	8.2.4 COMBAT MANEUVERS FUMBLE TABLE

	 
	Feinting
	Weapon Brawling
	Melee Scuffle

	01-05
	You overextend your feint, lose balance and stumble sideways a few steps. Foe automatically get initiative the next round.
	Your attack falter and you pay for your indecisiveness by losing initiative to foe for next round.
	Unnecessary hesitation causes your move to fail. You lose iniative for next round.

	06-15
	This feint was good in your thoughts, but the poor execution make it counterproductive. Your foe receive a +15 bonus against you next round.
	You perform an all-out-attack in an attempt to end the fight, but slip on a spot of gore, stumble 5’ sideways and must parry next round at -10.
	The opportunity was good, but you stumble and lose your chance. Must parry next round at -10. 

	16-25
	You almost lose grip of your slippery weapon but regain control in the last second. The maneuver puts you in a bad position. You are at -15 next round.
	You attack foe with your fist, foe parries with his shield (or weapon). That hurts you more than him. You take +6 hits and fight at -5 for 2 rounds.
	Foe win this round of maneuvering and put you in a bad position  (move character into a disadvantageous position of GM decision).

	26-35
	Clumsy and slow performance. Foe easily perceive your intentions and get +20 to his next attack.
	Clumsy maneuver place you in a bad position. Foe receive initiative and a +20 bonus to his attack next round.
	Overextend a muscle in your attempt to move quickly. You fight at -5 due to muscle damage.

	36-45
	Skillfully outmaneuver yourself. Mad dancing leave you stunned next round. Foe have the option of disarming you next round with automatic success instead of making his regular attack.
	Trip over a hardly noticable dent in the ground, you lose balance and stagger forward or until hitting a hard surface. Spend the next round stunned.
	Running into foe(s) without putting your hard parts first hurts. A sprain in the hand causes a -10 penalty. You find yourself in a worse situation than before (if possible).

	46-55
	You feint ends horribly wrong. Spinning around like that, without control, will only harm you. You lose initiative and foe receive +35 for his next attack.
	You let lose your weapon which travels in a wide arc above opponents head and land 20’ away. That’s stupid.
	Good thinking, bad resolve. Your maneuver fail and your are stunned for 1 round. Your foe reposition to finish you next round.

	56-65
	You move in too close. Foe use the opportunity to rough you up. You take an “A” severity critical on either the Weapon Brawling or Grappling critical table (foe makes the choice).
	You try to hurt foe, but foe’s mind is bent the same way. He gets the upper hand. Roll an “A” severity Weapon Brawling critical on yourself. Better luck next time!
	Ribs crack (on you!) when you rush into foe(s) with force. You are at -10 until ribs are healed. Foe receive initiative and have a +20 bonus to his next attack.

	66
	Lack of control and hasty maneuvering is a bad combination. You run your face into foe's elbow, manage to drop your weapon and must spend next round stunned unable to parry. Your nose is broken. +8 hits. Bad move!
	Your eager attack puts you off balance and as you stumble headless into your opponent he take advantage of the situation. Roll a “C” severity Weapon Brawling critical on yourself. 

Tough luck! 
	Foe was tougher than it seemed. Going head to head wasn’t the best idea. You manage to knock yourself out for 1 round and remain stunned for another 2 rounds. +10 hits. Your helm now has a dent in it.

	67-75
	You stumble hard into foe. Foe recovers quicker than you and may attack next round with 150% action while you stumble around stunned.
	You smash into foe, but drop your weapon on the recoil. The impact stuns you. Foe will get an additonal +20 to his attack next round (i.e a total +40).
	You perform a reckless rush and suffer an “A” severity unballancing critical as you tumble into a hard object.

	76-85
	Trying to do too much in a limited period of time, you trip over you own legs in a move resembling a dance. You are down next round and at -10 due to a sprained ankle. +5 hits. Bad dancing.
	Trying to end the fight in an instant you lose control. As a result you rip open your own herb or money purse (or likewise), spilling the contents over the ground.
	The attempt to dash ends abruptly when your achilles tendon snap. You fall down and are at -25 until healed. The pain is excrusiating. Damn, you should have warmed up!

	86-95
	A failed feint ends badly as you lose balance and stumble into foe who takes advantage of the situation. You take a “B” severity critical on either the Weapon Brawling or Grappling critical table (foe makes the choice).
	In a stroke of bad luck you manage to break your right hand knuckle against foe’s shield, helm or similar hard surface. You drop your weapon and suffer a -20 penalty on all actions involving the hand.
	You slip on a spot of gore, stagger 10’ to the side and overextend a muscle. You spend 2 rounds stunned, down for the first. You fight at -10 due to muscle strain.

	96-99
	Your technique to distract the opponent is somewhat odd. You run your head into his shield (or other hard object) casuing you pain and disorientation. You are stunned for 3 rounds, without parry for the first. +10 hits. Poor move.
	Swinging too wildly, you lose footing and land on your weapon,taking an “A” severity critical on the appropriate critical strike table for your weapon. You are down, foe is up and the situation is ungood.
	The foolhardy maneuver fails badly when you run your head into a hard object. You are down, disoriented and stunned for 2 rounds, without parry for the first. +10 hits. 

	100
	Your false swing fails as you drop your weapon in the midst, losing balance and stumble 10’ sideways, slipping on a wet spot and ending flat on your back, stunned for 3 rounds and with a torn tendon that cause you a -25 penalty. Great work!
	Your brawling attack results in a clinch with foe, but your footing is unsteady. You go into the ground with a thump and are down, stunned without parry next round while foe remains standing. Hope for mercy!
	In a famous moment of extraordinary bad luck you manage to break your own leg. Ok, it’s just a crack but it stuns you for 3 rounds and the pain puts you at -20. How could that happen? It must be one in a million. +12 hits. 


