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D&D EQUIPMENT CARDS
BY PAUL WEBER

INTRODUCTION

Thank you for your interest in my D&D 5th edition equipment cards. After making some
weapon cards that people seemed to enjoy, I decided to make cards for all the equipment
featured in the Official Dungeons & Dragons Player’s Handbook. These cards are a reference
tool to be used along with the Player’s Handbook and are not intended to overshadow the
official merchandise. Dungeons & Dragons and the Dungeons & Dragons logo are official
registered trademarks of Wizards of The Coast.

WHAT’S INSIDE

Inside this printable material you’ll find most of the items, equipment, gear, vehicles and all
the weapons from the Official D&D Player’s Handbook. Each card either has a description
of the item, it’s weight, it’s cost, and or it’s functionality during game play where applicable.
I've also included blank cards so that you may write in your own desired information that
you wish to see on a card; such as a particular letter a character has found, or a relic that is
exclusive to your adventure or campaign. I've also included multiple colored backs for the
cards so that you may organize and separate equipment cards from weapon cards if
desired. I've also included a few various items such as food that I think may be useful.

INSTRUCTIONS & RECOMMENDATIONS

Printing. For best results on using these cards print them on thick cardstock paper or on
glossy photo paper. If you have access to a professional quality printer then it’s highly
recommended you use it over a standard home computer.

Cutting. After the cards have been printed, use a paper cutter such as a guillotine cutter or
other straight edge cutting device to cut out each card. Scissors of course will work too but
probably leave more excess around the edges than desired. Cards have been meticulously
aligned so you can also print front and back and they’ll line up.

Construction. Once the cards have been cut out, you have a few options on how to construct
them. You may purchase the necessary amount of decks of cheap standard 2.5 x 3.5 playing
cards and use a glue-stick to glue the cards onto them. This provides extra strength and
durability. A quicker option is to simply place the card cut-outs inside a plastic card sleeve. You
may still want to glue the front and backs of the cards together, but this is entirely up to you.

Uses: These cards are intended to be utilized in a multitude of ways. The following list some
suggestions.

Organization. One way they may be used is by handing out the corresponding cards to
players when they acquire each item in the adventure or campaign; as to help them visualize
and catalogue each item they receive without having to take the time to write it on their
character sheet or look up what each item does in the Player’'s Handbook.

Random Loot. Another way to use them is by having a deck of random or particular
equipment the characters may come across in the adventure or campaign and when they
stumble upon a crate, storage shed, or dead corpse and search it, they draw a random card
from the deck to discover what was in the item they searched. This is a great way to distribute
random loot.

Creativity. Use these cards in your own fun or creative way. The possibilities are endless.
Just have fun with them!
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QUESTIONS YOU MAY HAVE

Can I sell these cards online? No, but you can share this for free. This is a non-profit project and because
Wizards of the Coast owns the logo and most of the written content within this material, I'm sure they
wouldn’t like anyone making any gold coins off of it without them.

Will these cards align if I print front and back? Yes, in fact the longest part of this project was aligning the
cards so they would be printable front and back.

Is there a template available for this card layout? Not yet, however I'll probably add a template you may
download on my Facebook group page, “Dungeon Master Paul Weber” so be sure and join the group to
find the link when it’s available.

Where is all the artwork on the cards from? Although the template and basic artwork was made in
Photoshop, the actual items illustrated on the card were found using a basic Google search from a variety
of sources. I then manipulated the images to my liking using Adobe Photoshop.

What edition of D&°D is this for? These cards are for 5th edition Dungeons & Dragons.

Will there be any cards made for other editions or role playing games? Unfortunately no, but I may
release the same cards with no font written on them so you may translate it to your preferred gaming
system.

Where are the magic & cursed items and weapons cards? Magic and cursed items and weapons have a
lot of wording on them that won'’t fit within this template I've created so I've not included them.

Will there be magic & cursed items and weapons cards? Probably. If these cards are a success then I'll
figure out a new way to make them using a different template.

Can I request a personal homebrew item to be made into a card using this format? I may accept
commission work so long as there is no copyrighted material involved.

Do you have other material available? Yes, I have several free downloadable material available on my
facebook group page.

How long did these take to make? About 18 working hours.

