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Welcome to the Critical Mediocrity deck, the 
ultimate tool for severe averageness.

What the heck is What the heck is 
critical Mediocrity?!critical Mediocrity?!
This deck is specifically designed to introduce 
some randomness and rare, interesting events to a 
campaign, without being as extreme or punishing 
as critical hit and critical fumble options. So the 
impact of the critical mediocrity deck is felt more 
often but represents the kind of minor give-and-
take common in combat rather than examples of the 
very best and very worst things that can happen. 
This has the advantage of shaking things up with 
unusual and unexpected events without everyone 
cringing and preparing for the entire combat to take 
a sudden turn when a card is drawn. The idea is 
to shake things up a little and add some flavor and 
interesting opportunities, rather than inject wild 
swings of radical results.

When do you draW a card When do you draW a card 
and apply the results?and apply the results?
The base rule is that anytime an attack roll is a 
natural 10 or 11 (the d20 rolled for the attack shows 
a 10 or 11), you draw a critical mediocrity card and 
apply the results.

Each card has a Hit result, and a Miss result, 
indicated by the

 icon for a hit, and the
 icon for a miss.

If the triggering attack hit its target, you apply the 
Hit effect, if it missed you apply the Miss effect.

A GM can change when critical mediocrity 
cards are drawn as desired. The entire deck might 
only be used for specific encounters with unusual 
circumstances. For example, the deck might be 
used to inject additional randomness into a combat 
if fighting on the heaving deck of a ship being hit 
by enemy fire, or during a torrential downpour, or 
on the edge of a volcano spewing ash and cinders 
into the faces of the combatants. Used in this way 
the deck becomes a way to signal to players that the 

critical Mediocrity deckcritical Mediocrity deck

fight is less predictable than typical conflicts in neat 
10-foot wide corridors and level floors.

A GM could also connect the Critical Mediocrity 
Deck to specific numbers or circumstances tied to a 
campaign or location. For example, if lucky numbers 
are an important part of a campaign, the deck might 
be triggered by natural d20 attack rolls of 7 and 13, 
rather than 10 and 11. If a trickster god has a holy day, 
the deck might only be used for fights occurring on 
that day (or, alternatively, within the trickster god’s 
shrine). If a specific battlefield is famously haunted, or 
infused with misfortune and legend, any conflict there 
might use the deck. A truly powerful supernatural 
force might even apply critical mediocrity cards more 
often—the steps to the Temple of Minor Annoyances 
might have the power to force a critical mediocrity 
card be drawn with every attack (perhaps combined 
with one of more of the effects from the book 101 
Minor Daily Annoyances).

What if the results What if the results 
can’t Be applied?can’t Be applied?
Critical mediocrity cards are never designed to 
change the core rules of the game any more than they 
specifically note. If an opportunity offered by a critical 
mediocrity card can’t be fulfilled by the attacking or 
defending character (as noted on the card), it just 
doesn’t happen. Sometimes the circumstances of the 
attack make the results pointless, such as granting a 
free unarmed attack against your target when you 
were making a ranged attack. The fact a card says 
you get a free unarmed attack doesn’t change the 
other rules of unarmed attacks—if the legal targets 
allowed by the card aren’t in range for you to make 
an unarmed attack, the opportunity is just lost.

That’s fine. These are examples of mediocrity, 
after all.

is this deck designed to is this deck designed to 
Be used instead of critical Be used instead of critical 
hits and critical fuMBles?hits and critical fuMBles?
The Critical Mediocrity Deck is clearly inspired 
by the long tradition of critical hit and critical 
fumble card effects, and it can certainly be used in 
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conjunction with them. It’s absolutely not necessary 
to use such decks with critical mediocrity cards, 
however. Many groups of gamers find the impact 
of most critical hit and fumble cards too heavy-
handed to be enjoyable for long-term use, and for 
those groups adding critical mediocrity effects on 
top of critical this and fumbles may be too much.

You can also treat the critical mediocrity deck as 
a “light” critical hut and fumble deck, by having its 
effects only apply to natural 20s and 1s on the attack 
die. This means the [Hit] effect will always apply 
on a 20, and the [Miss] effect on a 1, which adds a 
little extra spice to such events but doesn’t have the 
huge impact of traditional critical card decks.

What if i don’t Want What if i don’t Want 
to cut out the cards?to cut out the cards?
Each card has a number from 1-100 on it, and they 
are presented in order. Just roll 1d100 and flip to 
the page with the relevant card, rather than printing, 
cutting the cards out, and shuffling them.

card rulescard rules
Since space is limited on cards, there are some 
universal rules we have applying to all the cards, 
as follows:

• If an effect calls for a skill check or saving 
throw, the DC is 12 + the level of the foe being 
attacked, unless the card says otherwise

• An identical attack is making the same 
attack (with all the same weapons, options, 
and modifiers) against the same target. If 
circumstances change so the modifiers are 
different or you don’t have the resources to re-
use a specific ability or option that was part of 
the attack, you cannot make an identical attack.

• Any other attack allowed by a card is a Strike.

printing these printing these 
cards at hoMecards at hoMe
This deck of cards is perfectly usable as simple 
printed-out pages. You do not need to print them 
and cut them out. Eventually, there will be a print-
on-demand version of this product if you’d prefer 
a more professional-looking deck. Until then, 
if you would like to print these and cut them out 
for yourself, we have put backs on every other 
page. If you print double-sided, this should come 
out matching the fronts. If you print one page at 
a time, just print the even pages, turn them over 
horizontally, put them back into the printer, then 
print the odd pages. Try this with one page only 
until you’ve worked it out. 

We also recommend you use the heaviest 
cardstock your printer can handle in order to make 
the cards sturdy enough to play with.
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terms of this License.
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in and to that Product Identity.
8. Identification: If you distribute Open Game Content You must clearly indicate which portions 
of the work that you are distributing are Open Game Content.
9. Updating the License: Wizards or its designated Agents may publish updated versions of this 
License. You may use any authorized version of this License to copy, modify and distribute any 
Open Game Content originally distributed under any version of this License.
10 Copy of this License: You MUST include a copy of this License with every copy of the Open 
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the name of any Contributor unless You have written permission from the Contributor to do so.
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13 Termination: This License will terminate automatically if You fail to comply with all 
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sublicenses shall survive the termination of this License.
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