Attunement 5e requirements
for magic, non magic & cursed
items
What is attunement 5e in dnd?
Many Magic Items require a creature to form a bond together
until their magical Properties can be useful. This bond is
known as attunement in 5e, and specific items have a prerequisite for this. If the pre-requisite is a course, a
monster must be a member of that class to attune to the item.
(If the class is a Spellcasting class, a monster qualifies
whether it has Spell Slots and uses that class’s spell list.)
Suppose the requirement is to be a Spellcaster. In that case,
a creature allows if it could cast a minimum of one spell
using its traits or features, not using a magical item, or so
on.
The core concept is very good, and it forces you to be picky
about what things and powers you could have. It keeps the
focus, to a point, on the character instead of the equipment —
through some of the Legendary things are badass. Thus there is
always likely to be a particular cache to getting that Hammer
of Thunderbolts paired together with all the Girdle of Giant
Strength, which is also great.
Does Wand of magic missile 5e dnd spell need attunement?

Attunement 5e rules
Tuning the attunement rules additionally supplies knobs for
campaign-specific taste. That is also good. Such items grant

capacities a personality could rarely have otherwise, or they
complement their proprietor capabilities in wondrous ways.
Without becoming attuned to an item that needs attunement, a
monster gains only its non-magical advantages unless its
description states otherwise. By way of example, a magic
Shield that requires attunement provides the benefits of a
regular Shield into a creature not attuned to it, but not one
of its magic Properties.
Attuning to a product requires a creature to devote a Brief
Rest focused on just that item while being in physical contact
with it (this can not be the same short rest used to learn the
item’s properties). If the Short Rest is interrupted, the
attunement attempt fails. Otherwise, after the Brief Rest, the
creature gains an intuitive comprehension of how to trigger
any magic Properties of the item, including any essential
Command words.

How many times Attunement 5e works
for a monster?
In DnD 5e, attunement is possible to only one monster at a
time, and a creature can be attuned to no longer than three
Magic Things at one time. Any effort to attune to a fourth
thing fails; the creature must end its attunement to a product
first. Furthermore, a monster can not attune to more than one
copy of an item. By way of example, a monster can’t attune to
more than one Ring of Defense at one time.
A monster’s attunement to an item ends if the monster no
longer suits the Pre-requisites for attunement, in the event
the thing has been more than 100 feet off for at least 24
hours, when the animal dies, or if another creature attunes to
the item. A creature can also voluntarily end attunement by
paying another Short Rest concentrated on the product unless
the merchandise is Cursed.

From the basic rules (Pg. 58) and in the DMG (Pg. 138), the
part on attunement states (emphasis mine):
A creature’s attunement to a product ends if the animal no
longer satisfies the requirements for attunement if the thing
has been more than 100 feet off for 24 hours, if the creature
expires, or when a different monster attunes to the
merchandise.
Suppose this character is resurrected, such as with all the
Revivify or Raise Dead spells. Will their attunement be
restored along with their life?
No. If a character dies, they shed the 5e attunement as
mentioned in the rules you quote. They’ll then need to reattune to everything they were previously attuned to, which
might not be possible if somebody else has already done so in
the time or some other pre-requisite has changed.

Wish 5e spell
An exception could be a Wish 5e spell used to re-create a
Resurrection effect but with an additional” and also reattuned to all their things” clause, basically by changing all
of the pre-requisites to exactly what they will need to be and
also de-attuning anybody who attuned to the items in the
meantime. However, be careful with the wording as a smart DM
will take you, and there may be some undesired effects.
Additionally, this would be an effect that had dramatic
consequences to the caster of earning a Wish since it’s beyond
merely replicating a spell.
Frankly, you don’t need to attune every magical thing you see
in dnd.

Attunement as per (DMG pp. 136-138)
Most cursed items, such as the Armor of Vulnerability, need

for you to attune to them to become murdered. Curse. This
armor is cursed, true that is revealed just when a to identify
spell will be cast on the armor, or you attune to it.
The basic idea behind attunement is straightforward. To use a
weapon with magic possessions in a magical manner, you have to
spend a period — a short rest — bonding together with the
thing in an appropriate way. If you do not do so, the items
function like a regular, non-magical item of this type, but no
foolish stuff can be produced.
A Sword of Sharpness might act like a normal sword and might
cut things just fine. Still, no other magical abilities would
exist, and I am not even sure it’d damage creatures that are
only harmed by magic weapons — the text seems to suggest not.
A suit of plate armor that requires attunement would still
offer you AC 18 for wearing it, but whatever powers it’s would
not be available to you until attunement is complete. A
necklace or ring that serves no intention than to provide you
definite abilities is useless. Maybe you could use it as a
napkin holder or a stir stick?

Limits on items
The largest thing the DMG rules struck you with is that you
can’t be attuned to over three things at one time. So you
can’t (for example) wear ten Rings of Protection, one on every
finger and another few on your feet. You can’t typically wear
several of any given item. Still, in addition, three would be
the limit, and the limit shall be. Not just two, unless
proceeding directly to three, etc.
That makes any given player pick what she wants to be equipped
with. As you can detune-attune to an item using a short rest,
you can’t just swap out stock slots and constantly get the
benefit of the fantastic stuff. So you need to prepare. It’s
not quite as restrictive as spell slots and long rests, but
it’s there to cause you to think of what you’re doing.

Which items require attunement 5e
in dnd?
The magic thing lists talk to what needs attunement —
sometimes by a specific course — and what doesn’t. There seems
to be a pattern for this, and some very useful stuff does not
need attunement.
Let us begin with some examples:
Basic Magical Weapons and Armor: Your basic +2 Mace or
longsword, or +1 Chain Mail, or +3 half-plate does not require
attunement. OK.
If the critter has fewer than a certain number of HP, it has
to make a saving throw or be destroyed outright. The foes of
the affected kind are afraid of you. Also, the weapon excels
if you maintain it.
If you roll a 20, you receive extra damage and may ruin
constructs on a lucky roll. Does not require attunement.
Cloak of the Manta Ray: lets you breathe underwater and swim
fairly fast. There is another item like this, making a bubble
of air around your head. Neither need attunement.

Cursed items like the 5e Armor of
Vulnerability, needs Attunement 5e
to get murdered.
What’s the Common Theme: The key bit here seems to be that if
the item is magic because of itself, like magic armor, it
doesn’t demand attunement. If the thing has abilities that
impact the victim or the environment — that is, the magic is
steered — it does not require attunement. But when the item is

casting a spell or giving its blessing to the user, if a
saving throw will resist malign, you have to attune to it.
It’s a nice line. The Cloak of Security is just a cloak. It’s
not especially durable. But even if it is hardy, the incentive
to saving throws affects the wearer as though it were a spell.
That needs attunement. The Manta Ray cloak and the bubble-head
charm (whatever it is) likely work their magic on the water
and atmosphere near you, not you personally. They don’t bestow
gills. They produce a distance of breathable air.

What
are
a
few
useful
nonattunement magic items in D&D 5E?
A number of magic items that require no 5e attunement are:
Sentinel shield. Who does not love the advantage of the
initiative?
Be aware that a javelin can also be utilized as a melee
weapon, just like a spear. It is particularly useful when your
party starts encountering creatures with immunity to damage
from non-magical weapons dealing with bludgeoning, piercing,
or slashing damage.

