Firearms of the Lands.

A Shorte Historie of the Gonne

Since the invention nearly a century ago of the first ‘spell lock’ mechanism by Alfred Gonne, firearms have revolutionised the warfare of the Lands. Although originally expensive to manufacture and with less range than a comparable bow, the ease of use, short training time, punch and sheer shock value of the ‘gonne’ (after its inventor, now usually gun) has swept other missile weapons before it.

Early firearms remained little more than a curiosity – on a battlefield with fireball slinging wizards, who wants to be carrying several pounds of flammable powder? – until Alfred Gonne successfully married these early muskets with common protection spells to prevent hearth and home from burning down, and overthrew millennia or more of accepted practise. His excellent engineering of the design meant it was much safer and more difficult to misfire or ignite than previous designs. Indeed, some believe the use of protection spells to be little more than ‘window-dressing’, used to drum up interest!

With cunning incantations during the manufacture of the weapon to prevent early or accidental detonation of powder either in the pan or in the powder horn, he removed the dominance of the Orcish pike block, the heavy armoured knight and battlefield enchanter. With the reliability and safety of the Gonne assured, its ease of use and simplicity of mass manufacture by the emerging manufactories led to its early and massive adoption by Khitai. Once they had demonstrated its power the other nations rapidly followed suit.

Now, stands of musketeers interspersed with pikes and backed by spell casters duel on the battlefield. Experiments with larger weapons have been tried, but these are usually confined to siege weaponry and naval cannon. With an individual sorcerer being both more mobile, and more destructive than a ‘battlefield’ cannon this has relegated development of large artillery pieces to areas where they are more suited. Modern galleons, and the great Khitain war junks mount arrays of spell locked cannon, their powder magazines warded by strong magic’s to prevent one lucky lightning strike or fireball from gutting the whole ship.

Weapon Proficiencies.

Starting characters will only be proficient with black powder firearms if they are from a civilised, Landsmen background. This includes Corvinians, Fu-anese, Khitains, Selentinians and Duergar. All of the above are proficient with both types of simple black powder weapons, unless their class states otherwise.

If a character from another culture or race wishes to acquire one of the feats below they must pay for them as a separate feat as normal and cannot do so until they have had an opportunity to learn them in game.

Class Proficiencies

Some classes are further restricted in their knowledge of black powder weapons.

Bards, Rogues & Wizards

Proficient with either black powder musket or black powder pistol.

Cleric

If of a War sphere may take Weapon Focus in one black powder weapon instead of their gods chosen weapon.

Simple Weapon Proficiency – Black powder Musket

Covers the use and maintenance (but not manufacture) of black powder muskets, musketoons, blunderbusses and similar long arms. 

Unskilled: Yes, with –4 penalty to hit. Misfire on roll of 1-4 on attack dice, double all reloading times.

Pre-requisite: 

Civilised Landsmen (1st level only)

Simple Weapon Proficiency – Black powder Pistol

Covers the use and maintenance (but not manufacture) of black powder pistols and short arms (including the ‘Deck Sweeper’)

Unskilled: Yes, with –4 penalty to hit. Misfire on roll of 1-4 on attack dice, double all reloading times.

Pre-requisite: 

Civilised Landsmen (1st level only)

Exotic Weapon Proficiency – Grenado

Covers the use and maintenance of black powder grenados and explosives. It also covers the manufacture of these devices, provided the necessary materials are to hand.

Unskilled: Yes, with –4 penalty to hit. Misfire on roll of 1-4 on attack dice, double all scatter distance.

Pre-requisite: 

Civilised Landsmen (1st level only)

Exotic Weapon Proficiency – Black powder Cannon

Covers the use and maintenance (but not the manufacture) of black powder cannon, mortars and similar large weapons.

Unskilled: Yes, with –4 penalty to hit. Misfire on roll of 1-4 on attack dice, quadruple all reloading times.

Pre-requisite: 

Black powder Weapon Proficiency – Musket

Black powder Weapon Proficiency – Pistol

Black powder Weapon Proficiency –Grenado

New Feat

Firearms Drill (General)

You have spent long hours drilling with various firearms, making loading them quickly second nature to you.

Prerequisite: Dex 13+

Benefit: This feat reduces your firearms reload time by one full round action. Firearms Drill can be taken more than once, but it always takes at least one full round action to reload a firearm.
Misfire!

On a natural 1 on an attack roll; roll on the misfire table below. All modifiers stack.

11-20 - Misfire, one full round action to re-prime the pan then may fire again. Que sera, sera.

6-10  - Jam, user must reload but takes two rounds longer than usual as need to remove previous shot. Whoops.

2-5   - Powder flash, Reflex save or user blinded for 1d6 rounds. No eyebrows.

1     - Breech explodes! 1d6 damage to user, plus blinded as above. No eyebrows, shrapnel damage, weapon unusable.

+ Any quality or magic bonus

+ 1 Fine ground powder

+ 3 Damp conditions

- 1 Weapon fouled or not cleaned properly

- 2 Unskilled user

- 2 Non-firearms culture (stacks with unskilled)

Firearms descriptions

All firearms are excellent at punching through armour, and as such have made most Landsmen armies begin to ‘trade down’ into lighter forms of protection. Although modern guns are very resistant to water effects, a heavy downpour or a dip in the ocean will generally render any of them ineffective until the powder can be dried out!

