Critical Fumbles (optional)
A natural "1" on the d20 for any attack roll automatically misses, and it is also a potential critical fumble.  The player must immediately make a second attack roll with the same modifiers and same DC as the original roll: if the second roll fails, the character suffers a critical fumble (if it succeeds, the attack is just a regular miss).  To determine the fumble result, the player rolls 1d10 and consults the chart below corresponding to the type of attack:

Melee Attack: Hand Weapon

	d10
	Fumble Result
	Effect

	1-3
	Chance of weapon breaking
	See Damaged and Destroyed Weapons (below)

	4-5
	Drop weapon
	Weapon dropped into a valid adjacent square (roll as grenade-like effect)

	6-7
	Stumble
	You are considered flat-footed until your turn next round, and your attack action immediately ends (even if you normally could make more attacks) 

	8-9
	Slip
	You drop prone (as if struck by a trip attack)

	10
	Fall
	You drop prone, you are considered flat-footed until your turn next round, and your attack action immediately ends (as Slip and Stumble)


Melee Attack: Unarmed or Natural Weapon
	d10
	Fumble Result
	Effect

	1-3
	Exposed
	You miss wildly and suffer a -2 penalty to AC until your turn next round

	4-6
	Stumble
	You are considered flat-footed until your turn next round, and your attack action immediately ends (even if you normally could make more attacks)

	7-9
	Slip
	You drop prone (as if struck by a trip attack)

	10
	Fall
	You drop prone, you are considered flat-footed until your turn next round, and your attack action immediately ends (as Slip and Stumble)


Ranged Attacks
	d10
	Fumble Result
	Effect

	1-3
	Wild shot
	You pull a muscle and are fatigued until the end of your turn next round

	4-6
	Drop weapon
	Weapon dropped into a valid adjacent square (roll as grenade-like effect)

	7-8
	Stumble
	You are considered flat-footed until your turn next round, and your attack action immediately ends (even if you normally could make more attacks)

	9-10
	Weapon problem
	Bows/slings: string/strap breaks (Craft check DC 10 to repair, 1 minute)

Thrown weapons: see Damaged and Destroyed Weapons (below)

	Ranged touch spells that inflict damage can suffer critical fumbles, but the only possible result is Stumble.


Damaged and Destroyed Weapons


If this result is rolled on the d10, the player must make a Durability saving throw for his weapon at DC 20.  If the weapon succeeds on the Durability saving throw it is not harmed, but if the saving throw fails the weapon is damaged.  The saving throw is modified by the weapon’s principal material and its quality:
Material

Bonus
Bone/Wood/Darkwood
+10
Stone/Soft metal/Silver
+11
Steel/Cold iron/Mithral
+12
Adamantine

+14
Durability Modifiers: Magic weapons receive a bonus equal to their enhancement bonus (+1 to +5).  Weapons that are already damaged suffer a -5 penalty on any subsequent saving throw.

Damaged Weapons: When a weapon is damaged, it suffers a -1 penalty on all attack rolls and damage rolls.  Furthermore, a natural "1" or "2" on any attack roll using a damaged weapon is automatically a miss and also a potential critical fumble.  A damaged weapon suffers a -5 penalty on subsequent Durability saving throws.  A damaged weapon can be repaired (at appropriate facilities with proper equipment) by making an appropriate Craft skill check (at the same DC needed to make the weapon).  The repair work requires a number of hours equal to the weapon's base maximum damage, not including bonuses (e.g., a weapon that rolls 1d6 for damage requires 6 hours).  If the character making the repair check fails by more than 5, the damaged weapon is automatically destroyed.

Destroyed Weapons: A weapon is destroyed when it rolls a natural "1" on a Durability saving throw, or when it is already damaged and gets damaged a second time.  A destroyed weapon is unusable.  It may be rebuilt using the normal Item Creation process.  However, since the character is starting with the fragments of the old weapon, all costs (material, masterwork, and magic) are halved.
