STERY



ired of the
same old
double

damage? Wouldn't you rather cl’xop off your
opponent.s head in one clean swing or put
an arrow in his heart? Rolled a critical hit?
Draw a card and apply the result. Each
card has four different results based on
weapon type,
all of which

are compatible
with the
world's most
popular role-
playing‘ game.
Crushing your
enemy's skull
has never been
this much fun.




’
PLAYER USE
Whenever a player confirms a crit, that player draws one
card from the deck and follows the result appropriate to the
weapon's damage type (bludgeoning, piercing, or slashing).
For magical attacks, use the magic entry. For weapons with
critical multipliers of x3, the player draws two cards and
chooses which effect to use (x4 weapons draw three cards).
The player must take the card’s result unless it cannot be

applied, in which case the player rolls x2 damage normally.

GM USE

There are three ways a GM can use these cards. Since they can
be quite deadly to players, we recommend the first option.

¢ The GM only draws cards for crits scored by major
villains or NPCs.

® Monsters and NPCs must spend a feat to draw cards
when scoring a crit.

# All monsters and NPCs draw cards when scoring a crit.

When monsters score crits, refer to the following guidelines
when determining the type of crit. Slams, tail slaps, wing
attacks, and tentacles do bludgeoning damage. Bites, stings,

d spikes do piercing damage. Claws do slashing damage. -




e s
DEFINITIONS
The following terms appear on numerous cards 7
" Bleed: Effects that cause bleed deal the listed amount
of damage at the end of the affected character’s turn. Unless =
otherwise noted, all ability bleed is damage (not drain). Bleed
can be ended by any magical cure spell or a DC 15 Heal check
made as a standard action. X
Save: Unless a DC is listed, the DC for any save that is
called for is equal to the confirmation roll used to score the
critical hit (after all modifiers have been applied). Saves only
affect additional critical effects, never base weapon damage.
Until Healed: This always refers to the additional damage
done or bleed effect, not the weapon (or spell) damage.

Product Concept and Design: Jason Bulmahn
Product Development: Mike McArtor, Jeremy Walker
Art Direction and Graphic Design: Sean Glenn

Box lllustration: Eric Deschamps

Publisher: Erik Mona

All critical hit effects are designated as Open Content for the
purposes of the Open Game License.

visit us at paizo.com
®, ™, © 2007 Paizo Publishing, LLC. All Rights
) Reserved. Printed in the U.S.A.




“The following text is the property of Wizards of the Coast, Inc. and
Copyright 2000 Wizards of the Coast, Inc (*Wizards"). All Rights Reserved. 5
1. Definitions: (a) “Contributors” means the copyright and/or trademark
owners who have contributed Open Game Content; (b) “Derivative Material®
means copyrighted material including derivative works and translations
(indluding into other computer languages), potation, modification, correction,
addition, extension, upgrade, improvement, compilation, abridgment oF
other form in which an existing work may be recast, transformed or adapted;
(¢) “Distribute” means to reproduce, license, rent, lease, sell, broadcast,
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under copyright law, but specifically excludes Product Identity. (e) “Product
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Notice of License Copyright: You mist update the COPYRIGHT
portion of this License to include the exact text of the COPYRIGHT
of any Open Game Content You are copying, modifying or distriby
and You must add the title, the copyright date, and the copyright holder$:
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Distribute.
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12 Inability to Comply: If it is impossible for You to comply with any of the
terms of this License with respect to some or all of the Open Game Content
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13 Termination: This License will terminate automatically if You fail to
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CEUSHED TRAC}:E::nm
Normal damage anthzgg;O %
eak.
b(ea:::i.:; Z[:\ds condition.

ELBOw FIERCED

ble damg get drops
Whatever i being helq (Iitem),

LONG GASH 3
Normal damage and 8 bleed'.q
successful Heal check cuts ; i :. £
bleedingin half, rather than ending

VULNERAB]I LIty
Double damage and if the spell did
elemental damage the target is now
wulnerable to that element for 3 roundk
w

COLLAPSEDr:;ltIaggis .
damage and t
th);:gaérez::l fo%ldé minutes.

s

NERVE CLUSTER
Normal damage and target is
stunned for |4g rounds (Fort saye
each round to act).

MINAL
FTURE ABDO

b CAVITY i)
Double damage and | Con bleed.

TRANSFOSITIOH
Double damage and you
and target switch places.

FIME SLAF

d targe
damage an
Normal for Id4 rounds.

t dazed

CHEEK FIERCED
Normal damage and |d4 pleey. Target
gains 50% spell failure chance for
verbal spel(s until healed,

ACROSS THE EYES

Normal damage and target

permanently blinded (Ref negates).

