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The equipment and currency presented in the 
Dungeons & Dragons 5th Edition Source material 
stands out in the RPG world. It is well balanced 
and comprehensive without being impenetrably 
complex or overwhelmingly vast. That said, I have
found it to have one major failing: there does not 
appear to be serious consideration given to 
carrying large amounts of equipment or to the 
inconvenience of dealing with thousands of coins 
worth of wealth.

Also, to a lesser degree, there seems to be 
a disconnect between the amounts of wealth an 
adventurer or the nobility would have, and that of 
the common man. Trying to purchase a meal and a
night at an inn with a gold piece would likely be 
met with a few raised eyebrows to say the least.

What I have tried to do here is to revise 
some of the rules governing weight, value, and 
exchange of goods and services as well as to list 
new costs for all the items listed in the player's 
hand book within this new economy.

Information on basic weapons, armor, and 
adventuring gear is the same as the Player's Hand 
Book, excepting the Cost. Some properties may be
presented again here if there is a change, or some 
other need to; otherwise, the player the need will 
to go to the hand book.

I have also added additional weapons, 
armor, and equipment. Some have been pulled 
from other sources, some are of my own devising. 
In this case, minor changes may have been made 
for better game balance and to be slightly more 
realistic. Notably this includes firearms, superior 
weapons, and several weapons from Asiatic 
traditions.

For the complete 5th Edition rules and 
descriptions, see “Chapter 5: Equipment” in the 
Player's Handbook on page 143.

A final note before jumping into the meat of the 
issue. The weights presented here are in Imperial 
Pounds. While most of the world uses the metric 
system, D&D was made in the U.S.A. and does, as
a result, use pounds.
Imperial Conversions.
1 Pound (lb.) = 16 Ounces (oz.)
1 Ounce = 28.3495 Grams (g)
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Carrying Capacity
Carrying capacity is the limiting factor on how 
much gear a player character can have on them at 
a time. This does, however, only cover the weight 
of the equipment and not the size, for that a rough 
estimate of volume as well as what straps, bags, 
and other equipment would be needed to carry 
everything is needed; just don't forget to account 
for the bags & straps' mass and size as well.
The formula for carrying capacity is as follows:
(Con. Mod. * squares occupied) * 50 lbs.
Minimum carrying capacity is: 15 lbs. for a small 
creature or 25 lbs. for a medium creature.

Currency
The Electrum Problem
One of the tripping points with the existing 
currency system is the unit of currency “Electrum 
Pieces.” This coin is worth ½ a gold piece and is 
worth 50 silver pieces. All-in-all it actually does a 
decent job of balancing the exchange of money. 
Where the problem comes in is our understanding 
of it. Purely mechanically speaking, it is a 
challenge to work with because it is the only 
conversion which is not a unit of ten.

But cognitively, its not prevalent in most 
players or DMs minds. In most fantasy writing 
Electrum is a magical substance, usually some sort
of metal that has holy powers. Historically, 
Electrum was a metal hodge-podge. It was what 
we would now call aluminum, but because of the 
less advanced metallurgy of medieval times it was 
very difficult to extract pure aluminum. From a 
modern perspective then, you would think it 
would be less valuable than silver, but that would 

be a failure of imagination. It was so difficult to 
refine that nobility often had their fine dining sets 
made of aluminum rather than silver or gold. So in
that regard, its place in the standard coinage fits.

But if we look a little further, the historical
Electrum coins were not pure aluminum. They 
were a mix of about half aluminum and then the 
“impurities” of tin, nickle, and other white metals. 
Lastly, some iron would be intentionally mixed in 
to make the coin tough enough for regular 
handling. All this combines to make a coin 
significantly less valuable than a silver coin. 
Perhaps even less so than copper.

For all these reasons I have opted to omit 
electrum from my system all together. In its place 
is the “Bit” system that will be explained later.

Coinage
Abbreviations.
Copper Bit (CB), Silver Bit (SB), Gold Bit (GB), 
Platinum Bit (PB)
Copper Piece (CP), Silver Piece (SP), Gold Piece 
(GP), Platinum Piece (PP)
Weight. 32 coins = 1 lb. (1 coin = ½ ounce)
Exchange Rates.
10 Copper = 1 Silver
10 Silver = 1 Gold
10 Gold = 1 Platinum

Real World 
Equivalency.
1 Copper = $1
1 Silver = $10
1 Gold = $100
1 Platinum = $1,000

Coins can be broken into quarters by bending and 
snapping them on built-in stress lines. A quarter-
coin is called a “Bit.” Merchants are instructed by 
the treasury to regard bits at ¼ the value of a full 
coin, but tend to only give 1/5 value for them. 
They do this to encourage people to keep coins 
whole, which are easier to count.

Conversion from Original Currency in
DMG/PHB.

1 GP/10   =   1GP
(PHB value)        (new value)
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More on Historical Coins
Coins in medieval times were worth their material 
value. Money was not the means by which trade 
was facilitated, but the thing being traded for its 
self. That is why the coins were made of precious 
metals through-and-through. For a better 
understanding of this I recommend watching Extra
Credit's “The History of Paper Money” on 
Youtube.



Authenticating/Counterfeiting.
In either a high or low magic setting, 

the markings of a coin would the 
primary way of stopping 
counterfeiting. The coins are cast 
from molds at the treasury, and the 
molds made from master carvings.

The masters would include 
stipple-engraving with specific 

patterns in places that would 
be unique and lose enough 

fidelity as to disappear in 
re-casting.

Additionally, coins have a 
secret script laid into their border 
that can be read by those who know 

how to authenticate them. 
Depicted in a series of bumps and

divots with varying heights,
the script resembles real-
world brail. The language 
is only know in full to the 

artificers and accountants 
at the treasury, though they 

train some merchants, for a fee, to 
read parts of it.

Coinage in a high-magic 
setting would be enchanted such 

that any attempt to counterfeit it 
would result in a long-duration 

Hold-Person/Creature on the offender, 
along with an Alarm spell alerting the treasury of 
the offender and their location so that an operative
could be sent to apprehend them.

Other forms of currency.
For vast amounts of wealth, coins are not always a
convenient representation of value, or safe to 
transport across the wilderness where there are 
countless opportunities for a bandit. Bars of gold 
and platinum are used in some cases, that use 
markings of the same sort as coins to keep from 
being counterfeited.
Exchange Rates.
10 PP = 1 Bar of Platinum

At other times, Bank Vouchers for an 
amount of wealth are traded, with the promise that

they can be exchanged at any time for their value 
in coinage. This is ensured by whatever 
government rules the realm. Failing to carry the 
backing coin is punishable by the confiscation of 
all the banks holdings, and the execution of the 
offending banker.