CONTACT, UPDATES, & FACEBOOK USERS

To contact me, get involved with a great community of players and creators, or to stay
updated on new and revised material, be sure to join my Facebook group page by searching
“DUNGEON MASTER PAUL WEBER”

Designed by Paul Weber



= 1/2 Pound Ammunidon
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As an action you can spnll these tmy rnetal balls
to cover a level, square area that is 10 feet on a
side, Creatures moving faster than half speed
through that area must succeed on'a DC 10
Dextenty saving throw or fall prone. =

NI

Sling Bullets are sold in quantmes of 20 3
and can be ﬁred froma slmg

Blowgun Needles are sold in quantmes of 50.
and can be fired blowguns

=2 ! Pound Ammuniﬂnn - A > 1 Pound Ammunition

RS % Wy

Arrows are sold in-quantities of 20 - il 2 Arrows are sold in-quantities of 20 - R S Arrows are sold in-quantities of 20
and can be fired from longbows, and shortbows. o3 -4- = and can be fired from longbows; and shortbows. ~{"-- - = and can be fired from longbows, and shortbows.

Crossbow Bolts are sold in quantities of 20 i -3 ~Crossbow Bolts are sold in quantities of 20 i3 ~  Crossbow Bolts are sold in quanuhes of 20
and can be fired frbm any type of crossbow: 3= - and can be fired frbm any type of crbssbow. = - and can be fired from any type of crossbow:
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2 Armor Class 17 ===
Stealth Disadvantage -~ -~
* - Strngth Requirement-15 -
~_ Includes Gaunlets - =" -=-- =

Armor Class 14 +Dex Modifier (max 2)
Stealth Disadvantage
Includes Gau.nlets SO
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Acmor Clss 18- = S ==~ - Armor Class 1 +Dei;'Mediﬁér'-,
- Stealth-Disadvantage-- - 3 . -Stealth Disadvantage:
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- Armor Class 8-
3 > S Armor Class 14 + Dex Modifier (max 2)- 5k - _Stealth Disadvantage ~ =~ -
Stealth’Dlsq.dvzgntaiqu'_ Stealth Disadvantage: .- Strngth Requirement 15, -
- Strngth Requirement13 ST S inbindes Grievess - | =" Includes Gaurnlets, Heavy Leather Boots,
2 Inptudes G‘au'nlets' e = ! : - AT == = . == 3 x Vnsored | Helmet, And Thicks Under Gntments
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Armor.ClaSs 16

A character who drir;ks ‘the magical réd fluid i~ \ A character .wha dnr;ks ‘the magical red fluid - \ : A character Wh‘o dnnks ‘the magical red fluid $
in this vial regains 10d4 + 20 hit points. Drinking. : in this vial regains 10d4 + 20 hit points. Dnnkmgl e _ in this vial regains 10d4 + 20 hit points. Drinking |- "}
or administering a potion takes an action. : ST or admlmstenng a potwn takes an actxon 7 “|"~  or administering a potion takes an action. 3




A character who drii;ks the n";'ag{cal réd fluid -~ - A character whu drmks the magxcal red fluid i » A character Who drmks the n;aglcal re;d fluid
in this vial regains 8d4 + 8 hit points. Drinking £ in this vial regains 8d4 + 8 hit points. Drinking in this vial regains 8d4 + 8 hit points. Drinking
or administering a potion takes an action. 3 or administering a potion takes an action. She or admlmstenng a pouon (akes an actmn

A character wha drii;ks ‘the ri;'agica.l red fluid - = A character who dnnks the maglcal red fluid i A character who drinksithe ti';'agical réd fluid
in this vial regains 4d4 + 4 hit points. Drinking ~ {* "} in this vial regains 4d4 + 4 hit points. Drinking = in this vial regains 4d4 + 4 hit points. Drinking
or administering a potion takes an action, 3 or administering a potion takes an action, or administering a potion takes an action.

A character who drir‘lks the ﬁ;’agical réd fluid - \ 3 A character .wh'a drir‘lks the ri;'agical ré;'d fluid - \ A character Whh drii-.lks ‘the ti-;'agical r'e;d fluid
in this vial regains 2d4 + 2 hit points. Drinking ~ - "} g in this vial regains 2d4 + 2 hit points. Drinking ~ |~} 2 in this vial regains 2d4 + 2 hit points. Drinking -
or administering a potion takes an action. : = or administering a potion takes an action. § = or administering a potion takes an action,




e 5
Includes a poud) various screwdnvers, a’l ham
‘mallet, a pencil,a 12 inch ruler;a handsaw -a T-sq

allows you to add your pmﬁczency bonus to any ability ~

check made to repair or build structures made of wood.

