


Boundless Magic: BM004 – Elemental Rings 

--- 

Designer: RT Wynter 

Design Consultant: Paul Avistan 

Editing & Playtesting: John “Buck” Buchanan, Jennifer Hansen, Natasha Mariska, Elora Probyn, 
Rebecca Ryan 

Special thanks to anyone who has been a part of the PPRPGS, Team Duffle, and The Captain’s 
Crew 

--- 

Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder Roleplaying Game from Paizo Inc. See 
/pathfinderRPG for more information on the Pathfinder Roleplaying Game. Paizo Inc. does not guarantee 

compatibility, and does not endorse this product. 

Pathfinder is a registered trademark of Paizo Inc., and the Pathfinder Roleplaying Game and the Pathfinder Roleplaying 
Game Compatibility Logo are trademarks of Paizo Inc., and are used under the Pathfinder Roleplaying Game 
Compatibility License. See /pathfinder/rpg/compatibility for more information on the compatibility license. 

--- 

This product is compliant with the Open Game License (OGL) and is suitable for use with the Pathfinder Roleplaying 
Game or the 3.5 edition of the world's oldest fantasy roleplaying game. 

Product Identity: The following items are hereby identified as Product Identity, as defined in the Open Game License 
version 1.0a, Section 1(e), and are not Open Content: All trademarks, registered trademarks, proper names (characters, 
deities, etc.), dialogue, plots, storylines, locations, characters, artwork, and trade dress. (Elements that have previously 

been designated as Open Game Content or are in the public domain are not included in this declaration.) 

Open Content: Except for material designated as Product Identity (see above), the game mechanics of this product are 
Open Game Content, as defined in the Open Gaming License version 1.0a Section 1(d). No portion of this work other 

than the material designated as Open Game Content may be reproduced in any form without written permission. 

BM004 – Elemental Rings © 2019, Aeon Forge. All Rights Reserved. Aeon Forge, the Aeon Forge logos, Vault of 
Heroes, the Vault of Heroes logos, GateWalker, the GateWalker logos, Boundless Magic, and the Boundless Magic 

logos are trademarks of RT Wynter. 

Aeon Forge 
aeonforge.wixsite.com/home 

AeonForge@outlook.com 



Elemental Rings

Ring of Elemental Command, 
Least 
CL: 7th Weight: -- Price: 12,000 GP 
Aura: conjuration 

The least ring of elemental command provides minor
spellcasting abilities depending on the element it is
linked to. There are thirteen known varieties. 

Aether 
- Telekinetic Projectile (unlimited use) 
- Floating Disk (three times per day) 

Air 
- Breeze (unlimited use) 
- Alter Winds (three times per day) 

Earth 
- Root (unlimited use) 
- Expeditious Excavation (three times per day) 

Fire 
- Spark (unlimited use) 
- Burning hands (three times per day) 

Ice 
- Ray of Frost (unlimited use) 
- Snowball (three times per day) 

Lightning 
- Jolt (unlimited use) 
- Shocking Grasp (three times per day) 

Magma 
- Dancing Lights (unlimited use) 
- Touch of Combustion (three times per day) 

Metal 
- Mending (unlimited use) 
- Magic Weapon (three times per day) 

Mud 
- Acid Splash (unlimited use) 
- Mudball (three times per day) 

Shadow 
- Penumbra (unlimited use) 
- Forced Quiet (three times per day) 

Water 
- Drench (unlimited use) 
- Hydraulic Push (three times per day) 

Wood 
- Light (unlimited use) 
- Entangle (three times per day) 

Void 
- Ghost Sound (unlimited use) 
- True Strike (three times per day) 

Construction Requirements Cost 

Forge Ring, all appropriate spells 6,000 GP 

Ring of Elemental Command, 
Lesser 
CL: 9th Weight: -- Price: 32,000 GP 
Aura: conjuration 

The lesser ring of elemental command can cast a 
variety of spells. The wearer also gains knowledge of 
one elemental language while the ring is worn. 

