
Dead Thom’s Crossbow
D20 fantasy magic by Patric L. Rogers.

Dead Thom is an adventuring wizard who once worked briefly with the enigmatic magician Dr. 
Xin.  The good doctor had a special apparatus that looked like a narrow cylinder that easily fit in one 
humanoid hand.  The top end of the cylinder had a small button that when depressed emitted flames button 
perpendicular to the body of the cylinder.  The range was very short, but the flames were hot enough to 
cause painful burns to the hardy and a few seconds exposure was enough kill the weak.  Periodically, Dr. 
Xin needed to “replace the fuel” by removing some kind of lozenge from the bottom of the cylinder and 
inserting a new one.

Dead Thom did not have any opportunity to closely examine the artifact, and Dr. Xin was never 
forthcoming with his secrets about its operation.  Dead Thom reverse engineered the principles of the idea 
behind Dr. Xin’s device and incorporated them into the crossbow he has carried from his earliest days.

Dead Thom’s Crossbow is a heavy repeating crossbow with a special setting dial on one side. 
Settings for the dial are “normal bolt”, “flame bolt” or “force bolt”.  After the dial is set, the operator cocks 
the  crossbow  using  the  mechanism  to  load  a  bolt  and  ready  the  weapon  to  fire.   It  operates  as  a 
conventional  repeating crossbow, launching normal or  magical  bolts  from the magazine as  fast  as the 
wielder can load. 

The  “normal  bolt”  dial  setting  fires  crossbow  bolts  from  the  magazine,  using  whatever 
conventional normal or magical ammunition the wielder has loaded.

 “Flame bolt” loads a magical rod of red-yellow flame into the crossbow instead of a normal bolt. 
Firing the weapon emits a short stream of flame that lasts long enough to sweep side-to-side affecting an 
area.  The exact amount of damage caused depends on the fuel rod used.

“Force bolt” loads a long arrow-like shaft composed of blue force energy.  This bolt has barely the 
range of a conventional bolt’s short range, but it flies with unerring accuracy, even into the most congested 
melee and is a force effect that can harm a number of creatures immune to normal weapons.

Dead Thom has enjoyed his new crossbow ever since and combines it with armor piercing bolts 
whenever he has the chance.

Game Mechanics
Dead Thom’s Crossbow is a  +1 heavy repeating crossbow.  In addition, the dial can be set to 

“flame bolt” or “force bolt”.  Changing the setting is a ready weapon action.  The weapon can be fired as 
many times per round as the wielder can normally fire a heavy repeating crossbow, including the spell 
trigger activation effects of the magical emissions.  Firing the crossbow while threatened provokes attacks 
of opportunity as normal, regardless of the type of bolt fired.

When set to “flame bolt”, firing the weapon results in a  burning hands (DC 11, 3d4) as a spell 
trigger activation effect each time the crossbow is fired.  The wielder may activate the effect in the same or 
different arcs if it is activated more than once per round.

Setting the crossbow to “force bolt” launches a magic missile (110 ft., treat as single missile doing 
2d4+2 damage) as a spell trigger activation effect each time the crossbow is fired.  Multiple bolts may be 
fired at the same or different targets.

The crossbow has an enlarged undercarriage and is powered by inserting a wand of magic missiles 
and a  wand of burning hands for use as fuel.  The ammunition supply is limited by the charges in the 
appropriate wand.  The caster level of each wand must be at least caster level 3 or the magical emissions 
will not function.  Using a wand of a higher caster level results in a proportionately greater spell effect.  In 
this case, the loading and firing action of the crossbow acts like the spell trigger for the energy of the wand. 
The wielder does not need to know any command words, have the spells burning hands or magic missile on 
his spell list, or even be a spellcaster of any kind.

Faint evocation; CL 7th; Craft Magic Arms and Armor, Craft Wand, haste; Price 32,700 gp; Cost 
16,700 gp + 1280 XP.
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Appendix

Armor Piercing
An  armor piericing weapon has an enhanced tip that can penetrate armor more easily than even  keen 
weapons. Armor, natural armor and shield bonuses to AC (but not including any enhancement bonuses to 
that armor) do not count against it because the weapon punches right through armor. (Dexterity, deflection, 
dodge, luck, insight, enhancement and other such bonuses still apply.)  This property can only be applied to 
piercing melee weapons, piercing thrown weapons, and piercing ammunition.

Strong transmutation; CL 12th; Craft Magic Arms and Armor, keen edge; Price +3 bonus.

Ray of Fire
Evocation [Fire]
Level: Sor/Wiz 0
Components: V, S
Casting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Effect: Ray
Duration: Instantaneous
Saving Throw: None
Spell Resistance: Yes
A ray of scorching air and flame projects from the caster’s pointing finger. The caster must succeed on a 
ranged touch attack with the ray to deal damage to a target. The ray deals 1d3 points of fire damage.

LEGAL INFORMATION
Declaration of Product Identity: Dead Thom, Dead Thom’s 
Crossbow, Dr. Xin, Shay Rockman, and Patric L. Rogers are 
designated Product Identity.

“Dr. Xin” and “Shay Rockman” are the intellectual property 
of Shay Rockman and are used here with permission.

“Wizards of the Coast” is a registered trademark of Wizards 
of the Coast, Inc. and use here does not indicate an attempt to 
infringe upon their rights.

Declaration of Open Game Content: Within the limitations 
of Product Identity,  all  text  in this document is  designated 
Open Game Content.

Permission  to  copy,  modify  and  distribute  the  files 
collectively  known  as  the  System  Reference  Document 
(“SRD”)  is  granted  solely  through  the  use  of  the  Open 
Gaming License, Version 1.0a. 

This  material  is  being  released  using  the  Open  Gaming 
License Version 1.0a and you should read and understand the 
terms of that license before using this material. 

The  text  of  the  Open  Gaming  License  itself  is  not  Open 
Game  Content.  Instructions  on  using  the  License  are 
provided within the License itself. 

More information on the Open Game License can be found at 
www.wizards.com/d20.

The terms of the Open Gaming License Version 1.0a are as 
follows: 

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 Reserved. 

1. Definitions: (a)"Contributors" means the copyright and/or 
trademark  owners  who  have  contributed  Open  Game 
Content;  (b)"Derivative  Material"  means  copyrighted 
material  including  derivative  works  and  translations 
(including  into  other  computer  languages),  potation, 
modification,  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 
distribute;  (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.  (e)  "Product Identity" means product and product 
line  names,  logos  and  identifying  marks  including  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, 
environments, creatures, equipment, magical or supernatural 
abilities or effects, logos, symbols, or graphic designs; and 
any other trademark or registered trademark clearly identified 
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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 Content distributed using this License. 

3.Offer 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 
represent that Your Contributions 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 COPYRIGHT NOTICE of any Open Game 
Content You are copying, modifying or distributing, and You 
must  add  the  title,  the  copyright  date,  and  the  copyright 
holder's name to the COPYRIGHT NOTICE of any original 
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  licensed  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. 

System  Reference  Document Copyright  2000-2003, 
Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte 
Cook,  Skip  Williams,  Rich  Baker,  Andy  Collins,  David 
Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, 
Thomas Reid, James Wyatt, based on original material by E. 
Gary Gygax and Dave Arneson. 

Dead  Thom’s  Crossbow Copyright  ©  2005  by  Patric  L. 
Rogers.  All rights reserved.  Author Patric L. Rogers.

END OF LICENSE 
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