. >
lncludes 5 blank draﬁmg scrolls wnth leathe
storing tube, 2 penclls, mk witha qmll and a pair
of drafti Profici with these.
tools allows you to add your Proficiéncy boniis to
any check related to drawing or reading maps. -

ncludes apouch, a glassblowx g block, tweezcrs
a crimp, 4 different diamond-shears; a puffer; a

~ wedge, a parchoffi, and a paddle. Proficiency with. -
these tools allows you to.add your proficiency bonus
fo any check related to constructing glassware.

PN e =%

P RE

- thread, sclssors, a palr of pllcrs, and asmall leathe
 hide. Proficiency with-these toels allowsyou to add
our preficiency-bonus to any ability checks made to

_yial of glue. Proficiency with these tools-allows yor
o.add your proﬁclency honus toany check related

Includes a pouch and maps of Geeans, Iﬂkes and seas.

Proficiency with navigator’s tools lefs you chan a ship's’
~course and follow navigation charts. In additi

tools a!low you to add your praﬁcneﬂcy bonus to ai

lncludes a pouch, various awls, various trowels, 5

- ahammer,and a mallet. P_roﬁg:xency mt.h these
tools allows you to add your proficiency-bonus to :
any ability check made to repair er construct

objects or structures made of stone.
8 ol

POTTER'S roons

-3 Pound Artisan Tool

Includes a pouch, cut-oﬂ' wires, several fettling
lves, calipers, ribs and scrapers. model]mg :

these tools allaws you to add your proficiency
bonus to all checksrelated to the craftmg of pot e

e = e o
Includes a forge hammer, several chisels, a hardy,

sets, various tongs, a hand mandrel, bolster plates, a =
horse shioe, punches, drifts, a set hammer, and swages.
Proﬁclency with these tools allows you to add your -~
proficienicy bonus te any ability check made whilé
smithing,




7 \ Includes a small file, a set of lock pncks a small mirror

ounted on a metal handle, a setof narrow-bladed- -
issors, and a.pair of pllers Proficiency with these
1s allows you to add your proﬁclency bonus to any

= -Includes a pouch, a threading sley' :

ben.tcr, various bobhu;s and plms,

Include vials, chemicals, and other
-y for the creation of poist
alchemist’s fire. Proficiency with thesé suppli
lets you add your proficiency bonus to any abi
checks yuumake to.craft or use potians

& siichi as -

Include wafs or jars of primary colore pm
- -brushes, p h and ethere
necessary for pamtmg or the creation of pam Z
“artwork. Proficiency with these su
~add yotir-proficiency bonus to any abi
0 aint sur\f}:cgs orartwork: -

Include vials, flasks, hoses, and other equipment

necessary for the creation of ales, wines, and other

iquor. Profici with these Jets you ads
your proficiency bonus to any ability checks
ke to craft a]coho[lc beverages. T

g e

Proficiency with thiis garing sef allows you fo add=2

you proficiéncy bonus to ability checks you make
playing games using a Three Dragon Ante Set.

carvmg knives. Proﬁc:ency wnth these tools all
you to add-your proficiency bonus fo -any abﬂlty
- -check mac!e vyhﬂc«_:arvmg or mscrlb!ng_wnod_.

GALLIGEAPHER’
SUPPLIES

e S

Includes pencxls, ink pens,

Proficiency with this gaming set allows you to
add you proficiency bonus to ability checks you
make playing games using a Dragonchess Set.




Proficiency with this gaming set allows you to
add you proficiency bonus to ability checks you
make playing games using a Dice Set. .

S

Garments nften worn by an entenamer or-
performer. These clothes stand out from
common clothes as they-are more brightly. -
colored, yet not as well made or appealmg as
ﬁne clnthmg. e =

Proficiency with this gaming set allows you to

add you proficiency bonus to ability checks you

make playing games using a playing card set.

