
 

  

Chainmail 
55 lbs. 

 Halberd 
6 lbs. 

Warhammer 
2 lbs. 

Javelin 
2 lbs. 

A finely tailored suit of mail, complete with 
coif and gauntlets. 

 A heavy axe blade and thrusting spike atop a 
sturdy ten-foot pole. 

 A crenellated hammer head and spike atop a 
two-foot haft. 

 A light throwing spear. 

Provides AC 16.  Reduces speed by 10 ft. 
unless the wearer’s Strength is at least 13. 
Imposes Disadvantage on Dexterity 
(Stealth) checks. 

 Damage: 1d10 slashing 
 

Properties: 
Martial 
Heavy 
Reach 
Two-Handed 
 

 Damage: 1d8 bludgeoning 
 

Properties: 
Martial 
Versatile (1d10) 

 Damage: 1d6 piercing 
 

Properties: 
Simple 
Thrown (range 30/120) 

 

Javelin 
2 lbs. 

 Javelin 
2 lbs. 

Water Supplies 
8 lbs. per box 

Food Supplies 
2 lbs. per box 

A light throwing spear.  A light throwing spear.  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: 1d6 piercing 
 

Properties: 
Simple 
Thrown (range 30/120) 

 Damage: 1d6 piercing 
 

Properties: 
Simple 
Thrown (range 30/120) 

              

            

            

            

            

            

            

            



 

  

Dagger 
1 lb. 

 Dragonchess Set 
½ lb. 

Scroll of Pedigree 
1 lb. 

Signet Ring 
0 lbs. 

A slim but sturdy fighting knife with a wicked 
point. 

 A wooden box containing a carved ivory 
dragonchess set.  The box doubles as a 
gameboard. 

 A richly illuminated vellum scroll detailing 
your ancestry to the original Naghatar conquest 
of western Elrathis.  

 A gold signet ring set with the sigil of House 
Laighin. 

Damage: 1d4 piercing 
 

Properties: 
Finesse 
Light 
Thrown (range 20/60) 

 Proficiency with this gaming set permits 
you to add your proficiency bonus to any 
ability checks made to play dragonchess 
games. 

    

 

Holy Symbol of Pelor 
2 lbs. 

 Set of Fine Clothes 
6 lbs. 

Backpack (double) 
10 lbs. 

Bedroll 
7 lbs. 

A finely wrought reliquary of orange-and-
yellow glass in the shape of the Pelaurum 
sunburst.  In the center of the sunburst is a 
fragment of the sword of Empress Taulien. 

 A finely embroidered set of silk noble’s 
clothings, including tunic, hose, coat, shoes, and 
hat. 

 An extra-large canvas traveling sack.  A warm, cushioned sleeping bag. 

May be used as a spellcasting focus to 
meet the material component of paladin 
spells. 

   Can carry up to 60 pounds of gear away 
from the elements. 

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



 

  

Mess Kit 
1 lb. 

 Tinderbox 
1 lb. 

Torches 
1 lb. each 

Waterskin (double) 
10 lbs. 

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. 

 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 a gallon 
of water, necessary for drinking while traveling.  
Especially suitable for heavy traveling. 

Useful for cooking meals on the road.  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. 

  

  
  
  
  

 
Rope, hemp 

10 lbs. 
 Blanket 

3 lbs. 
Alms Box 

1 lb. 
Alms Box 

1 lb. 
Coarse but sturdy rope with a 2,000 pound 

carry weight. 
 A warm blanket, suitable for wrapping a 

horse or up to two people. 
 A lockable gold-inlaid wooden box for 

collecting donations. 
 A lockable wooden box decorated with 

Imperial glass mosaic for collecting donations. 

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

 Permits sleeping in cold weather without 
incurring levels of Exhaustion. 

    



 

  

Incense 
½ lbs. 

 Censer 
1 lb. 

Vestments 
10 lbs. 

Candle 
0 lbs. 

Two blocks of ritual incense.  A pierced silver ball on a chain used to 
distribute incense. 

 A set of gold-silk Pelaurum priestly 
vestments, including trousers, boots, tight-
fitting shirt and handwraps, and voluminous 
cloak. 

 A small beeswax candle. 
 
Set of 10. 

      Burns for 1 hour, providing Bright Light 
in a 5-foot radius and Dim Light for an 
additional 5 feet. 

  
  
  
  

 

Divine Sense 
Class feature 

 Lay on Hands 
Class feature 

  

The presence of strong evil registers on your 
senses like a noxious odor, and powerful good 
rings like heavenly music in your ears. You can 
open your awareness to detect such forces. 

 Your blessed touch can heal wounds.     

Action: Until the end of your next turn, you 
know the location of any celestial, fiend, or 
undead within 60 feet of you that is not behind 
total cover. You know the type (celestial, fiend, 
or undead) of any being whose presence you 
sense, but not its identity (the vampire Count 
Strahd von Zarovich, for instance). Within the 
same radius, you also detect the presence of any 
place or object that has been consecrated or 
desecrated, as with the hallow spell. 

You can use this feature a number of times 
equal to 1 + your Charisma modifier. When you 
finish a long rest, you regain all expended uses. 

You have a pool of healing power that 
replenishes when you take a long rest. With that 
pool, you can restore a total number of hit 
points equal to your paladin level x 5.  

Action: You can touch a creature and draw 
power from the pool to restore a number of hit 
points to that creature, up to the maximum 
amount remaining in your pool. 

Alternatively, you can expend 5 hit points 
from your pool of healing to cure the target of 
one disease or neutralize one poison affecting 
it. You can cure multiple diseases and neutralize 
multiple poisons with a single use of Lay on 
Hands, expending hit points separately for each 
one. 

This feature has no effect on undead and 
constructs. 

     



 

  

 


