
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. 

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

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. 

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. 

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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