The New Wild Surge Table

Wild Surges:  Whenever a spell casters spell is disrupted, via arcane spell failure, or failed concentration checks when hit.  There is a wild surge.  Wild surges are disruptions of magic, and are completely unpredictable in nature.  There is a rare selection of priests and arcane spellcasters who worship the wildness of magic and can somewhat tap into its chaos with some control.  

There will always be a minimum of 5 d10 rolls involved, (Surge Level, Category, Affected, Duration, and Surge effect)  Additional die rolls may be dependant on the type of surge effect.

Whenever a Wild Surge is invoked, the following initial tables will be used.  The level of spell that surged greatly affects the type of surge.  There are 10 surge levels.

(d10) Surge Level: (Roll on table to determine the severity of surge)

1. Level –1d6 (minimum level 0)

2. Level –1d4 (minimum level 0)

3. Level exact

4. Level exact

5. Level exact

6. Level exact

7. Level exact

8. Level exact

9. Level +1d4 (maximum level 9)

10. Level +1d6 (maximum level 9)

(d10) Category of Surge:  (Roll on table to determine what category the surge will be from)

1. Abjuration

2. Conjuration

3. Divination

4. Enchantment

5. Evocation

6. Illusion

7. Necromancy

8. Transmutation

9. Comical

10. Devastating

(d10) Affected Category:  (Roll on table to determine who or how many people are affected by the surge)

1. Everyone in encounter

2. All enemies of caster

3. All allies of caster

4. Target of spell

5. Caster

6. Caster

7. Caster

8. Target of spell

9. All allies of caster

10. All enemies of caster

(D%)Duration Table:  (Roll the appropriate duration for the appropriate level.

1-2%  

Permanent

3-15%

1d6 months

16-25%

1d6 days

26-40%

1d6 hours

41%-80% 
1d6 rounds

81% - 90%
1d6 hours

91% - 95%
1d6 days

96% - 98%
1d6 weeks

99-00%

Permanent

Abjuration Effects






Conjuration Effects

Divination Effects



Enchantment Effects


Evocation Effects


Illusion Effects

Necromancy Effects

Transmutation Effects

Comical Effects

Devastating Effects

Level 0 Effects:


Affected by a Resistance Cantrip


Affected by an Endure elements spell ( fire )


Affected by an Endure elements spell ( cold )


Affected by an Endure elements spell ( electricity )


Affected by an Endure elements spell (all elements)


Aura of protection +1 to AC


Protection from undead


Protection from evil


Protection from good


Protection from normal missiles





Level 6 Effects:


Subject affected by repulsion


Subject affected by globe of invulnerability


Subject affected by Greater dispelling


Subject affected by Sequester


Subject affected by spell turning


Subject gains aura of invincibility, immune to all attacks


Subject gains aura of death, all within 10’ take 1d6 damage per round


Subject suffers from weakness –3 to all attributes


Subject suffers from thin skin, all attacks do max damage


Subject suffers from vulnerability, all energy attacks do max damage








Level 4 Effects:


Subject gains minor globe of invulnerability


Subject gains non detection


Subject gains green aura, +8 to all poison saves


Subject gains black aura, +8 save to all death effects


Subject gains white aura, +4 AC


Subject immune to all forms of fire


Subject immune to all forms of cold


Subject immune to all forms of electricity


Subject immune to all sonic attacks


Subject immune to all normal weapons











Level 2 Effects:


All subjects equipment subject to glitterdust spell


Subject gains resist elements against all elements


Subject gets nondetection


Subject and gear hit with a dispel magic spell


Subject affected by a shield spell


Subject affected by a protection from normal missiles spell


Subject suffers 1 extra damage from every attack


Subject suffers 2x damage from fire


Subject suffers 2x damage from cold


Subject gains healing from fire damage 1 for 1 ratio.








Level 8 Effects:


Subject gains protection from spells


Subject gains mind blank


Subject gains prismatic wall


Subject affected by Imprisonment


Subject affected by prismatic sphere


Subject affected by Greater Dispelling


All subjects magical items turn normal


All subjects normal weapons turn magical (+1d4)


All subjects normal armor turns magical (+1d4)


Subject immune to all forms of attack








Level 9 Effects:


Subject immune to all attacks period.


Subject becomes enhanced being, +10 to all attributes


Subject gains prismatic sphere


Subject affected by imprisonment


Subjects life force is protected, subject can never die.


Subject affected by Superior Dispelling +30


Subject affected by aura of dispelling, all within 10’ suffer Greater Dispelling


Subject affected by aura of charm, all within 10’ automatically charmed


Subject surrounded by aura of death, all within 10’ make fort Save vs DC20 or die


Subject surrounded by health aura, all within 10’ heal 5hp per round








Level 7 Effects:


Subject suffers from banishment to random plane


Subject protected from all normal weapons


Subject protected from all magical weapons


Subject affected by spell turning


Subject gains aura of pain, all within 10’ suffer 2d6 damage


Subject gains aura of magnitude, subjects charisma +10


Subject gains aura of stone, subject surrounded by stone 6” thick


Subject radiates poison, -2 hp per round to all within 10 feet


Subject radiates magic energy


Subject vulnerable, All attacks do max damage








Level 5 Effects:


Subject affected by a remove curse


Subject affected by a dimensional anchor


Subject affected by a minor globe of invulnerability


Subject affected by a stoneskin


Subject affected by a protection from evil 100’ radius


Subject affected by a protection from good 100’ radius


Subject gains immunity to all forms of energy attacks


Subject gains immunity to all normal weapons


Subject gains aura of intelligence, +3 to intelligence


Subject gains aura of charisma, +3 to charisma











Level 3 Effects:


Subject protection from normal melee weapons


Subject protected from all types of normal weapons


Subject suffers 2x damage from all weapons


Subject gains aura of power, +2 to str


Subject gains aura of protection +3 to AC


Subject gains aura of protection from fire (no damage from fire)


Subject gains aura of protection from cold (no damage from cold


Subject gains a protection from good 10’ radius


Subject gains a protection from evil 10’ radius


Subject has a dispel magic cast upon him








Level 1 Effects:


Affected by an alarm spell


Affected by a protection from normal missiles


Red glow surrounds subject, Resist Elements against fire gained.


