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do not count. If the creature is wearing shoes or other foot-
wear, it gets a +2 armor bonus to AC. If the caltrops suc-
ceed on the attack, the creature has stepped on one. The
caltrop deals 1 point of damage, and the creature’s speed
is reduced by one-half because its foot is wounded. This
movement penalty lasts for 24 hours, until the creature is
successfully treated with a DC 15 Heal check, or until it
receives at least 1 point of magical curing. A charging or
running creature must immediately stop if it steps on a
caltrop. Any creature moving at half speed or slower can
pick its way through a bed of caltrops with no trouble.

Caltrops may not be effective against unusual opponents.

Candle: A candle dimly illuminates a 5-foot radius and
burns for 1 hour.

Chain: Chain has hardness 10 and 5 hit points. It can be
burst with a DC 26 Strength check.

Crowbar: A crowbar grants a +2 circumstance bonus on
Strength checks made to force open a door or chest. Ifused
in combat, treat a crowbar as a one-handed improvised
weapon that deals bludgeoning damage equal to that of a
club ofits size.

Flint and Steel: Lighting a torch with flint and steel is
a full-round action, and lighting any other fire with them
takes at least that long.
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Grappling Hook: Throwing a grappling hook success-
fully requires a Use Rope check (DC 10, +2 per 10 feet of
distance thrown).

Hammer: If a hammer is used in combat, treat it as a
one-handed improvised weapon that deals bludgeoning
damage equal to that of a spiked gauntlet of its size.

Ink: This is black ink. You can buy ink in other colors,
but it costs twice as much.

Jug, Clay: This basic ceramic jug is fitted with a stopper
and holds 1 gallon of liquid.

Lamp, Common: A lamp clearly illuminates a 15-foot
radius, provides shadowy illumination out to a 30-foot ra-
dius, and burns for 6 hours on a pint of oil. You can carry
alamp in one hand.

Lantern, Bullseye: A bullseye lantern provides clear il-
lumination in a 60-foot cone and shadowy illumination in
a 120-foot cone. It burns for 6 hours on a pint of oil. You
can carry a bullseye lantern in one hand.

Lantern, Hooded: A hooded lantern clearly illuminates
a 30-foot radius and provides shadowy illumination in a
6o-foot radius. It burns for 6 hours on a pint of 0il. You can
carry a hooded lantern in one hand.

Lock: The DC to open a lock with the Disable Device
skill depends on the lock’s quality: simple (DC 20), average
(DC 25), good (DC 30), or superior (DC 40).
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Rations, trail (per day) 5sp 1lb?
Adventuring Gear Rope, hemp (5o ft.) 1gp 10 |b.
Item Cost Weight Rope, silk (50 ft.) 10 gp 5 |b.
Backpack (empty) 2.gp 2 b Sack (empty) 1sp 1/2 Ib.*
Barrel (empty) 2gp 30 Ib. Sealing wax 1gp 11b.
Basket (empty) 4sp 1lb. Sewing needle 5sp —
Bedroll 1sp 51b.2 Signal whistle 8sp -
Bell 1gp — Signet ring 58p —
Blanket, winter 5sp 31b2 Sledge 1gp 10 |b.
Block and tackle 58p 5lb. Soap (per Ib.) 5sp 11b.
Bottle, wine, glass 2.gp — Spade or shovel 2.gp 8 Ib.
Bucket (empty) 5sp 2 |b. Spyglass 1,000 gp 1 lb.
Caltrops 1gp 2 |b. Tent 10 gp 20 |b
Candle 1cp — Torch 1cp 1lb.
Canvas (sq. yd.) 1sp 11b. Vial, ink or potion 1gp 1/10 |b.
Case, map or scroll 1gp 1/2 |b. Waterskin 1gp 41b?
Chain (10 ft.) 30 gp 2 |b. Whetstone 2¢cp 1lb.
Chalk, 1 piece 1cp — Special Substances and ltems
Chest (empty) 2.gp 25 b, Item Cost Weight
Crowbar 2gp 5lb. Acid (flask) 10 gp 1lb.
Firewood (per day) 1cp 20 |b. Alchemist’s fire (flask) 20 gp 1lb.
Fishhook 1sp — Antitoxin (vial) 50 gp —
Fishing net, 25 sq. ft. 4 gp 5 b. Everburning torch 110 gp 1lb.
Flask (empty) 3¢cp 1-1/2 |b. Holy water (flask) 25 gp 1lb.
Flint and steel 1gp — Smokestick 20 gp 1/2 |b.
Grappling hook 1gp 4 1b. Sunrod 2.gp 11b.
Hammer 5sp 2 |b. Tanglefoot bag 50 gp 4 b.
Ink (1 oz. vial) 8gp — Thunderstone 30 gp 1lb.
Inkpen 1sp — Tindertwig 1gp —
Jug, clay 3cp 9 lb. Tools and Skill Kits
Ladder, 10-foot 5cp 20 |b. Item Cost Weight
Lamp, common 1sp 1lb. Alchemist’s lab 500 gp 40 Ib.
Lantern, bullseye 12 gp 3 |b. Artisan’s tools 58p 5b.
Lantern, hooded 78p 2 |b. Artisan’s tools, masterwork 55 gp 5lb.
Lock 1lb. Climber’s kit 8o gp 5lb:
Very simple 20 gp 1lb. Disguise kit 50 gp 81b.
Average 40 gp 1lb. Healer’s kit 50 gp 11b.
Good 8o gp 1lb. Holly and mistletoe — —
Amazing 150 gp 1lb. Holy symbol, wooden 1gp —
Manacles 15 gp 2 |b. Holy symbol, silver 25 gp 1lb.
Manacles, masterwork 50 gp 2 |b. Hourglass 25 gp 1lb.
Mirror, small steel 10 gp 1/2 Ib. Magnifying glass 100 gp —
Mug/Tankard, clay 2¢cp 1lb. Musical instrument, common 5 gp 3 b
Oil (1-pint flask) 1sp 1lb. Musical instrument, masterwork 100 gp 3 b
Paper (sheet) 4sp — Scale, merchant’s 2.gp 11b.
Parchment (sheet) 2sp — Spell component pouch 58P 2 |b.
Pick, miner’s 38p 10 |b. Spellbook, wizard’s (blank) 15 gp 3 Ib.
Pitcher, clay 2¢p 5lb. Thieves’ tools 30 gp 1lb.
Piton 1sp 1/2 Ib. Thieves’ tools, masterwork 100 gp 2 |b.
Pole, 10-foot 2sp 8 Ib. Tool, masterwork 50 gp 1b.
Pot, iron 5sp 10 |b. Water clock 1,000 gp 200 |b.
Pouch, belt (empty) 1gp 1/2 b2
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