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Tools of Order

There are two types of firearms in Exploration Age.
Those using gunpowder and those powered by
aberrant technology. The gunpowder weapons in use
are the same as the Renaissance weapons on pg. 268
of the Dungeon Master's Guide. Aberrant firearms are
described below.

Module: Firearm Proficiency

Any character with a proficiency in all martial
weapons has proficiency in all firearms available as
Renaissance weapons in the Dungeon Master's

Guide and the aberrant firearms in the Exploration Age
Campaign Guide.

Aberrant Firearms

Name Price | Damage [Weight | Properties

Martial Ranged Weapons

Aberrant revolver 500 gp | 1d6 varies |5 Ib. Ammunition (range 80/320), light, reload (8 shots)

Aberrant rifle 700 gp | 1d8 varies |10 Ib. Ammunition (range 100/400), reload (15 shots), two-handed
Ammunition

Acid charge (10) 5gp acid 1 1b. -

Cold charge (10) 5gp cold 1 1b. -

Fire charge (10) 5gp fire 1 1b. -

Lightning charge (10) | 5gp lightning |1 Ib. -

Aberrant Revolver. Using technology discovered in
the aberrant ruins, researchers at The Arcane
College created a weapon capable of carrying eight
pieces of ammunition. The gun
uses alchemical charges as ammunition. Depending on
the charge loaded, the revolver can deal acid, cold,
fire, or lightning damage.

Aberrant Rifle. Like the aberrant revolver, the
aberrant rifle was also created by The Arcane College.
This weapon packs more of a punch, can carry 15
pieces of ammunition, and can shoot further distances,
though it is bulkier and requires two hands to use. The
gun uses alchemical charges as ammunition.
Depending on the charge loaded, the revolver can deal
acid, cold, fire, or lightning damage.

Module: Ranged Two-Weapon Fighting
When you take the Attack action and attack with a
light (melee or ranged) weapon that you're holding in
one hand, you can use a bonus action to attack with a
different light (melee or ranged) weapon that you're
holding in the other hand. You don't add your ability
modifier to the bonus attack, unless that modifier is
negative.

If the pistol Renaissance weapon is allowed in your
game, the light property can be added to it.
The decision to add this property is up to the DM.
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Bombs

There are two types of explosives in Exploration Age.
Those using gunpowder and those powered by
aberrant technology. The gunpowder explosives in use
are the same as the Renaissance items on pg. 268 of
the Dungeon Master's Guide. Aberrant explosives are
described below.

Bombs
Name Price Weight
Frost bomb 400 gp 11b.

Lightning bomb | 400 gp 11b.

Thunder bomb | 300 gp. 11b.

Frost Bomb. Using technology found in the
aberrant ruins, researchers at The Arcane College
developed special explosives. One of these is the frost
bomb. As an action you can light a frost bomb and
throw it at a point up to 60 feet away. Each creature
within 5 feet of that point must succeed on a DC 12
Dexterity saving throw or take 3d6 cold damage and
have their speed reduced by 10 feet until the start of
your next turn.

Lightning Bomb. The lightning bomb was also
created by The Arcane College. As an action you can
light a lightning bomb and throw it at a point up to 60
feet away. Each creature within 10 feet of that point
must succeed on a DC 12 Dexterity saving throw or
take 3d6 lightning damage.

Thunder Bomb. The thunder bomb was also created
by The Arcane College. As an action you can light
a thunder bomb and throw it at a point up to 60 feet
away. Each creature within 5 feet of that point must
succeed on a DC 12 Constitution saving throw or take
3d6 thunder damage and be deafened until the start of
your next turn.

Variant: Oops, Explosion!

Accidents happen. Bombs can be a hazard to the user.
Each time you throw a bomb, roll a d20. On a roll of 1
the bomb explodes in your hands.