Magic Item Value
0 (simple potions and cantrap scrolls) = 60 GP
+1 (Lvl.1 & 2 potions and scrolls) = 120 GP
+2 (Lvl.3 & 4 potions and scrolls) = 480 GP
+3 (Lvl.5 & 6 potions and scrolls) = 2,400 GP
+4 (Lvl.7 – 9 potions and scrolls) = 14,400 GP

Gem Stones by Rarity
(Base multiplier of “1”: small and of poor quality)
Gem Weight Value

Exotic
(Diamond, Opal)

0.2 g

60GP

Precious
(Ruby, Sapphire, Emerald)

20GP

Semi-Precious
(Topaz, Tourmaline, 
Aquamarine)

5GP

Common
(Zirconia, Amethyst, Citrine, 
Garnet)

1GP

Size. Small(x1), Medium(x2), Large(x3)
Quality. Poor(x1), Average(x2), Fine(x3)

3

Historical Coins (Continued)
The inspiration for Bits comes from the historical 
use of half-pennies in England and the early USA.
Those familiar with westerns or “Little House of 
The Prairie” might recall the use of half pennies. 
These coins existed because of the value of 
money at the time. Inflation eventually rendered 
the unit worthless, as it now threatens to do to the 
whole penny.

In these films and shows, we see the half-
penny as its own coin, as it was for a time, but the
premise predates even that. Originally, pennies 
had an indented line down the middle that the 
coin could be folded and snapped along, in order 
to make a literal “one half penny.”



Rare Materials
Sometimes an item is crafted using a special 
material that gives it superior properties. The 
various rare materials of the world and their 
effects are listed here.
Electrum. A natural ore with magical properties. 
All items crafted from this are innately +1 magic 
items and have a x5 value.
Orium. A mythical ore that has properties similar 
to steel. All items crafted from this are innately +2
magic items and have a x10 value. Though most 
creatures in the world are unaware of it, Orium is 
found in dragon dung and is the color of the 
dragon that produced it.
Mithril. A natural ore with the properties of 
modern titanium. It is non-magical, but items 
crafted with it have superior properties due to the 
materials strength.

A mithril weapon deals +5 damage and has
a +2 to attack verses armored enemies.

Mithril can be crafted into the studs for 
Studded Leather or into any Medium or Heavy 
Armor. Mithril armor has +2 AC on top of the AC 
for the type of armor it is crafted into.
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Armor
Armor Cost Armor Class (AC) Strength Stealth Weight

Light Armor

Padded 5 SP 11 + Dex modifier – Disadvantage 8 lbs.

Leather 1 GP 11 + Dex modifier – – 10 lbs.

Studded Leather 4 GP 5 SP 12 + Dex modifier – – 13 lbs.

Medium Armor

Hide 1 GP 12 + Dex modifier (max 2) – – 12 lbs.

Chain shirt 5 GP 13 + Dex modifier (max 2) – – 20 lbs.

Scale mail 5 GP 14 + Dex modifier (max 2) – Disadvantage 45 lbs.

Breastplate 40 GP 14 + Dex modifier (max 2) – – 20 lbs.

Half plate 75 GP 15 + Dex modifier (max 2) – Disadvantage 40 lbs.

Heavy Armor

Ring mail 3 GP 14 – Disadvantage 40 lbs.

Chain mail 7 GP 5 SP 16 Str 13 Disadvantage 55 lbs.

Splint 20 GP 17 Str 15 Disadvantage 60 lbs.

Plate 150 GP 18 Str 15 Disadvantage 65 lbs.

Shield

Buckler(special) 7 SP +1 (special) – 2 lbs.

Light Shield 5 SP +1 – – 4 lbs.

Heavy Shield 1 GP +2 Str 13 Disadvantage 8 lbs.

Tower Shield(special) 2 GP (special) Str 15 Disadvantage 20 lbs.



Weapons
Name Cost Damage Weight Properties

Simple Melee Weapons

Club 1 CP 1d4 bludgeoning 2 lbs. Light

Dagger 2 SP 1d4 piercing 1 lb.
Finesse, light, thrown (range 
20/60)

Dagger, boot-toe 1 GP 5 SP 1d4 piercing 1 lb. Covert, finesse, special

Dagger, wrist 1 GP 5 SP 1d4 piercing 1 lb. Covert, finesse, light

Gauntlet 5 GP 1d4 bludgeoning 2 lbs. Unarmed

Greatclub 2 CP 1d8 bludgeoning 10 lbs. Two-handed

Handaxe 5 SP 1d6 slashing 2 lbs. Light, thrown (range 20/60)

Javalin 5 CP 1d6 piercing 2 lbs. Thrown (range 30/120)

Light hammer 2 SP 1d4 bludgeoning 2 lbs. Light, thrown (range 20/60)

Mace 5 SP 1d6 bludgeoning 4 lbs. –

Quarterstaff 2 CP 1d6 bludgeoning 4 lbs. Versatile (1d8)

Sap 2 SP 1d4 bludgeoning 1 lb. Finesse, light, special

Scythe 1 SP 1d8 slashing 6 lbs. Reach, two-handed

Sickle 1 SP 1d4 slashing 2 lbs. Light

Spear 1 SP 1d6 piercing 3 lbs.
Thrown (range 20/60), 
versatile (1d8)

Tonfa 7 SP 1d4 bludgeoning 2 lbs. Finesse, light, special

Unarmed strike – 1 bludgeoning – –

Simple Ranged Weapons

Atlatl 1 SP 1d8 piercing 3 lbs.
Ammunition (javelin) (range 
60/180), light

Boomerang 3 SP 1d4 bludgeoning 2 lbs.
Light, returning, thrown 
(range 30/80)

Crossbow, light 2 GP 5 SP 1d8 piercing 5 lbs.
Ammunition (range 80/320), 
loading, two-handed

Dart 2 CB 1d4 piercing 0.25 lb. Finesse, thrown (range 20/60)

Shortbow 2 GP 5 SP 1d6 piercing 2 lbs.
Ammunition (range 80/320), 
two-handed

Sling 1 CP 1d4 bludgeoning – Ammunition (range 30/120)

Martial Melee Weapons

Battleaxe 1 GP 1d8 slashing 4 lbs. Versatile (1d10)

Broadsword 1 GP 5 SP 2d4 slashing 3 lbs. Heavy

Claw 5 SP 1d6 slashing 2 lbs. Disarm immune, finesse
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Name Cost Damage Weight Properties

