
Path of the Black Powder
Barbarians who follow the Path of the Black Powder

have learned to use the lethal power of gunpowder to

wreak further havoc upon their enemies while raging.

It’s a powerful substance that further enhances the

already devastating rages of these warriors. But regular

use of this ‘Black Powder’ can be highly addictive,

compelling it’s use despite the dangerous side-effects it

can have for its users.

The First Time
At 3rd level, when you take this subclass, you have

discovered the powerful effects of Black Powder. On

your turn, while raging, you may use Black Powder as a

free action to enhance your rage.

Choose one method from those listed below. You

must use the same method for all usages of Black

Powder until the end of a Long Rest.

Consumption: Any critical hit you make with a melee

weapon attack inflicts the Stunned condition, which

lasts until the end of the target’s next turn.

Inhalation: You have resistance to psychic damage,

and are immune to the Charmed, Frightened, and

Unconscious conditions.

Injection: You ignore the first damage you would

receive from any critical hit. All additional Critical

Hits are treated as if they were not critical.

When your rage ends, if you used Black Powder, roll

once on the Side Effects table.

Everything Is Better with Black Powder
Starting at 5th level, after regularly using Black Powder

to enhance your rage, you want to keep using it despite

the Side Effects. When you make a roll on the Side

Effects table, you may reroll your result once, and take

either result.

However, you must use Black Powder at least once

between Long Rests. If you did not, roll once on the

Withdrawal table after your Long Rest.

Just to Feel Normal
Starting at 10th level, you have become dependent on

Black Powder to fuel your rage. You may now use more

than one method of Black Powder when you use it more

than once between Long Rests.

However, you must use Black Powder at least twice

between Long Rests. If you did not, until your next Long

Rest afterward, roll on the Withdrawal table whenever

you exit a Rage wherein you did not use Black Powder.

If you did not Rage at all between Long Rests, roll twice

on the Withdrawal table after your next Long Rest and

treat each result as a separate instance of Withdrawal.

This feature replaces the incurred rolls on the

Withdrawal table from previous features.
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Addiction
At 14th level, you have become completely addicted to

Black Powder, even as you feel it corrupting you from

within. You no longer need to be raging to use Black

Powder.

However, you must use Black Powder every time you

Rage. If you do not, you must roll twice on the

Withdrawal table each time a Rage ends where you did

not use it, treating each die as a separate instance of

Withdrawal. If you did not Rage at all between Long

Rests, roll four times on the Withdrawal table after your

Long Rest, treating each die as a separate instance of

Withdrawal.

This feature replaces the incurred rolls on the

Withdrawal table from previous features.

One Last Time / Never Again
At 19th level your dependency on Black Powder has

come to a (potentially explosive) climax, and you must

make a decision.

There are two choices once you reach this feature.

You must select one immediately after gaining access to

this feature, and must follow through with the choice

once you do.

One Last Time

You overdose on the remaining Black Powder in your

possession. You gain the following abilities, which apply

to you immediately:

Any Withdrawal or Side Effects currently in effect

are cancelled, and you no longer roll for Withdrawal

or Side Effects.

You cannot receive any Conditions except

Exhaustion. Whenever you would receive such a

Condition, roll 6d12 and gain that much HP.

Whenever you take damage from a Critical Hit, roll

6d12 and gain that much HP.

These HP increases cannot be prevented or modified,

and you cannot gain HP through any other means. HP

gained in this manner which exceeds your Maximum

HP is added as temporary hit points.

When you reach an HP of double your  

Maximum HP, your body burns itself out.  

You are immediately brought to the  

maximum level of the exhaustion  

condition, and die.

If you are resurrected (regardless  

of how), and use Black Powder  

again, One Last Time  

applies again immediately. 

Never Again

You stop using Black Powder.

Roll 6d12 and combine the result. This is the number

of days (a ‘day’ being a period between Long Rests)

where the following effects are present. None of these

effects may be prevented, except by DM discretion:

Any Conditions you receive are doubled in their

duration

Any non-magical damage you receive is doubled

Any effect that would restore HP to you is reduced by

half

All previous requirements for incurring Withdrawal

remain in effect. You are not prevented from using

Black Powder., however, if you choose to use it before

your number of days is complete, the One Last Time

portion of this feature triggers immediately.

If you make it through the full period of days without

using Black Powder, you become immune to it. Your

remaining Black Powder is applied it to your skin as a

tattoo, which will provide you with the following effect:

Black Powder Tattoo

This is only available if the Barbarian has successfully

avoided using Black Powder for the full number of days

required by Never Again

You can force any creature who touches you, or whom

you touch, must make a DC 15 Constitution Saving

Throw. If they fail, they roll 1d4 and receive one of the

following conditions.

d4 Condition Duration

1 Poisoned 5 minutes
2 Paralyzed 2 minutes
3 Charmed 7 minutes
4 Frightened 10 minutes
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Side Effects

All Side Effects last until the end of your next Long Rest

Character Advancement

d12 Effect

1 Your Perception is increased by +3. Your allies are hiding
something from you.

2 You become Charmed by an ally, and perceive all others
as your rivals. This Condition cannot be removed by

spells or potions
3 Your Movement Speed is doubled. You are unable to sit

still, becoming agitated at the slowness of your allies.

