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Firearms
Guns can be a part of a fantasy setting without

dominating it. John Carter and Solomon Kane carried
pistols alongside their swords, and what is a pirate without
a flintlock? Primitive firearms are unpredictable weapons,
prone to malfunction, which provides balance against more
traditional medieval weapons... and additional excitement!

First, understand that firearms blow through medieval
armor. Guns ignore worn armor, penalizing the AC of the
target. It is up to the referee whether a given monster's AC
is connected to armor or something else, such as dexterity,
speed, or magic. When in doubt, penalize the AC by 2.

Firearms are volatile. If a natural 1 is rolled while using a
gun, not only does the gun automatically miss, but it
breaks, and cannot be used again until it is repaired. In
addition, when the weapon breaks, there is a 1 in 6
chance that it explodes, destroying the weapon and doing
the weapon's damage to everyone within 5 feet, including
the wielder.

Right after this paragraph is a short table of firearms
appropriate for most games. Rate of fire is not listed
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because all of the weapons fire once and then have to be
reloaded, as they are all muzzle loaders; after firing once,
the weapon must be reloaded by ramming one dose of
black powder and a single bullet down the muzzle.

Weapon or Item Damage Range† Weight (lb) Cost (gp)
Black Powder (dose) -- -- -- 10
Blunderbuss* 1d6+2 10 ft. 8 1,000
Bullets (30) -- -- 1/2 30
Bullet, Silver -- -- -- 25
Musket* 1d6+3 40 ft. 9 2,000
Pistol, Doglock** 1d6+1 20 ft. 4 800
Pistol, Dragon 1d6 20 ft. 3 750
Pistol, Flintlock 1d6+1 20 ft. 4 1,000
Pouch (30 bullet
capacity)

-- -- 1 1

Powder Horn (10
dose capacity)

-- -- 1 3

* Two-handed weapon
** When reloading, there is a 1 in 6 chance that it will

take two rounds instead of one, as the mechanism is a
little bit more awkward than a flintlock.
†As usual, +2 “to-hit” at short range (x1), +1 "to-hit" at

x2 range, and no bonus or penalty for attacks at x3 range.
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Below is an example of a magic firearm. It counts as an
"Unusual Weapon"

Literal Doglock: This is a doglock pistol with a +1 "to-hit"
bonus. In addition, if there is a hidden or invisible danger
within 100 feet that can be detected by scent, there is a 2
in 6 chance that the pistol will alert its owner by growling.
There is a 1 in 6 chance the weapon will also have a +2
"to-hit" bonus against felines and couriers. The weapon
may bark during combat and whine if there is difficulty
reloading it due to the doglock mechanism.
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Medicine
While potions are useful, not everyone has access to the

alchemical and magical knowledge required to create
them. Instead, herbalists and apothecaries use various
substances to achieve certain effects. Some of these
substances are magical, some of them are not.

A sample list of such substances is below. When using
them in treasure, they count as potions. However, there are
some differences. First, each entry will list how the
substance is administered. Most are liquids that are drunk,
aka draughts, but not all of them.

Second, each entry will list a Primary Effect. This is a
useful effect, and why one would want to use the medicine
in question. However, these preparations are not perfect,
so there is a 1 in 6 chance that the Primary Effect will not
occur.

On top of this, there will be a Side Effect listed. There is
a 1 in 6 chance the Side Effect will occur when the drug is
taken. If a character uses one of these substances while
under the influence of another, the second medicine works
as normal, but the Side Effect always occurs.
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Likepotions,theseareone-useitemsthatlast1d6+1
turnsifadurationisneeded;ifrelevant,rollseparatelyfor
howlongthePrimaryEffectandSideEffectlast.

Therearetenofthesesamplemedicines,sothereferee
canrollad10todetermineonerandomly.Eachentryhasa
numberinfrontofitforthispurpose.Theentriesare
deliberatelyvague,sotherefereecandecidewhatthe
draughtsandsoonlooklikeandwhytheycausetheeffect
theydo,intermsofgame-worldflavor.(Forexample,
maybeAuxPastegreatlyimprovesone'sabilitytotrack
movement,makingiteasiertododgeoravoideffects.Or
maybeitmakesone'sbreathsmellbettertoluckdemons!)

1-AxaranthCider:Draught.PrimaryEffect:Ifforced
downthethroatofsomeonewhoreached0HPorlessafter
nolongerthanasingleroundinthatstate,characterdoes
notdie,wakingupwith1d6HP.SideEffect:IfPrimary
Effectdoesnotoccur,characterbecomesavampire
controlledbytherefereeandattacks.IfPrimaryEffect
doesoccur,characterisgroggyandslow.1/3normal
movement,cannotattackorcastspells,-2tosaves.
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2-AshbarkBeer:Draught.PrimaryEffect:Roll4d6.
Keepthehighestthreedice.CurethatmanyHPworthof
damage.SideEffect:Dizzyandnauseous.-2"to-hit"and
damage,andcannotdrinkoreatanythingfortheduration.
1in6chanceoffallingproneduetodizzinesseveryturn
(outsidecombat)orround(duringcombat).

3-AshbarkTea:Draught.PrimaryEffect:Cures1d6+2
HPofdamage.SideEffect:Nausea.-2"to-hit"and
damage,andcannotdrinkoreatanythingfortheduration.

4-AuxPaste:Eaten.PrimaryEffect:+2savingthrows,
opponentsattackat-2,+1tohit.SideEffect:Muscle
weakness.-2tomeleedamage(minimum1)andhalve
movementrate.

5-BrokFlowerInfusion:Draught.PrimaryEffect:+2to
attackrolls.SideEffect:Berserkrage.Eachround,saveor
attackthenearestperson,friendorfoe.Rollrandomlyif
multipletargets.Lasts1d6+1rounds,notturns.

6-Epsomleaf:Smoked.PrimaryEffect:Cures1d6HPof
damage,andcharactergainsstrengthaboveandbeyond
18.Additional1d6todamagerollsand+4“to-hit”.Side
Effect:Characterbecomesextremelyclumsy,worsethana
DEXof3.-4"to-hit"formissileweapons,ACworsensby2.

7

7-GoblinCoffee:Draught.PrimaryEffect:+1onattack
rollswithmissileweapons.Characteralwaysgoesfirst
everyround.+2tosavingthrowswherereactionspeed
couldbeanissue,suchasdodgingafallingboulder.Side
Effect:Nervoustic.PenalizeACby1,-1tomeleeattack
rolls,mustmoveatleastfivefeeteveryroundifpossible.

8-GoldenrootBeer:Draught.PrimaryEffect:Curesone
non-magickaldisease(determinerandomlyifmorethan
one).SideEffect:Extremedrunkenness.-4"to-hit,"1in6
chanceoffallingproneduetodizzinesseveryturn(outside
combat)orround(duringcombat).

9-MantisToadstool:Eaten.PrimaryEffect:Character
growsandbecomes35feettall.SideEffect:Musclepain.
Movementishalvedand-1"to-hit".

10-PahrweedSap:Draught.PrimaryEffect:Thisisa
weakbutdeadlypoison.Savewitha+2bonusordie.Side
Effect:Cures1d4pointsofdamage.
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