In the Sunset Isles guns are commonplace amongst the ‘civilised’ colonies and are easily available at all the major ports and often at smaller outposts. Indeed, the Khitains are trying to squash a growing trade by Duergar and Selentinian merchants in the sale of older firearms to native tribes! As yet nowhere in the Sunset Isles has begun to produce cannon, and the manufacture of powder locally is still in its infancy.

Simple Weapons – Black Powder

	Type
	Cost
	Damage
	Critical
	Range
	Reload
	Type
	Weight

	Small
	
	
	
	
	
	
	

	Light Pistol
	50gp
	1d6
	19-20, *2
	10
	2
	B/P
	2.5lbs

	Pistol
	35gp
	2d4
	19-20, *2
	30
	2
	B/P
	6lb

	‘Dungeon Sweeper’
	50gp
	2d4
	20, *3 
	10
	2
	B/P/S
	6lb



	Medium
	
	
	
	
	
	
	

	Musketoon
	75gp
	2d6
	19-20, *2
	60
	3
	B/P
	8lb

	Blunderbuss
	50gp
	2d6
	20, *3
	15
	3
	B/P/S
	8lb

	Large
	
	
	
	
	
	
	

	Musket
	100gp
	3d6
	19-20, *2
	80
	3
	B/P/S
	10lb


Exotic Weapons – Black Powder

	Type
	Cost
	Damage
	Critical
	Range
	Reload
	Type
	Weight

	Small
	
	
	
	
	
	
	

	Target Pistol
	100gp
	1d6
	18-20, *2
	45
	3
	B/P
	4lb

	Grenado
	10gp
	1d6
	19-20, *3
	Thrown
	1 round to fuse
	B/P/S
	4lb

	Large
	
	
	
	
	
	
	

	Rifle 
	250gp
	2d8
	18-20, *2
	120
	6
	B/P/S
	12lb


If a character is reloading with loose shot and powder (i.e. not from a bandolier or ready made up in a mandarin or similar), then add one round to all reloading times above.

Firearms vs. armour

Firearms are especially good at penetrating and causing damage through even the heaviest of armour. Each type of armour within a class therefore gives similar protection; although magic and quality bonuses still apply as normal e.g. a +1 suit of Plate mail gives a +4 AC bonus in total.

	Class of armour
	AC bonus vs. firearms

	Light
	+1

	Medium
	+2

	Heavy
	+3


Please note, the full ac bonus is still applied versus explosive weaponry such as grenados and also against any B/P/S type weapons such as the ‘Deck sweeper’ or blunderbuss (as their damage is caused by small pieces of shrapnel and blast effect).

Shields offer no protection against firearms at all, and many bravos have begun to emulate the elite Khitain ‘Dare-to-die’ troopers wielding either a Maine Gauche or small buckler rather than the large shields previously used.

Area effect weapons

Dungeon sweepers and blunderbusses both have a cone attack, attacking as a breath weapon of the appropriate range. A to hit roll is made as normal, with the target taking full damage if successful; anyone in the area of effect must make a successful reflex save or take half damage (this includes the target if the firer missed!).

Grenados are pottery vessels, filled with a pound of gunpowder, some nails or similar shrapnel and fitted with a slow burning fuse. The fuse is lit, and the grenado thrown at the enemy where the intention is that it detonates in a lethal hail of shrapnel. They can be thrown over walls, onto the crowded decks of ships or used to clear rooms in dungeons. Of course, if you don’t get the fuse the right it may explode in your hands or the enemy may have time to throw it back! They have a 10ft blast area and a successful reflex save will halve the damage taken.

Accessories

	Item
	Weight
	Cost

	Powder charges, loose, fine ground (20) *
	1lb
	30gp

	Powder charges, loose, coarse (20) 
	1lb
	3gp

	Lead shot (20) 
	1lb
	2gp

	Cleaning kit 
	3lb
	5gp



	Item
	Weight
	Cost

	Powder horn (waterproof, holds 60 shots) 
	2lb
	5gp

	Cartridge pouch (holds 60 balls plus cleaning kit) 
	1lb
	2gp

	Firearm pouch (waterproof, long arm) 10gp
	3lb
	10gp

	Firearm pouch (waterproof, short arm) 5gp
	1lb
	5gp

	Bandolier 15gp
	5lb
	15gp


Powder

Coarse ground powder is the standard type of gunpowder used across the Lands. It is a coarsely ground and relatively cheap component.

Fine ground powder is a recent invention of the Selentines, but is rapidly spreading across the nations. It is coarse powder taken one stage further, and is carefully sieved and sifted (similar to the finest flour), so all it’s grains are even and matched for burning. It provides the user with a plus one bonus to hit and to damage.

Cleaning Kit

If proper cleaning is not carried out on a firearm, add one to its chances of a misfire (i.e. 1-2 in the hands of a trained user, 1-5 unskilled). A firearm should be cleaned after any prolonged usage or period of disuse.

Powder Horn & Cartridge Pouch

A horn (or other device) for carrying loose powder & a waxed satchel for carrying loose shot.

Firearm Pouch

A waterproof leather pouch for carrying a firearm of the appropriate size. The weapon cannot be used whilst wrapped up unless a hole is cut in the bag to allow the trigger to be reached and the hammer to fall. 

Bandolier

A cross or waist belt with pouches or small containers (often called ‘mandarins’ after the advisors to the Heavenly Emperor) each containing shot and powder ready for one load of a firearm. This greatly speeds up the reloading time required for a gun. 
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