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This special ring comes in four kinds (ring of divine 
service I, ring of divine service II, ring of divine service III, 
and ring of divine service IV), all of them useful only to divine 
spellcasters. The wearer’s divine spells per day are doubled for 
one specific spell level.  A ring of divine service I doubles 1st-
level spells, a ring of divine service II doubles 2nd-level spells, 
a ring of divine service III doubles 3rd-level spells, and a ring 
of divine service IV doubles 4th-level spells.  Bonus spells 
from high ability scores, domains, or any other source are not 
doubled.  

Behind the Curtains:
Pricing the Ring of Divine Service

This is the divine version of the ring
of wizardry.  It is easy and interesting
to restrict the alignment or deity the
ring supports.  A ring limited to one
alignment axis (law-chaos or  good-

evil) has a –20% cost modifier.
Limiting the ring to a single

alignment (e.g. Lawful Neutral) is a –
30% cost modifier instead.  Rings

limited to followers of a specific
pantheon, such as the Egyptian or

Asgardian, have a –20% cost
modifier, which rises to –30% if
limited to followers of a single

specific deity such as Horus or Thor.
Rings linked to a pantheon or deity

typically have an alignment
restriction and the two cost modifiers

stack.  (Obviously, a ring dedicated
to Neutral Good clerics of Horus is
very valuable to that small group,

but just about worthless to anyone
else.)  At the GM’s option, these

same limitations can be applied to a
ring of wizardy, which adds flavor to
the campaign, especially if there are

gods with the magic or spell
portfolio.  These cost modifiers can
also be applied to rings of epic divine
service and rings of epic wizardry, but

those rings are still epic magic items
regardless of the final cost.

Moderate (divine service I) or strong (divine service II-
IV) (no school); Caster Level 11th (I), 14th (II), 17th (III), 20th 
(IV); Forge Ring, minor miracle; Price 20,000 gp (I), 40,000 
gp (II), 70,000 gp (III), 100,000 gp (IV). 

 
 
Ring of Epic Divine Service 

Like the ring of divine service, this ring comes in a 
variety of types useful only to divine spellcasters. The wearer’s 
divine spells per day are doubled for one particular spell level. 
A ring of epic divine service V doubles 5th-level spells, a ring 
of epic divine service VI doubles 6th-level spells, a ring of epic 
divine service VII doubles 7th-level spells, a ring of epic divine 
service VIII doubles 8th-level spells, and a ring of epic divine 
service IX doubles 9th-level spells.  Bonus spells from high 
ability scores, domains, or any other source are not doubled.  

Caster Level 23rd (V), 26th (VI), 29th (VII), 32nd 
VIII), 35th (IX); Forge Ring, Forge Epic Ring, miracle; Price 
250,000 gp (V), 360,000 gp (VI), 490,000 gp (VII), 640,000 gp 
(VIII), 810,000 gp (IX).  

 
 
Appendix 

Minor Miracle 
Evocation 
Level: Clr 7, Luck 7 
Components: V, S, XP; see text 
Casting Time: 1 standard action 
Range: See text 
Target, Effect, or Area: See text 
Duration: See text 
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Saving Throw: See text 
Spell Resistance: Yes 
You do not so much cast a minor miracle as request one.  You state what you would like to have 
happen and request that your deity (or the power you pray to for spells) intercede. 

A minor miracle can do any of the following things. 
• Duplicate any cleric spell of 6th level or lower (including spells to which you have access 
because of your domains).  
• Duplicate any other spell of 5th level or lower. 
• Undo the harmful effects of certain spells, such as geas/quest or insanity. 
• Have any effect whose power level is in line with the above effects. 

If the minor miracle has any of the above effects, casting it has no experience point cost. 
Alternatively, a cleric can make a different request for aid.  

Casting such a minor miracle costs the cleric 300 XP because of the 
powerful divine energies involved.  Examples of especially powerful 
minor miracles of this sort could include the following. 

Behind the Curtains:  
Minor Miracle 
This is the cleric’s version 
of limited wish and can be 
adjudicated similarly. • Produce any other effect whose power level is in line with the above 

effects, such as a single creature automatically hitting on its next attack 
or taking a –7 penalty on its next saving throw. 

• Moving you and your allies, without your or their gear, from one plane to another through 
planar barriers to a specific locale as if using plane shift. 
• Protecting a city from an earthquake, volcanic eruption, flood, or other major natural disaster 
by partially mitigating the impact of the natural event. 

In any event, a request that is out of line with the deity’s (or alignment’s) nature is 
refused. 

A duplicated spell allows saving throws and spell resistance as normal, but the save DCs 
are as for a 7th-level spell.  When a minor miracle duplicates a spell that has an XP cost, you 
must pay that cost, or 300 XP whichever is greater.  When a minor miracle spell duplicates a 
spell with a material component that costs more than 100 gp, you must provide that component. 

XP Cost: 300 XP (for some uses of the minor miracle spell; see above). 
 
 
 Single-Axis Alignment Limitation Single Alignment Limitation 
 

Any Deity 
Specific 
Pantheon 

Single 
Deity Any Deity 

Specific 
Pantheon 

Single 
Deity 

Ring I 16,000 gp 12,000 gp 10,000 gp 14,000 gp 10,000 gp 8,000 gp 
Ring II 32,000 gp 24,000 gp 20,000 gp 28,000 gp 20,000 gp 16,000 gp 
Ring III 56,000 gp 42,000 gp 35,000 gp 49,000 gp 35,000 gp 28,000 gp 
Ring IV 80,000 gp 60,000 gp 50,000 gp 70,000 gp 50,000 gp 40,000 gp 
Ring V 200,000 gp 150,000 gp 125,000 gp 175,000 gp 125,000 gp 100,000 gp 
Ring VI 288,000 gp 216,000 gp 180,000 gp 252,000 gp 180,000 gp 144,000 gp 
Ring VII 392,000 gp 294,000 gp 245,000 gp 343,000 gp 245,000 gp 196,000 gp 
Ring VIII 512,000 gp 384,000 gp 320,000 gp 448,000 gp 320,000 gp 256,000 gp 
Ring XI 648,000 gp 486,000 gp 405,000 gp 567,000 gp 405,000 gp 324,000 gp 
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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.  

LEGAL INFORMATION 
Product Identity:  Rick Lewis and Patric L. 
Rogers are Product Identity.  

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.  

 
Designation of Open Game Content:  
Except as indicated under Product Identity, 
all content of this document is designated 
Open Game Content. 

 
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.  

 
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.   
 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.  

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.  

 
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.  

  
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.  

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.  

  
3.Offer and Acceptance: By Using the Open Game Content You 
indicate Your acceptance of the terms of this License.  

15. COPYRIGHT NOTICE  
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Open Game License v 1.0a Copyright 2000, Wizards of the Coast, 
Inc.  
 
System Reference Document Copyright 2000-2003, Wizards of the 
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, 
Rich Baker, Andy Collins, David Noonan, Rich Redman, Bruce R. 
Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on 
original material by E. Gary Gygax and Dave Arneson.  
 
Modern System Reference Document Copyright 2002-2003, 
Wizards of the Coast, Inc.; Authors Bill Slavicsek, Jeff Grubb, 
Rich Redman, Charles Ryan, Eric Cagle, David Noonan, Stan!, 
based on material by Jonathan Tweet, Monte Cook, Skip Williams, 
Richard Baker, Peter Adkison, Bruce R. Cordell, John Tynes, 
Andy Collins, and JD Wiker. 
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