves you, it is completely shattered/splintered/crumpled (useless).

99
Your hasty parry catches the full force of your opponents’ blow jarring your arm. Having lost all sense in your arm, you forfeit your next action with that arm.

00 Your parry intercepts your opponent’s blow, only to have your parrying weapon momentarily wrenched from your grasp/your shield’s straps torn. Lose 20 I next round.

[image: image1.png]



Misfires - Firearms

11
Left ramrod in the barrel - The gun appears to fires normally, but the recoil does seem much softer? The firearm inflicts twice the normal damage but cannot be used again until the ramrod is recovered (probably bent).

22
Partial burn. Not all the powder catches; range and effective strength are halved (rounding fractions up) for this shot only. The bang, recoil & smoke seem reduced.

33
Forgot the shot - The gun produces a loud BANG! but nothing other than a small cloud of acrid, white smoke.

44
Forgot the powder - the gun produces a heart-warming CLICK! but nothing else (test Int x 2 to realise mistake).

55
Charge appears to have failed to ignite? – simply try again!

66
Slow burn - With a POOF! the priming appears to ignite but nothing else seems to happen? But, the weapon will fire in D6 rounds with potentially deadly consequences.

77
Hang fire - With a POOF! the priming appears to ignite but nothing else seems to happen? However, the weapon will fire next round, with potentially lethal consequences. Anyone stupid enough to look down the barrel of the gun takes an automatic point-blank head hit!

88
Flash in the pan - The powder around the touchhole ignites in a bright flash, but the main charge does not appear go off? The gun must be re-primed before it can be fired again; this takes one round. The firer encounters -10 BS on the re-primed shot due to an understandable degree of nervousness about what is to happen next...

99
Burn-round - The powder catches and is shortly followed by a muffled THUD! The shot is either insufficiently wadded or a little too small for the barrel. The net result is that the heat of the burning powder welds the shot to the inside of the barrel. The weapon is now useless and has a 50% chance of exploding if anyone tries to use it again (see below). Test Int x 2 to realise mistake.

00
The firer suffers catastrophic bad luck. The weapon explodes in his/her hands. The user takes a point-blank hit(s) and the weapon is destroyed (user too probably).

Misfires - Bombs

11
The bomb ironically explodes in the thrower’s hand (if not thrown, ignore this description and use 22).

22
Secondary detonation - The bomb appears to only explode with 1/2 the Str. However, the cunning bastard explodes again, D4 rounds later, but with only 1/4 Str!

33
Partial Burn - The bomb does not appear to detonate with its full force. It explodes with only 1/2 the Str (3).

44
The bomb appears to detonate with a slight hiccup and sits otherwise silent. The bomb is actually now highly unstable. Woe betide anyone/anything that moves it...

55
Slow Burn - The bomb does not appear to detonate at all. Merely delayed D4 rounds later ... KABOOM!

66
Hang fire - The bomb does not appear to detonate at all. In fact, the bomb will explode the very next round! If it is thrown, it will explode in mid-flight.

77
The bomb appears to be spluttering. Every round roll a D6:



On a 6, the little bastard explodes!



On a 1, the fuse appears to die out.

88
The bomb detonates with a disheartening POOF! followed by a sharp CRACK! The priming powder caught but not the main charge. Closer inspection reveals the outer casing to be cracked, rendering it useless. Damn!

99
The bomb does not appear to show any signs of exploding. Closer inspection reveals that the fuse is damaged (kinked/frayed/damp). The fuse requires 2 D4 rounds of simple re-working before reaching operational status.

00
Bomb does not appear to detonate. Fuse extinguished itself.