TURNED AROUND =
Double damage and target can
take only one move or
standard action next round.

1R 1 " s
RUSHED INFESTINE
C Normal darc“?geﬁa); negates,
d (D!
el

LODGED In¥HE BONE
Double damage and 2 bleed,
This bleed requires 5

DC 20 Heyy check to stop,

SEVERED SPIHED
Double damage and 3d6 Dex 4
damage (Fort halves).

ILOVE YOu, mAN
Normal damage and target is
charmed for 3 rounds (Will negates)

SELEEN
\IREDd |d6 bleed. T\?‘S
h maglc.

RUPE R
| damage »
:lzrergacan only be cured witl

muscrg SEVERED
Normal darnage and Id6 Dex and
Id6 Str damage.

LEAN INTO ¥HE BLOW
Triple damage, but you
drop your weapon.

FUNnny Bong
Double damage and target spends
| round laughing (as hideous Iaughter
spell, Will negates).

BROKEN RIBS

d target ca
le damage an -
Dou:eZk naturally for 1d4 days

nnot

NERVE SLICE
Double damage and target :arr;
take only one move or standard .
action next rour)d.

ARCANE BLAST
Double damage and 2d6 random
energy damage (Reflex half).

BONEI .}{Erll‘d} £
| damage and eithe by
N and halve speed (! egElesS
da?;gjamage (arm). Limb us!
& until

healed,

PHHCTURED Lung
Double damage and target begins

to drown 3 rounds later, Dc 20 Fort

save each roynd to, end effect,

FAIN AND SIMFLE
Double damage and
2d6 nonlethal damage.

HYFNOTIC LINK
Double damage and you may give
the target | suggestion (as the spell,
Will negates)

CRUNCH x
Double damage and ta:‘gd
is nauseated for | rou
(Fort negates).

FOREARm PIERCH]G
Double damage and target
is disarme (litem).

SURFRISE OPEnIn(StaCk
Double damage and one free af S
against the target with a -5 penalty.

ALLERGIC REACTION
Double damage and |d4 damage
to arandom ability score.

. NIGHT
anH*Yge and target

Normal dama 4 rounds

: \d
2 scious for
is unCO‘zFQrt negates)'

FAINF UL FOKE
Double damage and target can take
only one moye Or standard action
next round.

WE'VE GOT A BLEEDEI:
Normal damage and 2d6 bleed. .

F
SIREnsOnG
Double damage or triple damage
to giants, humanoids, and
monstrous humanoids,




TERRIBLE BEUISE
Double damage and
2d6 nonlethal damage-.

Doub[f? OCKBACK
dmage and tafget s

push,
ed Id6 squares directly awg
y.

ARMOK DAIMAGE
Double damage and normal
damage to target's armor.

DDRAHIHIG SFELL
ot ouble damage and target
omly loses one spell or one
of a spell-like ability. e,

COI\C\ISSIOI\ ,
Normal damage and 1d2 Int
and Wis damage-

[HIFECTIOH
e damage and

target
filth fever (Fort neg:tes)

Doub
Contracts

FLAY
Normal damage
plus 1d6 Str damage.

= CORROSIVE
: ouble damage. If acid spell
arget takes 2d6 acid dama :

for 1d4 rounds i

2FOR1 ‘
Double damage to target and
normal damage to adjacent target.

CUT STRAFS
Double damage and
double armor check penalty until
fixed (DC 15 Craft).

ok ELECT; ROCUTED
. e damage. lfelectricity spell
rget stunned for |d4 rounds )

my TEEF!
Normal damage and | Con damage-
Target loses bite, gains 20% spell
failure chance for verbal spells.

BLEED;
i ER
ouble damage and Id6 bleeq

TERRIBLE GASH
Double damage and | Cha drain..

4 EXCRIICIATIHG
o.rrnal damage and target is
sickened for Id6 rounds,

CR\ImPLlnG BLOW
Double damage and target is
knocked prone.

Double g LRCED
[ damage and target ;
dazed for I round getis

THROAT SLASH
Normal damage and 2d6 bleed.
Target cannot talk or breathe while
bleeding.

LIFE LEECH
N
orrré:{ damage and | negative level
ort negates after | day).

NUmMBING BLOW

ge and 1d4 Dex .

Normal dama;
disarmed

damage and target is
(I item, Ref negates drop)-

Y v
UCKING cHEggy wounp

Mage and target js

exhausted (Fort negates)

OVERHAND CHOF
Double damage and Id4 bleed. .