S

Clothing well-tailored to sult any wnuld be -
traveler. Lightweight and outfitted with pockets,

- and other accessories to hold or- stash equlpment

items;, ancl gear _

Lightweight but poorly-stitched- together
clothing, often made of and appearing as_
ragged cloth. Covers the upper and lower
body of one humanoldﬁgu:e. -

FINE GLOT HES ,

s 6Pounds

</"' L SRl = =3
; é\ Garments oftcn worn by those who Tike to
off their wealth or simply look their best while
out and about. Fine clothes are well-made
garments cornpnsed of the ﬁnest matenals
avallable *

A 50 foot bundle of rope. All rope has 2 hit points 8
and can be burst With_ aDC ljsuength check:

A 50 foot bundle of rope. All rope has 2 hit points
and can be burst w’ith‘ aDC1 7} Strength check:

A robe may be made from vaﬁqt{s materials
aqd may or may not-include a hood.
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_POUCH
- 1Pound -

AN

Holds up-to-1 cubic footand np 0 30 pounds
f gear. You can also Stfap l‘ems SUCh as acot and other special items you need tocast your spells,
except for those components that have a speclﬁc

Holds uptol /5 cublc feet and
up to 6 poundsof gcar :

- WATERSKIN
5 Pounds (full)

AR

Holds upto 1 cuble foo( andup
-~ t030- pounds nfgear. =

Holds up to 12 cublc feet and up to 300 R
pounds wortﬁ of gear

BOLT GASE

1 Pound

This wooden case can hiold
up to twenty crossbow bolts.




Holds up to 3 gallons of liquid
- - or 3feetof solid.- -

oA

Holds up to 40 gallons of liquid -~

or 4 cubic feet of solid. -~

S NG S




A device with iron claws thh an attal:hed loopat- —{= - e SIeTAE IR z 5
the end used for a rope to be tied to. Grappling ! . A 10 foot chain. Tt has 10 hit points. It can be = Using a grants
" hooks may be used to scale walls, or for grasping 3 burst with a successful DC 20 Strength check. . = 1 checks where the crowbar can be,apphed

and d:aggmg objacts =

4

An ordinary tool used for inserting or removing
nails from surfaces such as wood: May also be
~ usedasa i e|tasan D! -
- weapon. - = 3

'An ordinary tool with-a broad flat blade and typically 3 - TIeTSEN T =
~ upturned sides, used for moving coal, dirt, snow or. - A 10 foot wooden device-used
ther material. e 3 - - toreach extended heights.

= An ordinary tool used for iinpaéfiné—iroti spikes
or crushing materials such as rock and stone.




Tncludes ¢ special pitons, boottips, gloves, anda
harness. You can use the climber’s kitas an actior
anchor yoursclf whent you do, you can 't fall m

Al leather pouch oontammg bandages. salves, and _
splints. The kit has ten uses. As an action, yoit can:

expand one use of the kit to stabilize a creature that

has 0 hit points, without needmg !o make a Wisd
(medmme) gheck.

A poisoner’s kit includes the vials, chemicals,
and other equipment necessary for the -
_creation of poisons. Proficiency with this kit
lets you add your proficiency bonus to any:

~ ability checks you-make to craft oruse pmso

- that lets you create disguises that change your.

= nhysu:al appearance. Proficiency with this kit lets
you add your proficiency bonus to any ablllty checks
ynu rnake to create a wsual dlsgulse ==

o

jonus to ary ability checks you m:
herbs. Also, proficiency with this kit

This kitincludes a wdod‘rod,‘s‘i»lk‘en line, -
corkwood bobbers, steel hooks, lead sinkers,
velvet lures, and narrow netting. -

= This tin box contains a cup,and snmple cullery. This-
~ box clamps fogether, and one side canbe used asa -
5 cookmg pan and the other asa plate or shalrow -

fi-

A simple and pohablé‘qa’nvas' :
shelter, a tent sleeps two.




