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This supplement is meant to provide statistics for firearms for campaigns inspired by fantasy closer to
Robert E. Howard’s Solomon Kane than by J.R.R. Tolkien’s Lord of the Rings. Rules are included for blunder-
busses, cannons, muskets, and pistols. If these firearms are heavily incorporated in a campaign, the Referee

should definitely consider the impact on their game world.

Weapon Damage Rate of Fire Range Weight (Pounds)
Blunderbuss 1d8 1 15 ft. 12 Ib. 100gp
Bullets (20) By Weapon | By Weapon | By Weapon 2 1b. lgp
Cannon 4d6 1 200 ft. 45 Ib. 300gp
Cannonballs (20) | By Weapon | By Weapon | By Weapon 20 Ib. 10gp
Musket 2d6 1 100 ft. 15 Ib. 175¢gp
Pistol, Heavy 2d6 1 60 ft. 8 Ib. 137¢gp, 5sp
Pistol, Light 1d8 1 60 ft. 6 Ib. 75gp
Pistol, Medium 1d10 1 00 ft. 6 Ib. 100gp
Powder Horn By Weapon | By Weapon | By Weapon 1/21b. 1gp

Blunderbuss: This weapon has a wide, bell-shaped barrel and is designed to hold and fire shot that scat-
ters when discharged. The blunderbuss affects all targets in a 10-foot wide line beginning at the front of
the barrel and extending up to the weapon’s maximum range. The blunderbuss was designed for use in
close quarters against tight formations.

Bullets: These are lead balls with a cost of one gold piece for twenty.

Cannon: This is a very large firearm that typically must be mounted on a cart or other platform. After us-
ing a cannon, you must use two full rounds to reload it before it can be fire again.

Cannonballs: These one pound lead balls come in sets of twenty for ten gold pieces and are fired from a
cannon.

Musket: This is a two-handed firearm commonly used by hunters and characters who need a heavy, yet
portable weapon. The weapon’s unwieldy shape and size means that an attacker using a musket takes a —4
penalty on attacks against adjacent opponents.

Pistol: This is a small, one-handed or light firearm. Typically, pistols are carried as small arms for protec-
tion against unknown dangers.

Powder Horn: Each horn contains sufficient powder for twelve shots from a flintlock weapon. A cannon
consumes three shots worth of powder.




OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Re-
served.

1. Definitions: (a)"Contributors" means the copytight and/or trademark owners who have conttibuted Open Game Content; (b)"Derivative
Material" means copyrighted material including derivative works and translations (including into other computer languages), potation, modifi-
cation, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be recast,
transformed or adapted; (c) "Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distrib-
ute; (d)"Open Game Content" means the game mechanic and includes the methods, procedures, processes and routines to the extent such
content does not embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified as Open
Game Content by the Contributor, and means any work covered by this License, including translations and derivative works under copyright
law, but specifically excludes Product Identity. (¢) "Product Identity" means product and product line names, logos and identifying marks in-
cluding trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols,
designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names
and descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environ-
ments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or regis-
tered trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically excludes the Open Game
Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or
the associated products contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute,
copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee
in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be
Used under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or
subtracted from this License except as described by the License itself. No other terms or conditions may be applied to any Open Game Con-
tent distributed using this License.

3.0Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free,
non-exclusive license with the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You tepresent that Your Con-
tributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPY-
RIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and
the copyright holdet's name to the COPYRIGHT NOTICE of any otiginal Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly li-
censed in another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or
co-adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly
licensed in another, independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in
Open Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in
Open Game Content shall retain all rights, title and interest 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 Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have
written permission from the Contributor to do so.

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 due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30
days of becoming aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to
make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

Modern System Reference Document Copyright 2002-2004, Wizards of the Coast, Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman,
Charles Ryan, Eric Cagle, David Noonan, Stan!, Christopher Perkins, Rodney Thompson, and JD Wiker, based on material by Jonathan
Tweet, Monte Cook, Skip Williams, Richard Baker, Peter Adkison, Bruce R. Cordell, John Tynes, Andy Collins, and JD Wiker.

Swords & Wizardry Core Rules, Copyright 2008, Matthew J. Finch

Swords & Wizardry Complete Rules, Copyright 2010, Matthew J. Finch

OGL Steampunk is Copyright 2004, Mongoose Publishing Limited.

END OF LICENSE
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