2 bKl'IOCKBACK
e l:j 'le damage and target is
ed Id6 squares directly away.

Kr\OCKBACK
Double damage and target
is pushed |d6 squares directly away:

DEERHUuR$InG
ouble damage and
target is rat;gqu.

GUT SLASH
Double damage and |d4 bleed.
Target cannot swallow whole.

Gl SFLASH SPELL
mal damage and half damage
to all adjacent targets, R

Normal damage and target is
knocked prone and stunned
for | round (Fort negates stun).

oVENTILATED
o ouble da""age a5
6 nonlethal damage

KNOCKBACK
Double damage and target is
pushed |d6 squares directly away.

FROZEn
Double damg
ge. If cold
target takes Id4 Dex danigge(lel‘

CEUSHED TOE

Normal damage and 1d4 Dex .

damage- Target's land speed is
halved until healed.

STINGER

damage an
sickened for Id6 rozanrgset .

Normal

MISSING DIGITS
Normal damage and target looses
1d3 fingers and takes | Conand .
Str drain (Fort negates).

NormAllfi St

al damage and tarpet i

entangled (DC 20 Str or g:c: e
Artist to be freed). i




EAWTH RUIBLE
TH FUIM y
Normal damage anda fre: :\‘r
2tempt versus targe.t an
; adjacent enemies.

VHLTIERABLE SFOT
ormal damage and target takes
Id4 ability damage of your choice,

SHIELD CLEAVE l
Double damage and ndrma
damage to target’s shield.

WILD SURGE
Normal damage and normal
damage of a random energy type.

THUNDER STRlKeEt 2
uble damage and targd
DZeafened for |d4 rounds.

NAILED In ppacp
ble damg

g€ and target
Move (DC 2 get cannot

0 Str check nNegates).

DECAFITATION
Double damage and death
(Fort negates).

RETURNING SFELL
Double damage shd
spellis not lost.

T

BROKEI LE N
Normal damage and |d4

ex damage I§ eeds are
Dex d . lal get S Sp!
educed by half untlhealed.

GRAZH!G HIT
Normal damage and target js
stunned for | round,

SWING THROUGH .
Double damage and one free attac|
against an adjacent foe
at the same bor_lgs.

IMAXIMUM EFFECT

Maximize all spell variables.

. o

N NOSE
?::fn)a‘:f and | Cha damage

Sk and | bleed.

InARow
Double damage to target ang

normal damage to adjacent target.

WEAFON STRIKE
Double damage and normal
damage to target’s weapon.

NERVE DAMAGE
Normal damage and target is
slowed for Id6 rounds.

LOW BLOW

d tar
| damage an
Nc:i':l:aened for 1d6 rounds.

getis

ACHILLEY HEEL

Normal damage and 1d2 Dex
Mage. Target’s Speeds are

reduced by half untj healed.

BAD FARRY ‘
Double damage and target is
disarmed (| item).

RIFT

Normal damage and target sent to a
random plane (Will negates).

L
MOR DEIV
ble ?alrlnage and 2d6 damage to

i or (ignore hardness)-

metal arm

EYE PAYC
Triple damag,
~4on Spot,

HFOR yo
€and |d2 Con drain,

Search, and ranged
attacks yntj| healed,

FLAT BLADE THWACK
Triple damage but all damage 3
is nonlethal.

ARCANE GLOW
Double damage and target glows
like faerie fire for 1d6 rounds.

STAGGERII\G B:.cg::i
Normal damage and
nonlethal damage-

Triple damage

and | Con bleed.

LEG SWIFE :
Double damage and target is
knocked prone.

TERRIFYING DISELAY

Normal damage and target

frightened for |d4. rounds
(Wil negates).

SHIELD sd targSt'Ks shield
mage an:
ol is%isarmed.

PEHETRIH-HIG WOuNp
Double damage and ignore DR,

MUSCLE WOUND 3
Déuble damage and 1d2 Strengt
. damage.

INTENSE STRIKE
Double damage and i

'gnore energy
resistance (but not

immunity),

BREATHLESS o
Normal damage and targd
:xhausted for |d4 rounds.

SPFUNn AROlInD

Normal damg

8€ and target js flat-
foote

d for | round,

SEVERED HAND ’
Normal damage and target lo:e
hand and takes Id3 Con an
Str drain (Fort negates).

COIDBHSTIOH
Double damage. If fire spell, target
catches fire, taking 2d6 fire damage

per round until extinguished.




SELIT OFEN
Double damage and 1d4 bleed.

