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Roll on the above chart when a PC rolls a natural 20 (or a modified 20 for a fighter.) 

Head severed if damage is more than half remaining HP. 
Enemy killed. Otherwise, +2d6 Exploding Dice.

Roll twice on this list.  The result is applied in the order 
in which it appears on the chart.*

Weapon arm (attacking appendage) severed if damage is 
more than half remaining HP. Otherwise, +2d6 damage.

Double damage of all dice rolled.

Additional 1d4 Damage

Additional 1d6 Damage

Bleeding Wound: +1d6 damage each round

Maximum damage

Die Roll Critical Effect

Additional 1d8 Damage

Additional 1d6 Damage

Exploding weapon damage die (reroll 1's)

Exploding weapon damage die (reroll 1's & 2's)
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