BAGPIPES

'6Pouml Munlul lnutrumcnt

roﬁcnency with this particular mstfurnent allows
‘you'to add your proficiency bonus to ariy.ability ch
imake to play music with the instrument.’A Bard-
an use this instrument as a spellcasting focu:

,you'tn add your proficiency.bonus to any. ablllty check
-you make to play music withr the instrument. A Bard i ‘you make to play music wtth theinstrument.’A Bard.
] isi an use this mstrument asa spellcasuag focu

oﬁcnency ‘with this particular instrument allows =
ynu’m add your proﬁclency bonus to any. abll.lty ch
-you make to play music with' the mstrumént. ‘A Bard
an use this instrument as a spellcasting focu:




- 3 Pound Arcane Focis ! ~ 3Pound ArcanieFocits | 2 Pound Arcae Focits

SRS T S e A e e o

A Sorcerer or Wizard can use = A Sorcerer or Wizard can use = > A Sorcerer or Wizard can use =
_this item as a spellcasting focus. - this item as‘a spellcasting focus. i 3 - this item as‘a spellcasting focus.

1 Pound Arcase Focis

A Sorcerer or Wizard can use = 2 = 3 5 A Sorcerer or Wizard can use = SF A Druid can use this item as
_this item asa spellcasting focus. - o 2 _this item as‘a spellcasting focus. o i . - a spellcasting focus. -~

rorew
e

A Druid can use this item as X e A Druid can use this item as 3 ~j: - A Druid can use this item as
- a spellcasting focus. -~ e - - aspellcasting focus.” -~ : - - - aspellcasting focus. -~

g o 3 3 RO T RO




EELIQUARY :

3 2 l’mmd H.uly Symbol

A Cleric or Paladin can use thisitem as a- \ A Cleric or Paladin can use this item as a- - A Cleric or Paladin can use thisitem as a-
spellcasting focus so long as the caster has } spellcasting focus so long as the caster has = spellcasting focus so long as the caster has
the item in their hand is vlsnbly ‘worn, or is B the ltern in their hand is VISIbly ‘worn, or is 35S the item in their hand is vlsnhly worn, or is-
ona shield. - - s B g = - B on a shield. o=

~Cast bright light in a 60-foot cone and dim light for ~  Casts bright light in a 15-foot radms and dim
an additional 60 feet. Once llt it bums for 6 hours light for additional 30 feet. Once Ilt, 1! bums
-on flask (l pmt) of oil.” ATt : -5 for. 6 hours on flask (1 pmt) of onl -

for an additional 30 feet. Once lit, it burns for 6

hours on a flask (1 pint) of oil. As an action, you -

can lower the hood reducmg the llght to du'n hght
/= ina 5 foot- rachus. 5

- Burns for-1 hour, provmg bright hght in a 20-foot
radius and dim light for an additional 20 feet. If

- you make a melee attack with a burmng touch-and

- hit, it dea}s 1 fire damage 5

For one hour, a candle sheds bright lightina -~ '(uswy dry cloth soaked in light oil) Siaed fo kindls a
5-foot radius and dim light for an additional 5 feet. I fire. Using it to light a torch or anything else with
X o z = 2 -abundant, | exposed fuel takes an action. nghtmg any A
6 k.




| pmeHMEN'r

=0 Pmmda

A book might contain pnetry, historical accounts, > i oes 2

" information pertaining to a particular field of lore, Essential for wizards, a spellbookisa - ~_
diagrams and notes on gnomish contraptions, or : leather-bound tome with 100 blank vellum
just about anything else.that can be represent 3 pages suitable for recording spells.

S usmg pnctures ‘and text.. 2 = g S = z e

An ink writing utensil made from
- -the feather of a wild beast.

This cylindrical leather case can hold up to ten x = Crafted from steel, this-handheld device
1 ighting a fire with it requlres hght as bnght as sunllght to- = 7 H TS 2

rolled-up sheets of paper or five rolled-up sheets 3 s tinder to ignite, andabout 5 minites for thEHre 6 I - is egulped with a reflective glass surface.

of parchment - X === 5= .\ 5! mte lt grants advamage on any ability check foadeto £ 3 3

i




SPYGLASS

3 l Pmmd

-Also called a counting frame, an Abacusisa - \ - A scale used for welghlng oblectssuch as food, " - - SR s Ta o
calculating tool used my memhants and ‘traders } or other goods Merchants use these scales i = Objects vie?ved throu.gh the sp)tglass
“to palcqlate proﬁts and c_hange v h théir customer : == - are magnified tp twice @ek snze.A

o~
Target must succeed onaDC 13 Dexterity saving throw
- or take 1d4 piercing damage and stop moving. Until the
creature breaks free, its movement is limited by the length
~of the chain. A creature can free itself using an action-and }- | heck. One other creature can help you use the ram,
 successful DC 13 strength check. Each failed check deals | “giving you advantage on this check 3 :
1.piercing damage to the trapped preatm’e e = EECS 3