Flail 1 GP 1d8 bludgeoning 2 lbs. –

Glaive 2 GP 1d10 piercing 6 lbs. Heavy, reach, two-handed

Greataxe 3 GP 1d12 piercing 7 lbs. Heavy, two-handed

Greatsword 5 GP 2d6 slashing 6 lbs. Heavy, two-handed

Halberd 2 GP 1d10 slashing 6 lbs. Heavy, reach, two-handed

Jian 1 GP 5 SP 1d8 slashing 3 lbs. Finesse

Katana 2 GP 5 SP 1d6 slashing 3 lbs. Finesse, versatile (2d4)

Katar 7 SP 1d6 piercing 2 lbs. Disarm immune, finesse

Khopesh 1 GP 2d4 slashing 2 lbs. Special

Lance 1 GP 1d12 piercing 6 lbs. Reach, special

Longspear 5 SP 1d8 piercing 5 lbs. Reach, two-handed, special

Longsword 1 GP 5 SP 1d8 slashing 3 lbs. Versatile (1d10)

Maul 1 GP 2d6 bludgeoning 10 lbs. Heavy, two-handed

Morningstar 1 GP 5 SP 1d8 piercing 4 lbs. –

Nunchaku 1 GP 1d8 bludgeoning 2 lbs. Finesse

Pike 5 SP 1d10 piercing 18 lbs. Heavy, reach, two-handed

Rapier 2 GP 5 SP 1d8 piercing 2 lbs. Finesse

Scimitar 2 GP 5 SP 1d6 slashing 3 lbs. Finesse, light

Sheath, sword 3 SP 1d4 bludgeoning 1 lbs. Finesse, light

Shortsword 1 GP 1d6 piercing 2 lbs. Finesse, light

Sword, cane 2 GP 1d6 slashing 3 lbs. Covert, finesse 

Tomahawk 5 SP 1d6 slashing 2 lbs.
Finesse, light, thrown (range 
60/140)

Trident 5 SP 1d6 piercing 4 lbs.
Thrown (range 20/60), 
versatile (1d8)

War pick 5 SP 1d8 piercing 2 lbs. –

Warhammer 1 GP 5 SP 1d8 bludgeoning 2 lbs. Versatile (1d10)

Whip 2 SP 1d4 slashing 3 lbs. Finesse, reach

Martial Ranged Weapons

Blowgun 1 GP 1 piercing 1 lb.
Ammunition (range 25/100), 
loading

Crossbow, hand 7 GP 5 SP 1d6 piercing 3 lbs.
Ammunition (range 30/120), 
light, loading

Crossbow, heavy 5 GP 1d10 piercing 18 lbs.
Ammunition (range 100/400),
heavy, loading, two-handed

Longbow 5 GP 1d8 slashing 2 lbs.
Ammunition (range 150/600),
heavy, two-handed
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Name Cost Damage Weight Properties

Net 1 SP – 3 lbs. Special, thrown (range 5/15)

Superior Melee Weapons

Buster Sword 7 GP 5 SP 2d8 slashing 25 lbs. Heavy, two-handed, special

Chakram 1 GP 1d6 slashing 2 lbs.
Finesse, light, returning, 
special, thrown (range 15/30)

Double Axe
off-hand

3 GP
ld10 slashing
ld10 slashing

12 lbs.

Double weapon, heavy, 
special
Double weapon, heavy, 
special

Double Sword
off-hand

2 GP 5 SP
ld8 slashing
ld8 slashing

8 lbs.

Double weapon, finesse, 
special
Double weapon, finesse, 
special

Executioners axe 5 GP 3d6 slashing 14 lbs. Heavy, two-handed, special

Fighting Knife (Dirk) 5 SP 1d6 slashing 1 ½ lbs. Finesse, special

Greatspear 1 GP 1d12 piercing 10 lbs.
Heavy, two-handed, reach, 
special

Harpoon 8 SP ld10 piercing 8 lbs.
Special, thrown (range 
30/100), two-handed

Heavy Scimitar 3 GP 5 SP 1d8 slashing 4 lbs. Finesse, heavy

Kukri 5 SP 1d6 slashing 2 lbs. Heavy, special

Kusari-Gama
off-hand

1 GP 5 SP
ld8 slashing
ld4 bludgeoning

3 lbs.
Double weapon, finesse
Double weapon, finesse, 
reach, special

Odachi 7 GP 5 SP 1d10 slashing 3 ½ lbs. Light, versatile (2d6, reach)

Spiked Chain
off-hand

3 GP
2d4 piercing
1d4 piercing

10 lbs.

Double weapon, heavy, reach,
special
Double weapon, heavy, reach,
special

Superior Ranged Weapons

Blunderbuss 50 GP 1d8 piercing 10 lbs.
Ammunition (F) (range 
15/30), burst fire, reload 2, 
two-handed, misfire 3

Bola 1 CP 1d4 bludgeoning 2 lbs. Light, special, thrown (20/40)

Composite Bow 7 GP 5 SP 1d10 piercing 3 lbs.
Ammunition (range 200/800),
two-handed

Crank crossbow
12 GP 5 
SP

3d6 piercing 20 lbs.
Ammunition (range 150/600),
heavy, reload 1, two-handed

Great Bow 10 GP 2d6 piercing 4 lbs.
Ammunition (range 
300/1200), heavy, two-handed
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Name Cost Damage Weight Properties

Hand Mortar 75 GP 2d8 fire 10 lbs.

Ammunition (F) (range 
40/60), explosive, reload 1, 
two-handed, burst fire, misfire
3

Musket 50 GP 1d12 piercing 10 lbs.
Ammunition (F) (range 
90/600), two-handed, reload 
1, misfire 2

Pepperbox 45 GP 1d10 piercing 5 lbs.
Ammunition (F) (range 
40/120), reload 6, misfire 6

Pistol 25 GP 1d10 piercing 3 lbs.
Ammunition (F) (range 
30/90), reload 4, misfire 1

Recurve Bow 6 GP 3 SP 2d4 piercing 2 lbs.
Ammunition (range 150/600),
two-handed

Repeating crossbow, hand 10 GP 1d6 piercing 4 lbs.
Ammunition (range 30/120), 
burst fire, light, reload 10

Repeating crossbow, heavy 7 GP 5 SP 1d10 piercing 20 lbs.
Ammunition (range 100/400),
burst fire, heavy, reload 20, 
two-handed