Aether 
- Telekinetic Projectile (unlimited use) 
- Floating Disk (three times per day) 
- Force Punch (once per day) 
- Resilient Sphere (once per day) 
- Speak and understand Auran 

Air 
- Breeze (unlimited use) 
- Alter Winds (three times per day) 
- Fly (once per day) 
- River of Wind (once per day) 
- Speak and understand Auran 



Earth 
- Root (unlimited use) 
- Expeditious Excavation (three times per day) 
- Spiked Pit (once per day) 
- Stone Shape (once per day) 
- Speak and understand Terran 

Fire 
- Spark (unlimited use) 
- Burning hands (three times per day) 
- Fireball (once per day) 
- Fire Shield (once per day) 
- Speak and understand Ignan 

Ice 
- Ray of Frost (unlimited use) 
- Snowball (three times per day) 
- Sleet Storm (once per day) 
- Wall of Ice (once per day) 
- Speak and understand Aquan 

Lightning 
- Jolt (unlimited use) 
- Shocking Grasp (three times per day) 
- Lightning Bolt (once per day) 
- Ball Lightning (once per day) 
- Speak and understand Auran 

Magma 
- Dancing Lights (unlimited use) 
- Touch of Combustion (three times per day) 
- Firestream (once per day) 
- Volcanic Storm (once per day) 
- Speak and understand Ignan 

Metal 
- Mending (unlimited use) 
- Magic Weapon (three times per day) 
- Versatile Weapon (once per day) 
- Make Whole, Greater (once per day) 
- Speak and understand Terran 

Mud 
- Acid Splash (unlimited use) 
- Mudball (three times per day) 
- Burrow (once per day) 
- Acid pit (once per day) 
- Speak and understand Terran 

Shadow 
- Penumbra (unlimited use) 
- Forced Quiet (three times per day) 
- Motes of Dusk and Dawn (once per day) 
- Shadow Step (once per day) 
- Speak and understand Auran 

Water 
- Drench (unlimited use) 
- Hydraulic Push (three times per day) 
- Aqueous Orb (once per day) 
- Solid Fog (once per day) 
- Speak and understand Aquan 

Wood 
- Light (unlimited use) 
- Entangle (three times per day) 
- Tree Shape (once per day) 
- Plant Growth (once per day) 
- Speak and understand Terran 

Void 
- Ghost Sound (unlimited use) 
- True Strike (three times per day) 
- Call the Void (once per day) 
- Wandering Star Motes (once per day) 
- Speak and understand Auran 

Construction Requirements Cost

Forge Ring, tongues, all appropriate 
spells 



Ring of Elemental Command, 
Greater 
CL: 15th Price: 200,000 GP 
Slot: ring Weight: -- 
Aura: strong conjuration 

The greater rings of elemental command are very
powerful. Each appears to be nothing more than a
lesser magic ring until fully activated (by meeting a
special condition, such as single-handedly slaying an
elemental of the appropriate type or exposure to a
sacred material of the appropriate element), but each
has certain other powers as well as the following
common properties. 

Elementals of the plane to which the ring is attuned
can’t attack the wearer, or even approach within 5
feet of him. If the wearer desires, he may forego this
protection and instead attempt to charm the
elemental (as charm monster, Will DC 17 negates).
If the charm attempt fails, however, absolute
protection is lost and no further attempt at charming
can be made. 

Creatures from the plane to which the ring is attuned
who attack the wearer take a –1 penalty on their
attack rolls. The ring wearer makes applicable saving
throws against the extraplanar creature’s attacks with
a +2 resistance bonus. He gains a +4 morale bonus on 
all attack rolls against such creatures. Any weapon he
uses bypasses the damage reduction of such
creatures, regardless of any qualities the weapon may
or may not have. 

The wearer of the ring is able to converse with
creatures from the plane to which his ring is attuned.
These creatures recognize that he wears the ring, and
show a healthy respect for the wearer if alignments
are similar. If alignments are opposed, creatures fear
the wearer if he is strong. If he is weak, they hate and
desire to slay him. 

The possessor of a ring of elemental command takes
a saving throw penalty as listed in each entry. 

In addition to the powers described above, each 
specific ring gives its wearer the following abilities 
according to its kind. 

Aether 
- Feather fall (unlimited use, wearer only) 
- Floating Disk (unlimited use) 
- Spiritual Weapon (twice per day) 
- Force Punch (unlimited use) 
- Resilient Sphere (once per day) 
- Forceful Hand (once per week) 
The ring appears to be a ring of feather falling until a 
certain condition is met to activate its full potential. 
Save Penalty: -2 against earth-based effects 

Air (alternate) 
- Feather Fall (unlimited use, wearer only) 
- Levitate (unlimited use) 
- Gust of Wind (twice per day) 
- Fly (unlimited use) 
- Air Walk (once per day, wearer only) 
- Sirocco (once per week) 
The ring appears to be a ring of feather falling until a 
certain condition is met to activate its full potential. 
Save Penalty: -2 against earth-based effects 

Earth (alternate) 
- Meld into Stone (unlimited use, wearer only) 
- Stone Call (unlimited use) 
- Stone Shape (twice per day) 
- Stoneskin (once per week, wearer only) 
- Hungry Pit (twice per week) 
- Wall of Stone (once per day) 
The ring appears to be a ring of meld into stone 
(allowing the wearer to cast meld into stone at will) 
until the established condition is met. 
Save Penalty: -2 against air- or electricity-based 
effects 