When doing so, you gain a +4-bonus on the Strength 2 This device measures exactly 60 minutes worth of *
time once all the sand from its topsxde has reached

g e

--A set of pulleys with a cable threaded through them -
and a hook to attach to objects, a block and tackle
allows you to to hoist up to four tlmesthe wexght

~-you can normally carry. s 5

10 iron spikés with a‘variét‘y of uséges,
the most common being for tent tie-downs.




BnpwvisedWeapon,
(Rxnge 5/20)

Asan acnon, you can splash the contenfs onto a
creature within 5 feet of you or throw it up to 20 feet,
shattering it on impact. In either case, make a ranged
attack against a target creature, treating the holy water
asan unpwvnsed weapo! If the target is a fiénd or

A creature that drinks thls vial-of hquld gains 3
ad on saving th > against poison forl -
hour. It confers no benefit to'ﬁqdead or constructs.

Bedding that may be rolled into a bundle for
conveniant travelling on the go: Can be stored
in‘a backpack or straped to thp exfenqr of one.

~travel, including jerky, dried fruit, hardtack, and nu
ne tin of rations can supply enough food for one-
edium or-small creature for 1 day - B

e

011 can be thrown  up to 20 feet using a ranged | unprovnsed
ttack. On a hit, a target is covered in-oil: Oil dries after

1 minuite, but if the target takes fire damage before the o
ries it takes an additional 5 fire damage. The oil can also

BLANRET

-3 Pounds_




A device used te create an audible ringing iy = Signet rings are personally embroidered
often used to draw the attention of others. -4 B rings that can be dipped in wax to create
R B = e & v . a unique and personal signature in a seal.

A mixture of ingredients that has been pigmented. =
It's softened by heating_ and useyl to mak; seals:

2 _’ A vial of perfume contains-1 ounceof liquid-that - -\ /1= " A small wooden-or metal device used like an
- a successful DC 20 strength check. Without the key,a- - - ] can be applied directly on skin, on clothing, or 2 instrument to create an audible pitch, often
“creature proficient with thieves’ tools can pick the lock 5 “1- = openly sprayed to mask or eliminate odors. -~ 3= used to draw the aftention of others:

s e uRe =ic Sold as a single stick, Chalk is used to mark on e O
A bar of soap. Helps maintain personal hygiene ¢~ | hard surfaces such as brick, cobblestone; or rock. - R - A ﬁr}e-gralned.stone used in the
By washing away germs, bacteria, and filth from skin. | Chalk may bé removed with water: -~ 4 = sharpening of cutting tools and weapons.




6«/"' T > 5

“\ "It cost 100 gold to convert a weapon intoa - > A key is provnded with this loclL Wlthoutthe key,a -
silvered weapon or 100 gold to convert 10 pieces creature proficient with thieves' tools can pick the
of ammunition. Some monsters that have - lock with a successful DC 15 Dexterity check.

Your DM may decide that better locks are available
for hngher pnces

SR BRI

This key allows access to the
" - squalid lodging for 1 night. D

e ——

=k ————

- O .‘ 5
e = S = = 3 3 G2 3 3 ':1 This key allows access-to- comfortable =
Lhis l;ey a!lov;s aice.'ssto f 4 ; T:)l:is kz’(:jnowsfaccle - tﬁ =3 : lodging for 1 night. Failure to return this - - |- -
PRL odgu'1g . f"gh" 3 : -8 Eoces! gmg or. nig (_ s 43 b= key to the innkeeper may result in legal
- D e e A e cunsequences or ﬁnes

This key allows access to wealthy- 2 p2 o This key allows access to aristocratic N
lodging for 1 night. Failure to return this - i lodging for 1 night. Failure to return this - - | -
keyto the innkeeper may result in legal == R o key to the innkeeper may result in legal
consequences orfines. - - "~ - consequences or ﬁnes

WOTP

i

|
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T |
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P
laterborne Vehicle

