
 

  

Hand Bow (hand crossbow) 
3 lbs. 

 Rapier 
2 lbs. 

Leather Armor 
10 lbs. 

Druidic Staff 
4 lbs. 

A compact but powerful bow.  A long -bladed sword that emphasizes nimble 
thrusting attacks. 

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

A timeworn staff made from the heartwood 
of a fallen tree deep in the jungle, passed on to 
you by your mentor. 

Damage: 1d6 piercing 
 

Properties: 
Ammunition 
Range 30/120 
Light 
Loading 
 

 Damage: 1d8 piercing 
 

Properties: 
Martial 
Finesse 
Light 
 

 Provides Armor Class 11 + Dexterity 
modifier 

Damage: 1d6 bludgeoning 
 

Properties: 
Simple 
Versatile (1d8) 

 
May be used as a spellcasting focus to 

meet the material component of druid 
spells. 

 

Fine Clothes 
6 lbs. 

 Disguise Kit 
3 lbs. 

Water Supplies 
8 lbs. per box 

Food Supplies 
2 lbs. per box 

A set of well-made Naghatar clothes that can 
be dressed up or down with careful 
accessorizing, including a dress, selection of 
belts, fine shoes, and scarves. 

 A pouch of cosmetics, hair dye, and small 
props used to create disguises that change your 
physical appearance. 

 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. 

  Proficiency with this kit lets you add your 
proficiency bonus to any ability checks you 
make to create a visual disguise. 

             
            
            
            
            
            
            
            



 

 

Tight Corset 
2 lbs. 

 Backpack 
5 lbs. 

Bedroll 
7 lbs. 

Mess Kit 
1 lb. 

A tight-fitting, midriff-baring, bust-
enhancing, cleavage-making, eye-grabbing 
leather top. 

 A sturdy canvas sack.  A warm, cushioned sleeping bag. A tin box with a cup and simple cutlery.  
The box clamps together, and one side can be 
used as a cooking pan and the other as a plate 
or shallow bowl. 

Can be used as a tool of the con (provides 
Advantage on ability checks made to con 
people using your looks). 

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

 Permits sleeping on hard ground or in 
cold weather without incurring levels of 
Exhaustion. 

Useful for cooking meals on the road. 

 
Tinderbox 

1 lb. 
 Torches 

1 lb. each 
Waterskin 

5 lbs. 
Rope, hemp 

10 lbs. 
A small wooden box containing flint, fire 

steel, and tinder. 
 A wooden torch wrapped in oil-soaked cloth. 

 
Set of 10. 

 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. 

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

1 minute: Light a normal fire. 

 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. 

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

  
  
  
  

 



 

 

 
Dust Mask 

1 lbs. 
 Bolts 

3/40 lb. each
  

This is a mask of fine silk that can be used to 
partially filter out the effects of the White Wind 
when shelter is not available (or even in 
conjunction with shelter). 

 Pyramid-headed bolts for a hand bow. 
 
Set of 20 

   

Characters wearing a dust mask have 
Advantage on Constitution saving throws to 
resist the effects of the White Wind. 

 Up to 20 bolts can be held ready at a 
single time in a bolt case.  

   

  
  
  
  

 
 