Rifle 75 GP 2d12 piercing 25 lbs.
Ammunition (F) (range 
150/1200), heavy, misfire 3, 
reload 1, two-handed

Rope Dart 1 GP 5 SP 1d4 piercing 1 lb.
Light, returning, thrown 
(range 15), two-handed

Shuriken 1 SP 1d4 piercing ¼ lb.
Light, special, thrown (range 
40/100)

Ammunition

Arrows (20) 1 SP – 1 lb. –

Blowgun needles (50) 1 SP – 1 lb. –

Bullets (10) 3 SP – 2 lbs. –

Crossbow Bolts (20) 1 SP – 1 ½ lbs. –

Javelins (10) 5 SP – 20 lbs. –

Sling Bullets (20) 2 CB – 1 ½ lbs. –
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Armor Properties
Buckler. This shield straps to the forearm and 
does not occupy the wielder's hand. You can still 
grasp a weapon of a number of pound equal to, or 
less than, your Strength modifier, as well as cast 
spells with that hand.
Tower Shield. This shield is as tall as the size of 
the creature that wields it and is built to be used as
mobile cover. Creatures behind this shield to a 
distance of twice its size have three quarters cover 
(+5 AC and Dexterity saving throws). Moving the 
tower shield requires two hands and the wielder is 
encumbered (slowed and at disadvantage on 
Dexterity saving throws).

Superior Weapon Proficiency
Superior weapons are advanced and require 
special skill to use. There are two primary ways a 
player can take proficiency with a superior 
weapons. The first is as a feat. Any time a player 
gains an Ability Score Increase, they have the 
option to instead take a feat. A player may not gain
proficiency with a superior weapon with the 
Weapon Master feat, but may with the following 
Superior Weapon Mastery feat.

Superior Weapon Master
You have practiced extensively with a variety of 
weapons, gaining the following benefits:

• Increase your Strength or Dexterity score
by 1, to a maximum of 20.

• You gain proficiency with two Superior 
weapons of your choice.

The second way is as a class feature. Any time a 
player gains proficiency in “Martial Weapons” or 
“Martial Ranged Weapons” through a class 
feature, they may instead gain proficiency in two 
martial weapons and one superior weapon.

Weapon Properties
Many weapons have special properties related to 
their use, as shown in the Weapons table.
Ammunition. You can use a weapon that has the 
ammunition properly to make a ranged attack only
if you have ammunition to fire from the weapon. 
Each time you attack with the weapon, you 

expend one piece of ammunition. Drawing the 
ammunition from a quiver, case, or other container
is part of the attack. At the end of the battle, you 
can recover half your expended ammunition by 
taking a minute to search the battlefield.

If you use a weapon that has the 
ammunition property to make a melee attack, you 
treat the weapon as an improvised weapon (see 
"Improvised Weapons" later in the section). A 
sling must be loaded to deal any damage when 
used in this way.
Ammunition (Firearm (F)). The ammunition of a 
firearm is destroyed upon use. Renaissance 
firearms use bullets.
Burst Fire. A weapon that has the burst fire 
property can make a normal single-target attack, 
or it can spray a 10-foot-cube area within normal 
range with shots. Each creature in the area must 
succeed on a DC 15 Dexterity saving throw or 
take the weapon's normal damage. This action 
uses ten pieces of ammunition.
Double Weapon. A weapon with this property 
requires two hands to use, and is wielded as and 
considered two separate one-handed weapons 
when you hold it. Both of these weapons are 
considered to have the light property, and neither 
of them have the two-handed property. Both 
halves of this weapon may deal different damage 
and have different properties, as listed. Special 
properties for double weapons only apply to 
halves of the weapon marked with the Special 
property.

Though it functions as two weapons, a 
double weapon is enchanted as a single item, and 
enchantments apply to both individual weapons. 
Disarming or destroying either side of a double 
weapon causes the entire weapon to be affected.
Explosive. Upon a hit, everything within 5 ft of 
the target must make a Dexterity saving throw 
(DC equal to 8 + your proficiency bonus+ your 
Dexterity modifier) or suffer ld8 fire damage. If 
the weapon misses, the ammunition fails to 
detonate, or bounces away harmlessly before 
doing so.
Finesse. When making an attack with a finesse 
weapon, you use your choice of your Strength or 
Dexterity modifier for the attack and damage rolls.
You must use the same modifier for both rolls.
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Heavy. Small creatures have disadvantage on 
attack rolls with heavy weapons. A heavy 
weapon's size and bulk make it too large for a 
Small creature to use effectively.
Light. A light weapon is small and easy to handle, 
making it ideal for use when fighting with two 
weapons. See the rules for two-weapon fighting in 
chapter 9.
Loading. Because of the time required to load this 
weapon, you can fire only one piece of 
ammunition from it when you use an action, bonus
action, or reaction to fire it, regardless of the 
number of attacks you can normally make.
Misfire. Whenever you make an attack roll with a 
firearm, and the dice roll is equal to or lower than 
the weapon's Misfire score, the weapon misfires. 
The attack misses, and the weapon cannot be used 
again until you spend an action to try and repair it.
To repair your firearm, you must make a 
successful Tinker's Tools check (DC equal to 8 + 
misfire score). If your check fails, the weapon is 
broken and must be repaired out of combat at half 
the cost of the firearm. 
Range. A weapon that can be used to make a 
ranged attack has a range shown in parentheses 
after the ammunition or thrown property. The 
range lists two numbers. The first is the weapon's 
normal range in feet, and the second indicates the 
weapon's maximum range. When attacking a 
target beyond normal range, you have 
disadvantage on the attack roll. You can't attack a 
target beyond the weapon's long range.
Reach. This weapon adds 5 feet to your reach 
when you attack with it.
Reload. The weapon can be fired a number of 
times equal to its Reload score before you must 
spend 1 attack or 1 action to reload. You must 
have one free hand to reload a weapon.
Special. A weapon with the special property has 
unusual rules governing its use, explained in the 
weapon's description (see "Special Weapons" later
in this section).
Thrown. If a weapon has the thrown property, you
can throw the weapon to make a ranged attack. If 
the weapon is a melee weapon, you use the same 
ability modifier for that attack roll and damage roll
that you would use for a melee attack with the 
weapon. For example, if you throw a handaxe, you
use your Strength, but if you throw a dagger, you 
can use either your Strength or your Dexterity, 
since the dagger has the finesse property.
Two-Handed. This weapon requires two hands to 
use.