Blue glow surrounds subject, Resist Elements against cold gained.


Affected by Shield spell


Aura of white surrounds subject, +1 to all saving throws


Aura of black surrounds subject, -1 to all saving throws


Red glow surrounds subject, subject suffers 1 extra hp per die against fire


blue glow surrounds subject, subject suffers 1 extra hp per die against cold


Subject affected by protection from good, evil and undead.














Level 9 Effects:


Gelugon appears and attacks subject


Elder elemental appears and serves subject


Elder Djinn appears and grants subject 1 wish


Summon Monster IX appears and attacks subject


Summon Monster IX appears and helps subject


Subject gains power word kill


Subject gains gate


Army of 1000 skeletons appears and serves subject


Incindiary cloud centered on subject


10 greater elementals appear and 50% attack 50% serve subject








Level 7 Effects:


Subject gains power word stun


Subject gains Phase door


Subject subject to magnificent mansion


Monster Summon VII appears and attacks subject


Monster Summon VII appears and helps subject


Cloudkill centered on subject


Wall of iron appears and crushes subject


Bebelith appears and attacks subject


Bebelith appears and serves subject


50 skeletons appear and serve subject





Level 5 Effects:


10 hell hounds appear and attack subject


Summon monster V appears and helps subject


Summon monster V appears and attacks subject


Solid fog centered on subject


1d6 flame arrows appear and strike subject


1d6 flame arrows appear and are directed by subject


Sleet storm centered on subject


Subject gains web spell 1x per round


Subject gains flame arrow 1x per round


Subject gains assistance of 1 flesh golem











Level 3 Effects:


Monster summon III appears and attacks subject


Monster summon III appears and helps subject


10 skeletons appear and help subject


5 zombies rise up from the ground and attack subject


Phantom steed appears and serves subject


Sleet storm centered on subject


Flame arrow strikes subject 4d6 damage


Flame arrow strikes subjects choosing 4d6 damage


Web spell centered on subject


20 goblins appear and 50% attack 50% serve subject








Level 1 Effects:


Fog cloud centered on subject


Glitterdust centered on subject


Melfs acid arrow appears and strikes subject


Melfs acid arrow appears and strikes subjects target


Summon Monster II ability gained 1x per round by subject


Lemure appears and attacks subject


Fiendish Wolf appears and allies with subject


Stinking cloud affects subject


Subject affected by obscuring mist


Summon swarm cast and is against subject























Level 8 Effects:


Army of 200 skeletons appears and serves subject


Greater elemental appears and attacks subject


Succubus appears and loves subject


Cornugon appears and attacks subject


Summon Monster VIII appears and helps subject


Summon Monster VIII appears and attacks subject


Incindiary cloud centered on subject


Subject gains power word blind


Subject can gate


Army of 20 wraiths appear and serve subject








Level 6 Effects:


Subject gains major creation


Cloudkill centered on subject


Wall of iron appears in front of subject


Wall of iron appears and crushes subject


Wall of stone appears in front of subject


Acid fog centerd on subject


Summon Monster VI appears and helps subject


Summon Monster VI appears and attack subject


Large elemental appears and attacks subject


2 elementals appear and serve subject








Level 4 Effects:


Subject affected by evards black tentacles. 4 tentacles


Subject gains minor creation


Solid fog centered on subject


Random weapon appears in front of subject


Summon monster IV appears and helps subject


Summon monster IV appears and attacks subject


4 hell hounds appear and attack subject


4 hell hounds appear and serve subject


10 zombies rise and serve subject


Tarpit created in front of subject, 100’ radius











Level 2 Effects:


Runes of power explode on subject for 4d4 damage


Flame arrow appears and strikes subject 4d6 damage


Flame arrow appears and strikes subjects target 4d6 damage


Monster summon II appears and helps subject


Monster summon III appears and helps subject


Monster summon III appears and attacks subject


Melfs acid arrow appears and strikes target


Web spell centered on target


Fog cloud centered on target


Summon swarm gained by subject 1x use only








Level 0 Effects:


Subject gains ray of frost 1x per round


Dire rat summoned to help Subject


Grease fills area in front of caster


Subject affected by mage armor


Random backpack equipment appears


Obscuring mist surrounds subject


Summon Monster 1 cast, and is loyal to subject


Summon Monster 1 cast, and is against subject


Subject entangled


Subject gains Monster summon 1, 1x per round











Level 9 Effects:











Level 7 Effects:











Level 5 Effects:














Level 3 Effects:











Level 1 Effects:

















Level 8 Effects:











Level 6 Effects:








Level 4 Effects:














Level 2 Effects:











Level 0 Effects:


Subject gains detect poison


Subject gains detect magic


Subject gains detect undead


Subject gains detect secret doors


Subject gains identify


Subject gains True strike 


Subject gains detect evil


Subject gains detect good


Subject gains detect snares & pits


Subject gains detect animals or plants








Level 9 Effects:
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