
Tools
A tool helps you to do something you couldn’t otherwise
do, such as craft or repair an item, forge documents, or
pick a lock. Your race, class, background, or feats give
you proficiency with certain tools. Proficiency with a tool
allows you to add your proficiency bonus to any ability
check you make using that tool, and to use its more
advanced functions. As with skills, tools are not tied to a
single ability, representing an area of knowledge and
practice. For example, a GM might ask you to make a
Dexterity check to carve fine detail with your carpenter’s
tools, or a Strength check to make something out of
particularly hard wood.

Tool proficiency is abstract in nature; it assumes that a
character who has proficiency with a tool also has
knowledge relating to the profession that uses it and the
institutions that provide training in its use. A tool’s entry
indicates the most common types of knowledge
associated with a tool, which the GM can revise based
on an individual character’s background.

Regular maintenance of the items and supplies
included in a set of tools is included in the price of
modest or higher lifestyles, though the GM may
determine that certain projects incur additional costs.
Using tools without paying for their maintenance can
negatively impact the outcome of your efforts.

Components
Tool kits include numerous items. The components
section of a tool’s description lists the most common
components.

Tool Functions
Tools have endless applications either through their
proper function or through unorthodox uses, such that it
is impossible to list all their functions. Each tool
description includes rules for their most common
functions proficiency with a tool confers, though the list
is not exhaustive. Additionally, most tools have
advanced functions that characters might learn to use
with the GM’s permission.

The GM determines how long it takes to complete a
task with tools, what ability check is required (if any),
and sets the DC for the task using the Typical Difficulty
Classes table in chapter 7, “Using Ability Scores”. Many
tool functions involve a series of complex activities
rather than singular tasks, and therefore spells that
grant temporary benefits to ability checks, such as
guidance, may not meaningfully influence the outcome
of the roll.

Many tools require a proper workspace to use to their
full extent. Your proficiency with smith’s tools can help
you identify a broken sword’s dwarvish provenance, but
you can’t simply sit down in the corner of an empty cave
and repair it without access to a forge. Likewise, you can
throw a vial of alchemist’s fire you had previously
crafted, but the delicate operations involved in using
alchemist’s supplies to make another vial would be
impossible to perform on the back of a moving horse.

Equipment Prices
The equipment in this document uses revised
currency rules intended to be more reflective of
pre-modern economies and to make coins other
than gold worth tracking.

In brief, there are 12 copper coins (c) in a silver
coin (s), and 20 silver coins in a gold coin (g). One
copper (1c) will buy a gallon of ale, two dozen
eggs, or a night at a typical inn. One silver (1s) will
buy a woodcutting axe, a plain lantern, or a sheep.
One gold (1g) will buy a good sword, a breastplate,
or a draught horse.

Skill–Tool Synergy
When a character’s proficiency bonus would reasonably
apply to an ability check from training in both a skill and
a tool, the character can gain a +2 bonus to the ability
check. For example, someone with proficiency in both
History and smith’s tools would likely receive this bonus
when attempting to deduce the provenance of an old
sword. The GM determines if this bonus applies.

Alchemist’s Supplies
The applications of alchemist’s supplies are endless,
including the creation of ink, glue, solvent, and oil, as
well as more advanced substances or items like
alchemist’s fire and glowstones. Proficiency with
alchemist’s supplies encompasses an advanced
knowledge of the qualities of different substances,
including magical substances, as well as a rigorous
understanding of chemical processes.

Components. Alchemist’s supplies include glass
beakers of varying shapes, metal fames to hold the
beakers in place, a glass stirring rod, a mortar and
pestle, and a pouch of assorted alchemical ingredients.

Acid, Basic. You can create a vial of acid out of special
ingredients worth 1s. Creating an acid takes 1 hour. As
an action, a creature can splash the contents of the vial
onto a creature within 5 feet of them or throw the vial up
to 20 feet, shattering it on impact. In either case, the
creature makes a ranged attack against a creature or
object, treating the acid as an improvised weapon. On a
hit, the target takes 2d6 acid damage.

Antitoxin. You can create a substance to neutralize
toxins in a creature’s system. A creature that drinks a
vial of antitoxin gains advantage on saving throws
against poison for 1 hour. Antitoxin confers no benefit to
undead or constructs.

Potion of Healing. You can expend magical
ingredients worth 1s to create a rejuvenating draught
that restores vitality and mends minor injuries. A
creature that drinks this magical fluid regains 2d4 + 2
hit points. This potion confers no benefit to undead or
constructs.
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Advanced Alchemy
At the GM’s discretion, you can learn how to create
advanced alchemical products using rare and expensive
ingredients. The recipes are often closely guarded
secrets of arcane circles and master alchemists, and the
availability of the ingredients is difficult to predict. The
rare ingredients required by these recipes weigh 1
ounce per 1s.