Unarmed. Weapons with this property attach to 
the forearm and do not occupy the wielder's hand. 
They can still grasp another weapon of a number 
of pound equal to, or less than, their Strength 
modifier, as well as cast spells with that hand. 
Additionally, they can be used to make Unarmed 
Strikes.
Versatile. This weapon can be used with one or 
two hands. A damage value in parentheses appears
with the property-the damage when the weapon is 
used with two hands to make a melee attack.

Special Weapons
Weapons with special rules are described here.
Bola. On a turn in which you attack with a bola, 
you may only make one attack. A Large or smaller
creature hit by a bola is rendered prone until it is 
freed.

Whenever you have advantage on an attack
roll you make with the bola and hit, you can 
render the target restrained and prone, rather than 
only knocking the target prone, if the lower of the 
two d20 rolls would also hit the target. A bola has 
no effect on creatures that are formless, or 
creatures that are Huge or larger.

A creature can use its action on its turn to 
make a DC 10 Strength or DC 15 Dexterity check 
to free itself or another creature in its reach 
affected by a bola. Alternatively, one can destroy 
the bola by dealing 5 slashing damage to it (AC 
10), freeing the creature affected without harming 
it.
Buster sword. All creatures carrying this weapon 
are encumbered. This weapon allows the wielder 
to make a melee attack as a reaction when a melee
attack is made against them by a mounted enemy.
Chain, spiked. You may use an action to attempt 
to grapple a Large or smaller creature with this 
weapon. Roll an attack with either half of this 
weapon. On a hit, the creature takes damage from 
the attack as normal, and is grappled by you. Until
this grapple ends, attacks with the half of this 
weapon that has made the grapple may only target 
the grappled creature. You may only maintain one 
such grapple at any time.

Once on your turn you may cause an attack
you make with the half of the chain involved in a 
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grapple to automatically hit the creature it is 
grappling, dealing damage as normal. This attack 
inflicts ld4 additional piercing damage.
Chakram. Once per turn when you make a ranged 
attack with this weapon, you may choose to 
ricochet the weapon between up to five enemies 
within short range. Roll a single attack versus AC 
as usual, and divide that single attack's worth of 
damage evenly between any enemies this attack 
would hit (rounding down, if necessary). You may 
apply features such as Divine Smite to this 
damage, but Sneak Attack, damage that applies 
only to certain creatures, and similar features may 
only be applied if they could apply to every enemy
hit with the attack.
Dagger, boot toe. You wield this weapon with- out
using a hand, using instead the foot the dagger is 
affixed to. You may only make one attack on your 
turn when attacking with this weapon.
Executioners axe. Attacks with this weapon are an
automatic critical hit against incapacitated targets.
Fighting Knife. This weapon counts as a dagger 
for the purposes of sneak attack and spellcasting.
Greatspear. This weapon counts as a spear for the 
purposes of feats and abilities.
Harpoon. When you hit an enemy up to one size 
category larger than you with a thrown attack 
using this weapon, you may use two hands to hold
onto a length of rope attached to the blunt end. If 
you do, you can use a bonus action on your turn to
make a Strength (Athletics) check contested by an 
enemy's Strength (Athletics). If you succeed on 
this check, you may pull the enemy up to 15 feet 
closer to you. An affected enemy that wishes to 
move further away from you on its turn must first 
succeed on a contested Strength (Athletics) check 
against you.

This effect only ends when you use an 
object interaction to pull in the rope and retrieve 
the harpoon, when the affected enemy uses an 
action on their turn to attempt to remove the 
harpoon and succeeds on a DC 15 Strength check 
to do so, or until the harpoon's rope (AC 10) is 
destroyed by being dealt 5 slashing damage.
Khopesh. This weapon deals ld4 additional 
slashing damage on a critical hit. 

Kukri. This weapon counts as a dagger for the 
purposes of sneak attack and spellcasting.
Kusari-Gama. When you make an attack with the 
off-hand of this weapon, you may attempt to 
disarm an enemy. On a hit, the attack deals no 
damage, but you disarm a weapon or small item 
that your target is holding and pull the object up to
10 feet closer to you.
Lance. You have disadvantage when you use a 
lance to attack a target within 5 feet of you. Also, 
a lance requires two hands to wield when you 
aren't mounted.
Longspear. This weapon counts as a spear for the 
purposes of feats and abilities.
Net. A Large or smaller creature hit by a net is 
restrained until it is freed. A net has no effect on 
creatures that are formless, or creatures that are 
Huge or larger. A creature can use its action to 
make a DC 10 Strength check, freeing itself or 
another creature within its reach on a success. 
Dealing 5 slashing damage to the net (AC 10) also
frees the creature without harming it, ending the 
effect and destroying the net.

When you use an action, bonus action, or 
reaction to attack with a net, you can make only 
one attack regardless of the number of attacks you 
can normally make.
Sap. When you attack a surprised humanoid with 
this weapon and deal damage, you may at- tempt 
to knock the target unconscious. After the attack 
deals damage, you may choose to roll 4d4.

If the target has hit points remaining equal 
to or less than the result of the roll, it falls 
unconscious. If the target has more hit points 
remaining than the result, the target remains 
conscious and the amount rolled has no effect.
Shuriken. You may hold up to three of this 
weapon in one hand at one time, but must use 
separate attacks to attack with each one.
Sword, two-bladed. If you make a melee attack 
against a creature with this weapon, that creature 
can't make opportunity attacks against you for the 
rest of your turn.
Tonfa. While wielding one of these weapons in 
each hand, you gain a +1 bonus to AC and you 
qualify as having an equipped shield for all 
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abilities and features other than the monk's 
Unarmored Defense class feature.

Adventuring Gear
Equipment Packs
Many characters will find that a single pack of 
items would suit their
character better
than a list of
individual items.
The list of packs
also have a cost
and weight that
is a total of the
individual items
contained within.
Pack Contents Cost Weight

Burglar’s 
Pack

backpack, bag of 1,000 ball 
bearings, string (10 ft.), bell, 
candles (5), crowbar, hammer,
pitons (10), hooded lantern, 
flask of oil (2), day ration (5),
tinderbox, waterskin, rope, 
hemp (50 ft.)

1 GP
6 SP

49 ¾
lbs.

Diplomat's 
Pack

chest, map case (2), fine 
clothes, bottle of ink, ink pen,
lamp, flask of oil (2), sheet of 
paper (5), vial of perfume, 
sealing wax, soap

3 GP
9 SP

36 ½
lbs.

Dungeonee
r’s Pack

backpack, crowbar, hammer, 
piton (10), torch (10), 
tinderbox, day ration (10), 
waterskin, rope

1 GP
2 SP

61 ½
lbs.