4 You feel ravenous, and gain resistance to the poisoned
condition. Everything around you looks edible and you

are desperate to satisfy your hunger
5 You have resistance to non-magical damage. There is

something alive inside you, just under your skin.

6 A non-animate object within 30 feet Frightens you; yet it
must be destroyed. This Condition cannot be removed

by spells or potions.
7 You are convinced that you can fly. (If you have a flight

speed, you are convinced you cannot fly.)

8 The voices inside your head won’t stop talking, and you
are desperate to silence them.

9 You are convinced you are dead or a spirit of some kind,
and you become frustrated if your allies refuse to see the

truth of your existence.
10 You are immune to fire damage, but you are compelled

to start fires.

11 You become convinced your allies are holding you
prisoner. You must escape!

12 You cannot keep your hands from shaking. You have
Disadvantage on all Attack Rolls.

Withdrawal

All Withdrawal effects last until your next usage of

Black Powder.

d12 Effect

1 You feel guilt and shame over the deaths you have
caused while using Black Powder and are reluctant to

cause more. You only deal nonlethal damage.
2 You refuse to block attacks made against you. Attacks

made against you have advantage.
3 You refuse healing from your allies. Any spell, potion, or

effect that would give you HP (except what you receive
during a Short/Long Rest), is halved.

4 Your entire body suffers from constant tremors and
shakes. You have disadvantage on DEX-based checks

and rolls (including attacks).
5 You struggle to concentrate and are unable to maintain

focus in conversations. You have Disadvantage on all
ability checks.

6 You become angry at anyone over the smallest perceived
slight. Whenever you engage in any conversation,

whether ally or foe, roll 1d6. On 6, you become hostile to
them, and may attack if provoked.

7 You give up trying to defeat enemies at the first hint of
failure. When in combat, after you first take damage, you

must Disengage and cannot attack them again for the
remainder of combat. You can still attack another

opponent.
8 You convince yourself that you deserve to be in pain

after having used Black Powder. You attack yourself with
your strongest weapon.

9 You try to numb the pain you are feeling with an attempt
at self-healing. It doesn’t work. You receive 1d12 poison

damage and are Poisoned.
10 You convince yourself that not using a particular weapon

is the key to stopping your use of Black Powder. Choose
between your two highest strongest weapons - you

cannot use that weapon in combat.
11 You convince yourself that one of your allies is to blame

for your use of Black Powder, and attack the ally closest
to yourself. If there are multiple allies equidistant to you,

you choose which one.
12 As difficult as it is, you manage to gain some control

over your addiction. The next time that you Rage, and do
not use Black Powder, you do not have to roll on the

Withdrawal table. This overrides all usage requirements.
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Author’s Note
I wanted this to be an exploration of a Barbarian subclass that could also highlight the real-life dangers of addiction.

Each of the Side Effects and Withdrawal designed for this subclass are based on real-world issues experienced by

people who are dealing with it.

As someone who has struggled with addiction (and continues to deal with the consequences of it), I want to encourage

all who read or play this subclass that addiction can be overcome. If you or a loved one are struggling with addiction,

please use the number and website below to find someone who can help.

Remember, you aren’t alone, and it is not a weakness to ask for help.

The table below shows comparisons between the D&D concept and its real-world reality.

 

 

Comparisons of Side Effects and Withdrawal to Real-World Reactions

Side Effect Real World Withdrawal Real World

1 Paranoia 1 Guilt/Shame Over Past Actions
2 Obsession with Person/Object 2 Nihilistic Feelings, Sense of Surrender
3 Restlessness 3 Conviction of Worthlessness, Lack of Self-Worth
4 Hunger 4 Delirium Tremens (Physical Withdrawal Symptoms)
5 Somatic Delusion 5 Attention Deficit, Lack of Interest
6 Irrational Fear 6 Uncontrolled Rage, Irritability
7 Grandiose Delusion 7 Conviction of Failure, Defeatist Outlook
8 Auditory Hallucinations 8 Believing You Deserve Suffering/Pain
9 Nihilistic Worldview 9 Suicidal Thoughts
10 Obsession with Fire 10 Belief an External Object is to Blame for Addiction
11 Sense of Confinement 11 Belief Another Person(s) is to Blame for Addiction
12 Tremors 12 Acknowledgement of Responsibility and Growth

The final Withdrawal is intentionally different. A person can overcome their addiction, beginning with small steps.
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