LEFT
Double damg REELInG

7 ge and tar,
2 Penalty to AC o, ldieriza:j -
s.

SHATTERED JAW
Normal damage and | Con damage.
Target cannot speak or bite
until healed:

AURA OF PROTECTIO& l
Double damage and
*+4 to your AC for | round.

ROIII\DHO\ISF.
Normal damage and a free attack
against all adjacent foes
3t the same bonus-

RAGGED wounp

No
rmal damage and 1d8 bleeq

DELAYED WOUND
Normal damage and target takes
bleed damage equal to your
normal damage.

DCOHCHSSIVE SFELL
ouble damage and [d4 bleed.

TIRING BLOW
Double damage
plus target is fatigued.

Double damg

Speed is hal 8¢ and target's land

ved for |d4 rounds

SFUN AROUND
Normal damage and target is
flat-footed for | round.

5 TIME VORTEX
f ormal damage and target
shes, reappearing in Id4 rounds

LIGHES our .
Normal damage and targetis
blinded for 1d3 rounds.

SICEP wOunD
ormal d"mage T
Id4 St damage,

BEWILDERING DISFLAY
Double damage and target takes
a-2 penatly to AC for Id4 rounds:

;. ROARING SFELL
ouble damage and target is
deafened for |44 rounds.

2

FLAT FOOT
Double damage and | Dex damage
and target’s speeds reduced by 5
feet until healed.
.

PERFECT STRIKE
Triple damage.

SAFFING SLASH
Double damage
and target is fatigued.

< LIGHT BLAST
oublle damage and target is
blinded for | round.

SFUN AROUND :
Normal damage and targetis
flat-footed for | round.

Double damage L
1d6 Con dEMage_

Double damage and target loses
flight if it uses wings. :

. ELEMENTAL CALL
M:;mal damage. If elemental spell
ium elemental appears to servi ‘
for Id4 rounds, g

RATTLED
Normal damage and target is
confused for |d3 rounds
(Fort negates).

G DMRDED STRIKE
e ouble damage 5
to your AC for | round

SEVERED TENDOI
Normal damage and 1d6 Dex
damage. f

FOWER SIURGE
Triple damage.

SOLID BLOW
Triple damage-

TEnACIous wounp

N
dam:grrena;_adamage and Id2 Cop,
- larget does not i
damage Naturally, e

FARRYING STRIKE
Double damage and +4 to your
AC for | round. 8

FHASED
Qouble damage and target is
incorporeal for Id3 rounds
(Will negates).

BACK BREAKER
Double damage and
|d6 Dex damage-

DOUZEEP WOuNp
'_ e Damage and tarpet
S Nauseated for | roung

(Fort negates),

BROW CUT
Normal damage and |d4 bleed.
Target blinded while bleeding.

' DISFELLING AURA &
ormal damage and dispel magic
on the target. .




1SEE STARS
Normal damage and target takes a
20% miss chance for Id4 rounds.

Re FInHOLE
e € damage and | pe, d
es | additiona( bleed ee :
'd

until healed,

Target
ch round

DISEMBOWEL
Double damage and 1d4 Con
damage and 1d6 bleed.

o conbuir
b e damage and target takes
penalty on saves versys oul
spells for Id6 rounds 3%

momEnT\lm
Double damage and +2 onall your
attack rolls for | round.

Brown pack
e damage and tarpet
knocked bione. getis

Dou

TANGLED
Double damage and you may
automatically grapple the target.”

T FbRE'ITY COLORS
ouble damage and target is
dazzled for |d4 rounds.

SURFRISE OEFENING
Double damage and one free attack

against the target with a -5 penalty.

Nor:a(l)?GHE FIERCIHG
Target 9amage and | Cop dama;
rorg:vrr;s 50% spell failure chane.
al spells until healed, 3

BEOW TO CHII
Normal damage and | Con and Cha
damage. —2 penalty on Spot, Search,
and ranged attacks until healed.

-
&

OLFACFORY OVERLO, AD i

Double dama
ge and target |,
scent and blindsense fgr | dzsyes

SHATTERED HAND
Normal damage and 1d2 Con
and Str damage- Hand useless

until healed.

RIGHTIn
THE EAR
mal damage and | Int
and | bleed,

Nor,
damage

STAND ASIDE
Double damage and push target
| square in any direction.

% VAIMEIRIC IMAGIC 5
rmal damage. You are healed the
Same amount.

