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Fab Ring 
Ring, uncommon (rare), attunement 
optional 
This fabulous ring has a large emerald 
encrusted within. Although uncommon 
in nature, many falsely believe it is 
rare. When worn you feel a surge of 
dexterity, giving you a +1 bonus to AC. 
If attuned, the player also gains a +1 
bonus to all Dexterity based skill 
checks. 
 
DM’s secret: When a creature makes an 
attack against a player wearing the Fab 
Ring, a critical hit is scored when a 
natural 19-20 is rolled. The player will 
never be aware of this secret, even if the 
ring is attuned - the player will always 
think the ring is absolutely fabulous. 
 

Mandarin Rings 
Ring, legendary 
The Mandarin Rings are two rings that 
are orange in color and each have a 
different small symbol etched on the 
outside: one is of a flame and the other 
is a triangle. 
 
Mandarin Ring (flame): Imbues you 
with radiant energy. As a bonus action 
you may launch a powerful bolt from 
this ring to unerringly hit a target of 
your choice within 60 feet, dealing it 
1d4 points of radiant damage. When 
worn with any other Mandarin Ring, 
this damage increases to 1d8. 

 
Mandarin Ring (triangle): When you 
take an action, you can command the 
ring to telekinetically “push” any object 
or creature 1d4x5 feet away from you in 
the opposite direction. The creature 
must be within 20 feet of you and must 
succeed on a Dexterity check (DC 13 + 
half your level) or be knocked back; if 

the creature’s check is successful, it 
becomes immune to the power of this 
ring. When worn with any other 
Mandarin Ring, “pushing” has an 
additional effect -- if the creature’s 
Dexterity check failed by 4 or more, it is 
knocked prone. 
 
It is said that other Mandarin Rings are 
known to exist, but these have not yet 
been documented. 
 
Prone: A prone creature’s only movement 
option is to crawl, unless it stands up 
and thereby ends the condition.  
• The creature has disadvantage on 
attack rolls.  
• An attack roll against the creature has 
advantage if the attacker is within 5 feet 
of the creature. Otherwise, the attack roll 
has disadvantage. 
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Ring of Detect Invisibility 
Ring, very rare 
When worn, this sapphire ring 
allows you to see invisible creatures 
(or objects) as if they were not 
invisible, as long as it is moving. It 
will not allow you to see anything 
invisible that isn’t moving (like a 
trap). 
 

Ring of Noxious Gases 
Ring, rare (1d4 damage), very are 
(1d8 damage) 
This ring has just 1 charge and it 
regains 1 expended charge daily at 
dawn. As a bonus action the ring 
allows you to create an internal 
chemical reaction that causes you to 
emit a foul gas that completely 
surrounds you. Adjacent creatures 
take 1d4 points of poison damage 
and must make a successful 
Constitution check (DC 13 + your 
constitution bonus if any) or become 
poisoned for 1d4 rounds. 
 
If your constitution is less than 13, you 
must also make a successful 
Constitution check or become poisoned 
yourself. 
 
Poisoned: A poisoned creature has 
disadvantage on attack rolls and ability 
checks. 
 

Ring of Power 
Ring, very rare, requires attunement 
This gold ring has an ancient elven 
inscription on the inside and is found 
with 3d4 charges; one expended charge 
is replenished daily at dawn. As a 
bonus action you may expend one 

charge to attempt to empower yourself; 
the DM rolls a d20 and on a result of 
15-20, the ring enchants you with a +1 
bonus to your attack and damage rolls 
for 10 minutes. The bonuses and 
duration stacks with each use until 
expired. 
 
DM’s Secret: On a result of 1, the ring 
becomes cursed, discharges all its 
charges, and gives the player a -5 
penalty to Strength and Dexterity until 
the ring can be removed. Once 
removed, the ring should never be worn 
by the same player again (if the player 
tries, the curse and penalty appears 
again) 
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Ring of Righteousness 
Ring, very rare, requires attunement 
This ring is always wrapped with 
unbreakable elven hair. When worn, it 
grants you a +1 bonus to AC, but only 
against creatures of evil alignment.  
 
*Paladin Synergy: If attuned to a 
Paladin, the ring also empowers you 
with extra damage against undead 
creatures - when you make a 
successful melee attack against an 
undead creature, and the attack roll 
resulted in a natural 19-20, it is 
considered a critical hit. 
 
The ring cannot be worn by evil 
creatures -- if it is, it deals the wearer 
1d4 radiant damage per turn while 
worn. 
 

Ring of Serpent Strikes 
Ring, legendary, requires attunement 
This silver ring is shaped like a 
serpent, with two small beads for eyes 
at the head. If you are unarmed, and 
an opponent misses an attack against 
you, as a reaction you may attempt a 
snake strike attack, which deals 1d8 
points of piercing damage.  
 
*Monk Synergy: If this ring is attuned 
to a Monk, you may spend one Ki point 
to imbue the snake strike with venom. 
On a successful strike, the opponent is 
poisoned for 2d4 rounds. 

 
Poisoned: A poisoned creature has 
disadvantage on attack rolls and ability 
checks. 
 

Ring of Sobriety 
Ring, rare 
This black ring has elegant etchings of 
a sun and moon. When worn, it acts as 
a filter when you consume liquids, 
filtering out any impurities as long as it 
isn’t poisonous to you. There’s a side 
effect though, as the ring also filters out 
any inebriating effects of alcohol, 
essentially turning it into water as you 
consume it. 
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Ring of the Dance Lord 
Ring, very rare / legendary 
This glamorous gold ring is adorned in 
fake jewels and is warm to the touch; it 
holds just 1 charge which is regained 
daily at dawn. Using your action you 
can expend this charge to release the 
dance spirits within -- the spirits will 
raise you up 10 feet and force you into 
a ritual dance. Allies with 30 feet that 
can see your miraculous dance will be 
empowered with Dance Inspiration for 
10 minutes (this does not include you). 
 
