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This booklet gives you a quick list of equipment that might be carried by a first-level character of each 
of the character classes in the Swords & Wizardry Complete Rulebook� All of the equipment lists are 
purchased with 100 gold pieces�
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assassin

General equipment
Backpack
Bedroll
Candles (x10)
Flask, leather
Flint & Steel
Grappling hook
Lantern, hooded
Manacles
Oil (lamp oil) (2 pints)
Rations, dried (7 days)
Rope, silk, 50ft
Shovel
Waterskin

arms and armor
Leather Armor
Shield
Dagger
Longsword
Sling with 10 stones

Basics
Cloak, tunic, hose, shoes, thin leather gloves, belt 
and pouch with 6gp, 4 sp, and 8cp
Armor Class: 6 [13] plus dexterity bonus

CleriC

General equipment
Backpack
Bedroll
Bell
Book (small prayerbook)
Candles, tallow (x10)
Candles, wax (x2)
Flask, leather
Flint & steel
Holy symbol, wooden
Holy water (1 flask)
Lantern, hooded
Oil (lamp oil) (3 pints)
Pole, 10ft
Rations, trail (7 days)
Rope, hemp (50ft)
Spikes, iron (x6)
Waterskin

arms and armor
Ring armor
Heavy mace
Sling & 10 stones

Basics
Cloak, shirt, trousers, heavy boots, heavy leather 
gloves, cloth stole, belt and pouch with 13 gp, 4 
sp, and 3 cp
Armor Class: 6 [13] plus dexterity bonus

KiTs by Class
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DruiD

General equipment
Backpack
Bedroll
Fishing net
Flask, leather
Flint & steel
Holy symbol, wood
Ink
Lantern, bullseye
Musical Instrument (flute)
Oil (5 pints)
Parchment (5 sheets)
Rations, dried (5 days)
Whistle
Tent
Waterskin
Wolfsbane (1 sprig)

arms and armor
Leather armor
Wooden shield
Dagger
Sickle (short sword)
Sling and 10 stones

Basics
Cloak, tunic, trousers, heavy boots, heavy leather 
gloves, wide-brimmed hat, belt and pouch with 25 
gp, 4 sp, 7 cp
Armor Class 6 [13] plus dexterity bonus

fighTer (arCher-Type)
General equipment
Backpack
Bedroll
Chalk (1pc)
Crowbar
Flask, leather
Flint & steel
Hammer
Lantern, bullseye
Oil (lamp) (5 pints)
10 ft pole
Rations, trail (6 days)
Rope, 50ft, hemp
Sack (15lb)
Spikes (2)
Waterskin

arms and armor
Ring armor
Dagger
Spear
Longsword
Shortbow and 20 arrows

Basics
Cloak, tunic, trousers, thin leather gloves, heavy 
boots, belt with pouch containing 9 gp, 2 sp, and 
8 cp
Armor Class 6 [13] plus Dexterity bonus
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fighTer (heavy)
General equipment
Bedroll
Flint & steel
Torches (5)
Rations, trail (6 days)
Sack (15lb)
Waterskin

arms and armor
Chain mail
Longsword
Dagger
Spear
Sling and 10 stones

Basics
Cloak, tunic, trousers, heavy leather gloves, heavy 
boots, belt with pouch containing 2 sp�
Armor Class 5 [14]

MagiC-user

General equipment
Backpack
Bedroll
Candles (5)
Case (scroll case)
Flask, leather
Flint & steel
Ink
Lantern, bullseye
Oil (2 pints)
Parchment (5 sheets)
Pens, quill (5)
Spell Book
Rations, trail (6 days)
Whistle
Waterskin
Mirror

arms and armor
Dagger
Darts (5)
Staff

Basics
Robes, pointy hat, shoes, belt with pouch contain-
ing 25 gp, 5 sp, and 7 cp
Armor Class 9 [10]
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MonK

General equipment
Bedroll
Chalk 1 pc)
Flint & steel
Hammer
Holy symbol, wooden
Lantern, bullseye
Musical instrument (flute)
Oil, lamp (5 pints)
Pole, 10 ft
Rations, dried (5 days)
Rope, silk 50 ft
Grappling hook
Sacks (30 lb) (5)
Spikes (2)
Waterskin

arms and armor
Dagger
Short bow and 20 arrows
Choose: (a) 2-handed sword or (b) polearm and 
bastard sword

Basics
Robes, sandals, belt pouch containing 4 gp
Armor Class 9 [10] plus any bonuses

