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What Page In The Dmg Has Magic Items

INTRODUCTION

Have you ever wondered how much an item truly costs?
Have you been wanting to find or craft an item but aren’t
sure how it fits in to the grand scheme of things? Did you
ever look at sovereign glue and say to yourself, “There is
no way that glue is worth 500,000 gp when Sentinal shield
is worth soogp”. Well you are in luck because this guide
is for you.

Brainstorming with the Giant In the Playground, [r/
DnDNext, and EnWorld forums, Saidoro has put together
a set of tables that break down the costs, reasons for the
costs, and DMG page to find the item.

DM PREFACE

Your world need not sell the magic items for the prices
given below. Your world does not even need to sell the
magic items below at all. The primary purpose of the
tables below is to establish the relative price of magic
items so that you can have a reasonably sane economy
and/or so that you can quickly eyeball how much the swag
you're giving your players is worth. You are free to modify
the prices as you will, just be sure to tell your players that
you are doing so in advance to the game start.

The items are divided into a few different lists for your
convenience. The lists are as follows:

« Consumables are items that are used some set
amount of times (usually once) and then are gone.

« Combat Items are items that primarily make the
user better at killing things. Some also have other
killing-unrelated effects, but these are not the
primary source of their utility.

« Noncombat Items are items that primarily make
the user better at solving problems in a killing-
unrelated manner. Some also make the user better
at killing things, but this is not the primary source
of their utility.

« Summoning Items are items that summon
creatures to kill things or solve problems for you.

« Gamechanging Items are items that can have major
effects on the way the players engage with the world
or that can resculpt the campaign world in some
major way all on their own. They are not necessarily
overpowered, but the GM should take a look at
them to make sure that the items they allow are
compatible with the sort of game and world they
want to create.

Each is discussed further in their own section. By
adjusting the prices of the various lists, the GM can make
it easier or harder to get their hands on various types of
problem solving abilities.
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Nov 02, 2015 Information here has been taken from the DMG (page 128 — “Crafting a Magic Item”; page 129-130 “Selling Magic Items”, and the Magic chapter in general) and the PHB (“Downtime Activities - Crafting” page 187), as well as several hours research online into blogs on other players considerations on crafting, and modern day armour, weapon, jewellery, and general goods crafting.. Magic is a damage type that can be inflicted in Dark Souls Magic Damage is one of three Elemental Damage types and typically effective against heavily armored targets, where physical attacks would be
rendered ineffective.. There are at least a few magic items that arnt in the DMG The Starter Sets staff of defense and spider staff are two I know for sure.. Each orb contains the essence of an evil dragon, a presence that resents any attempt to coax magic from it.

Their magic has been warped and twisted over the centuries, so although their primary purpose of calling dragons still functions, they also allow some measure of control over dragons.. All offensive Sorceries and many offensive Miracles deal Magic Damage; the weapon ascension paths Magic, Enchanted, Divine, and Occult all add Magic Damage to weapons.
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