An attempt to minimize tracking gear in DW and Stonetop

I personally like the tracking of rations and adventuring gear, but I can see how it gets in the way for some folk.  What follows is an idea to:
· Merge rations, adventuring gear, bandages, poultices & herbs, etc. into a single item
· Make the expenditure of supplies more like Ammo: you don’t always use it up, but you might
· Maintain a difference in quality of supplies.
· Stop/prevent adventuring supplies from being some sort of Tardis that holds more weight than it actually contains.

The key to these mechanics is that simply having supplies on your person means you can produce small, mundane items and/or you have food and bandages and whatnot on you. But various moves can deplete those supplies, and you have to give up supplies to save that you’ve been toting around valuable or heavy things.

As written below, I’m envisioning these as going along with the Gear Lists (and Outfit move) from Stonetop (here’s an older version that has both in one place, to give you an idea of what I mean) and this sort of move for travel. I’ve added comments on how this might work in standard DW.  

Possible revisions to the gear listed here:  
	Prosperity: Dirt
Basic Supplies (1 use, 1 wt)
When you go through your supplies, you can produce some cheap, common piece of equipment (rope, a torch, a blanket, a candle, some chalk, a clay pot, a small sack, lantern oil, etc.). If it's an item specifically listed on the Dirt list, or if it has weight 1, then expend 1 use. If it weighs more than 1, expend uses equal to its weight. You can't produce anything from the Poor list or higher. 

Replaces:  Shabby Adventuring Gear, Bandages, Porridge, Torches 

Prosperity: Moderate
Fine Supplies (1 use, 1 wt)
When you go through your supplies, you can produce some mundane piece of equipment (a shovel, a glass vial, an inkpot & quill, some parchment, a tinderbox… nothing fancy or specialized). If it's an item specifically listed on the Moderate list, or if it has weight 1, then expend 1 use. If it weighs more than 1, expend uses equal to its weight. You can't produce anything from the Wealthy list or higher. 

Replaces:  Decent Adventuring Gear, Poultices & Herbs (from “Poor” list), Remedies, Trail Rations

Either one would probably require adding a bunch of example stuff to the various lists, like “rope (1 wt)” or “mirror (0 wt, fragile).” 





	New Move

Succor
When you tend to someone's wounds, they heal 1d8 HP. If you expend 1 use of supplies, add +4 (for basic supplies) or +8 (for fine supplies). They cannot gain this benefit again until they take more damage or Make Camp.

When you tend to someone’s ailments (poison, disease, burns, or messy wounds) and expend 1 use of supplies, roll +INT. If you expend Fine Supplies, take +1. On a 10+, choose 2; on a 7-9, choose 1.  
· They can operate more-or-less unimpeded right now
· They’ll make a full recovery, with no lasting harm (otherwise, who knows?)
· You don’t have to expend 1 use of supplies after all




	Revised Move
Make Camp:
When you settle in for some much-needed rest, tell the GM what precautions and preparations you're making. If you are bedding down in dangerous lands, pick someone to roll +nothing. Add…
+1 if the terrain is unsafe (as opposed to perilous)
+1 if the camp is hidden, sheltered, and out-of-the-way.
+1 if you are in good spirits
 
On a 10+, one member of the party must pick 1 from the list below; on a 7-9, each member of the party must pick 1 from the list below; on a 6-, everyone marks XP and your rest is interrupted by a danger of the GM’s choosing
· You suffer a restless night, regaining no HP
· You expend 1 use of supplies (basic or fine, your choice)
· Pick a companion and confront them or confide in them

When you wake from at least a few hours of uninterrupted rest, heal damage equal to half your max HP.




	Make Camp:
When you settle in for some much-needed rest, tell the GM what precautions and preparations you're making. If you are bedding down in dangerous lands, you each roll +nothing. Add…
+1 if the terrain is unsafe (as opposed to perilous)
+1 if the camp is hidden, sheltered, and out-of-the-way.
+1 if you are in good spirits
 
On a 10+, ahhh; on a 7-9, choose 1 from the list below; on a 6-, don't mark XP and choose 2.
· Suffer a restless night, regaining no HP
· Expend 1 use of Supplies (Basic or Fine)
· Pick a companion and confront them or confide in them
· Mark XP, and a danger approaches at some point during the night
 
When you wake from at least a few hours of uninterrupted rest, heal damage equal to half your max HP.