Entertainer
’s Pack

backpack, bedroll, costume 
(2), candle (2), day ration (5), 
waterskin, disguise kit

4 GP
38 ½

lbs.

Explorer’s 
Pack

backpack, bedroll, mess kit, 
tinderbox, torch (10), day 
ration (10), waterskin, rope

1 GP 59 lbs.

Priest’s 
Pack

backpack, blanket, candle 
(10), tinderbox, alms box, 
block of incense (2), censer, 
vestments, day ration (2), 
waterskin

1 GP
9 SP

30 ½
lbs.

Scholar’s 
Pack

backpack, book of lore, bottle
of ink, ink pen, sheet of 
parchment (10), little bag of 
sand, small knife

4 GP 11 lb.

Adventuring Gear
Item Cost Weight

Containers – volume properties at end of table

Alms box 1 SP 1 lb.

Backpack 2 SP 5 lbs.

Barrel 2 SP 70 lbs.

Basket 4 CP 2 lbs.

Bottle, glass 2 SP 2 lbs.

Bucket 2 CB 2 lbs.

Case, map or scroll 1 SP 1 lb.

Chest 5 SP 25 lbs.

Flask or tankard 1 CB 1 lb.

Jug or pitcher 1 CB 4 lbs.

Pot, iron 2 SP 10 lbs.

Pouch 5 CP 1 lb.

Quiver 1 SP 1 lb.

Sack 1 CB ½ lb.

Vial, glass 1 SP ¼ lb.

Waterskin 2 CP 5 lbs. (full)

Tools

Artisan’s Tools

Alchemist's supplies 5 GP 8 lbs.

Brewing 2 GP 9 lbs.

Calligraphy 1 GP 5 lbs.

Carpentry 8 SP 6 lbs.

Cartography 1 GP 5 SP 6 lbs.

Cobbling 5 SP 5 lbs.

Cooking 1 SP 8 lbs.

Glass Blowing 3 SP 5 lbs.

Jewelry Making 2 GP 5 SP 2 lbs.

Leather Working 5 SP 5 lbs.

Masonry 1 GP 8 lbs.

Painting 1 GP 5 lbs.

Pottery 1 GP 3 lbs.

Blacksmithing 2 GP 8 lbs.

Whitesmithing 1 GP 3 GB 8 lbs.

Tinkering 5 GP 10 lbs.
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Item Cost Weight

Weaving 1 SP 5 lbs.

Carving 1 SP 5 lbs.

Disguise kit 2 GP 5 SP 3 lbs.

Forgery kit 1 GP 5 SP 5 lbs.

Gaming set

Dice 1 CP –

Cards 5 CP –

Chess 1 SP ½ lb.

Herbalist's Kit 5 SP 3 lbs.

Musical instrument

Bagpipes 3 GP 6 lbs.

Drum 6 SP 3 lbs.

Dulcimer 2 GP 5 SP 10 lbs.

Flute 2 SP 1 lb.

Lute 3 GP 5 SP 2 lbs.

Lyre 3 GP 2 lbs.

Horn 3 SP 2 lbs.

Pan flute 5 SP ½ lb.

Shawm 2 SP 1 lb.

Viol 3 GP 1 lb.

Navigator's Tools 2 GP 5 SP 2 lbs.

Poisoner's Kit 5 GP 2 lbs.

Thieves' Tools 2 GP 5 SP 1 lb.

Items

Abacus 2 SP 2 lbs.

Acid (vial) 2 GP 5 SP 1 lb.

Amulet 5 SP 1 lb.

Astrolabe 25 GP 2 lbs.

Ball bearings (bag of 1,000) 1 SP 2 lbs.

Bedroll 1 SP 7 lbs.

Bell 1 SP ½ lb.

Blanket 5 CP 3 lbs.

Block and tackle 1 SP 5 lbs.

Block of incense 5 SP 2 lbs.

Book 2 GP 5 SP 5 lbs.

Brush 5 SP –

Caltrops (bag of 20) 1 SP 2 lbs.

Item Cost Weight

Candle 1 CB ¼ lb.

Censure 5 SP 1 lb.

Chain (10 feet) 5 SP 10 lbs.

Chalk (1 piece) 1 CB –

Climber's kit 2 GP 5 SP 12 lbs.

Cloth (bolt) 5 CP 10 lbs.

Cloths, robe 1 SP 4 lbs.

Cloths, fine 1 GP 5 SP 6 lbs.

Cloths, vestments 1 GP 4 lbs.

Costume 1 GP 4 lbs.

Crowbar 2 SP 5 lbs.

Emblem 5 SP – 

Fishing tackle 1 SP 4 lbs.

Grappling hook 2 SP 4 lbs.

Hammer 1 SP 3 lbs.

Hides, tanned 5 SP 30 lbs.

Holy symbol 5 SP 1 lb.

Hourglass 2 GP 5 SP 1 lb.

Hunting trap 5 SP 25 lbs.

Ink (1 ounce bottle) 1 GP – 

Ink pen 1 CB – 

Ladder (10-foot) 1 CP 25 lbs.

Lamp 5 CP 1 lb.

Lantern, bullseye 1 GP 2 lbs.

Lantern, hooded 5 SP 2 lbs.

Lock 1 GP 1 lb.

Lock pick 2 SP – 

Mallet 1 SP 3 lbs.

Magnifying glass 10 GP 1 lb.

Manacles 2 SP 6 lbs.

Mess kit 2 CP 1 lb.

Mirror 5 SP ½ lb.

Oil (flask) 1 CP 1 lb.

Paper (one sheet) 2 CP – 

Parchment (one sheet) 1 CP – 

Perfume (vial) 5 SP ½ lb.

Pick, miner's 2 SP 10 lbs.
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Item Cost Weight

Piton 2 CB ¼ lb.

Reliquary 2 SP 5 lbs.

Ram, portable 4 SP 35 lbs.

Rope, hempen (50 feet) 1 SP 10 lbs.

Rope, silk (50 feet) 1 GP 5 lbs.

Scale, merchant’s 5 SP 3 lbs.

Sealing wax 5 CP – 

Sextant 125 GP 2 lbs.

Shovel 2 SP 5 lbs.

Signal whistle 2 CB – 

Signet ring 5 SP – 

Soap 1 CB – 

Spikes, iron (10) 1 SP 5 lbs.

Spyglass 100 GP 1 lb.

String (10 feet) 1 SP ½ lb.

Tent, two-person 2 SP 20 lbs.

Tinderbox 5 CP 1 lb.

Torch 1 CB 1 lb.