Fire (alternate) 
- Resist Energy (fire) (unlimited use, wearer only) 
- Burning Hands (unlimited use) 
- Scorching Ray (twice per day) 
- Fire Breath (twice per day) 
- Wall of Fire (once per day) 
- Fire Snake (twice per week) 



The ring appears to be a major ring of energy
resistance (fire) until the established condition is
met. 
Save Penalty: -2 against water- or cold-based effects

Ice 
- Snowball (unlimited use) 
- Resist energy (cold) (unlimited use, wearer only) 
- Frigid Touch (twice per day) 
- Ice Spears (unlimited use) 
- Ice Strom (once per day) 
- Freezing Sphere (once per week) 
The ring appears to be a major ring of energy
resistance (cold) until the established condition is
met. 
Save Penalty: -2 against fire-based effects 

Lightning 
- Resist Energy (electricity) (unlimited use, wearer
only) 
- Shocking Grasp (unlimited use) 
- Aggressive Thundercloud (twice per day) 
- Lightning Bolt (twice per day) 
- Ball Lightning (once per day) 
- Lightning Arc (twice per week) 
The ring appears to be a major ring of energy
resistance (electricity) until the established
condition is met. 
Save Penalty: -2 against earth-based effects 

Magma 
- Resist energy (fire) (unlimited use, wearer only) 
- Touch of Combustion (unlimited use) 
- Molten Orb (twice per day) 
- Firestream (twice per day) 
- Volcanic Storm (once per day) 
- Magma Pit (twice per week, as Acid Pit but deals fire
damage) 
The ring appears to be a major ring of energy
resistance (fire) until the established condition is
met. 
Save Penalty: -2 against water- or cold-based effects

Metal 
- Resist energy (acid) (unlimited use, wearer only) 
- Magic Weapon (unlimited use) 
- Shatter (twice per day) 
- Make Whole (twice per day) 
- Warp Metal (once per day) 
- Rusting Grasp (twice per week) 
The ring appears to be a major ring of energy 
resistance (acid) until the established condition is 
met. 
Save Penalty: -2 against air- or electricity-based 
effects 

Mud 
- Resist energy (acid) (unlimited use, wearer only) 
- Grease (unlimited use) 
- Mudball (unlimited use) 
- Burrow (twice per day) 
- Acid Pit (once per day) 
- Transmute Rock to Mud (twice per week) 
The ring appears to be a major ring of energy 
resistance (acid) until the established condition is 
met. 
Save Penalty: -2 against air- or electricity-based 
effects 

Shadow 
- Feather fall (unlimited use, wearer only) 
- Invisibility (unlimited use) 
- Shadow Step (twice per day) 
- Forced Quiet (unlimited use) 
- Motes of Dusk and Dawn (twice per day) 
- Shadow Walk (once per week) 
The ring appears to be a ring of feather falling until a 
certain condition is met to activate its full potential. 
Save Penalty: -2 against earth-based effects 



Water (alternate) 
- Create Water (unlimited use) 
- Water Breathing (unlimited use) 
- Water walk (unlimited use) 
-  Elemental Body I (water only, once per day) 
- Geyser (twice per week) 
- Control water (twice per week) 
The ring appears to be a ring of water walking until
the established condition is met. 
Save Penalty: -2 against fire-based effects 

Wood 
- Meld into Wood (unlimited use, wearer only, works 
as Meld into Stone) 
- Entangle (unlimited use) 
- Tree Shape (twice per day) 
- Plant Growth (twice per day) 
- Command Plants (twice per week) 
- Tree Stride (once per day) 
The ring appears to be a ring of meld into wood
(allowing the wearer to cast meld into stone at will, 
only it functions on wood instead of stone) until the 
established condition is met. 
Save Penalty: -2 against fire-based effects 

Void 
- Resist energy (cold) (unlimited use, wearer only 
- True Strike (unlimited use) 
- See Invisibility (unlimited use) 
- Call the Void (twice per day) 
- Wandering Star Motes (once per day) 
- Teleport (twice per week) 
The ring appears to be a major ring of energy
resistance (cold) until the established condition is
met. 
Save Penalty: -2 against fire-based effects 

Construction Requirements Cost 



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 co-adaptability 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 
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Pathfinder Roleplaying Game Ultimate Magic. © 2011, Paizo Publishing, LLC; Authors: Jason Bulmahn, Tim Hitchcock, Colin McComb, Rob McCreary, Jason Nelson, Stephen Radney-MacFarland, Sean K Reynolds, Owen K.C. 
Stephens, and Russ Taylor. 
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