Future Games:
Lemurian Trading Company

Cast

-Shaun and Elmer (Mystic Ranger & Moose)


-Sir Morris (Warblade)


-Zazac the Strong (Barbarian)


-Earl Huxley the Strange (Benefactor/Artificer)

Idea: The party is the leaders of an expedition to the little charted lands of Lemuria. Their mission: Undercut the Frisians and Speranzi colonies there and make a new source of money for the Empire. The game mixes exploration, dungeon delving, and kingdom building.

Gallian Revolution
Cast

-Alemento Dumantes (Warlock)


-Banon Cowell (Duskblade)


-Hans Schaffner (Warlock)
Idea: The party in this case is stuck in the unstable Republique. Gallia overthrew her monarchy five years ago, and is rife with rebellion, paranoia, and hate. The Directorate is in the middle of a petty power struggle that executes dozens a day, as a charismatic general builds a cult of personality around his victories in Rasnia. The other realms of Uralia have gathered in a grand coalition to put this threat to the natural order down. This game is aimed more towards intrigue, espionage, and army building and warfare.

Weaponry:
	Homebrew Weapons

	Name
	Damage die
	Crit Range
	Damage Type
	Ammunition
	Price
	Weight

	Rifle
	2d10
	19 – 20 (x2)
	P
	Balls (x10)
	50 GP
	7 lbs

	Shotgun (Brown Besses)
	2d6
	x3 
	P
	Pellets (x10)
	25 GP
	10 lbs

	Pistols
	2d6
	19 – 20 (x2)
	P
	Balls (x5)
	15 GP
	2.5 lbs

	Bayonet
	1d6
	19 – 20 (x2)
	P/S
	-
	10 GP
	1 lbs

	Musket
	2d8
	x2
	P
	Balls (x10)
	25 GP
	8 lbs

	Light Cannon
	6d6*
12d4**

8d6***
	x3
	B/P
	Cannonballs*
Grape Shot**

Chain Shot***
	360 GP
	30 lbs

	Heavy Cannon
	8d10*
20d6**
10d10***
	x4
	
	Cannonballs*

Grape Shot**

Chain Shot***
	1200 GP
	80 lbs


	Light Mortar
	3d10
	x2
	B/P
	Shells*
	300 GP
	25 lbs

	Heavy Mortar
	6d8
	x3
	B/P
	Shells*
	1500 GP
	100 lbs


Prices:

Gunpowder horn: 1 GP (good for 20 bullets)

Musket balls: 1 SP (per 10 balls)
Pellets: 5 CP (per 10)

Bore-Butter: 2 SP (per oz): loading becomes a swift-action

Cannon Ball (Basic): 3 GP (light), 5 GP (heavy)
Grape Shot: 10 GP (light), 20 GP (heavy): Can hit up to 1d12 people (avg range)
Chain Shot: 6 GP (light), 11 GP (heavy): Ships must roll for structural damage when hit or else lose their masts.
Shells: 4 GP (light), 7 GP (heavy): Ignores up to 3 Hardness (light) to 5 Hardness (heavy)

Rule:

· Obsolete weapons use the next lowest damage die to their common selves
· Example: A Matchlock rifle does 2d8 damage instead of 2d10

· Obsolete weapons have an increased critical fail rate; they jam on 2s too.

· Firearms do not really work in rain; attack rolls with a 5 on the d20 or below means the gun will jam due