Thief

General equipment
Backpack
Bedroll
Block & tackle
Case (scrolls)
Chalk (1 pc)
Crowbar
Net, fishing
Flint & steel
Grappling hook
Ink
Ladder, 10 ft
Lantern, bullseye
Mirror
Oil, lamp (5 pints)
Parchment (5 sheets)
Pole, 10 ft
Rations, trail (6 days)
Rope, hemp, 50 ft
Sacks (15 lb) (2)
Whistle
Waterskin

arms and armor
Leather armor
Dagger
Longsword
Short bow and 20 arrows

Basics
Cloak, tunic, trousers, thin leather gloves, shoes, 
belt with pouch containing 1 gp
Armor Class: 7 [12] plus dexterity bonus
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MisCellaneous iTeMs
If you want to add a couple of quirky little items 
to your inventory, try rolling on this table or picking 
one of the items shown�

1 Beaded necklace

2 Dead cat

3 Domino mask

4 Earthenware teapot

5 False beard (ties on)

6 Feral cat follows you

7 Flour, 1 lb�

8 Iron pinkie ring

9 Marbles, stone (20)

10 Mom’s pendant

11 Mouse or canary in cage

12 Pipe and tobacco

13 Pretty rocks (5)

14 Rabbit’s foot

15 Sewing kit

16 Silver spoon (1gp value)

17 Three eggs in small wooden box

18 Toy wooden horse or doll

19 Twine (20 ft)

20 Wig

MagiC iTeMs aT  
higher level
In some cases, the characters might be created 
for a higher level, in which case (if they are level 3+ 
or so) you might choose to allow a magic item for 
the character� In general, the player might choose 
from one of the following 
[bullet points]

• Magic weapon +1: Shortsword, longsword, 
dagger, or mace

• Healing potions (2)
• Invisibility potion (1)
• Scrolls (2): protection from poison and protec-

tion from magic
• Cloak of protection +1

[End bullet points]

aDDiTional iTeMs
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Product Identity: The following items are hereby identified as Frog God 
Games 
LLC’s Product Identity, as defined in the Open Game License version 
1�0a, Section 1(e), and are not Open Game Content: product and 
product line names, logos and identifying marks including trade dress; 
artifacts; creatures; characters; stories, storylines, plots, thematic 
elements, dialogue, incidents, language, artwork, symbols, designs, 
depictions, likenesses, formats, poses, concepts, themes and graphic, 
photographic and other visual or audio representations; names and 
descriptions of characters, spells, enchantments, personalities, teams, 
personas, likenesses and special abilities; places, locations, environ-
ments, creatures, equipment, magical or supernatural abilities or 
effects, logos, symbols, or graphic designs; and any other trademark 
or registered trademark clearly identified as Product Identity. Previously 
released Open Game Content is excluded from the above list� 
Notice of Open Game Content: This product contains Open Game 
Content, as defined in the Open Game License, below. Open Game 
Content may only be Used under and in terms of the Open Game 
License� 
Designation of Open Game Content: Subject to the Product Identity 
Designation herein, the following material is designated as Open 
Game Content� (1) all monster statistics, descriptions of special abilities, 
and sentences including game mechanics such as die rolls, probabili-
ties, and/or other material required to be open game content as part 
of the game rules, or previously released as Open Game Content, (2) 
all portions of spell descriptions that include rules-specific definitions of 
the effect of the spells, and all material previously released as Open 
Game Content, (3) all other descriptions of game-rule effects specify-
ing die rolls or other mechanic features of the game, whether in traps, 
magic items, hazards, or anywhere else in the text, (4) all previously 
released Open Game Content, material required to be Open Game 
Content under the terms of the Open Game License, and public 
domain material anywhere in the text� 
Use of Content from Tome of Horrors Complete: This product contains 
or references content from the Tome of Horrors Complete and/or other 
monster Tomes by Frog God Games� Such content is used by permis-
sion and an abbreviated Section 15 entry has been approved� Citation 
to monsters from the Tome of Horrors Complete or other monster Tomes 
must be done by citation to that original work� 
OPEN GAME LICENSE Version 1.0a 
The following text is the property of Wizards of the Coast, Inc� and 
is Copyright 2000 Wizards of the Coast, Inc� (“Wizards”)� All Rights 
Reserved� 
1. Definitions: (a) “Contributors” means the copyright and/or trade-
mark owners who have contributed Open Game Content; (b) 
“Derivative Material” means copyrighted material including derivative 
works and translations (including into other computer languages), 
potation, modification, correction, addition, extension, upgrade, 
improvement, compilation, abridgement, or other form in which an 
existing work may be recast, transformed, or adapted; (c) “Distribute” 
means to reproduce, license, rent, lease, sell, broadcast, publicly 
display, transmit, or otherwise distribute; (d) “Open Game Content” 
means the game mechanic and includes the methods, procedures, 
processes, and routines to the extent such content does not embody 
the Product Identity and is an enhancement over the prior art and any 
additional content clearly identified as Open Game Content by the 
Contributor, and means any work covered by this License, including 
translations and derivative works under copyright law, but specifically 
excludes Product Identity; (e) “Product Identity” means product and 
product line names, logos, and identifying marks including trade dress; 
artifacts; creatures and characters; stories, storylines, plots, thematic 
elements, dialogue, incidents, language, artwork, symbols, designs, 
depictions, likenesses, formats, poses, concepts, themes, and graphic, 
photographic, and other visual or audio representations; names and 
descriptions of characters, spells, enchantments, personalities, teams, 
personas, likenesses, and special abilities; places, locations, environ-
ments, creatures, equipment, magic or supernatural abilities or effects, 
logos, symbols, or graphic designs; and any other trademark or regis-
tered trademark clearly identified as Product Identity by the owner of 
the Product Identity, and which specifically excludes the Open Game 
Content; (f) “Trademark” means the logos, names, mark, sign, motto, 
designs that are used by a Contributor to identify itself or its products 
or the associated products contributed to the Open Game License by 
the Contributor; (g) “Use”, “Used”, or “Using” means to use, Distribute, 
copy, edit, format, modify, translate, and otherwise create Derivative 
Material of Open Game Content; (h) “You” or “Your” means the 
licensee in terms of this agreement� 
2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only 
be Used under and in terms of this License. You must affix such a notice 
to any Open Game Content that you Use� No terms may be added 
to or subtracted from this License except as described by the License 

