
  

Rapier 
2 lbs. 

 Shortbow 
2 lbs. 

Leather Armor 
10 lbs. 

Dagger 
1 lb. 

A long -bladed sword that emphasizes nimble 
thrusting attacks. 

 A small, portable composite recurve.  A set of hardened leather breastplate, helmet, 
gloves, arm and leg guards that provides 
adequate but limited coverage. 

A slim but sturdy fighting knife with a wicked 
point. 

Damage: 1d8 piercing 
 

Properties: 
Martial 
Finesse 
Light 
 

 Damage: 1d6 piercing 
 

Properties: 
Ammunition 
Range 80/320 
Two-Handed 

 Provides Armor Class 11 + Dexterity 
modifier 

Damage: 1d4 piercing 
 

Properties: 
Simple 
Finesse 
Light 
Thrown (range 20/60) 

 

Dagger 
1 lb. 

 Thieves’ Tools 
1 lb. 

Water Supplies 
8 lbs. per box 

Food Supplies 
2 lbs. per box 

A slim but sturdy fighting knife with a wicked 
point. 

 A small file, set of lock picks, mirror 
mounted on a metal handle, set of narrow-
bladed scissors, and pair of pliers. 

 Each box below represents one gallon of 
water.  During a normal day’s travel, a Medium-
sized creature must drink two gallons of water 
(two boxes) and a Small-sized creature must 
drink one gallon (one box) in order to avoid 
beginning to incur Exhaustion penalties. 

Fighting counts as an additional half day’s 
travel (one gallon for Medium-sized creatures, 
½ a gallon for Small-sized creatures).  Fighting 
more than once counts as a full day’s travel. 

Each box below represents two pounds of food.  
During a normal day’s travel, a Medium-sized 
creature must eat four pounds of food (two boxes) 
and a Small-sized creature must eat two pounds 
(one box) in order to avoid beginning to incur 
Exhaustion penalties. 

Fighting counts as an additional half day’s travel 
(four pounds of food for Medium-sized creatures, 
two pounds for Small-sized creatures).  Fighting 
more than once counts as a full day’s travel. 

Damage: 1d4 piercing 
 

Properties: 
Simple 
Finesse 
Light 
Thrown (range 20/60) 

 Proficiency with thieves’ tools lets you 
add your proficiency bonus to any ability 
checks you make to disarm checks or open 
locks. 

             
            
            
            
            
            
            
            



Survival Kit 
10 lbs. 

  Backpack 
5 lbs. 

Crowbar 
5 lbs. 

This is a set of tools for laying snares and 
traps, as well as a variety of baits.   

   A sturdy canvas sack. A sturdy iron bar with forked and chiseled 
ends. 

Proficiency with a survival kit allows a 
character to add their proficiency bonus to 
rolls to determine the amount of food and 
water they can find on a successful Survival 
check to forage on land. 

   Can carry up to 30 pounds of gear away 
from the elements. 

Grants Advantage on Strength checks 
where leverage can be applied. 

 
Hammer 

3 lbs. 
 Pitons 

¼ lb. each 
Torches 

1 lb. each 
Tinderbox 

1 lb. 
A small climbing hammer, useful for 

pounding climbing pitons into a surface. 
 Iron eyehole spikes that can be used to 

anchor a rope to a surface or as handholds, 
useful for climbing. 

 
Set of 10. 

 A wooden torch wrapped in oil-soaked cloth. 
 
Set of 10. 

A small wooden box containing flint, fire 
steel, and tinder. 

    Burns for 1 hour, providing Bright Light 
in a 20-foot radius and Dim Light for an 
additional 20 feet.  May be used as a melee 
weapon to deal 1 fire damage. 

Action: Light a torch, lamp, or other 
exposed fuel. 

1 minute: Light a normal fire. 

    
    
    
    

 



Waterskin 
5 lbs. 

 Rope, hemp 
10 lbs. 

Arrows 
1/20 lb. each 

Sneak Attack 
Class feature 

A waterproof skin capable of holding half a 
gallon, necessary for drinking while traveling. 

 Coarse but sturdy rope with a 2,000 pound 
carry weight. 

 Bodkin-headed arrows for a shortbow. You know how to strike subtly and exploit a 
foe’s distraction. 

 

  Has 2 hit points and Armor Class 11.  Can 
be burst with a DC 17 Strength check. 

 Up to 20 arrows can be held ready at a 
single time in a quiver.  

Once per turn, you can deal an extra 1d6 
damage to one creature you hit with an 
attack if you have Advantage on the attack 
roll. The attack must use a Finesse or a 
ranged weapon. 

You don’t need Advantage on the attack 
roll if another enemy of the target is within 5 
feet of it, that enemy isn’t Incapacitated, 
and you don’t have Disadvantage on the 
attack roll. 

  
  
  
  

 
 


