MISSING MAGIC: RINGS

For the Pathfinder Roleplaying Game. An alternative random treasure table for magical rings, plus 12 new rings inspired

by classic treasures.

ATHFINDER

Table 5-1 Rings

01-06 Confusion
07-08 Djinn Summoning
09-11 Dominate Animal
12-14 Dominate Person

15 Elemental Command
16-21 Endure Elements
22-27 Energy Resistance
28-33 Feather Falling
34-36 Freedom of Movement
37-40 Ghoul Touch
41-44 Grasping
45-51 Invisibility

52 Miracles
53-69 Protection

70 Regeneration
71-72 Shooting Stars
73-74 Spell Storing
75-78 Spell Turning
79-84 Suggestion
85-90 Swimming
91-92 Telekinesis
93-94 Three Wishes
95-98 Water Walking

99 Wizardry
100 X-Ray Vision

RING OF CONFUSION

These rings come is six varieties. Roll to determine
which type:

01-20 Confusion (Bull’s Strength)
21-40 Confusion (Flying)

41-60 Confusion (Invisibility)
61-80 Confusion (Levitation)
81-90 Confusion (Shocking Grasp)
91-100 Confusion (Spell Turning)

See individual entries for each specific ring. When the
power of the ring is activated, it also acts as a confusion
spell on the wearer. The wearer must make a DC 14 Will
save of become confused. The other ability functions
whether the wearer is functioning normally or not. See
the confusion spell in the Pathfinder Roleplaying Game
Core Rulebook.

RING OF CONFUSION (BULL’S STRENGTH)
Aura transmutation; CL 7th
Slot ring; Price 20,000 gp; Weight --

DESCRIPTION
This ring bestows the benefits of the spell bull’s
strength on the wearer when activated, as well as the
effects of the confusion spell. See the bull’s strength and
confusion spells in the Pathfinder Roleplaying Game
Core Rulebook.

CONSTRUCTION
Requirements Forge Ring, bull’s strength, confusion;
Cost 10,000 gp

RING OF CONFUSION (FLYING)
Aura transmutation; CL 7th
Slot ring; Price 30,000 gp; Weight --

DESCRIPTION

This ring allows the wearer to fly as per the spell of the
same name when activated. It also inflicts the effects of
the confusion spell. See the fly and confusion spells in
the Pathfinder Roleplaying Game Core Rulebook.

CONSTRUCTION
Requirements Forge Ring, confusion, fly;
Cost 15,000 gp

RING OF CONFUSION (INVISIBILITY)
Aura illusion (glamer); CL 7th
Slot ring; Price 20,000 gp; Weight --

DESCRIPTION

This ring allows the wearer to become invisible as per
the invisibility spellon the wearer when activated, as
well as the effects of the confusion spell. See the
invisibility and confusion spells in the Pathfinder
Roleplaying Game Core Rulebook.

CONSTRUCTION
Requirements Forge Ring, confusion, invisibility;
Cost 10,000

RING OF CONFUSION (LEVITATION)
Aura transmutation; CL 7th
Slot ring; Price 20,000 gp; Weight --

DESCRIPTION

This ring bestows the benefits of the spell levitate on
the wearer when activated, as well as the effects of the
confusion spell. See the levitation and confusion spells
in the Pathfinder Roleplaying Game Core Rulebook.

CONSTRUCTION
Requirements Forge Ring, confusion, levitate;
Cost 10,000 gp

Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder Roleplaying Game from Paizo Publishing, LLC.
See http://paizo.com/pathfinderRPG for more information on the Pathfinder Roleplaying Game. Paizo Publishing, LLC does

not guarantee compatibility, and does not endorse this product



RING OF CONFUSION (SHOCKING GRASP)
Aura evocation (electricity); CL 7t
Slot ring; Price 10,000 gp; Weight --

DESCRIPTION

This ring bestows the benefits of the spell shocking
grasp on the wearer when activated, as well as the
effects of the confusion spell. See the shocking grasp
and confusion spells in the Pathfinder Roleplaying
Game Core Rulebook.

CONSTRUCTION
Requirements Forge Ring, confusion, shocking
grasp; Cost 5,000 gp

RING OF CONFUSION (SPELL TURNING)
Aura abjuration; CL 13t
Slot ring; Price 70,000 gp; Weight --

DESCRIPTION

This ring bestows the benefits of the spell turning spell
on the wearer when activated, as well as the effects of
the confusion spell. See the invisibility and confusion
spells in the Pathfinder Roleplaying Game Core
Rulebook.

CONSTRUCTION

Requirements Forge Ring, confusion, spell turning;
Cost 45,000 gp

RING OF DJINN CALLING
See ring of djinn calling in the Pathfinder Roleplaying
Game Core Rulebook.

RING OF DOMINATE ANIMAL

Aura enchantment (compulsion); CL 5t

Slot ring; Price 30,000 gp; Weight --

DESCRIPTION

This ring allows the wearer to control one animal as the
spell dominate animal. The target creature can make a
DC 12 Will save to resist. See the dominate animal spell
in the Pathfinder Roleplaying Game Core Rulebook.

CONSTRUCTION
Requirements Forge Ring, dominate animal,
Cost 15,000 gp

RING OF DOMINATE PERSON

Aura enchantment (compulsion); CL gth

Slot ring; Price 50,000 gp; Weight --

DESCRIPTION

This ring allows the wearer to control one humanoid
creature as the spell dominate person. The target can
make a DC 15 Will save to resist. See the dominate
person spell in the Pathfinder Roleplaying Game Core
Rulebook.

