Braided Leather Band (soul -- giants)

Advantages

· Low Light Vision 120’

· Regenerate 5 (acid, fire, susceptible)

· Scent

· Damage Resistance 10/+1 (acid, fire, magic susceptible)

Powers

· Increase STR by 5 for 1d3+2 hours
1/day

· Rage as though barbarian of level equal to current level (see chart)

Disadvantages

· Wearer loses 1 pt of CHA each week (minimum 5 Charisma) as the subject looses CHA he/she slowly takes on a troll like appearance, characters must make a successful spot check in order to identify the person as a non-troll with DC 10+ the total amount of lost CHA points.  If the ring is removed, the character must make an immediate Fortification save DC 20+total amount of lost CHA points or his base CHA will be reduced by 3d4 (minimum 5) permanently.  Lost CHA points return at the rate of 1/week if not lost permanently.

· The wearer must succeed a will save to attempt to remove the ring (DC20) 1 attempt (per person if applicable) can be made to remove the ring per day.  The powers of the ring are for the person wearing the ring, so if someone new dons the ring, he/she will be able to use all the abilities and powers without as though it were a new day.

Gold Ring Inlaid with Bone (Life -- halflings)

Advantages

· Low Light Vision 60’

· +3 bonus to all Saving throws

· +3 Constitution

· +20 HP

Powers

· The wearer can “lay hands” taking on any amount of damage, disease or poison onto him/herself.  Any effects (ability loss, blindness, etc) that have already taken hold on the character being healed may be transferred (or not as the wielder wishes) and the wearer must make a new saving throw at his/her current modifiers to attempt to fight the affects as though they were first being administered.

· Can heal self only for 10 points x CHA modifier within 24 hour period

Disadvantages

· The wearer cannot be made immune to poison, disease, or insanity through spells, spell-like abilities (including character class abilities), or magic items.

· The wearer cannot cure poison, disease, or insanity by any other means than the ring while it is worn.

· The wearer cannot be healed by any outside source except for rest, and innate healing abilities such as feats or the ability to lay hands granted by class or this item.  (i.e. healing spells and potions do not function for the person wearing ring – such healing spells or potions used on the character are wasted)

· The ring cannot be removed short of the death of the character, divine intervention from a deity, or specific quest by DM.

can function normally (but is bleeding –losing 1pt per round if stabilization is failed) up to –10 + Con modifier.  For each minute that passes the character must make a fort save DC20 or loose one point of constitution permanently.  The DC increases by 1 for each additional minute.

Braided multi metal ring (Heart -- Dwarves)

Advantages

· Darkvision 120’

· Immunity Poison

· Stonecunning

· +2 STR

· +2 CON

Powers

· Spell Resistant Field, creates a circle of magic interference within 10’ +1’ per level (of character) radius of the ring and confers Spell Resistance of 10+level (of character) to anyone/thing within the field’s radius.  This ability may be turned on or off at will requiring a successful concentration check DC 15 and taking a standard action (does not provoke attack of opportunity).

· Wearer may counterspell 1+Int modifier arcane spells and 1+Wis modifier divine spells per day so long as the wearer is able to see the target and takes the ready action to attempt to counterspell.  The wearer need not know the spell being countered but must make either a concentration check DC 10+the level of the caster, to be countered, or spellcraft check DC 15+spell level.

Disadvantages

· Arcane spell failure 35%

· Devine spells are cast at 5 levels lower than caster’s level (minimum 1)

· Resisted Spells (those that require saving throws) that succeed against wearer have 1-4 times their normal affect.

· Elemental damage (Fire, Cold, Acid, Lightning) taken while wearing ring is doubled.

· Can only be removed when 60’ below the earth’s surface and does not function for 24 hours after being put on.

Silver inlaid with green Jade (Mind – Elves)

Advantages

· Low Light Vision 90’

· No skills are considered cross class and all skills are available to the wearer

· Gain +2 skill points per level while wearing the ring (these are granted only while the ring is being worn, but are picked by the individual wearing the ring – once picked they cannot be changed, even if the ring is lost and then recovered several years in the future)

· Limits to the amount of skills that can be put into a skill are nullified while the ring is worn. (should the ring be removed, the ranks above the limits are not lost but cannot be used until the character reaches the appropriate level or gains an item that grants that ability)

· +3 DEX

Powers

· Detect Magic 1/day cast at current level and counts as standard action

· Light 1/day cast at current level and counts as standard action

· Detect Secret Doors 1/day cast at current level and counts as standard action

· Message 1/day cast at current level and counts as standard action

· Glitterdust 1/day cast at current level and counts as standard action

· Cat’s Grace 1/day cast at current level and counts as standard action

Disadvantages

· Shallow learning curve -20% to experience earned

· Must be worn for 1 week to take effect although the shallow learning curve applies immediately

Diamond and Bloodstone Ring (Body – Humans)

Advantages

· +2 HP per level while wearing ring

· +2 Feats (chosen when the ring is first put on and cannot be changed even if the ring is removed and put back on – stored in the rings memory of that person)

· Wearer may take a Full round action in addition to the move action

Powers

· Add +4 to one skill already known for 1 hour per point in skill (max 24 hours or until sleep)

· +2 to AC [natural armour] or +2 to hit [competency bonus] for 3 hours 1/day

· Heal self 1d8+level 2/day [free action]

Disadvantages

· -4 to all saving throw

· If the ring is removed the wearer must make a Fortification save at DC 23 (the –4 still applies) or be slain.

· Effects (besides physical damage) that result from a failed saving throw cannot be reversed or healed by spells (but can by powerful relics, deities, or rest).