Dance Inspiration: You gain a +2 bonus 
to all your attack rolls, Dexterity based 
checks, and +5 to any attempts at 
dancing. 
 
Very rare version: Using this ability is a 
very taxing experience; as soon as your 
dance is complete, the spirits will leave 
and you receive a -2 penalty to attack 
rolls and ability checks for the same 10 
minutes. 
 

Ring of the Day Walker 

Ring, legendary 
This red ring is very smooth and glows 
when it touches blood. This unique ring 
protects you from extreme heat effects, 
granting you resistance to fire. If placed 
on the finger of an undead creature, it 
has a bonus effect -- it grants the 
creature immunity to any negative 
effects of sunlight. This ring is highly 
sought after by vampires and they will 
go to great lengths to acquire one. 

 

Ring of the Dead 
Ring, legendary 
This ring is made of bone and is smooth 
to the touch. When placed on the finger 
of a humanoid corpse, the corpse will 
come back to life and allow you to ask 
it just one question; the corpse must 
answer truthfully. The corpse will 
animate just long enough to answer 
your question or for one minute, 
whichever is first. The ring has no effect 
on skeletons or other creatures without 
vocal chords. 
 
The Ring of the Dead must not be 
placed on the finger of a living being; if 
it is, the creature immediately takes 
2d10 points of radiant damage and it 
becomes cursed; the wearer cannot 
remove the rings under normal 
circumstances and receives a -2 penalty 
to all attributes as long as it is worn. 
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Skeleton Ring 
Ring, rare 
This silver ring has a sword and shield 
encrusted within it. As an action you 
may command the ring to transmute 
into a skeleton key, allowing it open 
nearly any non-magical lock. The key 
itself remains attached to the ring until 
used, and requires a Dexterity check to 
use due to its fragile nature (DC 10). If 
the Dexterity roll resulted in a natural 
1-5, the key breaks off, rendering the 
ring powerless. 
 

Yojimbo Ring 
Ring, legendary, requires attunement 
This elegant ring has etchings of 
bunnies on its outside and is often 
silver in color. Whenever you drop to 
less than 20% of your maximum hit 
points, the ring will automatically 
summon a Fighter to your side to 
protect you. The Fighter manifests with 
the same attribute values as you, half 
your maximum hit points, an AC of 15 
+ half your level, and a +1 longsword. 
 
The fighter responds to any commands 
you give it. If you are unconscious, the 
fighter will stand by your side and 
defend you. After one hour, you have 
been killed, or the fighter has been 
killed (whichever is first), the Fighter 
will be absorbed back into the ring and 
cannot be summoned again until after 
a long rest. 
 

Note that the ring will only 
summon the Fighter if your hit 

points drop below 20% of 
your maximum. It will not 
be summoned if you are 
already below 20% at the 
time you put on the 
ring (or if you’re below 
20% after a long rest). 
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BONUS ITEMS 

Cleric's Ring 

Ring, very rare, requires attunement 
This gold ring is adorned with small 
jewels on the outside, with cryptic 
lettering on the inside. When worn, it 
grants the wearer the ability to sense 
undead creatures within 20 feet. 
However, when worn a Cleric, these 
powers are amplified -- the Cleric will 
be able to sense undead creatures 
within 50 feet. Furthermore, the 
Cleric gains insight on nearby 

undead creatures; the Cleric gains 
a +2 bonus to AC against all 
melee attacks by undead 
creatures. 
 

Coldsnap 

Ring/amulet, rare, requires 
attunement 
This magic trinket is 
blue in color with icicle 
carvings - it often 
appears as a ring, but 
sometimes appears as an 
amulet. As a bonus action you 
can activate Coldsnap to give 
yourself an aura of cold that emits 
up to a radius of 10 feet. Any creatures 
(friend or foe) within the radius are 
dealt 1d4 points of cold damage at the 
beginning of each of their turns. This 
aura always lasts 1 hour, and during 
that time you will take double damage 
from all fire damage. While the aura is 
active, Coldsnap cannot be removed by 
any means, nor can you end its aura 
early. 
 

Ring of Orcish Fury  

Ring, rare (+1), very rare (+2) 
This brass ring is crudely constructed 
with dent marks and battle burns. 
When worn, the ring grants you a +1 
bonus to all melee attack rolls that 
have a strength modifier, but causes 
you to have an increased metabolism, 

requiring you to eat and 
drink twice as often as 
normal. Taking off the 
ring will end the bonus, 

but will not normalize 
your metabolism for 48 
hours. 
 

Ring of Slow Digestion 

Ring, uncommon 
This simple ring is sometimes 

found made of wood, but is as 
hard as any metal you've seen. 
When worn, it slows down your 
digestive track - you only need to 
eat and drink at 1/3 the rate you 
normally would (under normal 
conditions). Note that this has no 
impact on magical effects that 

cause you hunger or related 
symptoms. 
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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.  Not 
for resale. Permission granted to print or 
photocopy this document for personal use only. 
System Reference Document 5.0 2 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, 
nonexclusive 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 
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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 5.0 Copyright 
2016,  Wizards of the Coast, Inc.; Authors Mike 
Mearls,  Jeremy Crawford, Chris Perkins, 
Rodney Thompson,  Peter Lee, James Wyatt, 
Robert J. Schwalb, Bruce R.  Cordell, Chris Sims, 
and Steve Townshend, based on  original 
material by E. Gary Gygax and Dave Arneson.  
END OF LICENSE  
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