If an alchemical creation would force a creature to
make a saving throw, the DC for the save is 8 + your
proficiency bonus + your Intelligence modifier.

Crafting one of these products takes 8 hours and
requires at least 1s worth of rare ingredients.

Acid, Advanced. You can create a vial of acid from
ingredients you have on hand or that are available for
purchase. Make an Intelligence (alchemist’s supplies)
check and consult the Acid Potency table; a result of 9 or
lower produces a basic acid. Depending on what
ingredients are available, the GM may choose to impose
a maximum result for this check. An advanced acid is
used in the same way as a basic acid.

Acid Potency
Check Result Acid Damage Material Cost

10–14 4d6 1g

15–19 6d6 2g

20–24 8d6 5g

25 or higher 10d6 10g

Alchemist’s Fire. You can prepare a flask of sticky,
adhesive fluid that ignites upon contact with air and
produces flames that water can’t quench. As an action, a
creature can throw this flask up to 20 feet, shattering it
on impact. The creature makes a ranged attack against a
creature or object, treating the alchemist’s fire as an
improvised weapon. On a hit, the target takes 1d4 fire
damage at the start of each of its turns. A creature can
end this damage by using its action to make a DC 10
Dexterity check to extinguish the flames.

Glowstone. You can craft a fist-sized, white crystal
that illuminates the area around it when activated,
requiring the wielder’s action. The light has a blueish
tinge and can’t be quenched by wind or water, though it
can be covered or hidden. It requires no fuel and gives
off no heat. Once activated, a glowstone casts bright light
in a 30-foot radius and dim light for an additional 30 feet
for 6 hours, after which time it crumbles to dust. More
advanced glowstones that last indefinitely are created by
master artisans among the dwarves, elves, and gnomes.

Oil of Resistance. You can prepare a special oil that,
when applied to a creature, offers it protection from a
certain element. Each oil protects against one element
chosen when the oil is created—acid, cold, fire, or
lightning. A creature to which the oil has been applied
has resistance to the first instance of that damage it
takes in the next 1 hour.

Potion of Healing, Advanced. You can create a more
potent potion of healing from ingredients you have on
hand or that are available for purchase. Make an
Intelligence (alchemist’s supplies) check and consult the
Potion Potency table to determine the final result; a
result of 9 or lower produces a basic healing potion.
More expensive ingredients allow for the chance of a
more potent potion to be created. Depending on what
ingredients are available, the GM may choose to impose
a maximum result for this check. Alternatively, if you
have two potions of the same potency, you can combine
them to create a single potion of the next highest
potency (no check required).

An advanced potion of healing takes 8 hours to create,
including if you create it by mixing two other potions
together.

Potion Potency
Check Result HP Restored Material Cost

10–14 4d4 + 4 1g

15–19 6d4 + 6 2g

20–24 8d4 + 8 5g

25 or higher 10d4 + 20 10g

Smokestick. You can craft a handheld wooden stick
that can be broken to release a cloud of obscuring
smoke. As an action, a creature can activate a
smokestick by breaking it or throwing it up to 20 feet,
causing it to break upon impact. When the smokestick
breaks, thick smoke rapidly fills the air in a 5-foot-radius
sphere, causing the area to be heavily obscured for 1
minute or until a wind of moderate or greater speed (at
least 10 miles per hour) disperses it. The smoke doesn’t
interfere with breathing.

Thunderstone. You can craft a fist-sized stone that
can be broken to release a deafening peal of thunder. A
creature can activate a thunderstone by striking it or
throwing it up to 20 feet, causing it to activate upon
impact. When the thunderstone is activated, it emits a
thunderous boom audible out to 300 feet. Creatures
within 10 feet of the point of origin must succeed a
Constitution saving throw or be deafened for 1 minute.
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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

trademark 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, abridgment 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, 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, environments, 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 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

indicate 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,

royalty-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 compatibility or coadaptability 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 to copy, modify and distribute

any Open Game Content originally distributed 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 Contributor 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 provision of this License is held to be

unenforceable, such provision shall be reformed only to the extent

necessary to make it enforceable.  
15. COPYRIGHT NOTICE  
Open Game License v 1.0a © 2000, Wizards of the Coast, LLC. 

System Reference Document 5.1 © 2016, Wizards of the Coast,

LLC.; 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.  
Tools: Alchemist’s Supplies © 2022 Dungeon Master’s

Workshop; Author: Taylor Reisdorf. 
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