— e

SAILING SHIP

~ Damage Threshold: — - =

” Required Crew: 10 " e

Passenger Capacity: 20
Cargo Capacity: 1 Ton
Armor Class: 13

Hit Points: — z

7 Required Crew: 60 "

Passenger Capacity: 60
Cargo Capacity: 200 Tons
Armor Class: 15 E

Hit Points: 500

SSTENE

4 Mph Waterborne Vehicle

W P

N e,

Required Crew: 80 "~ -
Passenger Capacity: —

Cargo Capacity: 150 Tons

Armor Class: 15
Hit Points: 500

Reql;ired Crew: 40 "~ =

Passenger Capacity: 150 -

Cargo Capacity: 10 Tons
Armor Class: 15 -
Hit Points: 300

Damage Threshold: 15 .-

~ Damage Threshold: 20 .-

R T

Passenger Capacity: 20
Cargo Capacity: 100 Tons
Armor Class: 15 B

Hit Points: 300

_ Damage Threshold: 15 St

Required Crew: 1
Passenger Capacity: 6
Cargo Capacity: 1 Ton
Armor Class: 15 -
Hit Points: 100

'_ DamageThre’ssholv:l:A 10 .- 2=

s1eD

S Aot

00 Pouind Drawn Vehicle ~ E ~-300 Pouid Drawn Vehicle -

T =

If you have vehicle proficiency with.-water vehicles, then |- %
jou' can add your proficiency bonts to any ability check
i~ made to-control this vehicle in difficult circumstances. i
l This vehicle can’t be rowed upstream but can be pulled \
by draft-animals. - - FoX X
= NS e e

If you have vehicle pr ofici with land veh o
you can add your proficiency bonus to.any ability check | -
2 ‘ made to control this'vphicle inrdiﬂiu_.llt pircumstances. .3

If you have vehicle pr ofi with land vet then"
can add your proficiency bonus to.any ability check | -
. [ made to control this‘\{ehicle inrdiﬂig_:lt pircqr_nstgnces. .7
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| [ 2 _f you have vehicle profici with land vehicles, then "
_-4-you can add your proficiency bonus toany ability checl -you can add your proficiency bonus to.any ability che you can add your proficiency bonus to-any ability chec]
. I made to m(it}'ol ﬂ?is'\(ehicle inrdiﬂicglt f:ircqmstances. [ ‘made to t;oxit}'ol this'\{chicle inAdiﬂitrzult circumstances. . l'madc to coljtyol this'\{ehicle inrdiﬂiq.llt pircumstances.

A device designed to be- secured on- the back of
a horse, mule, or other workmg animal so it can
carry. heavy loads such as cargo, firewood, or--

- weapons- too heavy to be camed hy lmmanolds

uipment inserted into and or around the mouth of i--
‘horse or.other mounted animal used to-direct the

'mal ina. desured dnrectlon

-~ Strapped and carried on a horse or other mount,
- saddlebags provide extra storage space for small
ear and other items.

A saddle suited for and nessessary —j: -3 ~ While on a mount, this saddie gives you advantage -
to mount aquatic and flying mounts. = ] -1°  on any ability check you make to remain mounted.




This 10 pound bag of—ammal feed
.-~ supplies an animal, such as aherse
or. supllarrmognt enoqgh foqd for 1 flayA

MEAT GHUNK'
_ 1PoundFood -

Rk

Meat Chunk satisfies hunger for 1d6 +3 hours 2
- and requires cpokirig to avoid food poisoning.




SJmpIeMeleeWeapon =

AN

“21%“ :

21b. Finesse,ulllt.'l‘hmwn, Pt
 (Range 20/60)
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2 Ib. Finesse, Light, Throws - | - = L . Finesst Throws | : YZIanessc.nght,Tﬁmwn

(Rmae 20/60) (Range 20/60)
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l lb Ammunlﬁon, %
__ Range (25/100), Loading

l]ﬂb Finesse, Thrown
(Rnnge 20/60)




(Range 20/60): -
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Ty Light, Thrown -~
 (Range 20/60)
s %

" Heavy, Loading. l\vo-Handed
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(Range 5/15) :
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" 41b. Versatile (1d8)
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'1d8 BLUDGEONING

" 21b. Versatile (1410) - -~
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