
Strong Painkillers
These pills are used to reduce pain. Originally 
developed for chronic pain, but works towards any 
type: old injuries flaring up, headaches, wounds, and 
more. This is not a healing pill - no HP will be restored 
by taking these. This is designed to work with the 
chronic pain mechanics. Each pill subtracts -1 from 
your daily chronic pain roll. 

Although the exact recipe is a trade secret, it is 
created using primarily natural herbs with painkilling 
properties. What separates these from Light 
Painkillers is a much stronger herbal addition 
that does help more with pain, but has addictive 
properties. There are rumors of a magical element to 
it. The character must be careful taking these pills, 
and try not to develop a dependency. (It is not an 
actual addition, there is no high or recreational aspect 
to the painkiller.)

How Much To Take
One pill per day can be taken safely with no side 
effects.   

Two pills per day can be taken safely, but with risk of 
nausea. Taking two every day comes with the risk of 
developing dependency.

Three pills a day can be taken, but it is not advised. 
The character will experience nausea, and if taken 
frequently, will become dependent and have 
withdrawal symptoms if not taken enough. Smaller 
individuals may experience more severe side effects at 
this point than larger ones. Taking three one day, and 
nothing the next, the character will have nausea.

More than three pills a day is dangerous. Characters 
will have nausea and vomiting, lightheadedness and 
potential to pass out. Withdrawal symptoms are 
inevitable.

Cost & Amount
Each bottle costs 30gp. 

Each bottle contains fifteen pills.

An Alchemist character can craft these pills at half 
price.

Side Effects
There can be many side effects to taking these pills. 
Characters must be careful to manage their intake and 
how frequently they use them in order to avoid the 
majority of these side effects. 

Nauseated: This condition can occur from taking two 
or more pills at a time. While a character is 
nauseated, they cannot take any actions or 
reactions, and can only move at half speed. They 
have disadvantage on all Strength, Dexterity, and 
Constitution saving throws. For an amount that has a 
chance of Nausea, roll a percentile die. Anything 40% 
or below, and the character is nauseated. Roll a d4 to 
determine how many hours this lasts.

Withdrawal & Symptoms
Withdrawal symptoms can arise even on the first day 
not taking this medicine after developing a 
dependency. Most common is for symptoms to start 
within 1-3 days, starting mild but rapidly going 
downhill. Taking more of the medicine is the fastest 
way to correct this, but if you are trying to stop 
taking it, you could be facing up to a couple weeks of 
withdrawal symptoms.

It is ultimately up to the DM and player how many or 
which symptoms the character experiences. 
Generally, a basic recipe is 2 Physical symptoms, 1 
Behavioral symptom, and 2 Psychological/Cognitive 
symptoms. This can be modified depending on how 
severe the withdrawal would be in the character’s 
story. 
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Physical Symptoms
These are symptoms felt physically throughout your 
body. The severity will generally depend on how long 
you’ve taken this medicine. You may experience all of 
these, or only one or two. 

Pain may be experienced throughout the whole body, 
but primarily in the muscles. Mostly this is due to the 
painkiller leaving your body. If working with chronic 
pain mechanics, the d10 must be rolled at 
disadvantage with the higher number being the one 
used. Take +1 to your daily d10 chronic pain roll as well.

Brain Zaps are common. An abrupt feeling of vertigo 
for a split second, or a painless shock to the brain that 
occurs at random. It can be incredibly disorienting, and 
the character will have disadvantage on Wisdom saves 
and Concentration checks. 

Fatigue is common. It will be hard to get up and move 
around during the day, and no amount of rest will 
really correct it. All Strength and Dexterity checks or 
saves while fatigued automatically fail. 

Loss of Appetite is common. Although you may not 
feel hunger, or food may seem repulsive, it’s important 
to keep eating throughout the withdrawal period. 

Shakiness is another very common side effect. You 
may feel extremely weak, leading to shakiness 
primarily in your hands. If experiencing this, all 
Dexterity checks and saves must be rolled with 
disadvantage. 

Feeling Cold, Clammy Skin, and Sweating are all 
normal side effects. You may find that no matter how 
many layers you wear, or how warm it is outside, that 
you cannot shake a bone-deep sense of cold. This is 
usually accompanied by sweating. Night sweats are 
also extremely common. 

Behavioral Symptoms

Psychological &
Cognitive Symptoms
Psychological and cognitive side effects are the most 
common and potentially most dangerous in the 
withdrawal process. These will present differently in 
each person, and the ranges from mild to severe. 

Extreme Paranoia is the most common. Even if your 
situation has not changed, and there is no reason for 
heightened paranoia, generally this one is inevitable. 
You have advantage on all Perception checks, and 
disadvantage on all Intelligence checks and saving 
throws. 