CRACKED RIB ‘
Normal damage and 1d3 Con
damage and target is fatigued.

mom
Double dam, age

and
attack ro|| nd+2 on all your

s for I round,

Normal damage and target is
sickened for 1d6 rounds.

nl®
SEUNNED

Normal damage and target is
stunned for | round.

WHERE AIIl 1? 2
Normal damage and target is
stunned for | round.

SURFRIs
uble damg,
against the 4,

E OFENIng
g€ and one free attack
"get with g -5 penalty.

IMISSING EAR
Normal damage and | Cha drain.
—4 penalty on Listen checks until.

healed.

3 minp crLoup
odble damage and target
is dazed for | round.

BELL RINGER
Normal damage and 1d2 Int damage
and sickened for |d4 rounds.

uﬁ:gEnDIClTIS
5 amage and target js
reat as greenblood oil)

Do
Poison:

MOMENTUIM
Double damage and +2 on all your
" attack rolls for | round. £

FEFRIFIED
Normal damage and target
is petrified for Id4 hoyrs
(Fort negates).

FEEBLE FARRY
Double damage and target
is disarmed (1 item)-

iﬁ?? LDER wounp
amage and |42 St ;
Dex dﬂmage. nd

D

HAMSTRING
Normal damage and
|d2 Dex damage and target
is knocked prone.

N(::.rlnT[ ?rr FROM MAGIC
al damage and tary

get cannot

Cast spells or use spell-like abili:iZs
for Id4 rounds,

CEACKED KNEE
Normal damage and 1d2 Dex
damage- Target's base land speed
reduced to 10 feet until healed.

N CALFHOLE
ormal damage aid
ld4 Dex damage.

LIGLY wOounD
Normal damage and |1d3 Cha
damage and | Cha drain (Fort .

negates drain)-

SIDE EFFECH
Dou‘ble.damage and you become
invisible for Id4 rounds




BRAINED - J
OFF BALANCE

Double damage and target can . : '

take only one move oF standard Normal damage and target provTres gl

e i ke Double damage and [d4 hours of
sed.

action next round.
target’s memory erd

threatening opponents.

Doubf:?::agFZERCInG
for 2d4 1oy and target sicke, n
) s ds (F ned ICKED
3 : B leed.

CARVE YOUR INIFIALS
Normal damage and target suffers
from humiliation and may only .

attachyou (Wil nega tes).

FINGERTIFFED

Normal damage and | Dex damage.
. Target cannot use one hand
dun_til healed

HACK AND SLASH
Double damage and all critical
threats against target automatically
conﬁrn‘n‘for the next 3. rounds.

e b[l)ISl RACTION . of
; uble damage and an illusion
PPears to attack foe, flanking hj
for you for [d6 rounds, A,

oy SHRINK RAY g
ormal damage and target i
t
reduced for 3 rounds (as Eeedu'ie
_person, Will negates),

EYEBURN
Normal dama
ge and target blj
for [d4 rounds (Fort ngeegat:sn)ded

LIR THINKY BIES

BOX THE EARS
| damage and target FOYO
Hotin s Double damage and | Int bleed MACE O DA FACE
ound). Normal damage and target dazed

deafened for 1d4 hours.
and blinded | round.

(Fort negates, save each 1

=

IAVELIn -y
D CATCHE CLEAnN
oubl; damage and |4 b[el:d if Normal d THROWGH ¥, OVERREAC,HO n
OM ranged attack ' aMage and Id6 bleeq ormal damage an
; and [ Con drain ; Provokes attack target
i ~ froma L’hreate:i: o Portunity
"8 Opponents,

4 LIE CUFE

Double damage and | bleed. Target

gains 20% spell failure chance for.
verbiL spells until healed.

WIDE OFEN
Normal damage and target
provokes attacks of opportunity .
~ from all ’t:\reatening 9gonents.

FAFER CUt
Normal damage and —4 penalty on
attack rolls, skill checks, and ability
checks for |d4 rounds.

CALLOF#HEWILD -
p
UNNATURAL SELECTION

Doub
R :n:em:(asm?ge or triple damage D HboARDERns WRALH
) ey, magical beasts ouble damage or tri
and vermin, ) 4 gragonfslple damage | Doubl: damage ortriple damage to
5 aberrations and outsi 9
ders.

SKULL CRIUSH
Double damage and 2d6 Int dr
(Fort half).

ain

damage ‘:mage and 1d2 Dey
nage. -4 penalt
using that hang un};i?:::llerzlls

BROAD SWIFE
Normal damage and |d8 bleed. .

o

o LINGERING mMAGIC
dan:mal damage this round and half
age each round for |d4 rounds,