itself� No other terms or conditions may be applied to any Open Game 
Content distributed using this License� 
3. Offer and Acceptance: By Using the Open Game Content You indi-
cate Your acceptance of the terms of this License� 
4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, worldwide, royal-
ty-free, non-exclusive license with the exact terms of this License to Use, 
the Open Game Content� 
5. Representation of Authority to Contribute: If You are contributing 
original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient 
rights to grant the rights conveyed by this License� 
6. Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of the 
COPYRIGHT NOTICE of any Open Game Content You are copying, 
modifying, or distributing, and You must add the title, the copyright 
date, and the copyright holder’s name to the COPYRIGHT NOTICE of 
any original Open Game Content you Distribute� 
7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly 
licensed in another, independent Agreement with the owner of each 
element of that Product Identity� You agree not to indicate compat-
ibility or co-adaptability with any Trademark or Registered Trademark 
in conjunction with a work containing Open Game Content except as 
expressly licensed in another, independent Agreement with the owner 
of such Trademark or Registered Trademark� The use of any Product 
Identity in Open Game Content does not constitute a challenge to the 
ownership of that Product Identity� The owner of any Product Identity 
used in Open Game Content shall retain all rights, title, and interest in 
and to that Product Identity� 
8. Identification: If you distribute Open Game Content, You must 
clearly indicate which portions of the work that you are distributing are 
Open Game Content� 
9. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License� You may use any authorized version 
of this License� You may use any authorized version of this License to 
copy, modify, and distribute any Open Game Content originally dis-
tributed under any version of this License� 
10. Copy of this License: You MUST include a copy of this License with 
every copy of the Open Game Content You Distribute� 
11. Use of Contribute Credits: You may not market or advertise the 
Open Game Content using the name of any Contributor unless You 
have written permission from the Contributor to do so� 
12. Inability to Comply: If it is impossible for You to comply with any of 
the terms of this License with respect to some or all of the Open Game 
Content due to statute, judicial order, or governmental regulation then 
You may not Use any Open Game Material so affected� 
13. Termination: This License will terminate automatically if You fail to 
comply with all terms herein and fail to cure such breach within 30 
days of becoming aware of the breach� All sublicenses shall survive the 
termination of this License� 
14. Reformation: If any provisions of this License is held to be unenforce-
able, such provision shall be reformed only to the extent necessary to 
make it enforceable� 
15. COPYRIGHT NOTICE 
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc� 
System Reference Document Copyright 2000, Wizards of the Coast, 
Inc�; Authors Jonathon Tweet, Monte Cook, Skip Williams, based on 
original material by E� Gary Gygax and Dave Arneson� 
System Reference Document 5.0 Copyright 2016, Wizards of the Coast, 
Inc�; Authors Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney 
Thompson, Peter Lee, James Wyatt, Robert J� Schwalb, Bruce R� 
Cordell, Chris Sims, and Steve Townshend, based on original material 
by E� Gary Gygax and Dave Arneson� 
Swords & Wizardry Core Rules, Copyright 2008, Matthew J� Finch 
Swords & Wizardry Complete Rules, Copyright 2010, Matthew J� Finch 
Druidic Spells, Copyright 2020, Frog God Games; Author Matthew J� 
Finch 
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