Hallucinations are less common, and can present in 
small to large ways. You may not even realize you are 
having hallucinations. If a character is experiencing 
this, they will have disadvantage on all Wisdom checks 
and saving throws. 

Disorientation is common. This is a state of mental 
confusion. It can present in many ways. Waking up and 
not remembering where you are, forgetting what’s 
going on, etc. You will have disadvantage on all 
Wisdom checks and saving throws. 

Nightmares are common and can disrupt sleep. Roll a 
percentile die. Anything 30% or below, the character 
must take a point of exhaustion for the following day. 

Insomnia is less common. Roll a percentile die. 
Anything 50% or below, the character must take a 
point of exhaustion for the following day. 

Withdrawal Timeline
Days 1-3: Character may experience nausea. 

Days 3-5: Character will experience nausea, at least 
one physical symptom, and one psychological/
cognitive symptom. 

Days 5-7: Character has a chance of nausea. 2 physical 
symptoms, 1-2 psychological/cognitive symptoms. 

Days 7-14: Character has a chance of nausea. 
Character will have 2 physical symptoms, 1 behavioral 
symptom, 2 psychological/cognitive symptoms. 

Days 14+: Symptoms will begin to lessen. Character 
may still have symptoms, but less severe. 

These are symptoms that show up through 
uncharacteristic behaviors. This varies a lot from 
person to person, and you may experience some or 
none of these.

Agitation and Irritability are common. You may 
develop a tendency to lash out over small things or 
become more easily annoyed than normal. Wisdom 
and Intelligence checks and saves must be rolled at 
disadvantage. 

Crying without obvious cause is also extremely 
common. Withdrawal is an emotionally and 
psychologically taxing experience. 

Restlessness may vary and can be because of several 
things. With this, it is primarily because of heightened 
anxiety, and it can be extremely hard to relax. 



Tapering
Tapering off of the medication can help against having 
withdrawal symptoms. You may still experience minor 
ones, such as nausea, fatigue, or agitation - but 
nothing near to the extreme of quitting the 
medication with no tapering. This is over a two-week 
period, assuming the character had been taking 
two-three pills per day. After day 14, the character 
should not be taking any pills. 

Days 1-6: 2 pills

Days 7-11: 1 ½ pills 

Days 12-14: 1 pill
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Open Content: Subject to designation as Product
Identity (see below), the only portion of the Chronic
Pain Mechanics product designated as Open Game
Content is the rules content (creature stat blocks and
names of skills, etc., taken from the SRD) as defined
in the Open Game License version 1.0a Section 1(d).
The front and back cover, back matter, introduction
and Credits page, as well all other parts of this
product including all text not specifically designated
as Open Game Content is not Open Game Content.
No portion of this work other than the material
designated as Open Game Content may be
reproduced in any form without written permission.

Product Identity: The following items are hereby
identified as Product Identity, as defined in the
Open Game License 1.0a, Section 1(e), and are not
Open Content: DnD Disability, the DnD Disability
Logo, Strong Painkillers, Strong Painkillers Artwork, 
as well as all trademarks, registered trademarks, 
proper names (including the names of each character, 
location, item or monster unique to this product),
dialogue, plots, storylines, locations, characters,
artworks, and trade dress, but excluding any content
that is Product Identity of Wizards of the Coast.
(Elements that have previously been designated as
Open Game Content are not included in this
declaration.)

The Strong Painkillers is Copyright © 2021
Anna Holden / DnD Disability and may not be
reproduced in any form. It may be referenced with
full credit in other works, but actual text may not
be copied and added to works.

Reference in non-Open Game Content (thus not
covered by the Open Game License) in this work to
content owned by others is not a challenge to their
ownership and is used under Fair Use.

Nothing within the Strong Painkilers may
be added to sites such as D&D Beyond, or
homebrew websites, absolutely no exceptions.

Open Game Content & 
Copyright

http://annaholden.carrd.co
http://instagram.com/peggyths
http://twitter.com/embersinash
http://aimeemeester.com
http://dnddisability.com
patreon.com/dnddisability
http://instagram.com/dnd.disability
http://twitter.com/dnddisability


Open Game License V1.0a
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 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. Not
for resale. Permission granted to print or photocopy this
document for personal use only.

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 5.0. Copyright 2016, Wizards
of the Coast, Inc.; Authors Mike Mearls, Jeremy Crawford,
Chris Perkins, Rodney Thompson, Peter Lee, James Wyatt,
Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve
Townshend, based on original material by E. Gary Gygax and
Dave Arneson.


