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FIRARMS in TALISLANTA





Firearms in Talislanta were invented in the Seven Kingdoms.  The mechanisms are Kasmirin in design and manufacture while the incendiary powder is of Sindaran alchemical make.  The weapons operate as follows:  An amberglass vial (like the sort used in a Rod of Alchemy) filled with incendiary powder is loaded into the muzzle end along with a wadded lead ball.   A hammer is cocked back on the breech end and when the trigger is pulled the hammer falls onto a firing pin which crushes the amberglass vial which is destroyed when the incendiary powder ignites upon contact with air.  The resulting explosion of fire under the pressure in the barrel causes the ball to launch and become a projectile.  Each use of the gun without cleaning results in a cumulative -1 chance to hit as soot and amberglass residue fouls the piece.  The advantage to using a firearm is that it ignores the first 3 points of the protection rating of any sort of armor (in effect all armor is -3 to its PR).  There have been a few different firearm types that have been developed but all operate on the same principal.  Firearms are still fairly rare (due mostly their high cost of production) and have not been widely adopted by the Seven Kingdoms military.  They are also somewhat unreliable (thus the penalty for sustained use).





FIREARM CHART


Weapon�
DR�
WT�
STR�
Cost�
Range�
�
Pistol, holdout [1]�
4�
1�
-4�
150g.l.�
12’�
�
Pistol, light [1]�
6�
3�
-1�
300g.l.�
60’�
�
Pistol, heavy [1]�
8�
7�
0�
450g.l.�
75’�
�
Caviler [2]�
9�
10�
0�
500g.l.�
100’�
�
Musket, hunting # [2]�
10�
12�
+1�
500g.l.�
200’�
�
Musket, field # [2]�
12�
15�
+2�
750g.l.�
150’�
�
#This weapon requires two hands to use.


[x] The number in the brackets is the number of rounds required to reload the weapon.





Weapon Descriptions:





Holdout Pistol:      A small easily concealable pistol with short range and low power.  Holdout pistols use a ½ 


                 dram incendiary powder load.


Light Pistol:          A small,somewhat concealable weapon, favored by smaller individuals.  Light pistols use 


                 a 1 dram incendiary powder load.


Heavy Pistol:        Heavy pistols are used on the battlefield and by people who need a lot of portable firepower.  


                 Heavy pistols use a 1 dram incendiary powder load.


Caviler:                 Cavilers are essentially light muskets that are usable in mounted combat, most come with a 


                 lanyard loop for such purposes. Cavilers use a 1 dram incendiary powder load.


Hunting Musket:  A lighter version of the field musket that has a greater range; as the name implies they are  


                 used mostly by hunters. Hunting muskets use a 2 dram incendiary powder load.


Field Musket:        The field musket is used by warriors who want maximum firepower at their command.  


                 Field muskets use a 2 dram incendiary powder load.


All firearms are somewhat dangerous to use given the nature of their operation.  To simulate this when the to hit roll indicates a failure, roll to hit again and if this also indicates failure then the weapon bursts under the strain and inflicts ½ its damage rating on the user and the weapon is ruined.  This happens automatically on a mishap.


Ammunition and amberglass incendiary powder charges are not interchangeable between weapons.