CONSTRUCTION
Requirements Forge Ring, dominate person;
Cost 25,000

RING OF ELEMENTAL COMMAND

This ring allows the wearer to summon one type of
elemental. Roll randomly below to determine the type
of elemental the ring can command:

01-25 Air
26-50 Earth
51-75 Fire
76-100 Water

See ring of elemental command in the Pathfinder
Roleplaying Game Core Rulebook.

RING OF ENDURE ELEMENTS
Aura abjuration; CL 1st
Slot ring; Price 10,000 gp; Weight --

DESCRIPTION

The wearer is protected from extreme temperatures in
natural environments. See the endure elements spell in
the Pathfinder Roleplaying Game Core Rulebook.

CONSTRUCTION
Requirements Forge Ring, endure elements;
Cost 5,000 gp

RING OF ENERGY RESISTANCE
This ring protects the wearer from one type of energy.
Roll to determine the type of resistance provided:

01-10 Acid
11-30 Cold
31-50 Electricity
51-90 Fire
91-100 Sonic

See ring of energy resistance in the Pathfinder
Roleplaying Game Core Rulebook.

RING OF FEATHER FALLING
See ring of feather falling in the Pathfinder
Roleplaying Game Core Rulebook.

RING OF FREEDOM OF MOVEMENT
See ring of freedom of movement in the Pathfinder
Roleplaying Game Core Rulebook.

RING OF GHOUL ToucH
Aura necromancy; CL 3rd
Slot ring; Price 20,000 gp; Weight --

DESCRIPTION

The wearer of this ring can paralyze a target with a
touch as per the spell of the same name. The DC for the
target’s saving throw is 12 and the effect lasts for 1d6+2
rounds. See the endure elements spell in the Pathfinder
Roleplaying Game Core Rulebook.

CONSTRUCTION
Requirements Forge Ring, ghoul touch;
Cost 10,000 gp

RING OF GRASPING
Aura evocation (force); CL 13t
Slot ring; Price 70,000 gp; Weight —



DESCRIPTION

The wearer of this ring can conjure a giant hand that
can interpose, bull rush, or grapple a single target. This
ring acts as the grasping hand spell. CMB and CMD are
both 24. See the grasping hand spell in the Pathfinder
Roleplaying Game Core Rulebook.

CONSTRUCTION
Requirements Forge Ring, grasping hand;
Cost 35,000 gp

RING OF INVISIBILITY
See ring of tnvisibility in the Pathfinder Roleplaying
Game Core Rulebook.

RING OF MIRACLES
Aura evocation; CL 17th
Slot ring; Price 120,000 gp; Weight --

DESCRIPTION

This ring allows the wearer to perform up to three
miracles as per the spell of the same name. Roll 1d3 to
determine the number of miracles in a randomly
generated ring. See the miracle spell in the Pathfinder
Roleplaying Game Core Rulebook.

CONSTRUCTION
Requirements Forge Ring, miracle; Cost 90,000 gp

RING OF SPELL TURNING
Roll to determine the type of ring of spell turning:

01-90 ring of spell turning
91-100 ring of spell turning, major

See ring of spell turning in the Pathfinder Roleplaying
Game Core Rulebook.

RING OF SUGGESTION
Aura enchantment; CL 5t
Slot ring; Price 3,000 gp; Weight --

DESCRIPTION

This ring will identify as a different sort of ring (roll
randomly), but it does nothing. The wearer will believe
is operating as the sort of ring they think it to be (i.e.
that they are invisible, gaining a protection bonus, and
so on) up to the limitations of the suggestion spell. A
DC 13 Will save will allow the wearer to realize the
truth. See the suggestion spell in the Pathfinder
Roleplaying Game Core Rulebook.

CONSTRUCTION
Requirements Forge Ring, suggestion; Cost 1,500 gp

RING OF SWIMMING
Roll to determine the type of ring of swimming:

01-75 ring of swimming
76-100 ring of swimming, improved

RING OF PROTECTION

Roll to determine which type of ring of protection:
01-50 ring of protection +1
51-75 ring of protection +2
76-90 ring of protection +3
91-98 ring of protection +4
99-100 ring of protection +5

See ring of protection in the Pathfinder Roleplaying
Game Core Rulebook.

RING OF REGENERATION
See ring of regeneration in the Pathfinder Roleplaying
Game Core Rulebook.

RING OF SHOOTING STARS
See ring of shooting stars in the Pathfinder
Roleplaying Game Core Rulebook.

See ring of swimming in the Pathfinder Roleplaying
Game Core Rulebook.

RING OF TELEKINESIS
See ring of telekinesis in the Pathfinder Roleplaying
Game Core Rulebook.

RING OF THREE WISHES
See ring of three wishes in the Pathfinder Roleplaying
Game Core Rulebook.

RING OF WATER WALKING
See ring of water walking in the Pathfinder
Roleplaying Game Core Rulebook.

RING OF WIZARDRY
Roll to determine the type of ring of wizardry:
01-50 type I
51-75 type I
76-90 type 111
91-100 type IV

RING OF SPELL STORING
Roll to determine the type of ring of spell storing:
01-50 ring of spell storing, minor
51-75 ring of spell storing
76-100 ring of spell storing, major
Then roll to determine the type of spells:
01-50 arcane spells
51-75 divine spells
76-100 both arcane and divine

See ring of spell storing in the Pathfinder Roleplaying
Game Core Rulebook.

See ring of wizardry in the Pathfinder Roleplaying
Game Core Rulebook.

RING OF X-RAY VISION
See ring of x-ray vision in the Pathfinder Roleplaying
Game Core Rulebook.



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.

3.0ffer 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

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on material by E. Gary Gygax and
Dave Arneson.

Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, LLC; Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.
The Book of Experimental Might. Copyright 2008, Monte J. Cook. All rights reserved.

Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, Lance
Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill Webb; Based on original content from TSR.
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