Vial 1 SP – 

Whetstone 1 CB 1 lb.

Services

Coach cab

Between towns 2 CB per mile

Within a city 1 CB

Hireling

Skilled X1

Untrained X10

   Extra-planar X50

Barber-Surgeon, per day 1 SP

Calculator, per hour 2 SP

Common Mage, per day 5 SP

Merchant Service, 
variable (see properties)

2 SP

Message Delivery, 
runner

1 CP

Message Delivery, 
currier, per mile

2 CB 

Porter, variable (see 5 CP

Item Cost Weight

properties)

Accommodations

Common room, per day 3 CB – 

Group bed, per day 1 CP – 

Private room, per day 5 CP – 

Suite, per day 8 CP  – 

Apartment, per week 2 SP – 

Noble Chambers, per 
week

2 GP 8 SP – 

Passage

Road or Gate toll 1 CB – 

Ferry 2 CP – 

Ship, per mile 1 CP – 

Airship, per mile 1 SP per mile – 

Transit Portal 7 GP 5 SP – 

Properties
Backpack 1 cubic foot/30 lbs. of gear

Barrel 40 gallons liquid, 4 cubic feet solid

Basket 2 cubic feet/40 lbs. of gear

Bottle, glass 1 ½ pints liquid

Bucket 3 gallons liquid, ½ cubic foot solid

Case, map or scroll 1 cubic foot

Chest 12 cubic feet/300 lbs. of gear

Flask or tankard 1 pint liquid

Jug or pitcher 1 gallon liquid

Pot, iron 1 gallon liquid

Pouch 1/5 cubic foot/6 lbs. of gear

Quiver 20 arrows/bolts

Sack 1 cubic foot/30 lbs. of gear

Vial, glass 4 ounces liquid

Waterskin 4 pints liquid

Calculator. Per hour. A Calculator performing 
accounting services might instead ask for a 
percentage of the profits they are calculating, 
usually around 15%.
Merchant Service. The fee exacted for facilitating 
a trade between groups. If transport of goods is 

14



required, the rate is charged per day per 10 lbs. of 
goods
Message Delivery, runner. A foot currier who will
not leave the city or town limits to deliver your 
message.
Message Delivery, currier. A mounted messenger 
that will travel abroad to deliver your message. 
They will not put themselves in undue peril to 
complete their delivery.
Porter. Transports goods. Per 10 lbs. per day.

Other Expenses
This section encompasses the other items covered 
in the Player's Handbook on pages 157 – 159. This
includes: Mounts, Vehicles, Trade Goods, 
Expenses, and Services. The items have been 
consolidated to allow for quick referencing. The 
cost of the items have been adjusted for the new 
economy. As always, for full descriptions and 
properties, refer to the Player's Handbook.

Mounts and Other Animals

Item Cost Speed Weight
Carrying
Capacity

Camel 5 GP 50 ft. 1.5 tons 480 lbs.

Donkey or mule 8 SP 40 ft. 700 lbs. 420 lbs.

Elephant 20 GP 40 ft. 5 tons 1,320 lbs.

Horse, draft 5 GP 40 ft. 1 ton 540 lbs.

Horse, riding
7 GP 5

SP
60 ft.

1,000
lbs.

480 lbs.

Mastiff
2 GP 5

SP
40 ft. 90 lbs. 195 lbs.

Pony 3 GP 40 ft. 800 lbs. 225 lbs.

Warhorse 40 GP 60 ft. 1.5 tons 540 lbs.

Tack, Harness, and Drawn Vehicles
Item Cost Weight

Barding
x4 of creature
armor by size

x2 of creature
armor by size

Bit and bridle 2 SP 1 lb.

Carriage 10 GP 600 lbs.

Cart 1 GP 5 SP 200 lbs.

Chariot 25 GP 100 lbs.

Item Cost Weight

Feed (per day) 2 CB 10 lbs.

Saddle

Exotic 6 GP 40 lbs.

Military 2 GP 30 lbs.

Pack 5 SP 15 lbs.

Riding 1 GP 25 lbs.

Saddlebags 4 SP 8 lbs.

Sled 2 GP 300 lbs.

Stabling (per day) 5 CP – 

Wagon 3 GP 5 SP 400 lbs.

Waterborne Vehicles
Item Cost Speed

Galley 3 PP 4 mph

Keelboat 300 GP 1 mph

Longboat 1 PP 3 mph

Rowboat 5 GP 1 ½ mph

Sailing ship 1 PP 2 mph

Warship 2 PP 500 GP 2 ½ mph

Trade Goods
Cost Goods

1 CB 1 lb. of wheat

 2 CB 1 lb. of flour or 1 chicken

3 CB 1 lb. of salt

1 CP 1 lb. of iron or 1 sq. yd. of canvas

5 CP 1 lb. of copper or 1 sq. yd. of cotton cloth

1 SP 1 lb. of ginger or 1 goat

2 SP 1 lb. of cinnamon or pepper, or 1 sheep

3 SP 1 lb. of cloves or 1 pig

5 SP 1 lb. of silver or 1 sq. yd. of linen

1 GP 1 sq. yd. of silk or 1 cow

1 GP 5
SP

1 lb. of saffron or 1 ox

5 GP 1 lb. of gold

50 GP 1 lb. of platinum

Lifestyle Expenses
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Lifestyle Price/Day

Wretched – 

Squalid 1 CP

Poor 2 CP

Modest 1 SP

Comfortable 2 SP

Wealthy 4 SP

Aristocratic 1 GP minimum

Consumables
While all cultures have their own delicacy, some 
methods of preparing food or other goods are 
unquestioningly superior to others.
Optional Healing. An optional mechanic the DM 
may wish to employ is that old trope that eating 
and drinking heals. Healing values for some 
consumable portions is included here. This benefit
only can only be gained once per short rest.
Size. For each size larger than the creature using a 
consumable, the item restores 1 additional health. 
If the item has no value for one, then it does not 
gain anything for increasing it's size.

Item Health Cost Weight

Trail Mix 3 2 CP 1 lb.

Day Ration 9 3 CP 2 lbs.

Common Meal 5 5 CP 2 lb.

Fine Meal 6 2 SP 1 ½ lb.

Feast Portion 12 5 SP 4 lb.

12 oz. of Water 3 2 CP 5 lb.

Mug of Beer - 5 CP 1 lb.

Glass of Wine - 5 CP ½ lb.

Shot of Liquor - 5 CP ¼ lb.
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Item
Purchase

Cost
Construction

Cost
Construction

Time
Maintenance
Cost per Day

Skilled
Hirelings

Unskilled
Hirelings

Abby 600 PP 500 PP 400 days 2 GP 5 25

Farm 3 PP 2 PP 5 GP 20 days 5 CP 1 2

Guildhall, town or city 6 PP 50 PP 60 days 5 SP 5 3

Inn, rural or city 18 PP 15 PP 40 days 1 GP 5 10

Inn, town or city 36 PP 30 PP 50 days 5 SP 1 5

Keep or small castle 600 PP 500 PP 400 days 10 GP 50 50

Lodge, hunting 36 PP 30 PP 50 days 5 CP 1 –

Monument 90 PP 75 PP 60 days 1 SP 1 –

Noble estate 300 PP 250 PP 150 days 1 GP 3 15

Outpost or fort 180 PP 150 PP 100 days 5 GP 20 40

Palace or large castle 6,000 PP 5,000 PP 1,200 days 40 GP 200 100

Shop 36 PP 30 PP 50 days 2 SP 1 –

Temple, large 600 PP 500 PP 400 days 2 GP 5 SP 10 10

Temple, small 120 PP 100 PP 100 days 1 SP 2 –

Tower, fortified 180 PP 150 PP 100 days 2 GP 5 SP 10 –

Trading post 60 PP 50 PP 60 days 1 GP 4 2



Goods & Services
Labor
The value of an item is in not just the raw 
materials used to make it, but also in the expertise 
and time it takes to craft that item. This section 
can be used as an alternate way to derive the cost 
of an item, or as a way to establish the cost of an 
item not listed above.
Expertise. The value of expertise can be hard to 
estimate as it is a representation of a wide range of
time and effort invested in gaining those skills, so 
it will be largely up to the DM to decide. 
However, a useful shorthand might be to look at 
the cost of the tool set used to craft the item. For 
every 25 SP the tool set costs, rounded up, 
multiply the cost of the raw materials by 1.
Prestige. The value of the time invested to craft an
item may vary depending on the social status, and 
prominence within that circle, of the crafter. This 
can be represented with a simple 1 to 10 ranking 
of the prominence of the crafter. A master armorer 
contracted to forge the kings new armor would be 
a 10 and the basket weaver in a small town would 
be a 1.
Time. Multiply the prestige rank by the number of
hours it might take to craft the item. This time is 
likely to be about 10 hour for a fabric, leather, or 
other soft material product for every cubic foot the
item occupies, and about 30 hours for a harder 
material such as wood or metal.

Multiply the Expertise cost by the product 
of Prestige and Time.
Profit. Lastly, even the most humble crafter needs 
to make a living off their wares. Add 10 percent of
the total from Expertise, Prestige, and Time back 
in to the total (+10%) to get the item's final cost.

Magic Items
Little known fact: all arcane casters can craft 
magic items. Nearly all the rules are presented in 
either the DMG, Crafting magic items (DMG pg. 
128-129), or in the April 10th, 2017 Unearthed 
Arcana “Downtime”. But theres a catch. The 
crafter needs a formula for the item they want to 
craft, if making a magic item described in the 

DMG. The DMG's solution for not having a 
formula is that you can imbue an object with a 
spell you know, but only temporarily. So to 
remedy that, I've created an equivalency table for 
using the DMG table for scrolls and modifying it 
to be used to craft formulas and eventually 
permanent magic items. If the item has a fixed 
save or attack value, rather than using the 
wielder's, that is in the table as well.

Magic Item Rarity by Level (DMG pg. 200)

Spell Level Rarity Save DC
Attack
Bonus

Cantrip Common 13 +5

1st Common 13 +5

2nd Uncommon 13 +5

3rd Uncommon 15 +7

4th Rare 15 +7

5th Rare 17 +9

6th Very rare 17 +9

7th Very rare 18 +10

8th Very rare 18 +10

9th Legendary 19 +11

The usual caveat to crafting magic items is that 
you have to have a blueprint for it, also called a 
formula or schema. This seems to be the real 
sticking point because there is no documented way
of obtaining these. My recommendation on how to
fix this is that the crafter can make one, at a cost. 
Any magic item crafted with a formula has a 
permanent effect. Otherwise, the magic item will 
only have as many uses as spell slots are expended
to craft it. This keeps the balance of game play 
without the time requirement of questing for such 
a formula, so that it can all be done in downtime.

The formula needs to be of a spell the 
character can cast, or closely related if it is a 
custom effect, and they need to have scribing tools
(parchment, quill, ink, etc.) Additionally, the ink 
the formula needs to be written with must be able 
to channel arcane energy. This can be 
accomplished with gold or gemstone dust, or in a 
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slightly darker twist, with the creators blood. For 
each level of a spell the crafter must provide:

4 square feet of parchment and [250 GP,
gemstone dust of equal value, or a permanent

minus to max HP equal to the spells level]
Note that the HP method of paying for the formula
will consume more HP exponentially with the 
spell level. This is to make the cost scale with the 
power of the formula. For instance, a 1st level spell
formula would only cost 1 HP, while a 3rd level 
spell formula would cost 9 (HP equal to the spells 
level, per spell level).

Finally, scribing the formula requires an 
Intelligence skill challenge. The crafter makes 5 
Arcana Checks where the DC is 8 + the spells 
level. If 3 of the 5 are successful, then the formula 
is complete. If 2 of the 5 are successful, the 
formula is inoperable, but the materials can be 
recovered. If only 1 check succeeds, then only half
of the components are recovered. If the crafter has 
no successes, the formula is so mangled that none 
of the crafting components can be recovered.

Residium
Residium is a sparkling white powder that is 
charged with magical energy. It is made from 
wealth by any spell caster that knows the “Reduce 
to Residium” spell, presented at the end of this 
section. This spell is added to the 1st level spells 
list for: Bard, Cleric, Paladin, Sorcerer, and 
Wizard. 1GP worth of Residium is 1 teaspoon in 
volume and weighs 0.01 lb.

Any spell may have it's component 
materials substituted for Residium. A gold value 
may be substituted with an equivalent amount of 
Residium. An object that is needed for a spell may
be substituted for 1GP worth of Residium. 
Example: 1 firefly for the Fairy Fire spell uses 
1GP worth of Residium.

Reduce to Residium
1st-level transmutation
Casting Time. 1 action
Range. Touch
Duration. Concentration, up to 1 hour
You touch a collection of wealth and reduce it to 
Residium. The wealth can not occupy an area 
greater than a 20' cube and consist of any number 
coins, gems, weapons, armor, or other valuable 
goods.
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